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Anniversary Update
Welcome	 everyone!	 If	 you're	 new	 to	 Incarnate,	 you	 can	 safely
skip	this	section.	I	just	wanted	to	give	a	brief	word	on	the	update
to	 the	document,	which	 I'm	calling	 the	Anniversary	Update,	 as
I'm	releasing	 it	 around	 the	 two-year	anniversary	of	 the	book's
original	release..
While	I	have	been	immensely	proud	of	the	work	I	did	on	this

book	 over	 two	 years	 ago,	 I	 have	 been	 able	 to	 gather	 a	 lot	 of
feedback	 in	 the	 time	 since	 its	 original	 release.	 While	 many
people	have	had	positive	experiences	with	the	book,	there	were
things	that	stood	out	to	people	which	made	it	dif�icult	to	use	in
conjunction	 with	 other	 DnD	 works,	 and	 didn't	 lead	 well	 to
cohesion	 when	 paired	 with	 base	 options	 (such	 as	 dropping	 a
lacer	 into	 a	 normal	 DnD	 campaign).	 This	was	 always	 a	 design
goal	of	this	book,	not	just	to	stand	on	its	own,	but	that	any	part
of	it	could	be	integrated	with	a	normal	game	of	DnD	if	the	world
of	 Incarnate	only	 struck	one	particular	player's	 fancy,	 and	 that
character	 would	 still	 feel	 balanced	 and	 at	 home	 alongside
wizards	and	warlocks.
While	I	think	the	original	version	of	this	document	was	close,

there	were	a	few	issues	that	de�initely	needed	addressing.	With
the	feedback	I've	been	able	to	gather	over	the	past	two	years,	I
very	much	wanted	to	make	this	update	happen,	to	align	with	the
book's	original	design	goal:	that	anything	from	this	book	can	be
dropped	 into	 any	 5th	 edition	 campaign	 of	 DnD	 and	 work
seamlessly.
Hopefully	 I've	 succeeded	 here,	 as	 any	 change	 to	 this	 book

from	 its	 original	 form	 is	 in	 pursuit	 of	 this	 goal.	 As	 always,	 I'm
thrilled	 to	 hear	 about	 the	 games	people	 are	 playing	using	 this
document,	 and	 if	 you	 do	 have	 any	 critiques,	 criticisms,	 things
you	 think	 should	 be	 changed,	 or	 simply	 want	 to	 share	 your
thoughts,	my	contact	information	is	at	the	end	of	the	book.
For	now,	 I	hope	you	enjoy	the	new	changes	(especially	all	of

the	new	art!),	and	hopefully	you	can	drop	a	little	bit	of	the	world
of	Incarnate	into	your	future	games.
Happy	gaming!

	
Alex	Tanner	
August	2018

	

Original Preface
This	 has	 been	 an	 incredibly	 long	 journey.	 This	 book	 has	 been
over	 �ive	 years	 in	 the	making,	moving	 through	many	 different
iterations	 and	 (pardon	 the	 pun)	 incarnations.	 It	 began	 as	 a
supplement	 to	 the	Dungeons	and	Dragons	3.5	 ruleset,	before	 I
began	adapting	 it	 for	Paizo's	Path�inder	 instead.	After	working
with	it	for	a	while	there,	I	began	to	scale	it	down	until	it	worked
within	the	Path�inder	ruleset,	but	 the	maximum	level	was	only
level	6.
Each	 of	 these	 projects	 had	 their	 own	 strengths	 and

weaknesses,	 but	 it	 never	 came	 together	 in	 a	way	where	 every
piece	felt	cohesive;	felt	like	it	worked	properly	all	together.
Finally,	with	the	release	of	Dungeons	and	Dragons	5th	edition,

a	ruleset	was	released	that	I	felt	would	be	able	to	truly	capture
the	spirit	and	tone	of	the	world	of	Incarnate.	This	version	of	the
supplement	has	 gone	 through	over	 a	 year	 of	work	on	 its	 own.
It's	been	 through	countless	 iterations,	 and	has	been	playtested
as	extensively	as	it	was	possible	to	have	a	fan-made	supplement
playtested	 by	many	 players	 around	 the	world.	 Their	 feedback
has	 been	 invaluable,	 and	 has	 helped	 to	 shape	 the	 product	 to
ensure	that	it	is	balanced,	and	most	of	all,	fun.
I	have	 to	 thank	my	wife	 above	all	 else.	 She	has	 stood	by	my

side,	 listened	 to	me	 talk	 endlessly	 about	 this	world,	 about	 the
rules	 I	might	 use,	 and	 she	 has	 been	 extremely	 patient	while	 I
worked	on	this	product.	She	is	my	Tako,	and	I	can	never	convey
to	her	how	important	she	has	been	in	my	life,	and	how	much	I
value	being	with	her	every	single	day.
I	won't	take	up	any	more	page	length	talking	about	the	history

of	 this	product.	 If	you're	 interested	or	you	have	any	questions,
my	contact	information	will	be	included	at	the	end	of	this	book.
For	now,	go	on	and	just	have	some	fun!
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Introduction
The	 magic	 of	 Dungeons	 and	 Dragons	 has	 existed	 for	 decades
now,	 with	 thousands	 of	 people	 creating	 new	 worlds	 and
adventures	 to	 play	 and	 explore.	 The	 magic	 of	 lacing	 is	 a	 new
addition	 to	 the	 Forgotten	 Realms.	 It	 takes	 cues	 from	 many
different	 sources,	 combining	 magic	 and	 mysticism	 to	 create	 a
world	of	mystery	and	wonder.
This	 book	 seeks	 to	 add	 a	 new	 niche	 to	 the	 options	 players

might	want	 to	add	 to	 their	DnD	campaigns.	The	 Incarnate	and
the	power	of	lacing	stands	apart	from	normal	magic,	and	and	is
different	 from	 many	 of	 the	 options	 offered	 in	 the	 Player's
Handbook.	 Nevertheless,	 every	 option	 presented	 in	 this	 book
can	 stand	 alongside	 those	 races,	 classes,	 and	 other	 options
presented	 in	 the	 Player's	 Handbook	 (and	 other	 sources),
allowing	you	to	use	as	much	or	as	little	of	the	content	provided
herein	as	you	wish.
This	book	presents	information	encompassing	the	entirety	of

lacing	magic,	and	how	it	ties	into	the	Forgotten	Realms.	It	is	a	bit
like	a	Player's	Handbook,	Dungeon	Master's	Guide,	and	Monster
Manual	all	rolled	into	one.	To	run	a	game	with	lacing,	you	should
need	to	look	no	further	than	this	book.
In	 some	 areas	 of	 this	 book,	 you	 are	 referred	 to	 other	 books

(typically	 the	Player's	Handbook,	 but	 occasionally	 the	Monster
Manual	as	well).	As	an	expansion	of	sorts	to	DnD	5th	edition,	it
is	assumed	that	you	have	access	to	these	texts	already,	and	are
simply	expanding	your	options	within	that	ruleset.

Chapters

This	book	is	split	into	four	parts.
Part	1	 is	 all	 about	 character	 creation.	This	 section	presents

options	 for	 races	 and	 classes	 that	 would	 appear	 in	 Incarnate.
This	section	also	contains	subclasses	 for	classes	 that	appear	 in
the	Player's	Handbook	(typically	non-magical	classes),	 to	grant
those	classes	some	measure	of	lacing	ability.	Also	presented	are
feats	 that	 can	 be	 added	 to	 any	 character,	 often	 granting	 them
lacing	powers	of	their	own.
Part	2	covers	lacing	abilities	and	forms.	Those	who	can	wield

the	elements	are	 called	 lacers,	 and	every	 lacer	 (aside	 from	 the
Incarnate)	can	control	a	single	element.	This	section	details	the
rules	 of	 lacing,	 as	well	 as	 the	many	 different	 types	 of	 forms	 a
lacer	can	learn.
Part	3	 is	 an	 overview	 of	 how	 lacing	 ties	 into	 the	 Forgotten

Realms.	It	comes	with	rules	on	how	the	environment	can	affect
lacing	abilities,	as	well	as	the	kinds	of	challenges	that	can	be	put
against	 a	 party	 of	 adventurers	 that	 can	wield	 the	 elements,	 as
they	 require	 different	 kinds	 of	 trials	 from	 other	 adventurers.
This	section	also	covers	rules	regarding	the	Incarnate	 itself,	an
extremely	 powerful	 entity	 that	 can	 unlock	 vast	 resources	 of
knowledge	and	might.
This	section	also	outlines	how	lacers	and	their	people	interact

with	 the	 world	 of	 Toril,	 including	 how	 they	 feel	 about	 the
mysterious	Spirit	World,	how	a	character	might	make	their	way
to	 the	 Spirit	 World,	 and	 what	 kinds	 of	 creatures	 and
environments	one	might	encounter	there.
Part	 4	 includes	 statistics	 for	 many	 different	 types	 of

monsters	and	creatures	in	the	Forgotten	Realms	encountered	by
lacers	and	their	communities.	Many	are	spiritual	in	nature,	and
the	monsters	of	the	Spirit	World	are	not	to	be	tri�led	with,	with
many	having	powerful	abilities	that	lesser	beings	could	not	hope
to	stand	against.
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Chapter 1: Races

T
he	 races	 of	 Toril	 affected	 by	 lacing	 have	 set
themselves	 apart	 from	 most	 humans.	 In	 a
campaign	 featuring	 lacing,	 the	 four	 elemental
human	 races	 presented	 in	 this	 chapter	 (along
with	 obake)	 would	 have	 their	 own	 societies,
living	 on	 the	 fringes	 of	 other	 kingdoms.
Communities	 including	 both	 obake	 and	 non-

obake	peoples	would	be	incredibly	rare,	if	not	unheard	of.
Living	 apart,	 each	 race	 has	 its	 own	 customs	 and	 traditions

that	are	followed,	which	they	carry	with	them	even	if	they	leave
their	 home.	 Fire	 folk	 are	 boisterous	 and	 loud,	 exerting	 pure
force	of	will	in	both	welcoming	and	shunning	others.	Air	monks
live	quiet	lives	of	solitude,	or	else	take	their	wisdom	on	the	road
as	they	travel,	sharing	their	spiritualism	with	others.	The	water
clan	 hails	 from	 the	 northmost	 points	 of	 the	 world,	 living	 in
harsh,	 unforgiving	 environments,	 but	 they’ve	 learned	 to	make
these	 icy	places	home.	The	earth	kin	 are	 the	most	widespread
people,	 making	 their	 homes	 on	 vast	 plains	 and	 among
mountains,	 using	 earthlacing	 to	make	 the	 land	work	 for	 them.
The	 obake	 are	 the	 most	 mysterious	 and	 unknown	 of	 races,
rarely	 if	 ever	 coming	 into	 contact	 with	 humans,	 keeping	 their
societies	secret	and	safe.
The	 days	 of	 a	 thriving	 and	 bustling	 elemental	 society	 have

declined	 until	 only	 sparse	 populations	 of	 lacers	 remain.	 Other
races	 and	 magic	 wielders	 have	 overtaken	 much	 of	 the	 world,
with	lacers	retreating	further	and	further	into	hiding.	Only	a	few
lacing	 cities	 remain	 standing,	 and	 those	 that	 do	 are	 mostly
populated	by	non-lacers.
For	 the	 most	 part,	 lacers	 exist	 in	 tiny	 populations,	 keeping

their	abilities	to	themselves.	After	seeing	most	of	their	societies
crumble,	most	lacers	don't	want	to	take	the	chance	that	starting
anew	could	lead	to	further	disaster.

	

Elemental Languages

Each elemental race listed in this chapter (the fire folk, air

monks, water clan, and earth kin) have their own language

which is exclusive to their society, along with having the

ability to speak Common. As descendents of the union

between humans and genasi, the elemental languages

would sound similar to Primordial, albeit an evolution of

the language over thousands of years since the elemental

races separated from their forebears.

Dialects

RACE

INCARNATE 
LANGUAGE

ALTERNATE 
LANGUAGE

FIRE FOLK KASAI PRIMORDIAL (IGNAN)

AIR MONK VAAYU PRIMORDIAL (AURAN)

WATER CLAN IMIQ PRIMORDIAL (AQUAN)

EARTH KIN SHI PRIMORDIAL (TERRAN)

In a campaign not set in the Forgotten Realms, or where

these languages don't fit well, the elemental races can

instead use Primordial, with dialects based on their

element.
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Fire Folk
	
"Fire	 is	 the	 element	 of	 power.	 The	 �ire	 folk	 have	 desire	 and	will,
and	the	energy	and	drive	to	achieve	what	they	want."

-	General	Ichiro,	The	Division	of	the	Elements

	
The	�ire	folk	were	seen	as	the	warmongers	of	the	world.	While
their	 personalities	 and	 convictions	 can	 be	 vibrant	 and
passionate,	 this	 view	 of	 them	 is	mostly	 unearned.	 Fire	 folk	 do
have	 passion,	 but	 channel	 it	 into	 the	 pursuits	 shared	 by	 other
races.	Love,	respect,	community,	family.	Having	a	zest	for	life	is	a
hallmark	of	the	�ire	folk,	and	it	manifests	in	their	daily	lives.

Brash and Bold

The	�ire	folk	empire	once	existed	over	a	vast	expanse,	covering
the	 volcanic	 islands	 of	Wa	 in	 the	 east.	 That	 empire	 has	 since
fallen,	and	even	their	largest	city,	Huo	Cheng,	was	destroyed	by	a
volcano.	 Most	 remaining	 �ire	 folk	 can	 be	 found	 in	 Gongheguo
City.	Small	populations	also	remain	in	tiny	communities,	hiding
from	larger	nations.
Fire	folk	usually	stand	between	5	and	6	feet	tall.	Their	skin	is

typically	fair	compared	to	other	human	races.	Hairstyles	can	say
a	 lot	 about	 a	 �ire	 folk	 as	well.	There	 are	 certain	hairstyles	 and
ceremonial	top	knots	and	ponytails	that	are	reserved	for	royalty,
and	various	hairstyles	for	other	stations	in	 life.	Fire	folk	 like	to
wear	bold	colors	like	reds	and	yellows.

Fervor for Life

Of	 all	 the	 races,	 �ire	 folk	 have	 the	 most	 zest.	 Fire	 folk	 have
dozens	 of	 festivals,	 and	 �ind	 any	 excuse	 they	 can	 to	 throw	 a
party.	 Festivals	 are	 held	 almost	 weekly,	 if	 not	 more	 so,	 with
multiple	reasons	to	celebrate	life	and	love.
The	 �ire	 folk	 of	 Gongheguo	 City	 have	 the	 most	 advanced

industry,	and	are	the	crafters	of	many	different	kinds	of	trinkets
and	treasures.	Fire	folk	are	also	the	biggest	crafters	of	weapons
and	armor.	In	antiquity	they	were	used	for	war	or	palace	coups,
but	 now	 they	 are	 only	 used	 for	 practice	 or	 ceremonial
decoration.

	

Volatile Throne, Steady

Community

The	 �ire	 folk	 typically	 live	 for	 less	 than	 a	 century.	 Of	 all	 the
societies,	 �ire	 folk	 could	be	 considered	 the	most	 changing.	The
rulers	of	the	empire	succeeded	rapidly,	and	while	the	succession
of	the	throne	was	typically	handed	down	along	familial	 lines,	 it
was	not	uncommon	for	others	to	take	over	the	throne	for	their
own	families.	In	recent	times,	the	empire	has	fallen	to	the	point
where	many	 families	 claim	 kinship	 with	 royal	 lines,	 but	 none
have	any	true	authority	over	other	�ire	folk.
Firelacing	comes	from	the	�ire	folk,	and	tradition	dictates	that

the	 ability	 was	 originally	 learned	 from	 dragons.	 Dragons	 are
seen	 as	 the	 original	 �irelacers,	 and	 �ire	 folk	 revere	 these
powerful	creatures	 in	daily	 life.	Firelacing	masters	spend	years
learning	 control	 over	 their	 abilities.	 Amateur	 �irelacers	 might
use	their	abilities	indiscriminately,	but	only	a	master	will	be	able
to	 exert	 true	 control	 over	 their	 �ire,	 using	 it	 not	 only	 for	 its
power,	but	for	its	soothing	light.

	

Fearless and Resolute

While the fire folk can be seen as intimidating by other
societies, the truth is that fire folk will be incredibly quick
to trust someone and decide that they're a friend, and
invite them along to festivals, or open their home to
them.

Air Monks. "Once you get to know them, the air monks
can be really fun! They do their meditations, and that's
great, but there's nothing more entertaining than getting
an air monk to loosen up and tell you their stories."

Water Clan. "I don't understand how the water clan can
live in places that are so cold. And it's kind of strange that
they don't have more contact with other people. Are they
being secretive, or is it just because no one else goes
there? They can be a little hard to trust."

Earth Kin. "The earth kin are so structured, it can be a
little infuriating. Even their festivals fall on such a strict
schedule with specific rules on how to have fun. It's
pretty rare to see an earth kin just cut loose and be
unrestrained for once."

Obake. "I'd love to meet an obake. People say they look
like animals, and they love to play tricks. I wonder if that's
true? If they do exist, they must keep to themselves, but I
wouldn't hesitate to meet one!"
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On the Road

Fire	 folk	might	 be	 the	 people	most	 suited	 for	 life	 on	 the	 road.
Quick	to	make	friends	and	sate	others	who	might	distrust	them
of	 their	 nature,	 a	 �ire	 folk	 doesn't	 take	 another	 creature's
reaction	to	them	personally.	They	know	of	their	own	reputation,
and	�ind	it's	more	prudent	to	simply	lead	by	example	and	show
why	they	would	be	great	friends.
Fire	folk	may	become	adventurers	just	for	the	love	of	travel,	to

make	 new	 friends,	 see	 strange	 lands,	 encounter	 weird	 new
creatures,	or	test	their	might	against	dangerous	spirits.

Fire Folk Names

Fire	 folk	 names	 are	 granted	 at	 birth.	 Typically	 a	 �ire	 folk	 will
only	 have	 a	 single	 name,	 with	 distinguishing	 family	 names
reserved	 only	 for	 high	 society.	 Fire	 folk	 names	 often	 �low
together,	using	softer	consonants	such	as	"z."

	
Male	Names:	Azata,	Azumu,	Daichi,	Daizuke,	Goro,	Hachiro,	
				Haruto,	Haruzi,	Hayato,	Hideyoshi,	Hinaza,	Izuki,	Jiro,	
				Kaede,	Katashi,	Kazuo,	Mazaru,	Minoru,	Noboru,	Nori,	
				Ozamu,	Ryo,	Shiro,	Taro,	Yazu,	Yoshi,	Zaburo,	Zota	
Female	Names:	Aizo,	Aimi,	Azuko,	Chizako,	Chinatsu,	
				Etsuko,	Haruna,	Hina,	Hiroko,	Izumi,	Kazue,	Kazuko,	
				Kazumi,	Mei,	Midori,	Mizuki,	Natsuko,	Rei,	Satomi,	Sayuri,	
				Shizuka,	Suzu,	Suzume,	Tomiko,	Yoko,	Yumi,	Yuzuki

Fire Folk

Fire	 folk	 all	 have	 some	 things	 in	 common	 due	 to	 their	 shared
heritage.
Ability	Score	Increase.	Your	Charisma	score	increases	by	2.
Age.	Fire	 folk	reach	adulthood	at	 the	age	of	18	and	typically

live	for	less	than	a	century.
Alignment.	 Fire	 folk	 represent	 a	 widely	 diverse	 group	 of

people.	 Some	 enjoy	 being	 lawful	 and	 following	 traditions;	 yet
the	spirit	of	�irelacing	leans	towards	chaos.
Size.	Fire	folk	are	typically	between	5	and	6	feet	tall.	Your	size

is	Medium.
Speed.	Your	base	walking	speed	is	30	feet.

	

			Positive	Jing.	When	you	roll	a	1	on	the	d20	for	an	attack	roll,
you	can	reroll	the	die	and	must	use	the	new	roll.
Bad	 Reputation.	 You	 gain	 pro�iciency	 in	 the	 Intimidation

skill.
Savage	 Elements.	 When	 you	 score	 a	 critical	 hit	 with	 an

elemental	attack,	you	can	roll	one	of	the	weapon's	damage	dice
one	additional	time	and	add	it	to	the	extra	damage	of	the	critical
hit.
Languages.	 You	 can	 speak,	 read,	 and	 write	 Common	 and

Kasai.
Subraces.	While	all	 �ire	folk	share	some	qualities,	a	division

in	 the	 use	 of	 �irelacing	 caused	 a	 rift	 to	 appear,	 and	 eventually
two	separate	groups	emerged.

Dragon

As	 a	 dragon	 folk,	 you	 see	 dragons	 as	 the	 mightiest	 and	 most
powerful	of	creatures.	Many	dragon	folk	communities	spring	up
around	 actual	 dragons,	 which	 they	 revere	 and	worship	 as	 the
original	 �irelacers.	 Dragon	 folk	 are	 rare,	 typically	 hiding	 their
presence	from	other	races	in	order	to	live	in	devotion	to	the	true
�irelacing	masters.
Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.
Dragon	Worshipper.	 You	 can	 cast	 the	 cause	fear	 spell	 as	 a

1st-level	spell	once	with	this	trait,	and	regain	the	ability	to	do	so
when	you	�inish	a	long	rest.	When	you	reach	3rd	level,	you	can
cast	the	calm	emotions	 spell	as	a	2nd-level	spell	once	with	 this
trait,	and	regain	the	ability	to	do	so	when	you	�inish	a	long	rest.
Charisma	is	your	spellcasting	ability	for	these	spells.

Qilin

Qilin	 folk	 are	by	 far	 the	more	prosperous	and	numerous.	Qilin
emerged	as	 the	more	prominent	of	 the	 two	groups	of	 �ire	 folk,
and	 many	 don’t	 believe	 that	 any	 dragon	 folk	 still	 exist.	 Qilin
royalty	 advanced	 industry	 in	 an	 attempt	 to	 have	 a	 forceful
military	 power,	 but	most	 qilin	 folk	 have	 distanced	 themselves
from	this,	and	lead	simple	and	prosperous	lives.
Ability	Score	Increase.	Your	Strength	score	increases	by	1.
Qilin	 Weapon	 Training.	 You	 have	 pro�iciency	 with	 the

crossbow,	halberd,	longsword,	shortsword,	and	spear.
Qilin	Armor	Training.	 You	have	pro�iciency	with	 light	 and

medium	armor,	and	shields.
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Air Monk
	
"Air	is	the	element	of	freedom.	The	air	monks	detached	themselves
from	worldly	 concerns	 and	 found	 peace	 and	 freedom.	 Also,	 they
apparently	had	pretty	good	senses	of	humor!"

-	General	Ichiro,	The	Division	of	the	Elements

	
Of	all	people,	air	monks	are	most	likely	to	have	their	true	selves
be	hidden	behind	their	culture.	The	society	of	 the	air	monks	 is
one	of	calm	solitude	high	in	the	mountains	of	the	world.	A	life	of
meditation,	peace,	and	enlightenment.
The	 truth	 is	 that	 the	 air	monks	 are	 great	 lovers	 of	 fun	 and

games.	 To	 one	who	 simply	 visited	 an	 air	monk	 sanctuary,	 and
who	saw	the	monks	on	their	best	behavior,	 they	might	suspect
that	 the	 life	 of	 an	 air	 monk	 would	 be	 quite	 boring.	 Quite	 the
opposite,	 the	 visitor	 would	 likely	 be	 missing	 pranks	 being
pulled,	variations	in	traditional	songs	made	only	to	cause	others
to	giggle,	and	the	true	passion	for	 life	 that	all	air	monks	share.
As	 the	 element	 of	 freedom,	 the	 air	 monks	 don't	 allow
themselves	 to	 become	 too	 restricted	 by	 their	 traditions	 and
culture,	even	as	they	try	to	adhere	to	it.

Small Stature, Big Personality

Air	monks	typically	appear	to	be	physically	weak.	Air	monks	are
shorter	 and	 thinner	 than	 most	 other	 races,	 having	 the
appearance	 of	 physical	 vulnerability.	 Quite	 the	 opposite,
however,	air	monks	live	in	some	of	the	most	inhospitable	places
in	the	world,	and	are	well-equipped	to	deal	with	such	adversity,
where	others	might	suffer.
Air	monks	 are	usually	 around	5	 feet	 tall,	 and	have	 skin	 that

ranges	from	fair	to	dark.	Air	monks	have	varying	hairstyles,	but
very	 important	 to	 their	 culture	 is	 the	 bald	 heads	 of	 airlacing
masters.	To	form	a	closer	connection	with	the	air,	master	lacers
will	 shave	 their	 heads,	 often	 tattooing	 culturally	 important
symbols	onto	their	skin.	Airlacers	like	to	wear	light	orange	and
yellow	robes,	and	don't	typically	have	more	than	a	single	type	of
out�it	that	they	wear.

Long Traditions

Of	 the	 human	 races,	 air	monks	 are	 the	most	 likely	 to	 be	 long
lived.	A	simple	 life	of	asceticism	and	spiritualism	allows	an	air
monk	 to	 live	 for	 a	 century	 or	 even	 longer.	 While	 air	 is	 the
element	 of	 freedom,	 air	 monks	 do	 have	 many	 traditions	 that
help	to	dictate	the	way	they	live	their	lives.	The	monks	typically
live	in	solitude,	meditating	on	the	balance	of	the	world	and	the
nature	of	the	Spirit	World.
Almost	all	air	monks	hail	from	the	great	air	sanctuaries,	which

are	 scattered	 in	 the	 tallest	 mountains	 of	 the	 world.	 Airlacing
temples	 are	 usually	 separated	 by	 gender,	 each	 temple	 only
having	 males	 or	 females	 present.	 Several	 festivals	 take	 place
each	 year	 where	 the	 temples	 come	 together	 to	 make	 new
friends,	rekindle	relationships,	and	move	those	young	air	monks
who	are	ready	for	a	new	home.

	

Lost Civilization

While	 the	 air	monks	 are	 known	 and	 encountered	 occasionally
by	others,	they	are	the	most	secluded	of	the	human	races.	As	an
entire	 society	 made	 up	 of	 simple	 monks,	 there	 is	 almost	 no
industry	 to	 speak	 of	 amongst	 the	 air	 monks.	 The	 only	 things
created	 by	 air	 monks	 are	 those	 that	 are	 needed	 for	 daily	 life
(ceramics,	 bowls	 and	 utensils,	 etc.),	 and	 simple	 trinkets	 with
spiritual	signi�icance.	It	would	be	very	rare	to	encounter	an	air
monk	curio	anywhere	aside	from	the	temple	where	it	was	made,
or	on	the	person	for	whom	the	monk	created	it.

Traditions on the Road

All	air	monks	are	trained	in	their	temples	in	simple	ascetic	life,
but	 any	 air	 monk	 can	 choose	 to	 hit	 the	 open	 road.	 Not
abandoning	 their	 temple	 life,	 but	 taking	 its	 teachings	 and
traditions	abroad,	spreading	knowledge	and	culture	with	them.
Air	monks	who	choose	to	leave	are	not	shunned	by	their	society,
but	 instead	 are	 seen	 as	 important	 messengers,	 bringing	 the
customs	and	culture	of	the	air	monks	to	other	peoples	who	have
no	other	way	to	learn	about	them.

Air Monk Names

Air	monks	receive	their	names	at	birth.	These	names	are	taken
from	oral	tradition	and	history,	and	each	name	has	an	important
meaning.	 Some	 are	 the	 names	 of	 spirits	 in	 creation	 stories	 or
other	 lore,	 while	 others	 are	more	 recent	 inventions.	 Many	 air
monk	 names	 also	 feature	 repeating	 vowels,	 often	 called	 an
"extra	bit	of	love"	from	the	monk's	mother.

	
Male	Names:	Agni,	Ajeet,	Amar,	Anaand,	Anik,	Anuuj,	Ashok,	
				Baldev,	Basu,	Brahma,	Chander,	Deepak,	Deo,	Girish,	
				Gopinath,	Hari,	Isha,	Jai,	Kailash,	Kamaal,	Mahavir,	Navin,	
				Oom,	Rajiv,	Rama,	Rohan,	Saral,	Shyam,	Sumaan,	Vikram	
Female	Names:	Abha,	Abilasha,	Amaala,	Anandi,	Anima,	
				Ashiwarya,	Avani,	Chanda,	Damayanti,	Darshanaa,	Devika,	
				Drishti,	Gauri,	Iila,	Jayanti,	Jyothi,	Kali,	Lakshmi,	Lila,	
				Malini,	Minali,	Pallaavi,	Priya,	Reshmi,	Srii,	Vimala,	Yamii

The Great Air Sanctuaries

TEMPLE LOCATION

NORTHERN MOUNTAINS OF AMARA

EASTERN PAIKAI ISLAND

SOUTHERN HIMASLA MOUNTAINS

WESTERN STORM HORNS
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Air Monk Traits

As	an	air	monk,	you	share	some	similarities	with	other	monks.
Ability	Score	Increase.	Your	Dexterity	score	increases	by	2.
Age.	 An	 air	 monk	 reaches	 adulthood	 at	 the	 age	 of	 18	 and

typically	live	for	about	a	century.
Alignment.	Air	monks	usually	live	in	ritualistic	peace	in	their

temples	while	having	a	vibrant	and	chaotic	approach	to	 life,	so
their	spirits	tend	toward	neutrality.
Size.	Air	monks	are	typically	shorter	than	other	human	races.

Your	size	is	Medium.
Speed.	Your	base	walking	speed	is	35	feet.
Swift.	When	you	roll	for	initiative,	a	roll	of	4	or	lower	counts

as	a	5	for	you.
Tumbler.	You	gain	pro�iciency	in	the	Acrobatics	skill.
Sky	Legs.	 You	 can	 travel	 normally	 in	 altitudes	up	 to	10,000

feet,	and	are	not	disadvantaged	by	strong	winds.
Light	 Foot.	 Any	 distance	 you	 fall	 counts	 as	 though	 the	 fall

were	20	feet	shorter	than	it	actually	is.
Languages.	 You	 can	 speak,	 read,	 and	 write	 Common	 and

Vaayu.
Subraces.	While	 the	air	monks	are	one	people,	 two	distinct

types	of	personalities	have	emerged.	The	cenobites	are	happy	to
live	peaceful,	simple	 lives,	high	 in	the	air	 temples	of	 the	world.
The	 nomads	 are	 the	 opposite,	 completely	 susceptible	 to
wanderlust,	 wanting	 to	 see	 and	 discover	 the	world.	 Cenobites
can	travel	as	well,	but	typically	only	travel	to	other	air	temples
to	share	knowledge	and	wisdom,	while	nomads	scour	the	world
in	search	of	friendship	and	fun.

	

Cenobite

Cenobites	are	known	for	their	asceticism,	living	peacefully,	high
in	the	tallest	mountains	of	 the	world,	where	secret	air	 temples
exist	that	almost	cannot	be	found,	except	by	those	who	already
know	they	are	there.	Cenobites	practice	a	life	of	simple	joy	and
frivolity,	 while	 adhering	 to	 airlacing	 traditions	 dating	 back
thousands	of	years.
Ability	Score	Increase.	Your	Wisdom	score	increases	by	1.
Deep	Meditation.	You	only	need	4	hours	of	sleep	in	order	to

gain	the	bene�it	of	a	long	rest.
Nonviolence.	You	can	cast	the	sanctuary	spell	once	with	this

trait,	and	regain	the	ability	to	do	so	when	you	�inish	a	long	rest.
Wisdom	is	your	spellcasting	ability	for	this	spell.

Nomad

Most	air	nomads	are	born	to	cenobite	parents,	but	the	spirit	of
airlacing	takes	hold.	This	is	a	known	phenomena,	and	is	seen	as
a	rite	of	passage	 for	those	who	were	born	as	nomads.	Nomads
take	their	monastic	lifestyle	on	the	road,	traveling	far	and	wide,
and	making	acquaintances	and	allies	all	over	the	world.
Ability	Score	Increase.	Your	Charisma	score	increases	by	1.
Ascetic	Diet.	You	only	need	half	as	much	food	and	water	as	a

creature	your	size	would	normally	need.
Charming	Personality.	You	can	cast	the	charm	person	spell

as	a	1st-level	spell	once	with	this	trait,	and	regain	the	ability	to
do	so	when	you	�inish	a	 long	rest.	Wisdom	is	your	spellcasting
ability	for	this	spell.

Asceticism and Hedonism

While air monks practice simple life in their temples, they
are no strangers to life's pleasures, and think that one
must experience life fully to be able to pass on to the
Spirit World in a state of enlightenment. How they deal
with other races depends on the reactions they get upon
meeting.

Fire Folk. "Everyone says the fire folk are always
fighting, but I've never seen it. All the fire folk I've met
have been warm and inviting. And their festivals are the
best! Honestly we should start having some of those
festivals back at the temple!"

Water Clan. "People from the water clan can be initially
frosty, and not just because they're from the north pole!
They can be a little closed off and untrusting. But once
you really get to know them, they'll come to regard you as
closely as they do their own families."

Earth Kin. "Everyone says the earth kin don't know how
to have fun, but that's just not true. It's just that they
need structure, but coming from temple life, structure
can add a lot to fun. Rules help control the fun!"

Obake. "I think it would be amazing to meet an obake.
Between you and me, I think I did meet one once. There
was a new guy in town, coming in with all of these stories
of his travels and adventures. The weird part is that the
tanuki statue that used to stand in the middle of town
disappeared the very same day he appeared..."
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Water Clan
	
"Water	is	the	element	of	change.	The	people	of	the	water	clan	are
capable	 of	 adapting	 to	many	 things.	 They	 have	 a	 deep	 sense	 of
community	and	love	that	holds	them	together	through	anything."

-	General	Ichiro,	The	Division	of	the	Elements

	
Adaptable	 and	 proud,	 with	 a	 long	 tradition	 of	 enduring	 the
harshest	climates	imaginable.	Perched	on	the	edge	of	the	world,
making	the	land	and	seas	work	for	them.	Welcoming	of	change
and	of	outsiders,	known	for	sharing	hospitality	with	those	who
may	 end	 up	 on	 their	 shores.	 These	 are	 the	 things	 that	 tie	 the
water	clan	together	across	the	entire	world.

Hail and Hale

Known	 for	 their	 versatility	 and	 malleability,	 the	 water	 clan
includes	members	in	many	corners	of	the	world.	From	the	frigid
north	 pole	 to	 muggy	 swamps,	 the	 water	 clan	 has	 settled	 in
climates	that	would	be	inaccessible	to	other	races,	by	learning	to
make	their	environments	work	for	them.
Most	members	of	the	water	clan	stand	between	5	and	6	feet

tall.	Their	skin	is	usually	darker	than	that	of	other	human	races,
ranging	 from	dark	brown	to	a	deep	 tan.	Both	men	and	women
alike	wear	 their	hair	 in	 longer	 styles,	pulling	 it	 into	 traditional
ponytails	 or	 knots.	 The	 water	 clan	 can	 typically	 be	 found
wearing	 shades	 of	 blue,	 adopting	 the	 color	 in	 connection	with
their	af�inity	for	waterlacing.

Tides and Traditions

Like	 most	 human	 races,	 a	 water	 clan	 member's	 individual
lifespan	 is	 most	 often	 less	 than	 a	 century.	 However,	 the
traditions	 and	 ideals	 of	 the	 water	 clan	 have	 stood	 the	 test	 of
time,	�lowing	and	changing	as	society	changes.	With	a	long	oral
tradition	of	story-telling,	tales	of	the	water	clan	are	passed	down
through	 generations,	 imparting	 wisdom	 and	 guidance	 as	 the
clan	continues	to	evolve.
Most	waterlacers	hail	from	the	water	clan.	Waterlacing	is	seen

as	 an	 exclusive	 ability	 of	 the	water	 clan,	 and	 its	 practices	 and
forms	 are	 seen	 as	 paramount	 to	 the	 cotinuation	 of	 the	 water
clan.	Many	waterlacing	masters	travel	around	the	world,	visiting
as	many	water	clan	 tribes	as	 they	can,	 learning	as	much	about
the	various	applications	of	waterlacing	as	they	can.	While	non-
lacing	water	clan	warriors	dress	in	polar	animal	motifs	and	use
makeup	 to	 intimidate	 their	 enemies,	 waterlacing	 �ighters	 are
typically	more	subdued,	dressing	in	simple	clothes	and	allowing
their	abilities	to	speak	for	them.

	

Fringes of Society

The	people	of	the	water	clan	are	the	most	likely	to	be	those	who
live	 in	 the	 harshest	 of	 environments.	 The	 largest	 groups	 of
peoples	from	the	water	clan	currently	reside	on	what	remains	of
the	 Great	 Glacier	 after	 its	 retreat,	 in	 the	 Vast	 Swamp,	 and	 in
Gongheguo	City.	The	people	of	 the	water	 clan	call	 these	places
home,	 and	 rarely	 encounter	 others.	 Only	 those	 members	 who
seek	 out	 adventure	 and	 travel	 are	 likely	 to	 have	 many
meaningful	 interactions	 with	 other	 peoples.	 This	 makes	 the
trinkets,	weapons,	and	crafts	of	the	water	clan	exceedingly	rare
in	other	areas	of	the	world,	and	highly	sought-after	prizes.

	

Trusting and Proud

The water clan does try to be welcoming and inclusive to
others, while still setting themselves apart from other
groups of people. The water clan trusts easily because
they can endure the sting of betrayal more easily than
others, and are often pleasantly surprised by those who
genuinely deserve their faith.

Fire Folk. "The fire folk have a bad reputation, but only
some of it is deserved. They can be gruff and quick to
anger, but they're also just naturally boisterous and a lot
warmer than people might expect."

Air Monks. "Air monks are great fun and fast friends.
They've always got a great quip or interesting story to tell.
Not being able to eat meat, though? I'm not sure about
that."

Earth Kin. "The earth kin are so warm and welcoming.
They don't have as much of a warrior tradition as we have,
but not everyone needs to be a warrior."

Obake. "The obake are seldom heard from and seen
even less. There are stories about obake who can
waterlace as well, and who live under the ocean or under
rivers. Are they lost tribes of the water clan, transformed
into animal shapes?"
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Travel and Adventure

The	 people	 of	 the	 water	 clan	 usually	 form	 tight-knit
communities	 that	 rarely	 venture	 beyond	 their	 own	 borders.
Those	 of	 the	water	 clan	who	 do	 choose	 to	 travel	 are	 typically
warriors,	artisans,	or	traders.	These	members	of	the	water	clan
still	stick	to	the	oceans	and	seas,	keeping	a	connection	with	the
water	 whether	 they	 are	 waterlacers	 or	 not.	 Warriors	 may	 be
attempting	 to	 keep	 peace	 between	 different	 factions	 of	 the
water	 clan,	 or	 amongst	 different	 nations.	 Artisans	 and	 traders
know	 the	 value	of	 quality	water	 clan	 goods,	 and	know	what	 it
takes	to	make	a	pro�it	from	them.

Water Clan Names

Water	 clan	 names	 are	 bestowed	 on	 a	 child	 by	 its	 parents	 at
birth.	Due	to	the	water	clan's	long	oral	history,	many	names	are
reused	through	the	generations.	Children	are	often	named	after
famous	 warriors,	 hunters,	 or	 spirits	 in	 water	 clan	 lore.	Water
clan	 names	 favor	 hard	 consonants,	 especially	 "k"	 and	 "q"
sounds.
Most	members	 of	 the	water	 clan	 do	 not	 have	 family	 names,

relying	 only	 on	 a	 single	 name	 to	 identify	 themselves.	 Most
communities	 in	 the	 water	 clan	 are	 small	 enough	 that	 no
members	in	a	single	area	share	the	same	name.

	
Male	Names:	Aariak,	Aassanaaq,	Aippaq,	Aklaq,	Aklark,	
				Amaruq,	Anik,	Ilannaq,	Inuksuk,	Irniq,	Kanguq,	Kumaglak,	
				Nasak,	Natsiq,	Oki,	Pakak,	Petuwaq,	Qajak,	Qimmiq,	
				Siluk,	Taktuq,	Toklo,	Tulimak,	Ugalik,	Ukiuk,	Unnuk	
Female	Names:	Aluki,	Anniagruk,	Anyu,	Apaay,	Aputi,	
				Availuk,	Chikuk,	Etsuuya,	Higalik,	Iqaluk,	Kallik,	Kunik,	
				Naaqtuuqn,	Nirliq,	Nuniq,	Nuvuk,	Opik,	Pikatti,	Pimniq,	
				Qaaynak,	Ticasuk,	Tikaani,	Tupiq,	Tuuq,	Uki,	Yakone

Water Clan Traits

Water	clan	members	can	usually	be	found	near	natural	sources
of	water,	and	share	some	common	traits.
Ability	Score	Increase.	Your	Constitution	score	increases	by

2.
Age.	A	water	clan	member	reaches	adulthood	at	the	age	of	18

and	typically	lives	for	less	than	a	century.
Alignment.	Water	clan	members	are	adaptable,	and	capable

of	change.	Water	clan	members	tend	towards	neutrality.
Size.	Water	clan	members	are	typically	between	5	and	6	feet

tall.	Your	size	is	Medium.
Speed.	Your	base	walking	speed	is	30	feet.
Natural	Healer.	If	you	roll	a	1	when	healing	hit	points	(such

as	when	 resting	or	 initiating	a	 form	 that	heals	hit	points),	 you
can	reroll	the	die	and	must	use	the	new	roll.
Traditional	Remedies.	You	gain	pro�iciency	in	the	Medicine

skill.
Waterborne.	You	have	advantage	on	Strength	(Athletics)	and

Dexterity	(Acrobatics)	checks	made	while	underwater.
Languages.	 You	 can	 speak,	 read,	 and	 write	 Common	 and

Imiq.
Subrace.	 The	 two	main	 groups	 of	 the	water	 clan,	 the	 polar

clan	and	the	swamp	people,	are	mainly	separated	by	geography.
The	 polar	 clan	 is	 used	 to	 enduring	 harsh	 and	 biting	 winters,
while	 the	 swamp	people	are	more	 familiar	with	muggy,	humid
bayous.

	

Polar Clan

While	water	 is	seen	as	the	element	of	adaptability,	polar	water
clan	 members	 have	 rituals	 and	 traditions	 that	 they	 strictly
adhere	 to.	 The	 northern	 polar	 clan	 typically	 separates	 the
division	 of	 labor	 along	 gender	 lines,	 with	 men	 working	 as
hunters,	 �ishermen,	 and	 warriors,	 and	 women	 serving	 as
homemakers,	 healers,	 or	 teachers.	 As	 the	 Great	 Glacier
continues	to	retreat,	 the	polar	clan	clings	to	these	traditions	in
an	attempt	to	keep	their	culture	from	disappearing	as	quickly	as
their	 home	 does.	 Both	 groups	 are	 still	 accepting	 of	 change,
however,	 and	 do	 share	 common	 characteristics	 with	 one
another.
Ability	Score	Increase.	Your	Strength	score	increases	by	1.
Cold	Endurance.	You	gain	resistance	to	cold	damage.
Extreme	 Environment.	 The	 �irst	 time	 you	 would	 be

required	to	make	a	saving	throw	against	exhaustion	in	a	day	due
to	environmental	effects	(such	as	extreme	cold,	hunger,	or	 loss
of	sleep),	you	can	shrug	off	the	effect,	automatically	succeeding
on	the	saving	throw.	Once	you	use	this	trait,	you	must	complete
a	long	rest	before	you	can	do	so	again.

Swamp People

The	 swamp	 people	 don’t	 have	 much	 contact	 with	 their	 polar
brethren,	but	still	see	them	as	family	just	the	same.	Members	of
the	water	clan	always	have	a	friend	in	the	swamps	and	bayous	of
the	world,	anywhere	they	can	�ind	a	swamp	person.	The	largest
concentration	 of	 swamp	 people	 live	 in	 the	 Vast	 Swamp.
Naturally	gregarious,	the	swamp	people	have	learned	to	use	the
swamp’s	�lora	and	fauna	to	serve	their	needs,	and	don’t	usually
venture	 beyond	 their	 home	 unless	 spurred	 to	 do	 so	 by	 some
outside	force.
Ability	Score	Increase.	Your	Wisdom	score	increases	by	1.
Plant	 Familiarity.	 You	 have	 advantage	 on	 Intelligence

(Nature)	checks	made	to	identify	and	understand	the	properties
of	plants	and	plant	creatures.
Mask	 of	 the	Wild.	 You	 can	attempt	 to	hide	 even	when	you

are	 only	 lightly	 obscured	 by	 foliage,	 heavy	 rain,	 falling	 snow,
mist,	and	other	natural	phenomena.
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Earth Kin
"Earth	is	the	element	of	substance.	The	earth	kin	are	diverse	and
strong.	They	are	persistent	and	enduring."

-	General	Ichiro,	The	Division	of	the	Elements

	
The	 earth	 kin	 are	 widespread	 and	 rooted	 in	 the	 world.	 No
matter	where	you	go,	you'll	usually	be	able	to	�ind	an	earth	kin
community	 taking	 hold	 and	 building	 traditions.	 Earth	 kin	 are
the	most	 likely	 to	quickly	build	 tight-knit	 societies	 that	 can	be
initially	distrustful	 of	 others.	But	once	an	earth	kin	 chooses	 to
place	their	roots	somewhere,	it	becomes	a	powerful	community
of	families	built	on	the	strength	of	those	who	founded	it.

Hardy and Tough

Of	all	the	races,	earth	kin	are	the	most	physically	powerful.	Even
female	 earth	 kin	 can	 be	 found	with	musculature	 and	 strength
not	 found	 in	 other	 races.	 Earth	 kin	 use	 earthlacing	 to	 build
communities	out	of	stone,	and	must	learn	to	physically	work	the
earth	to	make	their	way	in	the	world.
Earth	kin	skin	tends	to	be	 fair	 in	color,	with	more	facial	hair

that	other	races.	Most	earth	kin	stand	close	to	6	feet	tall,	 if	not
taller.	As	the	widest-spread	race,	different	kinds	of	clothing	and
hairstyles	 have	 appeared	 across	 the	 vast	 expanse	 of	 former
earth	kingdoms.	 In	general,	 earth	kin	 tend	 to	 favor	greens	and
browns	 in	 their	 clothing,	 with	 bits	 of	 gold.	 Symbols	 are
important	 to	 the	earth	kin,	 and	are	often	 found	adorning	 their
clothing	to	signify	wealth,	status,	tradition,	or	family.

	

Deep Roots

While	 the	 air	 monks	 can	 trace	 their	 traditions	 back	 for
thousands	of	years,	and	the	obake	for	even	longer,	earth	kin	are
the	people	most	likely	to	adhere	strictly	to	those	traditions.	The
earth	kin	like	structure,	and	a	tradition	gives	semblance	to	how
an	 earth	 kin	 may	 live	 their	 life.	 They	 aren't	 total	 slaves	 to
tradition,	and	may	�ind	ways	around	rules	that	they	do	not	agree
with.	Earth	kin	are	not	completely	conformist,	but	do	enjoy	a	life
of	ful�illed	expectations,	where	others	act	in	a	way	that	doesn't
surprise	 them,	 allowing	 them	 to	 temper	 their	 assumptions	 on
how	the	world	works.

Expansive Kingdom

The	 earth	 kin	 had	 several	 expansive	 kingdoms,	 all	 centralized
under	the	city	of	Qiang	Shi.	These	other	kingdoms,	Chongtu	and
Dan,	have	since	fallen	and	lie	abandoned.	Qiang	Shi	still	stands,
but	is	a	shadow	of	its	former	glory.	A	great	wall	still	surrounds
the	city,	protecting	those	who	make	a	living	within	it.
Several	 existing	 earth	 kin	 families	 can	 trace	 lineage	 back	 to

one	 of	 the	 earth	 royal	 families.	 In	 recent	 times,	 the	 largest
concentrations	 of	 earth	 kin	 can	 be	 found	 in	 Qiang	 Shi,	 and	 in
Gongheguo	City.

Making Home on the Road

Earth	kin	are	not	ones	 typically	up	 for	adventuring	and	seeing
the	world.	While	 some	 earth	 kin	 do	 travel,	 these	 are	 typically
merchants	 and	 artisans,	 whose	 lot	 in	 life	 includes	 moving
around	Kara-Tur.	 Earth	kin	 leaving	 their	 homes	 entirely	 to	 see
new	lands	are	much	more	rare.	While	on	the	road,	an	earth	kin
is	 the	most	 likely	 to	want	 to	make	 it	 feel	 like	home.	They	may
perform	morning	 rituals,	 or	 say	 traditional	words	 before	 each
meal,	or	look	for	homely	amenities	in	new	towns.
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Earth Kin Names

Earth	kin	names	are	given	at	birth,	and	are	usually	passed	down
along	 family	 lines.	 An	 earth	 kin	 will	 almost	 always	 be	 named
after	a	family	member,	but	almost	never	a	family	member	who	is
still	 alive.	 These	 names,	 while	 not	 "family	 names"	 in	 the
traditional	 sense,	 are	 seen	 as	 family	 names	 in	 the	 sense	 that
certain	 families	 see	 some	 given	 names	 as	 belonging	 to	 their
families.
Earth	 kin	 in	 high	 society	 may	 have	 more	 traditional	 family

names	as	well,	and	are	some	of	the	only	people	who	might	have
two	 names.	 These	 family	 names	 can	 typically	 be	 traced	 back
hundreds	of	years,	and	the	history	of	each	holder	of	that	name	is
often	well-documented.

	
Male	Names:	Bai,	Chang,	Chao,	Da,	Eun,	Fu,	Guo,	Gyeong,	
				Heng,	Hong,	Huang,	Hwan,	Jia,	Jiang,	Jin,	Kun,	Kyung,	Lim,	
				Min,	Mu,	Myung,	Qiang,	Qiu,	Ru,	Seok,	Shi,	Su,	Tai,	Tu,	
				Wei,	Wen,	Wu,	Xiang,	Xun,	Yong,	Zheng,	Zhi,	Zhong	
Female	Names:	Ai,	Bao,	Bolorma,	Bora,	Cheng,	Chun,	Fen,	
				Hai,	Hua,	Hye,	Jian,	Jing,	Jong,	Ju,	Jun,	Lan,	Li,	Lin,	Ling,	
				Mei,	Ming,	Ning,	Nuan,	Nuo,	Ping,	Qing,	Rong,	Shu,	Shui,	
				Shun,	Sung,	Xiu,	Xue,	Ya,	Yeong,	Yin,	Yun,	Zan,	Zhou

Earth Kin Traits

Your	earth	kin	character	has	a	number	of	qualities	 in	common
with	all	other	earth	kin.
Ability	Score	Increase.	Your	Strength	score	increases	by	2.
Age.	 An	 earth	 kin	 reaches	 adulthood	 at	 the	 age	 of	 18	 and

typically	lives	for	less	than	a	century.
Alignment.	Earth	kin	lean	towards	being	lawful.
Size.	 Earth	 kin	 are	 typically	 taller	 than	 other	 human	 races.

Your	size	is	Medium.
Speed.	Your	base	walking	speed	is	30	feet.

	

			Protection	of	Earth.	You	can	reroll	a	saving	throw	once	with
this	 trait,	 and	 regain	 the	ability	 to	do	 so	when	you	complete	a
short	or	long	rest.	You	must	keep	the	new	roll.
Stance	of	the	Mountain.	You	have	advantage	on	checks	and

saving	throws	against	being	knocked	prone.
Observant.	You	gain	pro�iciency	in	the	Perception	skill.
Languages.	You	can	speak,	read,	and	write	Common	and	Shi.
Subraces.	 Two	 groups	 of	 earth	 kin	 have	 emerged,	 although

both	would	still	see	kinship	in	the	other.	The	city	dwellers	have
formed	communities	and	live	near	mountains	and	along	plains,
forming	their	villages	(or	sometimes	even	great	cities)	through
earthlacing,	 creating	 simple	 abodes	 and	 banding	 together.
Desert	dwellers	live	a	more	monastic	lifestyle,	never	settling	in
one	 place	 for	 very	 long,	 using	 earthlacing	 to	 survive	 in	 harsh
desert	environments.

City Dweller

City	 dwellers	 form	 tight-knit	 communities	 which	 can	 seem
unwelcoming	 to	 outsiders.	 These	 city	 kin	 are	 the	 essence	 of
earth,	strong	and	proud,	unabashed	and	unyielding.	But	to	those
who	are	welcomed	into	their	ranks,	city	kin	can	be	the	kindest,
most	gregarious	people	a	 creature	can	meet.	Most	 city	kin	 can
be	found	in	Qiang	Shi	or	in	Gongheguo	City.
Ability	Score	Increase.	Your	Charisma	score	increases	by	1.
Tough	People.	Without	 armor	 or	 a	 shield,	 your	 character's

AC	equals	12	+	your	Dexterity	modi�ier.
Resilience.	 You	 have	 advantage	 on	 saving	 throws	 against

poison,	and	you	have	resistance	to	poison	damage.

Desert Dweller

Most	desert	kin	 live	in	the	Quoya	Desert,	able	to	withstand	the
blazing	heat	and	whirling	sand	 that	make	up	 the	environment.
While	most	would	not	 choose	 to	 live	 in	 such	a	 location,	desert
kin	live	nomadic,	wandering	lifesyles,	roaming	the	desert	wastes
and	making	use	of	what	little	resources	reside	there.
Ability	Score	Increase.	Your	Constitution	score	increases	by

1.
Harsh	Sun.	 You	 do	 not	 become	 exhausted	 by	 the	 effects	 of

natural	hot	environments.
Hardy.	 Your	 hit	 point	 maximum	 increases	 by	 1,	 and	 it

increases	by	1	every	time	you	gain	a	level.

Deep Ties, Deep Trust

While earth kin can be seen as untrustworthy, it is more
that an earth kin has a long history that a new person is
not a part of, and it can take longer to regard that person
as a friend. But to someone an earth kin deems a friend,
there is no better source of love and acceptance.

Fire Folk. "I don't understand how fire folk society even
functions. It seems like they change who the fire king or
queen is constantly. I've met fire folk and they seem
alright, but it's a strange culture."

Air Monk. "Air monks seem very structured in their
tradition, but have you ever actually met one? They were a
lot different than I thought they would be like. Constantly
telling jokes, playing games, pulling pranks. Not what I
expected from a monk."

Water Clan. "I have a lot of respect for the water clan.
They live in the worst places in the world, and have made
it work for them. They live off the land and have to use
the environment for themselves, but they don't use it
selfishly or just take from the land."

Obake. "There are tons of stories of obake joining our
communities as we've spread out, but I don't know how
much faith I put in those. We live all over the place, and
there's not a single established obake community
anywhere that we've been able to find? Something's fishy
about that."
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Obake
"She's	a	part	of	our	town's	lore.	They	say	she's	a	river	spirit	who
watches	over	our	town	in	times	of	need.	I	always	thought	she	was
just	a	legend.	Until	now..."
	

Secluded	 and	 secretive,	 the	 obake	make	many	 appearances	 in
the	 folklore	and	stories	of	other	races,	yet	 few	have	 truly	been
encountered.	 Even	 those	 who	 do	 meet	 an	 obake	 may	 never
know	 it,	 as	 they	 can	 take	 on	 human	 forms	 and	 live	 amongst
other	races,	with	their	true	nature	never	being	uncovered.

Emerging from Twilight

Obake	hail	from	the	Spirit	World,	the	swirling	etherealness	that
surrounds	the	Material	Plane.	All	obake	come	from	the	Feywild
or	the	Shadowfell,	and	its	in�luence	can	always	be	seen	in	their
forms,	even	when	they	make	an	attempt	to	hide	it.	Obake	from
the	 Feywild	 typically	 have	 colors	 that	 mimic	 the	 rising	 sun,
vibrant	 oranges	 and	 yellows,	 eye-catching	 and	 inviting.	 Obake
from	 the	Shadowfell,	 on	 the	other	hand,	are	usually	very	dark,
appearing	in	blacks	and	other	dim	hues.
Obake	also	vary	wildly	in	size,	running	the	gamut	from	short

and	 stout	 at	 3	 feet,	 to	 taller	 (although	 still	 typically	 stout)	 at
closer	to	5	feet.
Most	 obake	 hide	 what	 they	 are,	 but	 leave	 clues	 on	 their

person	 or	 wear	 symbols	 on	 their	 clothing	 to	 signal	 to	 other
obake	what	 they	 truly	 are.	 This	 can	 come	 in	 the	 form	 ancient
spiritual	designs	or	signi�icant	colors.
True	obake	have	three	forms	that	they	assume	at	will,	which

leads	 to	 further	 confusion	 in	attempting	 to	document	or	 study
them.	There	 is	a	humanoid	 form;	one	which	can	pass	amongst
other	 human	 societies	 unhindered.	 They	 also	 have	 an	 animal
form;	the	ability	to	become	an	animal	of	a	type	associated	with
their	speci�ic	race.	And	�inally,	 they	have	a	middle	form,	a	form
that	usually	walks	on	two	 legs	and	has	hands,	but	has	physical
features	based	on	 its	animal	 form	(so	a	cat	obake	will	have	fur
and	a	tail	 in	this	 form,	 for	example).	 It	 is	 this	middle	 form	that
obake	 typically	 consider	 their	 "true"	 form,	with	 the	 other	 two
being	temporary	diversions	from	this	true	self.

Hidden Societies

While	they	have	been	known	to	 live	among	others,	most	obake
who	 choose	 to	 live	 on	 the	 Material	 Plane	 are	 very	 secretive,
forming	 tight-knit	 communities	 amongst	 themselves.	 Obake
form	small	 towns	and	communities	deep	 in	 the	wilderness,	 far
away	 from	prying	eyes.	There	are	 travelers	who	have	reported
stumbling	 upon	 a	 small	 town	 in	 the	 middle	 of	 a	 dense,	 deep
forest,	with	no	 inhabitants.	A	 town	that	 looks	as	 though	 it	was
lived	in	recently,	but	with	no	one	there.	These	are	obake	villages,
whose	 members	 have	 disguised	 themselves	 as	 woodland
creatures	until	the	intruder	passes	on.

The Birth of Tradition

Many	obake	are	incredibly	long-lived,	and	it	is	unknown	if	they
ever	 truly	die.	 It	 is	known	that	obake	who	 live	on	 the	Material
Plane	 do	 age,	 and	 yet	 their	 lives	 are	 still	 centuries	 long.	 It	 is
rumored	that	some	obake	can	live	for	over	a	millenia,	watching
nations	 rise	 and	 fall,	 traditions	 form	 and	 die.	 These	 long
lifespans	allow	obake	a	unique	view	into	culture	and	folklore.

	

Obake	are	lovers	of	games	and	fun,	and	have	laid	claim	to	having
invented	 many	 of	 the	 world's	 games	 that	 have	 been	 passed
down	through	the	ages.	The	truth	of	such	statements	is	dif�icult
to	verify,	as	although	obake	are	not	untruthful,	they	are	lovers	of
tricks	 and	 secrets,	 and	what	may	 seem	 to	be	 a	 lie	 to	 someone
less	long-lived	may	simply	be	jesting	fun	for	an	obake.

Wanderlust

While	 obake	 are	 generally	 secretive	 and	 secluded,	 it	 is	 quite
common	 for	 obake	 to	 be	 included	 among	 other	 communities,
although	 rarely	 do	 they	 reveal	 their	 secret	 identities.	 As
incredibly	 long-lived	 entities,	 it	 can	 be	 dif�icult	 to	 pinpoint
exactly	why	obake	choose	to	do	anything,	especially	leave	their
communities	behind	and	travel	the	world.	The	inner	workings	of
an	obake's	mind	can	be	a	mystery,	even	 to	 the	obake	 themself,
and	are	rarely	understood	well.

Obake Names

Obake	are	generally	referred	to	by	two	names	throughout	their
life.	 When	 an	 obake	 is	 born,	 it	 is	 given	 a	 name	 by	 its	 family.
These	 names	 are	 often	 ancient,	 and	 their	 true	 origins	 are
unknown.	Obake	who	 still	 go	 by	 their	 family's	 given	name	 are
considered	children,	even	those	who	are	hundreds	of	years	old.
The	concept	of	young	or	old	in	regards	to	the	term	child	is	not
well	understood	by	obake.
An	 obake	 becomes	 an	 adult	 when	 it	 is	 given	 a	 name	 by

another	creature.	The	other	creature	may	be	another	obake	who
has	 referred	 to	 it	 by	 its	 family	 name	 for	 years.	 Or	 it	may	 be	 a
member	of	another	community	or	race,	who	has	never	heard	of
the	obake's	 true	name	and	so	calls	 it	 something	else.	While	an
obake	is	never	to	explicitly	encourage	another	creature	to	give	it
its	adult	name,	the	moment	when	an	obake	becomes	an	adult	is
one	that	is	rarely	forgotten.

	
Male	Names:	Akaname,	Ebisu,	Fujin,	Futsunushi,	Hachi,	
				Inari,	Izanagi,	Jimmu,	Kagutsuchi,	Koyane,	Mikaboshi,	
				Momonjii,	Niniji,	Oyamatsumi,	Raijin,	Ryujin,	Sarutahiko,	
				Suijin,	Tajimamori,	Tenjin,	Tsukiyomi,	Yamatsumi	
Female	Names:	Ama,	Benzaiten,	Byakko,	Chimi,	Hashihime,	
				Iwanaga,	Izanami,	Kejoro,	Kijo,	Kuebiko,	Kuraokami,	
				Momiji,	Myobu,	Okami,	Omoikane,	Sakuya,	Shirayama,	
				Sukuna,	Terasu,	Toyotama,	Tsuki,	Ukemochi,	Uzume,	Yurei
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Obake Traits

Due	 to	 the	wide	 variety	 of	 subraces	 there	 are	 amongst	 obake,
they	 differ	 greatly	 from	 one	 another,	 but	 do	 share	 some
qualities.
Ability	Score	Increase.	Choose	either	your	Wisdom	or	your

Charisma	score.	That	ability	score	increases	by	2.
Age.	Each	obake	is	unique,	but	as	a	rule,	are	incredibly	long-

lived.	 An	 obake	 may	 reach	 what	 equates	 to	 adulthood	 after	 a
decade,	 or	 not	 until	 after	 a	 century	 or	 more.	 It	 is	 unknown
whether	it	is	possible	for	obake	to	die	of	old	age.	While	living	in
the	 Spirit	 World,	 obake	 are	 effectively	 immortal,	 being
reincarnated	 into	 a	 new	 form	 when	 they	 would	 die,	 although
they	lose	this	immortality	if	they	choose	to	live	on	the	Material
Plane.
Alignment.	 Obake	 seek	 balance,	 and	 tend	 towards	 being

neutral.
Size.	Humanoid	spirits	come	in	varying	sizes,	but	are	typically

shorter	than	humans	overall.	You	have	a	choice	of	being	Small	or
Medium	size.	Small	obake	are	typically	between	3	and	4	feet	tall
and	 average	 around	 40	 pounds,	 while	 Medium	 obake	 are
typically	 between	 4	 and	 5	 feet	 tall,	 and	 average	 around	 90
pounds.
Speed.	Your	base	walking	speed	is	25	feet.
Fey	Ancestry.	You	have	advantage	on	saving	 throws	against

being	charmed,	and	magic	can't	put	you	to	sleep.
Spirit	Magic.	You	know	the	druidcraft	cantrip.
Transformation.	 In	 addition	 to	 your	 true	 form,	 you	have	 a

humanoid	and	animal	form	(your	animal	form	depends	on	your
subrace).	You	can	assume	either	form	as	an	action.	These	forms
appear	the	same	whenever	you	assume	them;	you	cannot	alter
how	 they	 look.	 When	 you	 assume	 your	 humanoid	 form,	 your
game	 statistics	 remain	 the	 same.	 For	 speci�ics	 on	 taking	 your
animal	 form,	 please	 see	 the	 Animal	 Transformation	 sidebar.
What	 animal	 form	 you	 can	 take	 is	 outlined	 in	 each	 of	 the
subraces	presented	below.
Darkvision.	Thanks	 to	your	 fey	ancestry,	you	have	superior

vision	 in	 dark	 and	 dim	 conditions.	 You	 can	 see	 in	 dim	 light
within	30	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.
Languages.	 You	 can	 speak,	 read,	 and	 write	 Common	 and

Sylvan.
Subrace.	There	are	nine	distinct	subraces	among	obake.	Each

one	 resembles	 a	 different	 kind	 of	 animal,	 although	 all	 obake,
even	those	of	different	animal	types,	regard	one-another	as	kin.

	
The Enigma

Obake are great lovers of jokes, tricks, and pranks. They
can be quick to welcome others into their secretive
societies, or can be just as quick to exclude them. How
obake feel about individuals can change rapidly, but how
obake feel about other races as a whole are often more
grounded.

Fire Folk. "I love fire folk festivals! Of all the people in
the world, the fire folk are most likely to be holding some
kind of party at any given moment! Of course, I can never
tell them where I live, spirits know what they might do.
But it's the best place to disguise yourself as a human and
just have a good time!"

Air Monks. "I don't think many understand the air
monks quite like we do. Sure they appear boring and
ordinary on the outside, but they actually love pranks.
There's nothing like a prank war with an air monk,
especially one who doesn't know what you really are."

Water Clan. "People from the water clan are malleable,
that's what I like about them. They can roll with the
punches, never getting too hung up on tradition and
whatnot. Sure they have their history, and some of their
ideas can be a little wacky, but spend enough time with
someone from the water clan, and you might see real
change in them. That's not something you see often."

Earth Kin. "Out of everyone, the earth kin can be the
most stubborn. This isn't always a bad thing, but their
unwillingness to budge isn't exactly fun. Lighten up,
right?"

Animal Transformation

Your Transformation ability allows you to take the form of
an animal. The following rules outline how this
transformation works.

When you take animal form, your game statistics are
replaced by the statistics of the beast, but you retain
your alignment, personality, and Intelligence, Wisdom,
and Charisma scores. You also retain all of your skill
and saving throw proficiencies, in addition to gaining
those of the creature.
When you transform, you assume the beast's hit
points and Hit Dice. When you revert to your normal
form, you return to the number of hit points you had
before you transformed. However, if you revert as a
result of dropping to 0 hit points, any excess damage
carries over to your normal form. For example, if you
take 10 damage in animal form and only have 1 hit
point left, you revert and take 9 damage. As long as
the excess damage doesn't reduce your normal form
to 0 hit points, you aren't knocked unconscious.
You can't initiate forms or cast spells, and your ability
to speak or take any actions that requires hands is
limited to the capabilities of your beast form.
Transforming doesn't break your concentration on a
form or spell you've already cast, however, or prevent
you from taking actions that are part of a form or
spell, such as smoke cloud.
You retain the benefit of any features from your class,
race, or other sources and can use them if your animal
form is physically capable of doing so. However, you
can't use any of your special senses, such as
darkvision, unless your new form also has that sense.
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Bake-Danuki

Bake-danuki	 are	 obake	 that	 resemble	 tanuki,	 or	 raccoon	 dogs.
Unlike	 some	 other	 obake	 that	 avoid	 other	 creatures,	 bake-
danuki	enjoy	being	part	of	a	community	and	forming	bonds	with
humans.	Mischievious	and	 jolly,	bake-danuki	 can	be	 somewhat
naive	 and	 absentminded.	 However,	 those	 who	 form	 true
friendships	with	 bake-danuki	will	 instead	 be	 invited	 to	 join	 in
the	fun	of	playing	harmless	pranks	and	tricks	on	others.
Ability	Score	Increase.	Your	Constitution	score	increases	by

1.
Tanuki	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	simple	ideas	to	Small	or	smaller	tanuki	and	other
canines.	Your	Transformation	ability	 allows	you	 to	 assume	 the
form	of	a	tanuki.
Statue	 Form.	 You	 can	 use	 your	 action	 to	 become	 a	 stone

statue	of	yourself	in	your	current	form.	This	form	lasts	until	you
choose	 to	 end	 it	 as	 an	 action.	 You	 are	 considered	petri�ied	 for
the	duration,	although	you	are	still	aware	of	your	surroundings.
This	trait	does	not	make	you	immune	to	poison	or	disease.	You
can	end	the	effect	as	an	action.

	

Hebi

Hebi	are	snake-like	obake,	with	thin,	sinuous	bodies	and	forked
tongues.	 Despite	 their	 fearsome	 appearance,	 Hebi	 are	 gentle,
secretive	 spirits.	 Hebi	 typically	 keep	 off	 the	 beaten	 path,	 and
avoid	other	creatures	if	possible,	living	simple	lives	deep	in	the
wilderness.
Ability	Score	Increase.	Your	Intelligence	score	increases	by

1.
Snake	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	simple	ideas	to	Small	or	smaller	snakes	and	other
serpents.	Your	Transformation	ability	allows	you	to	assume	the
form	of	a	poisonous	snake.
Camou�lage.	If	you	have	made	a	Dexterity	(Stealth)	check	to

hide	 yourself,	 creatures	 have	 disadvantage	 on	 Wisdom
(Perception)	 checks	 they	 make	 to	 see	 you	 if	 you	 remain
motionless.	 You	 can	 still	 be	 detected	 through	 other	 means
normally.

16 Chapter	1	|	Obake



1/5

Inugami

Inugami	are	obake	that	resemble	dogs,	not	only	 in	appearance,
but	also	in	temperament.	Inugami	love	to	play,	and	are	the	most
likely	to	live	in	large	communities	with	other	types	of	creatures.
Inugami	are	�iercely	loyal	to	their	companions,	and	would	never
abandon	a	friend	in	need.
Ability	Score	Increase.	Your	Strength	score	increases	by	1.
Dog	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	 simple	 ideas	 to	 Small	 or	 smaller	 dogs	 and	 other
canines.	Your	Transformation	ability	 allows	you	 to	 assume	 the
form	of	a	dog.
Keen	 Senses.	 You	 have	 advantage	 on	Wisdom	 (Perception)

checks	that	rely	on	hearing	or	smell.

Jorogumo

The	 Jorogumo	 obake	 are	 those	 that	 isolate	 themselves	 from
other	 creatures.	While	most	 other	 obake	 can	 pass	 for	 friendly,
familiar	creatures,	the	jorogumo’s	true	form	looks	like	a	spider.
While	 jorogumo	are	no	more	sinister	or	evil	 than	other	obake,
they	usually	tend	to	hide	their	true	form.
Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.
Spider	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	simple	ideas	to	Small	or	smaller	spiders	and	other
arachnids.	Your	Transformation	ability	allows	you	to	assume	the
form	of	a	spider.
Skittering	Climber.	You	gain	a	climb	speed	of	10	feet	which

allows	you	to	climb	dif�icult	surfaces,	including	upside	down	on
ceilings,	without	needing	to	make	an	ability	check.

Kawauso

The	kawauso	are	otter-like	obake,	living	on	the	shores	of	rivers
and	lakes.	Playful	and	gregarious,	the	kawauso	are	always	open
to	 sharing	 their	 lives	 and	 homes	 with	 friendly	 travelers.
Kawauso	are	trusting	by	nature,	but	those	who	cross	a	kawauso
may	�ind	that	they	never	encounter	another,	as	news	travels	fast
amongst	a	kawauso	community,	and	memories	are	long.
Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.
Otter	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	simple	ideas	to	Small	or	smaller	otters	and	other
mustelids.	Your	Transformation	ability	allows	you	to	assume	the
form	of	an	otter.
Swift	Swim.	You	gain	a	swim	speed	of	30	feet.

Kitsune

Many	 stories	 have	 been	 written	 about	 the	 sly	 and	 cunning
kitsune.	Obake	that	resemble	foxes,	kitsune	love	to	play	tricks	on
others.	Stories	abound	that	kitsune	get	wiser	as	they	grow	older,
and	 that	 they	 make	 faithful	 guardians	 and	 friends.	 There	 is
probably	 truth	 to	 these	 stories,	 as	 kitsune	 have	 no	 problem
living	 amongst	 other	 types	 of	 creatures,	 using	 their
shapeshifting	abilities	to	hide	their	true	nature	as	an	obake.
Ability	Score	Increase.	Your	Intelligence	score	increases	by

1.
Fox	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	 simple	 ideas	 to	Small	or	 smaller	 foxes	and	other
canines.	Your	Transformation	ability	 allows	you	 to	 assume	 the
form	of	a	fox.
Cunning	 Trickster.	 You	 gain	 pro�iciency	 in	 the	 Deception

skill.

	

Mujina

Mujina	 are	 obake	 that	 resemble	 badgers,	 and	 have	 all	 the
dogged	determination	and	seriousness	of	their	animal	brethren.
Stories	exist	of	mujina	that	have	no	faces,	or	who	shapeshift	into
alluring	 women	 to	 seduce	 travelers	 and	 steal	 from	 or	 harm
them.	 In	 truth,	 mujina	 form	 tight-knit	 communities	 amongst
themselves	 and	 rarely	 reveal	 themselves	 to	 outsiders,	 living
peacefully	underneath	the	ground.
Ability	Score	Increase.	Your	Strength	score	increases	by	1.
Badger	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	 simple	 ideas	 to	 Small	 or	 smaller	 badgers	 and
other	 mustelids.	 Your	 Transformation	 ability	 allows	 you	 to
assume	the	form	of	a	badger.
Earth	Walk.	You	gain	a	burrow	speed	of	10	feet,	allowing	you

to	move	through	sand,	earth,	mud,	or	ice.	You	gain	tremorsense
to	a	range	of	10	feet	while	burrowing.

Nekomata

Nekomata	 are	 obake	 that	 resemble	 cats,	 and	 typically	 live
amongst	 other	 types	 of	 creatures.	 Nekomata	 have	 no	 qualms
about	 shapeshifting	 into	 cat	 form	 for	 a	 free	 meal	 or	 affection
when	 they	 want	 it.	 While	 many	 other	 obake	 keep	 away	 from
other	kinds	of	creatures,	nekomata	exude	a	calm	con�idence	that
allows	them	to	go	where	they	want,	and	to	do	what	they	please.
Nekomata	 rarely	 fear	 repercussions	 for	 their	 actions,	 instead
acting	with	impunity	and	authority.
Ability	Score	Increase.	Your	Dexterity	score	increases	by	1.
Cat	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	 simple	 ideas	 to	 Small	 or	 smaller	 cats	 and	 other
felines.	 Your	 Transformation	 ability	 allows	 you	 to	 assume	 the
form	of	a	cat.
Agile	 Climber.	 You	 do	 not	 need	 to	 spend	 any	 extra

movement	in	order	to	climb	surfaces.

Ningyo

The	 ningyo	 are	 probably	 the	 most	 reclusive	 and	 most
misunderstood	 of	 all	 the	 obake,	 resembling	 �ish	 living	 deep
beneath	 the	 waves.	 Many	 describe	 the	 ningyo	 as	 malevolent
beings,	 cursing	 land-dwellers	 and	 pulling	 them	 beneath	 the
water	 to	 drown	 them	 if	 given	 half	 a	 chance.	 The	 truth	 is	 that
most	 ningyo	 live	 so	 far	 from	 land	 that	 they	 never	 encounter
other	land-dwelling	creatures	at	all.
Ability	Score	Increase.	Your	Constitution	score	increases	by

1.
Koi	 Spirit.	 Through	 sounds	 and	 gestures,	 you	 can

communicate	 simple	 ideas	 to	 Small	 or	 smaller	 koi	 and	 other
�ishes.	 Your	 Transformation	 ability	 allows	 you	 to	 assume	 the
form	of	a	koi.
Water	Breathing.	You	can	breathe	both	underwater	and	on

land.	You	gain	a	swim	speed	of	15	feet.
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Classes

CLASS DESCRIPTION

 HIT  
DIE

PRIMARY 
ABILITY

SAVING THROW 
PROFICIENCIES

ARMOR & WEAPON 
PROFICIENCIES

LACER
A WARRIOR WHO USES THE STRENGTH OF LACING TO

OVERPOWER AND DEMOLISH OPPONENTS. D8 STRENGTH OR

DEXTERITY

STRENGTH &
DEXTERITY

LIGHT AND MEDIUM

ARMOR, SIMPLE WEAPONS

SAMSARI A PERSON WHO SEEKS WISDOM BY LOOKING WITHIN AND

GAINING HELP FROM THE SPIRIT WORLD. D6 WISDOM OR

CHARISMA

WISDOM &
CHARISMA

MACE,QUARTERSTAFF,
SHANZI, SPEAR

Chapter 2: Classes

A
dventurers	 are	 those	 most	 driven	 to	 excitement
and	 heroism.	 Some	 adventurers	 are	 sly	 and
sneaky,	 while	 others	 are	 loud	 and	 brash.	 All
adventurers,	however,	share	the	drive	to	forge	on
in	 the	 face	of	danger	and	risky	prospects,	 staring
down	certain	doom	and	daring	it	to	give	them	its
best	shot.

Class	is	the	primary	de�inition	of	what	your	character	can	do.
It's	 a	 calling	 in	 life,	 especially	 for	 lacers.	 Those	 who	 are	 born
with	 or	 discover	 lacing	 abilities	 in	 their	 life	 begin	 to	 take	 on
shades	of	their	element,	even	as	they	learn	to	control	it.	Lacers
are	those	who	might	view	the	world	in	logical	terms,	and	always
have	in	their	mind	what	their	lacing	can	do	to	advance	their	lot
in	life.	Samsari,	in	contrast,	may	see	themselves	as	attendants	to
others,	 furthering	 the	 spiritual	 journeys	 and	 enlightenment	 of
those	around	them.
Your	 choice	 of	 class	 grants	 you	 a	 variety	 of	 special	 features

that	set	you	apart	from	other	classes.	In	Toril,	the	ability	to	lace
and	how	you	use	it	may	be	your	de�ining	feature.	At	lower	levels,
your	class	only	gives	you	two	or	three	features,	but	as	you	gain
experience	 and	 advance	 in	 levels,	 you	 gain	 more	 and	 the
features	that	you	do	have	improve	dramatically.	Each	class	entry
in	 this	chapter	 includes	a	 table	which	summarizes	 the	bene�its
you	gain	at	every	level,	and	a	detailed	explanation	of	each	one.

	

	

Adventurers	 sometimes	 advance	 beyond	 their	 original
aspirations,	or	choose	to	seek	knowledge	elsewhere.	A	�irelacer
might	choose	to	seek	true	enlightenment	and	decide	to	become
a	samsari.	An	airlacing	samsari	might	decide	to	learn	about	how
to	 �ight	 more	 effectively,	 and	 begin	 following	 the	 path	 of	 the
lacer.	 Optional	 rules	 for	 combining	 classes	 in	 this	 way,	 called
multiclassing,	 appear	 in	 Chapter	 5	 of	 this	 book.	 Any	 classes
presented	in	this	book	can	also	multiclass	with	classes	from	the
Player's	Handbook.	Also	presented	in	this	chapter	are	additional
subclasses	for	classes	from	the	Player's	Handbook,	to	add	a	bit	of
a	lacing	touch	to	those	classes.
Lacers	 are	 fairly	 uncommon	 in	 Toril,	 and	 true	 samsari	 even

more	 so.	 Lacers	 typically	 appear	 amongst	 the	 elemental	 races
(outlined	 in	 Chapter	 1),	 but	 it	 is	 possible	 for	 lacers	 to	 appear
amongst	genasi,	elves,	or	any	other	race	as	well.

	
Non-Lacing Classes

In Toril, encountering a person of an elemental race, and
especially a lacer, is very rare. The elemental races have
gone into a steep decline in recent years, so much that
their cities are shadows of their former glory. Oftentimes,
lacers are mistaken for arcane magic users which are
simply specializing in a single elemental magic type.

The Lacing Spectrum

All lacers exist somewhere on the spectrum of
spirituality. Those who are more pragmatic will probably
find themselves leaning towards becoming a lacer. Those
who seek to enlighten both themselves and others and
see themselves as simply a vessel of the spirits' will may
find they are better suited for the samsari class.
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Barbarian
The	following	primal	path	is	available	to	barbarians.

Path of the Elements

"Maybe	your	 �irelacing	comes	 from	rage	and	you	 just	don't	have
enough	anger	to	fuel	it	the	way	you	used	to."
	

The	Path	of	 the	Elements	 is	one	of	contrast.	Rage	and	serenity.
Light	and	dark.	Yin	and	yang.	Those	who	follow	this	path	learn
to	 unlock	 their	 own	 lacing	 potential,	 expertly	 interspersing
weapon	attacks	with	elemental	might.
Most	barbarian	tribes	become	af�iliated	with	a	single	element,

and	lacers	of	its	type	appear	in	their	number.	No	one	can	really
explain	 this	exclusivity,	but	 tribes	become	�iercely	 territorial	of
their	 elemental	 powers.	 Lacing	 is	 seen	 as	 a	 divine	 gift,	 passed
down	 from	 fallen	 comrades	 who	 have	 gone	 on	 to	 the	 Spirit
World.

Chosen Element

As	a	lacer,	you	have	the	supernatural	ability	to	manipulate	your
element.	 When	 you	 choose	 this	 path	 at	 3rd	 level,	 you	 must
choose	an	element:	�ire,	air,	water,	or	earth.	From	that	point	on,
you	are	a	�irelacer,	airlacer,	waterlacer,	or	earthlacer.	You
can	never	take	another	element,	even	if	you	later	get	to	choose
again.
Basic	Lacing.	You	gain	your	element's	Basic	Lacing	abilities

(Firelacing,	Airlacing,	Waterlacing,	Earthlacing).	You	cannot	use
these	abilities	while	raging.

	

Elemental Fury

Also	at	3rd	level,	your	rage	unleashes	elemental	fury	in	you.	The
fury	extends	10	feet	from	you	in	every	direction,	but	not	through
total	cover.
Your	fury	causes	your	element	to	swirl	around	you,	battering

your	 foes.	 It	 activates	when	 you	 enter	 your	 rage,	 and	 you	 can
activate	the	effect	again	on	each	of	your	turns	as	a	bonus	action.
Each	 turn	 your	 fury	 is	 active,	 you	 can	 choose	 one	 other

creature	 you	 can	 see	 in	 your	 aura.	 The	 target	 must	 make	 a
Dexterity	saving	throw	(DC	equal	to	8	+	your	pro�iciency	bonus
+	your	Constitution	modi�ier).	The	target	takes	1d6	bludgeoning
damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful
one.	The	damage	increases	when	you	reach	certain	levels	in	this
class,	increasing	to	2d6	at	10th	level,	3d6	at	15th	level,	and	4d6
at	20th	level.

Boon of the Elements

Beginning	at	6th	 level,	 you	gain	a	boon	 that	activates	any	 time
you	rage.	These	boons	are	different,	depending	on	your	element.
Fire.	A	creature	that	moves	within	5	 feet	of	you	for	the	 �irst

time	on	a	turn	or	starts	its	turn	there	takes	1d6	�ire	damage.
Air.	 Your	 jump	 distance	 is	 doubled,	 and	 falling	 damage	 is

reduced	by	an	amount	equal	to	�ive	times	your	barbarian	level.
Water.	 When	 you	 initiate	 a	 rage,	 you	 gain	 a	 number	 of

temporary	 hit	 points	 equal	 to	 your	 Wisdom	 modi�ier	 +	 your
barbarian	 level.	 Any	 remaining	 temporary	 hit	 points	 are	 lost
when	your	rage	ends.
Earth.	 You	 are	 unaffected	 by	 dif�icult	 terrain,	 and	 gain

tremorsense	to	a	range	of	10	feet.	You	gain	the	ability	to	move
along	vertical	surfaces	and	ceilings	made	of	earth	or	stone	while
leaving	your	hands	free.	You	also	gain	a	climbing	speed	equal	to
your	walking	speed.

One with Nature

At	10th	 level,	 you	can	cast	 the	commune	with	nature	 spell,	 but
only	as	a	ritual.	When	you	do	so,	a	spiritual	creature	appears	to
you	to	convey	the	information	you	seek.

Spiritual Might

Starting	 at	 14th	 level,	 you	 gain	 a	 number	 of	 abilities	 any	 time
you	rage.
Fire.	You	are	 immune	to	 �ire	damage	and	have	resistance	to

cold	 damage.	 When	 you	 take	 damage	 from	 a	 creature	 that	 is
within	5	feet	of	you,	you	can	use	your	reaction	to	activate	your
Elemental	Fury	against	that	creature.
Air.	 Your	 speed	 is	 increased	 by	 20	 feet.	 When	 you	 make	 a

successful	attack	against	a	creature,	you	can	choose	to	blast	the
target	with	air.	The	target	is	pushed	10	feet	away	from	you.
Water.	You	are	 immune	to	cold	damage	and	have	resistance

to	�ire	damage.	You	gain	a	swim	speed	of	30	feet.
In	 addition,	 if	 you	 miss	 a	 creature	 with	 an	 attack,	 you	 can

immediately	make	another	attack	against	 the	same	creature	as
part	of	the	same	attack.	Once	you	use	this	ability,	you	can't	do	so
against	until	the	beginning	of	your	next	turn.
Earth.	 You	 gain	 a	 burrow	 speed	 of	 20	 feet,	 and	 your

tremorsense	increases	to	a	range	of	30	feet.
In	 addition,	 the	 ground	 in	 a	 10-foot	 radius	 around	 you

ruptures	and	is	dif�icult	terrain	for	creatures	other	than	you.	The
radius	 moves	 with	 you,	 and	 any	 area	 you	 leave	 returns	 to
normal.
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Fighter
The	following	martial	archetype	is	available	to	�ighters.

Pro-Lacer

"I've	been	 immersed	 in	 lacing	my	entire	 life,	and	I	never	 learned
how	to	move	like	that!	It's	like	there's	a	whole	new	style	here!"

-	Torra,	pro-lacer

	
Fast,	sharp	movements.	Powerful,	quick	jabs	and	kicks.	A	�igure
stands,	using	their	element	as	an	extension	of	their	body,	mixing
lacing	with	powerful,	 physical	martial	 arts	 into	 a	 �luid	 form	 to
pummel	their	foes	with	the	force	of	their	ki.
For	 some,	 lacing	 talent	 and	 skill	 is	 a	 spiritual	 experience,	 a

way	of	life	that	guides	them	through	life's	challenges	as	a	kind	of
guide.	For	a	pro-lacer,	however,	lacing	is	to	be	used	for	�ighting,
to	take	down	one's	opponents.	Pro-lacers	take	the	combat	side
of	lacing	and	typically	shun	its	spiritual	origins,	using	lacing	as	a
means	 to	an	end.	A	pro-lacer	 learns	many	amazing	 tricks	with
their	 lacing,	 and	 look	 at	 traditional	 lacers	 as	 being	 behind	 the
curve.	 Nothing	 gives	 a	 pro-lacer	 a	 rush	 like	 learning	 a	 new
technique	or	discovering	a	new	skill,	and	a	pro-lacer	will	always
be	the	one	to	take	it	to	the	extreme	and	never	look	back.

Chosen by the Elements

As	a	lacer,	you	have	the	supernatural	ability	to	manipulate	your
element.	When	you	choose	this	archetype	at	3rd	level,	you	must
choose	an	element:	�ire,	air,	water,	or	earth.	From	that	point	on,
you	are	a	�irelacer,	airlacer,	waterlacer,	or	earthlacer.	You
can't	 choose	 another	 element,	 even	 if	 you	 later	 get	 to	 choose
again.

Basic Lacing

You	 gain	 your	 element's	 Basic	 Lacing	 abilities	 (Firelacing,
Airlacing,	Waterlacing,	Earthlacing).

Elemental Strike

At	3rd	level,	you	can	blast	an	opponent	with	an	elemental	strike.
You	 can	 use	 your	 elemental	 strike	 when	 you	 make	 an	 attack.
Your	elemental	strike	has	the	following	properties:

You	 roll	 a	d6	 for	 the	damage	of	 your	elemental	 strike.	Your
elemental	strike	deals	bludgeoning	damage.
Your	 elemental	 strike	 is	 a	 ranged	 weapon	 with	 a	 normal
range	of	20	feet,	or	a	long	range	of	60	feet.	When	attacking	a
target	 beyond	 normal	 range,	 you	 have	 disadvantage	 on	 the
attack	roll.	You	can't	attack	a	target	beyond	the	strike's	long
range.	
	 	 	 	 Despite	 being	 a	 ranged	 weapon,	 you	 do	 not	 have
disadvantage	on	attack	rolls	with	your	elemental	strike	when
a	hostile	creature	is	within	5	feet	of	you,	nor	when	attacking
a	creature	that	is	prone	within	20	feet	of	you.
You	can	use	Strength	instead	of	Dexterity	for	the	attack	and
damage	rolls	of	your	elemental	strike.
When	you	reduce	a	creature	to	0	hit	points,	you	can	choose
to	 avoid	 killing	 them	 with	 your	 elemental	 strike,	 leaving
them	unconscious.
When	you	take	the	Attack	action	with	a	weapon	with	which
you	have	pro�iciency	on	your	turn	(including	your	elemental
strike),	you	can	make	one	elemental	strike	as	a	bonus	action.

	

Elemental Warrior

Also	 at	 3rd	 level,	 you	 learn	 special	 attacks	 that	 are	 fueled	 by
special	dice	called	ki	dice.

Trick Shots

You	learn	three	trick	shots.	You	can	use	only	one	trick	shot	per
attack.
You	learn	two	additional	shots	of	your	choice	at	7th,	10th,	and

15th	 level.	 Each	 time	 you	 learn	 new	 trick	 shots,	 you	 can	 also
replace	one	shot	you	know	with	a	different	one.

Ki Dice

You	start	with	four	Ki	Dice,	which	are	d6s,	and	you	expend	one
whenever	you	use	a	shot.	You	regain	them	all	when	you	�inish	a
short	or	long	rest.
You	 gain	 another	 Ki	 Die	 at	 7th	 level	 and	 one	 more	 at	 15th

level.

Saving Throws

Some	of	your	shots	require	your	target	to	make	a	saving	throw
to	resist	the	shot's	effects.	The	saving	throw	DC	is	calculated	as
follows:

Ki Save DC =	8 + your proficiency bonus +

your Strength or Dexterity modifier (your choice)

Quick Recovery

Beginning	at	7th	level,	you	can	spend	a	Ki	Die	as	a	bonus	action
to	recover	your	stamina.	Roll	the	Ki	Die.	You	regain	a	number	of
hit	points	equal	to	the	number	rolled	plus	either	your	Wisdom
modi�ier	(if	you	are	a	waterlacer	or	airlacer)	or	your	Charisma
modi�ier	(if	you	are	a	�irelacer	or	earthlacer).

Elemental Master

At	10th	level,	your	Ki	Dice	turn	into	d8s.	At	18th	level,	they	turn
into	d10s.

Supreme Focus

Starting	 at	 15th	 level,	 when	 you	 roll	 initiative	 and	 have	 no	 Ki
Dice	remaining,	you	regain	1	Ki	Die.
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Trick Shots

The	trick	shots	are	presented	in	alphabetical	order.
Broken	 Base.	 When	 you	 hit	 a	 creature	 with	 an	 elemental

attack,	you	can	expend	one	Ki	Die	to	attempt	to	knock	the	target
down.	You	add	the	Ki	Die	to	the	attack's	damage	roll,	and	if	the
target	is	Large	or	smaller,	it	must	make	a	Strength	saving	throw.
On	a	failed	save,	you	knock	the	target	prone.
Disarming	Shot.	When	you	hit	a	creature	with	an	elemental

attack,	 you	 can	 expend	 one	 Ki	 Die	 to	 attempt	 to	 disarm	 the
target,	forcing	it	to	drop	one	item	of	your	choice	that	it's	holding.
You	 add	 the	 Ki	 Die	 to	 the	 attack's	 damage	 roll,	 and	 the	 target
must	make	a	Strength	saving	throw.	On	a	failed	save,	it	drops	the
object	you	choose.	The	object	lands	at	its	feet.
Distracting	Shot.	When	you	hit	a	creature	with	an	elemental

attack,	you	can	expend	one	Ki	Die	to	distract	the	creature,	giving
your	allies	an	opening.	You	add	the	Ki	Die	to	the	attack's	damage
roll.	The	next	attack	roll	against	the	target	by	an	attacker	other
than	you	has	advantage	if	the	attack	is	made	before	the	start	of
your	next	turn.
Double	 Shot.	 When	 you	 hit	 a	 creature	 with	 an	 elemental

attack,	you	can	expend	one	Ki	Die	to	attempt	to	damage	another
creature	with	the	same	attack.	Choose	another	creature	within	5
feet	of	the	original	target	and	within	your	reach.	If	 the	original
attack	roll	would	hit	the	second	creature,	it	takes	damage	equal
to	 the	 number	 you	 roll	 on	 your	 Ki	 Die.	 The	 damage	 is	 of	 the
same	type	dealt	by	the	original	attack.
Elemental	 Assault.	 When	 you	 hit	 a	 creature	 with	 an

elemental	attack,	you	can	expend	one	Ki	Die	to	attempt	to	drive
the	target	back.	You	add	the	Ki	Die	to	the	attack's	damage	roll,
and	 if	 the	 target	 is	 Large	 or	 smaller,	 it	 must	make	 a	 Strength
saving	throw.	On	a	failed	save,	you	push	the	target	up	to	15	feet
away	from	you.
Feinting	 Shot.	 You	 can	 expend	 on	 Ki	 Die	 and	 use	 a	 bonus

action	on	your	turn	to	feint,	choosing	one	creature	within	5	feet
of	 you	 as	 your	 target.	 You	have	 advantage	on	your	next	 attack
roll	against	that	creature.	If	that	attack	hits,	add	the	Ki	Die	to	the
attack's	damage	roll.

	

Goading	 Shot.	 When	 you	 hit	 a	 creature	 with	 an	 elemental
attack,	you	can	expend	one	Ki	Die	to	attempt	to	goad	the	target
into	 attacking	 you.	 You	 add	 the	 Ki	 Die	 to	 the	 attack's	 damage
roll,	 and	 the	 target	 must	 make	 a	 Wisdom	 saving	 throw.	 On	 a
failed	save,	the	target	has	disadvantage	on	all	attack	rolls	against
targets	other	than	you	until	the	end	of	your	next	turn.
Graceful	Fighting.	When	you	move,	you	can	expend	one	Ki

Die,	 rolling	 the	 die	 and	 adding	 the	 number	 rolled	 to	 your	 AC
until	you	stop	moving.
Lunging	Shot.	When	you	make	an	elemental	strike	on	your

turn,	you	can	expend	one	Ki	Die	 to	 increase	 the	short	range	of
that	elemental	strike	by	10	feet,	and	the	long	range	by	30	feet.	If
you	hit,	you	add	the	Ki	Die	to	the	attack's	damage	roll.
Maneuvering	 Shot.	 When	 you	 hit	 a	 creature	 with	 an

elemental	attack,	you	can	expend	one	Ki	Die	to	maneuver	one	of
your	comrades	into	a	more	advantageous	position.	You	add	the
Ki	 Die	 to	 the	 attack's	 damage	 roll,	 and	 you	 choose	 a	 friendly
creature	which	 can	 see	 or	 hear	 you.	 That	 creature	 can	 use	 its
reaction	 to	 move	 up	 to	 half	 its	 speed	 without	 provoking
opportunity	attacks	from	the	target	of	your	attack.
Menacing	Shot.	When	you	hit	a	creature	with	an	elemental

attack,	 you	 can	 expend	 one	 Ki	 Die	 to	 attempt	 to	 frighten	 the
target.	 You	 add	 the	Ki	Die	 to	 the	 attack's	 damage	 roll,	 and	 the
target	must	make	a	Wisdom	saving	throw.	On	a	failed	save,	it	is
frightened	of	you	until	the	end	of	your	next	turn.
Parry.	When	another	 creature	which	 is	within	5	 feet	of	you

damages	you	with	a	weapon	attack,	you	can	use	your	 reaction
and	expend	one	Ki	Die	to	reduce	the	damage	by	the	number	you
roll	on	your	Ki	Die	+	your	Strength	or	Dexterity	modi�ier.
Rally.	On	your	turn,	you	can	use	a	bonus	action	and	expend

one	 Ki	 Die	 to	 bolster	 the	 resolve	 of	 one	 of	 your	 companions.
When	 you	 do	 so,	 choose	 a	 friendly	 creature	which	 can	 see	 or
hear	you.	That	creature	gains	temporary	hit	points	equal	to	the
Ki	Die	roll	+	your	Charisma	modi�ier.
Shot	Caller.	When	you	 take	 the	Attack	 action	on	 your	 turn,

you	 can	 forgo	 one	 of	 your	 attacks	 and	 use	 a	 bonus	 action	 to
direct	one	of	your	companions	to	strike.	When	you	do	so,	choose
a	friendly	creature	which	can	see	or	hear	you	and	expend	one	Ki
Die.	That	creature	can	immediately	use	its	reaction	to	make	one
weapon	 or	 elemental	 attack,	 adding	 the	 Ki	 Die	 to	 the	 attack's
damage	roll.
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Lacer
"Power	in	�irelacing	comes	from	the	breath,	not	the	muscles.	The
breath	becomes	energy	in	the	body.	The	energy	extends	past	your
limbs	and	becomes	�ire!"

-	General	Ichiro

	
Flames	erupt	as	a	female	�ire	folk	blasts	onto	the	scene.	Enemies
�lee	from	the	out-of-control	blaze,	shielding	their	eyes	to	protect
from	 the	 intense	 heat.	 There	 is	 a	 swell	 of	 �ire,	 catching	 onto
clothing,	objects,	structures.	Creatures	scatter	to	escape,	making
a	 desperate	 attempt	 to	make	 it	 out	 alive.	 And	 then,	when	 one
stands	alone,	the	�ires	dissipate	instantly.	She	smirks,	and	dusts
herself	off.
A	roar	of	rushing	wind	�ills	the	battle�ield	as	a	small,	 lightly-

robed	 air	 monk	 leaps	 amongst	 his	 enemies.	 He's	 a	 blur	 of
motion	amongst	easily-de�lected	blows,	as	the	power	of	a	gale-
force	 hurricane	 blasts	 his	 adversaries	 in	 every	 direction.	 One
opponent	 remains	 standing,	but	 �inds	 that	 it	 cannot	 touch	 this
new	�ighter,	as	he	�lits	about	the	battle�ield	with	supreme	ease,
never	fearing	danger,	laughing	in	its	face.
A	sound	of	rushing	water	�ills	the	room,	as	cool	liquid	quickly

�loods	the	�loor.	The	water	seems	to	move	this	way	and	that,	not
according	to	natural	laws,	but	having	a	mind	of	its	own.	It	grows
hostile,	seeking	out	enemies,	slamming	them	into	walls	and	then
freezing	them	in	place.	Those	who	try	to	run	are	pummeled,	and
then	pulled	back.	Creatures	who	are	already	 frozen	struggle	 to
move,	 but	 it's	 useless.	 The	 water	 forms	 a	 large	 wave,	 and	 all
creatures	are	unfrozen	from	their	prisons	just	as	the	tidal	wave
crashes	down,	crushing	them	under	its	power.	Only	then	does	a
blue-robed	water	clan	member	con�idently	enter	the	room.

	

The	 earth	 rumbles	 as	 stone	 and	 rock	 are	 burst	 asunder.
Shockwaves	 �ill	 the	 air	 as	 earthquakes	 shake	 enemies	 in	 their
boots.	An	earth	kin	 stands,	 cutting	 through	 the	onslaught	with
nothing	but	the	power	of	the	stone.	It	obeys	his	commands,	and
moves	 as	 an	 extension	 of	 his	 own	 body.	 The	 earthlacer	 never
stands	 aside	 against	 an	 enemy.	 The	 lacer	 is	 as	 powerful	 and
enduring	as	the	mountain.

Elemental Instinct

Lacers	 usually	 �ind	 themselves	 infused	with	 abilities	 that	 they
themselves	 do	 not	 understand.	 No	 one	 knows	 where	 these
abilities	 come	 from.	 Some	 believe	 that	 lacers	 are	 the
reincarnations	of	lacers	who	have	passed	on	to	the	Spirit	World.
Others	think	that	the	power	comes	from	spirits	of	the	elements
bonding	 to	 a	 person	 at	 birth.	 Whatever	 the	 source,	 lacers
sometimes	 �ind	 themselves	 bonding	 more	 closely	 with	 other
lacers,	 even	 those	 of	 other	 elements,	 than	 with	 their	 own
people.

Martial Arts and Magic

Most	lacers	learn	to	train	in	their	abilities	as	best	they	can.	Many
seek	 out	 teachers,	 learning	 many	 different	 styles	 and	 forms,
becoming	 versatile	 elemental	 warriors.	 Others	 live	 in	 more
isolated	 societies,	 and	 have	 to	 learn	 to	 lace	 on	 their	 own.
Whatever	 the	 case,	 lacers	 must	 learn	 patience	 as	 well	 as
con�idence	in	wielding	their	element	abilities.	Many	lacers	are	at
home	 on	 the	 road,	 using	 their	 elemental	 abilities	 to	 enhance
their	journey,	making	friends	or	foes	along	the	way.

Creating a Lacer

As	you	create	your	lacer	character,	consider	�irstly	your	element.
Some	 stereotypes	 exist	 for	 a	 reason,	 and	 your	 character	 can
embrace	or	shun	these	conventions.
Firelacers	 are	 often	 seen	 as	 hot-headed.	 Are	 you	 impulsive

and	 intimidating,	 or	 do	 you	 embrace	 the	 natural	 beauty	 and
calmness	of	a	soothing	�ire?
Airlacers	 can	be	 �lighty	and	aloof.	Do	earthly	 things	 concern

you	at	all,	or	do	you	instead	form	tight	bonds	with	those	around
you?
Waterlacers	 are	 supposed	 to	 be	 adaptable	 and	 resilient.	 Are

you	 versatile,	 or	 do	 you	 hold	 a	 strong	 set	 of	 beliefs	 that	 you
never	waver	from?
Earthlacers	 are	 seen	 as	 unmoving	 and	 strong.	Do	 you	 stand

resolute	 against	 obstacles	 and	 foes,	 or	 do	 you	 try	 to	 �ind	 the
alternate	solution?

Quick Build

You	 can	 make	 a	 lacer	 quickly	 by	 following	 these	 suggestions.
First,	 choose	 your	 ability	 scores	 according	 to	 your	 element.
Make	Strength	or	Dexterity	your	highest	ability	score,	 followed
by	 Wisdom	 (for	 airlacers	 and	 waterlacers)	 or	 Charisma	 (for
�irelacers	 and	 earthlacers).	 Second,	 choose	 the	 urchin
background.
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The Lacer

LEVEL

PROFICIENCY 
BONUS

ELEMENTAL 
STRIKE

KI 
POINTS FEATURES

FORMS 
KNOWN

MAXIMUM 
FORM LEVEL

1ST +2 1D6 1 CHOSEN ELEMENT, ELEMENTAL STRIKE, KI — —
2ND +2 1D6 2 FIGHTING STYLE, LACING, PRANA BURST 3 1ST

3RD +2 1D6 3 ELEMENTAL ARTS, MATTER SKANDHA 4 1ST

4TH +2 1D6 4 ABILITY SCORE IMPROVEMENT 5 1ST

5TH +3 1D8 5 EXTRA ATTACK 6 2ND

6TH +3 1D8 6 ELEMENTAL ARTS FEATURE 7 2ND

7TH +3 1D8 6 PUSH IT, SENSATION SKANDHA 8 2ND

8TH +3 1D8 7 ABILITY SCORE IMPROVEMENT 9 2ND

9TH +4 1D8 8 — 10 3RD

10TH +4 1D8 9 ELEMENTAL ARTS FEATURE 11 3RD

11TH +4 1D10 9 COGNITION SKANDHA 12 3RD

12TH +4 1D10 10 ABILITY SCORE IMPROVEMENT 12 3RD

13TH +5 1D10 11 — 13 4TH

14TH +5 1D10 12 ELEMENTAL ARTS FEATURE 13 4TH

15TH +5 1D10 12 VOLITION SKANDHA 14 4TH

16TH +5 1D10 13 ABILITY SCORE IMPROVEMENT 14 4TH

17TH +6 1D12 14 — 15 5TH

18TH +6 1D12 15 ELEMENTAL ARTS FEATURE 15 5TH

19TH +6 1D12 15 ABILITY SCORE IMPROVEMENT 16 5TH

20TH +6 1D12 16 DISCERNMENT SKANDHA 16 5TH

Class Features
As	a	lacer,	you	gain	the	following	class	features.

Hit Points

Hit	Dice:	1d8	per	lacer	level
Hit	Points	at	1st	Level:	8	+	your	Constitution	modi�ier
Hit	Points	 at	Higher	Levels:	1d8	(or	5)	+	your	Constitution
modi�ier	per	lacer	level	after	1st

Proficiencies

Armor:	Light	armor,	medium	armor,	shields
Weapons:	Simple	weapons
Tools:	None

Saving	Throws:	Strength,	Dexterity
Skills:	 Choose	 two	 from	Acrobatics,	 Arcana,	 Athletics,	 Insight,
Intimidation,	Medicine,	and	Survival

Equipment

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

(a)	leather	armor	or	(b)	scale	mail
(a)	a	scimitar,	(b)	a	quarterstaff,	(c)	a	mace,	or	(d)	a	rapier
(a)	a	dungeoneer's	pack	or	(b)	an	explorer's	pack

Alternately,	 you	 can	 purchase	 your	 own	 starting	 equipment.
At	level	1,	a	lacer	begins	with	4d4	x	10	gp.

	
Chosen Element

As	a	lacer,	you	have	the	supernatural	ability	to	manipulate	your
element.	When	 you	 take	 your	 1st	 level	 in	 this	 class,	 you	must
choose	an	element:	�ire,	air,	water,	or	earth.	From	that	point	on,
you	are	a	�irelacer,	airlacer,	waterlacer,	or	earthlacer.	You
can't	 choose	 another	 element,	 even	 if	 you	 later	 get	 to	 choose
again.

Bonus Proficiencies

You	gain	several	bonus	pro�iciencies,	which	vary	depending	on
your	element:

Lacer Bonus Proficiencies

ELEMENT WEAPONS SKILLS

FIRE SCIMITAR, SHORTSWORD ACROBATICS

AIR BLOWGUN, SHANZI ACROBATICS

WATER RAPIER, WHIP ATHLETICS

EARTH MAUL, WARHAMMER ATHLETICS

If	you	already	have	pro�iciency	 in	 the	skill	you	gain	 for	your
lacer	 bonus	 pro�iciency,	 your	 pro�iciency	 bonus	 is	 doubled	 for
any	ability	check	you	make	that	uses	that	pro�iciency.

Basic Lacing

You	 gain	 your	 element's	 Basic	 Lacing	 abilities	 (Firelacing,
Airlacing,	Waterlacing,	Earthlacing).
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Elemental Strike

At	 1st	 level,	 your	 practice	 with	 lacing	 allows	 you	 to	 blast	 an
opponent	with	an	elemental	strike.	You	can	use	your	elemental
strike	when	you	make	an	attack.	Your	elemental	 strike	has	 the
following	properties:

You	 roll	 a	 d6	 for	 the	damage	of	 your	 elemental	 strike.	This
die	 changes	 as	 you	 gain	 lacer	 levels,	 as	 shown	 in	 the
Elemental	 Strike	 column	of	 the	 Lacer	 table.	 Your	 elemental
strike	deals	bludgeoning	damage.
Your	 elemental	 strike	 is	 a	 ranged	 weapon	 with	 a	 normal
range	of	20	feet,	or	a	long	range	of	60	feet.	When	attacking	a
target	 beyond	 normal	 range,	 you	 have	 disadvantage	 on	 the
attack	roll.	You	can't	attack	a	target	beyond	the	strike's	long
range.	
	 	 	 	 Despite	 being	 a	 ranged	 weapon,	 you	 do	 not	 have
disadvantage	on	attack	rolls	with	your	elemental	strike	when
a	hostile	creature	is	within	5	feet	of	you,	nor	when	attacking
a	creature	that	is	prone	within	20	feet	of	you.
You	can	use	Strength	instead	of	Dexterity	for	the	attack	and
damage	rolls	of	your	elemental	strike.
When	you	reduce	a	creature	to	0	hit	points,	you	can	choose
to	 avoid	 killing	 them	 with	 your	 elemental	 strike,	 leaving
them	unconscious.
When	you	take	the	Attack	action	with	a	weapon	with	which
you	have	pro�iciency	on	your	turn	(including	your	elemental
strike),	you	can	make	one	elemental	strike	as	a	bonus	action.

	

Ki

Ki	points	represent	the	mystical	energy	that	affords	you	power
over	 your	 element.	 You	 begin	 with	 1	 ki	 point,	 and	 gain
additional	ki	points	as	you	gain	lacer	levels,	as	shown	in	the	Ki
Points	column	of	the	Lacer	table.
You	 can	 spend	 these	 points	 to	 fuel	 various	 ki	 features.	 You

start	knowing	three	such	features:	De�lection,	Power	Blow,	and
Surprising	Angle.	You	learn	more	ki	features	as	you	gain	levels	in
this	class.
When	you	spend	a	ki	point,	it	is	unavailable	until	you	�inish	a

short	 or	 long	 rest,	 at	 the	 end	 of	 which	 you	 draw	 all	 of	 your
expended	 ki	 back	 into	 yourself.	 You	 must	 spend	 at	 least	 30
minutes	of	the	rest	quietly	meditating	to	regain	your	ki	points.
Some	of	your	ki	features	require	an	attack	modi�ier,	or	require

your	target	to	make	a	saving	throw	to	resist	the	feature's	effects.
The	 ability	 modi�ier	 you	 use	 is	 different	 depending	 on	 your
element.	 Firelacers	 and	 earthlacers	 use	 their	 Charisma,	 since
their	ki	 is	powered	by	their	strength	of	spirit	and	force	of	will.
Airlacers	 and	 waterlacers	 use	Wisdom,	 as	 their	 power	 comes
from	intuition	and	insight.

Firelacers and Earthlacers

Ki Save DC =	8 + your proficiency bonus +

your Charisma modifier

Ki attack modifier =	your proficiency bonus +

your Charisma modifier

Airlacers and Waterlacers

Ki Save DC =	8 + your proficiency bonus +

your Wisdom modifier

Ki attack modifier =	your proficiency bonus +

your Wisdom modifier

Deflection

You	can	spend	1	ki	point	as	a	reaction	to	de�lect	or	dissipate	an
elemental	 strike,	 form	 attack,	 or	 spell	 attack	 that	 would	 deal
damage	to	you.	When	you	do	so,	the	damage	you	take	from	the
attack	is	reduced	by	1d10	+	your	ki	ability	modi�ier	+	your	lacer
level.

Power Blow

When	you	hit	an	enemy	with	an	elemental	strike,	you	can	spend
1	ki	point	to	force	the	enemy	to	make	a	Strength	saving	throw.
On	a	failed	save,	the	enemy	is	pushed	10	feet	away	from	you.

Surprising Angle

When	you	make	an	attack	against	a	creature	with	an	elemental
strike,	you	can	spend	1	ki	point	to	hit	the	target	from	any	angle,
not	simply	in	a	straight	line.	This	allows	you	to	ignore	the	effects
of	any	amount	of	cover	except	for	total	cover.
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Fighting Style

At	 2nd	 level,	 you	 begin	 to	 develop	 your	 own	 �ighting	 style.
Choose	 one	 of	 the	 following	 options.	 You	 can't	 take	 a	 Fighting
Style	 option	 more	 than	 once,	 even	 if	 you	 later	 get	 to	 choose
again.

Archery

You	 gain	 a	 +2	 bonus	 to	 attack	 rolls	 you	 make	 with	 ranged
weapons.

Defense

While	you	are	wearing	armor,	you	gain	a	+1	bonus	to	AC.

Power Strikes

When	 you	 roll	 a	 1	 or	 2	 on	 a	 damage	 die	 for	 your	 elemental
strike,	you	can	reroll	the	die	and	must	use	the	new	roll,	even	if
the	new	roll	is	a	1	or	a	2.

Superior Range

The	short	range	of	your	elemental	strike	is	increased	to	30	feet,
and	its	long	range	is	increased	to	90	feet.

Lacing

At	2nd	level,	you	begin	to	wield	absolute	control	and	authority
over	 your	 element.	 In	 addition	 to	 basic	 effects,	 you	 learn
amazing	powers	to	drive	your	foes	before	you.

Form Levels

FORM 
LEVEL NAME

KI 
COST MEANING

1ST SHO 2 NOVICE FORMS

2ND GA 3 INTERMEDIATE FORMS

3RD DE 4 ADVANCED FORMS

4TH YOI 5 EXPERT FORMS

5TH SEN 6 MASTERY FORMS

Forms Known

You	 know	 three	 1st-level	 forms	 of	 your	 choice	 from	 your
element's	form	list.
The	Forms	Known	column	of	the	Lacer	table	shows	when	you

learn	more	forms	of	your	choice.	Each	of	these	forms	must	be	of
a	level	that	you	know.	For	instance,	when	you	reach	5th	level	in
this	class,	you	can	learn	one	new	form	of	1st	or	2nd	level.
Additionally,	 when	 you	 gain	 a	 level	 in	 this	 class,	 you	 can

choose	one	of	 the	 forms	you	know	and	replace	 it	with	another
form	 from	 your	 element's	 form	 list,	 which	 also	 must	 be	 no
higher	than	your	maximum	form	level.

Initiating Forms

Your	forms	are	ki	 features,	and	so	you	must	spend	ki	points	to
initiate	 these	 forms.	You	spend	 the	number	of	ki	points	shown
on	the	Form	Levels	table	in	order	to	initiate	a	form.
Most	 forms	have	enhanced	effects,	which	you	can	 initiate	by

spending	additional	ki	points	when	you	 initiate	 the	 form.	Each
additional	ki	point	you	spend	increases	the	form's	level	by	1.	You
cannot	 spend	 ki	 to	 initiate	 a	 form	 at	 a	 higher	 level	 than	 your
maximum	 form	 level,	 as	 shown	 in	 the	 Maximum	 Form	 Level
column	of	the	Lacer	table.

	

Prana Burst

Starting	at	2nd	level,	when	you	hit	a	creature	with	an	elemental
strike,	 you	 can	 expend	 1	 ki	 point	 to	 deal	 an	 additional	 1d8
damage	to	the	target.
You	can	spend	1	additional	ki	point	on	this	ability	at	5th,	11th,

and	 17th	 level.	 For	 each	 ki	 point	 you	 spend,	 you	 deal	 an
additional	1d8	damage	on	the	attack.

Elemental Arts

At	3rd	level,	you	begin	to	follow	a	style	of	lacing,	mastering	the
forms	of	 those	who	have	come	before	you.	Many	 lacers	choose
Ten	 Animal	 style,	 mimicking	 animal	 movements	 with	 their
lacing	 forms.	 Lacers	 of	 each	 element	 have	 also	 studied	 styles
unique	to	their	element.	Eastern	Shaolin	(�ire),	Eight	Palms	(air),
Moon	(water),	and	Western	Mantis	(earth)	style	are	available	to
lacers	 of	 the	 appropriate	 element.	 Your	 choice	 grants	 you
features	at	3rd	level	and	again	at	6th,	10th,	14th,	and	18th	level.

Matter Skandha

As	 you	 gain	 levels,	 you	 begin	 to	 unlock	 features	 that	 vary
depending	on	your	element.	These	features	follow	the	skandha,
the	�ive	aspects	that	constitute	a	person's	being.	At	3rd	level	you
gain	the	�irst	of	these,	the	skandha	of	matter.
Fire.	When	you	successfully	attack	an	enemy,	you	can	spend	2

ki	points	 to	 force	 the	enemy	to	make	a	Dexterity	saving	 throw.
On	a	failed	save,	the	enemy	is	knocked	prone.
Whenever	a	target	is	knocked	prone	in	this	way,	the	target	has

disadvantage	 on	 the	 �irst	 attack	 it	makes	 before	 the	 end	 of	 its
next	turn.
Air.	You	can	spend	2	ki	points	as	a	reaction	whenever	you	are

subject	 to	a	melee	weapon	attack	 to	 take	 the	Disengage	action
and	move	up	to	half	your	speed,	avoiding	the	attack.
Water.	 You	 can	 spend	 1	 ki	 point	 to	 use	 waterlacing	 to

perform	a	grapple	against	a	target	within	20	feet	of	you	so	long
as	you	have	at	least	one	hand	free.	You	may	substitute	a	Wisdom
(Athletics)	for	your	Strength	(Athletics)	rolls	to	grapple	until	the
grapple	ends.
While	 grappling	 a	 target	 in	 this	way,	 you	 can	 substitute	 any

amount	of	your	own	movement	 to	move	your	 target	anywhere
within	 range	on	 your	 turn.	 You	 are	 still	 limited	 to	 half	 of	 your
normal	movement	for	grappling	a	creature.
Earth.	You	can	spend	1	ki	point	as	a	bonus	action	 to	gain	a

number	 of	 temporary	 hit	 points	 equal	 to	 your	 Constitution
modi�ier.

Ability Score Improvement

When	you	reach	4th	level,	and	again	at	8th,	12th,	16th,	and	19th
level,	you	can	increase	one	ability	score	of	your	choice	by	2,	or
you	 can	 increase	 two	 ability	 scores	 of	 your	 choice	 by	 1.	 As
normal,	 you	can't	 increase	an	ability	 score	above	20	using	 this
feature.

Extra Attack

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

Starting	 at	 7th	 level,	 you	 are	 able	 to	 push	 yourself	 past	 your
normal	limits.	As	a	bonus	action,	you	can	regain	2	ki	points,	up
to	 your	 maximum	 number	 of	 ki	 points.	 When	 you	 use	 this
feature,	you	must	make	a	DC	10	Constitution	saving	throw.	On	a
failed	save,	you	suffer	one	level	of	exhaustion.
Each	time	you	use	this	feature	after	the	�irst,	the	DC	increases

by	5.	When	you	�inish	a	short	or	long	rest,	the	DC	resets	to	10.

Sensation Skandha

At	7th	level	you	gain	the	skandha	of	sensation	for	your	element.
Fire.	 When	 you	 make	 your	 �irst	 elemental	 attack	 on	 your

turn,	 you	 can	 choose	 to	 attack	 recklessly.	Until	 he	 end	 of	 your
turn,	 you	 have	 advantage	 on	 elemental	 attack	 rolls,	 but	 attack
rolls	against	you	have	advantage.
Air.	When	 you	 are	 subjected	 to	 an	 effect	 that	 allows	 you	 to

make	 a	 Dexterity	 saving	 throw	 to	 take	 only	 half	 damage,	 you
instead	take	no	damage	if	you	succeed	on	the	saving	throw,	and
only	half	damage	if	you	fail.
Water.	You	gain	a	swim	speed	of	30	feet,	and	have	advantage

on	all	Athletics	(Swim)	checks	made	to	swim.	Ice	and	snow	are
no	longer	dif�icult	terrain	for	you.
In	 addition,	 you	 have	 advantage	 on	 elemental	 strike	 attacks

made	while	both	you	and	your	target	are	underwater.
Earth.	When	 an	 attacker	 that	 you	 can	 see	 hits	 you	with	 an

attack,	you	can	use	your	 reaction	 to	halve	 the	attack's	damage
against	you.

Cognition Skandha

At	 11th	 level,	 you	 gain	 the	 skandha	 of	 cognition	 for	 your
element.
Fire.	You	can	use	your	reaction	to	make	an	opportunity	attack

with	your	elemental	 strike	against	any	creature	 that	 strikes	an
ally	within	20	feet	of	you.
Additionally,	you	have	advantage	on	saving	throws	against	the

effects	of	extremely	hot	environments.
Air.	 If	 you	are	able	 to	hear,	 you	are	aware	of	 the	 location	of

any	hidden	or	invisible	creature	within	60	feet	of	you.
Additionally,	you	are	acclimated	to	altitudes	up	to	20,000	feet.
Water.	You	can	spend	1	ki	point	to	take	the	Help	action	as	a

bonus	 action.	 You	 can	 take	 the	 Help	 action	 to	 aid	 a	 friendly
creature	 in	attacking	a	 target	within	20	feet	of	you	which	does
not	have	total	cover	from	you.
Additionally,	you	have	advantage	on	saving	throws	against	the

effects	of	extremely	cold	environments.
Earth.	 You	 cannot	 be	 surprised	 by	 creatures	 which	 are

touching	the	ground	within	30	feet	of	you.
Additionally,	 you	 are	 unaffected	 by	 heavy	 precipitation,	 and

can	 make	 Wisdom	 (Perception)	 checks	 normally	 in	 such
conditions.

	

Volition Skandha

At	15th	level,	you	gain	the	skandha	of	volition	for	your	element.
Fire.	When	you	are	prone,	you	can	stand	up	using	only	5	feet

of	movement.
Air.	Your	ki	sustains	your	body	so	that	you	suffer	none	of	the

frailty	of	old	age,	and	you	can't	be	aged	magically.	You	can	still
die	of	old	age,	however.
Water.	Your	knowledge	of	how	to	read	people	allows	you	to

use	 Wisdom	 in	 place	 of	 Charisma	 when	 making	 Deception,
Intimidation,	Performance,	and	Persuasion	checks.
Earth.	 Whenever	 you	 make	 an	 Arcana,	 History,	 Nature,	 or

Religion	 check	 related	 to	 stonework,	 earthlacing	 effects,	 or
spells	which	alter	the	earth,	you	are	considered	pro�icient	in	the
skill	and	add	double	your	pro�iciency	bonus	to	the	check.

Discernment Skandha

At	 20th	 level,	 you	 gain	 the	 skandha	 of	 discernment	 for	 your
element.
Fire.	The	power	of	�ire	burns	within	you.	When	you	make	an

elemental	strike	as	a	bonus	action,	you	can	spend	1	ki	point	to
immediately	make	another	elemental	strike	as	part	of	the	same
bonus	action.
Air.	 A	 swirling	 wind	 surrounds	 you	 at	 all	 times.	 When	 an

attacker	that	you	can	see	hits	you	with	a	ranged	attack,	you	can
use	your	 reaction	 to	 force	 the	attacker	 to	 roll	 the	attack	again.
The	creature	must	use	the	second	result.
Water.	You	can	feel	the	water	and	ki	which	�lows	through	all

living	things.	Any	time	you	would	be	surprised,	you	can	spend	1
ki	point	to	not	be	surprised.	You	have	advantage	on	attack	rolls
you	 make	 in	 any	 round	 of	 combat	 during	 which	 at	 least	 one
creature	 is	 surprised,	 and	 targets	have	disadvantage	on	 saving
throws	against	you.
Earth.	 The	 earth	 builds	 strength	 in	 your	 body.	 You	 gain

immunity	to	nonmagical	bludgeoning	damage,	and	resistance	to
magical	bludgeoning	damage.
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Elemental Arts
Many	 lacing	 styles	 arose	 in	 various	 combative	 sporting	 arenas
around	 the	world.	Different	 lacers	began	 to	develop	 their	 own
styles,	 and	 then	 copy	 one	 another,	 until	 some	 similar	 �ighting
styles	 emerged.	 The	 most	 popular	 style	 is	 called	 the	 Ten
Animals,	 so	 named	 because	 practitioners	 of	 this	 style	 learn
various	powers	that	mimic	animal	movements	and	abilities.
Other	 styles	 have	 been	 developed	 by	 those	who	 follow	 only

certain	elements.	Firelacers	developed	the	Eastern	Shaolin	style,
modeled	 on	 draconic	 might	 and	 power.	 Airlacers	 formed	 the
Eight	 Palms	 style,	 meant	 to	 keep	 those	who	 practice	 it	 out	 of
harm's	way.	Waterlacers	created	Moon	style,	which	 follows	the
push	and	pull	of	battle.	Earthlacers	developed	Western	Mantis,
which	is	all	about	waiting	and	listening	to	one's	opponents.

Ten Animal Arts

Ten	 Animal	 style	 lacing	 shares	 a	 long	 history	 of	 tradition	 and
practice,	and	is	the	most	common	form	of	lacing	taught	to	new
students.	 The	 style	 copies	 the	 powers	 of	 animals,	 mimicking
their	dangerous	and	impressive	abilities	and	turning	them	into
power	for	the	lacer.

	

Animal Style

At	 3rd	 level,	 you	 gain	 one	 of	 the	 following	 features	 of	 your
choice.
Pigmonkey	 Swing.	 You	 can	 move	 through	 the	 spaces	 of

hostile	creatures,	regardless	of	size.
Tapirat	in	the	Grass.	You	can	use	the	Hide	action	as	a	bonus

action	on	your	turn.
Turtleduck	Shell.	Your	base	AC	becomes	13	+	your	Dexterity

modi�ier	if	you	are	not	wearing	armor.
Wing	 of	 the	 Peacrane.	 You	 can	 use	 your	 De�lection	 ki

feature	without	needing	to	spend	ki	points.

Bestial Strike

At	 6th	 level,	 you	 gain	 one	 of	 the	 following	 features	 of	 your
choice.
Dragon	Breath.	You	can	spend	1	ki	point	on	your	turn	when

you	 make	 a	 successful	 elemental	 strike.	 Each	 other	 creature
within	5	feet	of	the	target	must	make	a	Dexterity	saving	throw.
On	a	failed	save,	a	creature	an	amount	of	damage	equal	to	your
ki	ability	modi�ier	(minimum	1).
Fangs	 of	 the	 Snakamander.	 You	 can	 spend	 1	 ki	 point	 on

your	 turn	 when	 you	 make	 a	 successful	 elemental	 strike.	 The
target	must	make	a	Constitution	saving	throw.	On	a	failed	save,
the	target	takes	the	strike's	damage	again	at	the	beginning	of	its
next	turn.
Talpatian	Venom.	You	can	spend	2	ki	points	when	you	make

a	 successful	 elemental	 strike.	 The	 target	 must	 make	 a
Constitution	 saving	 throw.	 On	 a	 failed	 save,	 the	 creature	 is
incapacitated	until	the	beginning	of	your	next	turn.

Savage Fighter

At	10th	level,	you	can	choose	a	second	option	from	the	Fighting
Style	class	feature.

Animalian Arts

At	 14th	 level,	 you	 learn	 to	 focus,	 allowing	 you	 to	 perform
incredible	 feats.	Whenever	 you	make	 an	 ability	 check	 that	 lets
you	add	your	pro�iciency	bonus	and	you	 roll	 a	9	or	 lower,	 you
can	spend	1	ki	point	to	treat	the	roll	as	a	10.

Beast Mastery

At	 18th	 level,	 you	 gain	 one	 of	 the	 following	 features	 of	 your
choice.
Armor	 of	 the	 Liondillo.	 You	 can	 spend	 1	 ki	 point	 as	 a

reaction	whenever	you	are	attacked.	Until	the	beginning	of	your
next	 turn,	you	have	 resistance	against	 the	 type	of	damage	 that
harmed	you,	including	against	the	triggering	attack.
If	the	triggering	attack	deals	more	than	one	damage	type,	you

gain	 resistance	 to	both	 types	of	damage	until	 the	beginning	of
your	next	turn.
Jaws	 of	 the	 Whiskergator.	 You	 can	 spend	 3	 ki	 points	 on

your	turn.	Until	the	beginning	of	your	next	turn,	the	damage	of
your	elemental	 strike	 (but	not	 any	additional	 features,	 such	as
Prana	Burst)	deal	their	maximum	damage.
Rise	of	the	Phoenix.	You	can	spend	1	ki	point	any	time	you

are	reduced	to	0	hit	points	but	not	killed	outright	 to	drop	to	1
hit	point	instead.
Each	 time	 you	 use	 this	 ability,	 it	 costs	 1	 additional	 ki	 point.

When	you	complete	a	long	rest,	the	cost	resets	to	1	ki	point.
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Eastern Shaolin Arts

Eastern	Shaolin	 is	an	art	exclusive	to	�irelacers.	The	style	 looks
to	 dragons	 for	 form	 and	 function,	 but	 also	 seeks	 to	 evoke	 the
mighty	 presence	 and	 powerful	 awe	 of	 being	 in	 draconic
presence.	 Eastern	 Shaolin	 practitioners	move	 quickly	 between
stances,	 keeping	 one	 step	 ahead	 of	 their	 enemies,	 and	 taking
advantage	of	any	momentary	weakness.

Dancing Dragon

Eastern	 Shaolin	 �irelacers	 study	 the	 forms	 of	 mighty	 dragons.
Beginning	when	you	 choose	 this	 style	 at	3rd	 level,	 you	 learn	a
new	 ability	 called	 the	Dancing	Dragon.	 The	Dancing	Dragon	 is
composed	of	three	kinds	of	stances.	You	can	enter	a	stance	as	a
bonus	 action	 on	 your	 turn,	 which	 lasts	 until	 the	 beginning	 of
your	next	turn.	You	cannot	enter	the	same	stance	on	consecutive
turns.	Each	stance	empowers	you	in	different	ways.
Low	 Stance.	 In	 low	 stance,	 you	 have	 advantage	 on	 attack

rolls	against	targets	which	are	prone.
High	 Stance.	 In	 high	 stance,	 you	 make	 Dexterity	 saving

throws	with	advantage.
Power	 Stance.	 In	 power	 stance,	 any	 time	 you	 attempt	 to

shove	or	push	a	target,	you	make	your	check	with	advantage.

Draconic Power

Starting	at	6th	level,	you	can	spend	1	ki	point	when	you	make	an
opportunity	 attack	 against	 a	 creature	 to	 deal	 additional	 �ire
damage	equal	to	your	Charisma	modi�ier	on	a	hit.

Draconic Presence

Beginning	at	10th	level,	 if	you	fail	a	saving	throw	which	causes
you	 to	 become	 charmed	 or	 frightened,	 you	 can	 choose	 to
succeed	instead.	Once	you	use	this	feature,	you	can't	use	it	again
until	you	�inish	a	short	or	long	rest.

Wreathed in Flame

Starting	at	14th	level,	you	gain	resistance	to	�ire	damage.

True Fire

At	18th	level,	you	unlock	the	true	meaning	of	�irelacing.	All	�ire
damage	you	 initiate	deals	normal	damage	 to	any	 creature	 that
possesses	�ire	resistance,	and	half	damage	to	any	creature	with
�ire	immunity.

	

Eight Palms Arts

Eight	 Palms	 is	 an	 art	 exclusive	 to	 airlacers.	 The	 style	 seeks	 to
remain	safely	away	from	danger,	even	in	the	middle	of	combat.
Circle	walking	is	a	fundamental	technique	of	eight	Palms,	as	the
airlacer	attempts	to	remain	in	range	of	a	combatant,	and	at	the
same	time,	completely	out	of	reach.

Fancy Dancer

Starting	when	you	 choose	 this	 style	 at	 3rd	 level,	 you	 can	keep
out	 of	 harm’s	 way	 with	 a	 technique	 known	 as	 circle	 walking.
Whenever	an	enemy	makes	a	melee	attack	against	you,	you	can
spend	1	ki	point	to	activate	your	De�lection	ki	feature	against	it,
reducing	the	damage	of	the	attack.
If	 you	 reduce	 the	 damage	 to	 0,	 you	 can	 circle	 walk	 around

your	 target.	While	circle	walking,	your	 target	has	disadvantage
on	attack	rolls	made	against	you,	and	you	can	use	your	reaction
to	move	up	to	your	speed	so	long	as	you	remain	within	5	feet	of
your	 target.	 Circle	 walking	 ends	 immediately	 if	 you	 are	 not
within	5	feet	of	the	target	for	any	reason.

Leaf in the Wind

Beginning	at	6th	level,	your	speed	increases	by	10	feet,	and	your
jump	distance	is	doubled.

Blind Monk

Starting	at	10th	level,	the	blinded	condition	has	no	effect	on	you
unless	you	are	also	deafened.
Additionally,	you	can	spend	2	ki	points	as	a	reaction	any	time

you	would	be	grappled	or	restrained	to	escape	from	the	effect.

Twinkle Toes

Beginning	 at	 14th	 level,	 you	 gain	 pro�iciency	 in	 all	 Dexterity
ability	 checks	 (including	 initiative	 rolls).	 If	 you	 already	 have
pro�iciency	 in	 any	 of	 these	 abilities,	 your	 pro�iciency	 bonus	 is
doubled	for	those	ability	checks.

Air Master

Starting	at	18th	level,	you	do	not	take	damage	from	falling	from
any	 height,	 so	 long	 as	 you	 are	 not	 incapacitated	 or	 otherwise
restrained.
You	also	gain	a	�ly	speed	equal	to	your	movement	speed.	You

can	spend	2	ki	points	to	double	your	�lying	speed	for	1	minute.
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Moon Arts

This	 art	 is	 exclusive	 to	 waterlacers.	 Moon	 style	 waterlacing
focuses	 less	 on	 direct	 combat	 than	 many	 other	 lacing	 styles,
instead	focusing	on	reacting	to	what	others	do.	The	moon	is	the
original	waterlacer,	pushing	and	pulling	the	tides.	A	moon	style
waterlacer	 attempts	 to	 emulate	 the	 moon,	 pushing	 enemies
down,	and	pulling	allies	up	to	achieve	victory.

Push and Pull

Beginning	when	you	choose	this	style	at	3rd	level,	you	can	spend
2	ki	points	as	a	 reaction	when	you	or	an	ally	within	5	 feet	are
targeted	 with	 a	 melee	 weapon	 attack.	 The	 attacking	 creature
must	succeed	on	a	Dexterity	saving	throw	(DC	equal	to	your	ki
save	DC).	On	a	 failed	save,	you	choose	a	 target	within	5	 feet	of
the	 attacking	 creature	 as	 the	 new	 target	 of	 its	 attack.	 The
creature	resolves	its	attack	normally	against	the	new	target.	You
can	choose	to	have	the	attack	target	no	creatures.

Sink and Float

Starting	at	6th	level,	you	have	the	ability	to	make	two	reactions
each	round.	You	regain	both	reactions	at	 the	beginning	of	your
turn.

Life and Death

Beginning	at	10th	level,	any	healing	you	are	subject	to	while	in
the	 presence	 of	 a	 natural	 body	 of	 water	 large	 enough	 to
completely	submerge	your	body	in	(such	as	a	river,	lake,	or	sea)
is	automatically	maximized.	For	example,	if	you	took	a	short	rest
and	used	a	d8	Hit	Die	to	heal	and	had	a	Constitution	of	16,	you
would	 regain	 11	 hit	 points	 (1d8	 +	 3),	without	 needing	 to	 roll.
The	distance	from	such	a	location	that	quali�ies	you	to	be	in	its
presence	 is	 subject	 to	your	DM's	discretion,	but	you	should	be
near	 enough	 to	 the	 location	 that	 you	 can	 feel	 the	 natural
energies	of	the	water	�lowing	through	you.

Moon and Ocean

Starting	at	14th	level,	whenever	you	initiate	a	form	on	your	turn,
you	can	protect	some	creatures	in	the	area.	To	do	so,	you	spend
1	ki	point	and	choose	a	number	of	creatures	up	to	your	Wisdom
modi�ier	 (minimum	 of	 one	 creature).	 A	 chosen	 creature	 is
completely	 protected	 from	 the	 form	 and	 suffers	 none	 of	 its
effects.

Eternal Dance

Beginning	 at	 18th	 level,	 choose	 two	 1st-level	 forms	 and	 one
2nd-level	 form	 that	 you	 know.	 Whenever	 you	 initiate	 these
forms,	 they	 are	 automatically	 initiated	 one	 level	 higher	 than
normal	without	you	needing	to	spend	additional	ki	points,	up	to
your	maximum	form	level.

	

Western Mantis Arts

Western	 Mantis	 is	 an	 art	 exclusive	 to	 earthlacers.	 This	 style
focuses	 on	 precise	 steps,	 hearing,	 and	 listening	 to	 opponents.
Western	Mantis	style	seeks	to	“read”	the	slight	movements	and
variations	in	an	enemy’s	form	in	order	to	detect	where	an	attack
may	be	coming	from,	in	order	to	avoid,	neutralize,	or	counter	it.

Neutral Jing

Western	Mantis	style	places	emphasis	on	waiting,	and	listening.
Beginning	when	you	choose	this	art	at	3rd	level,	your	ability	to
ready	yourself	for	danger	is	unmatched.	Whenever	you	take	the
Ready	action,	you	are	also	under	the	effect	of	the	Dodge	action
until	you	use	your	reaction	or	until	 the	beginning	of	your	next
turn.

Sure-Footed

Starting	at	6th	level,	you	can	spend	1	ki	point	as	a	reaction	any
time	you	would	be	moved	from	your	space	or	knocked	prone	to
negate	 the	movement.	 You	 still	 suffer	 any	 other	 effects	 of	 the
action	as	normal.

Earth’s Embrace

Your	 experience	 in	 being	 connected	 with	 the	 earth	 heightens
your	senses.	Beginning	at	10th	level,	you	gain	tremorsense	to	a
range	of	20	feet.

Badger Glide

By	 14th	 level,	 your	 connection	with	 the	 earth	 is	 unparalleled.
You	 can	 spend	 1	 ki	 point	 as	 a	 bonus	 action	 to	 gain	 a	 burrow
speed	equal	to	your	movement	speed.	You	can	burrow	through
solid	 rock	 at	 this	 speed.	 This	 burrowing	 ability	 lasts	 for	 1
minute.

Precise Step

Starting	at	18th	 level,	 you	are	 immune	 to	 the	effects	of	 critical
hits.	Any	critical	hit	against	you	is	treated	as	a	normal	attack.
In	addition,	when	you	score	a	critical	hit,	you	can	roll	one	of

the	 damage	 dice	 one	 additional	 time	 and	 add	 it	 to	 the	 extra
damage	of	the	critical	hit.
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Monk
The	following	monastic	traditions	are	available	to	monks.

Way of the Ki Blocker

"Are	you	kidding?	The	crazy	blue	�irelacing	and	the	�lying	daggers
are	bad	enough,	but	last	time	we	saw	them,	one	of	those	girls	did
something	that	took	my	lacing	away.	That's	scary."
	

Monks	 that	 practice	 the	 Way	 of	 the	 Ki	 Blocker	 prime	 their
bodies	 and	 minds	 to	 align	 with	 the	 cosmic	 energy	 of	 the
universe.	A	ki	blocker	feels	ki	supernaturally	as	it	�lows	through
every	living	thing,	and	can	hit	pressure	points	on	an	opponent	to
sever	that	enemy’s	connection	with	its	own	ki	�low.	This	ability
makes	ki	blockers	highly	dangerous	opponents	to	 lacers	of	any
element.

Pressure Points

When	you	choose	this	tradition	at	3rd	level,	you	begin	to	 learn
the	secrets	of	hitting	pressure	points	in	your	enemies,	disabling
them.	 Whenever	 you	 hit	 a	 creature	 with	 one	 of	 the	 attacks
granted	 by	 your	 Flurry	 of	 Blows,	 you	 subject	 the	 target	 to	 a
Constitution	 saving	 throw.	 On	 a	 failed	 save,	 choose	 one	 of	 the
following	weaknesses:

Attack.	 The	 �irst	 attack	 the	 target	 makes	 is	 made	 with
disadvantage
Saving	Throw.	The	�irst	Strength	or	Dexterity	ability	check
or	saving	throw	the	target	makes	is	made	with	disadvantage.

These	 weaknesses	 last	 until	 the	 end	 of	 your	 next	 turn.	 A
target	 cannot	 gain	multiple	 of	 the	 same	 type	 of	weakness,	 but
can	 gain	 both	 weaknesses	 if	 you	 successfully	 hit	 with	 each
attack	from	your	Flurry	of	Blows	and	the	target	fails	both	of	its
saving	throws.

	

Ki Blocking

By	 6th	 level,	 you've	 begun	 to	 learn	 about	 how	 to	 block	 the	 ki
�low	 in	 creatures.	When	 you	hit	 another	 creature	which	 is	 not
wearing	heavy	armor	with	an	unarmed	attack,	you	can	spend	3
ki	 points	 to	 attempt	 to	 ki	 block	 it.	 The	 target	 must	 make	 a
Constitution	saving	throw.	On	a	failed	save,	the	target	suffers	the
following	 penalties	 for	 a	 number	 of	 rounds	 equal	 to	 your
Wisdom	modi�ier:

Ki	 Pool.	 If	 the	 target	 has	 a	 pool	 of	 ki,	 it	 cannot	 spend	 ki
points	for	the	duration.
Spells.	 If	 the	target	casts	spells,	 it	cannot	use	its	spell	slots
for	the	duration.

A	creature	can	repeat	the	saving	throw	at	 the	end	of	each	of
its	turns,	ending	the	effect	on	itself	on	a	success.

Keen Agility

At	 11th	 level,	 you	 gain	 pro�iciency	 in	 Strength	 (Athletics)	 and
Dexterity	 (Acrobatics)	 skill	 checks.	 If	 you	 already	 have
pro�iciency	in	either	of	these	skills,	you	instead	add	double	your
pro�iciency	bonus	when	you	make	such	a	check.

Paralyzing Strike

Beginning	at	17th	level,	you	can	strike	an	opponent's	vital	spots
to	put	them	out	of	commission.	When	you	hit	a	creature	which	is
not	 wearing	 heavy	 armor	 with	 an	 unarmed	 attack,	 you	 can
spend	4	ki	points	to	attempt	a	paralyzing	strike.	The	target	must
succeed	on	a	Constitution	saving	throw	or	become	paralyzed	for
1d4	rounds	and	knocked	prone.

Way of the Four Elements

"You	 think	 you're	 any	 different	 from	me,	 or	 your	 friends,	 or	 this
tree?	 If	 you	 listen	 hard	 enough,	 you	 can	 hear	 every	 living	 thing
breathing	 together.	 You	 can	 feel	 everything	 growing.	 We're	 all
livin'	together,	even	if	most	folks	don't	act	like	it.	We	all	have	the
same	roots,	and	we	are	all	branches	of	the	same	tree."

-	Hugues,	waterlacer
	

Additional Elemental Disciplines

In	 addition	 to	 the	 elemental	 disciplines	 offered	 in	 the	Player's
Handbook,	 a	 monk	 following	 this	 way	 can	 choose	 forms	 from
this	 book	 as	 elemental	 disciplines.	 These	 disciplines	 cost	 ki
points	and	require	a	monk	level	depending	on	the	form's	 level,
as	shown	in	the	Elemental	Disciplines	table.

Elemental Disciplines

FORM LEVEL KI COST MONK LEVEL REQUIRED

1ST 2 ANY

2ND 3 5TH LEVEL

3RD 4 9TH LEVEL

4TH 5 13TH LEVEL

5TH 6 17TH LEVEL

Additionally,	a	monk	can	choose	a	samsari's	elemental	bolt	or
an	 element's	 Basic	 Lacing	 abilities	 (Firelacing,	 Airlacing,
Waterlacing,	Earthlacing)	as	elemental	disciplines,	which	do	not
cost	ki	points	and	can	be	performed	at	any	time.
Your	 attack	 bonus	 with	 a	 ki	 attack	 equals	 your	 Wisdom

modi�ier	+	your	pro�iciency	bonus.
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Way of the Shihan

"It's	 not	 about	 strength.	 Our	 technique	 is	 about	 using	 your
opponent's	force	against	them.	Loosen	up.	Think	of	the	weapon	as
an	extension	of	your	arm.	Wait	for	an	opening	and	then…	strike!"

-	Shu	Ki,	shihan	warrior

	
Shihan	 warriors	 are	 immediately	 identi�iable,	 due	 to	 the
brightly-colored	white	 and	 red	 face	 paint	 and	 almost	 identical
armor	 that	 they	wear.	 Shihan	warriors	 began	 as	 a	 female-only
�ighting	 force	 to	 deal	with	 drunkards	 and	 other	 ne’er-do-wells
who	 acted	 in	 an	 unsavory	 or	 lecherous	 manner	 towards	 the
female	populations	of	small	towns	who	had	no	means	to	defend
themselves.	 Even	 today,	 the	 Way	 of	 the	 Shihan	 is	 almost
exclusively	taught	to	females.	A	male	being	granted	permission
to	learn	their	ways	is	almost	unheard	of,	and	highly	irregular.

Bonus Proficiencies

When	you	choose	this	tradition	at	3rd	level,	you	gain	pro�iciency
with	light	armor,	shields,	spring	shields,	katanas,	and	shanzi.

Silk Threads

At	3rd	level,	you	begin	to	hone	your	abilities	while	wearing	your
traditional	 shihan	 armor	 and	 wielding	 a	 shield.	 Your	 Martial
Arts	features	apply	even	when	you	wear	light	armor	and	wield	a
shield,	though	you	lose	the	bene�its	of	Unarmored	Defense	when
you	do	so.
In	 addition,	 katanas	 and	 shanzi	 are	 considered	 monk

weapons	for	the	purposes	of	your	Martial	Arts	abilities.

Gold Insignia

Your	practice	 of	 the	 shihan	 tradition	 allows	 you	 to	 take	better
advantage	of	traditional	shihan	weapons.	Starting	at	6th	level,	so
long	as	you	wield	a	monk	weapon	or	are	unarmed,	you	can	use
your	 De�lect	Missiles	 feature	 against	melee	weapon	 attacks	 as
well.
If	 you	 reduce	 the	 damage	 to	 0,	 you	 can	 spend	 1	 ki	 point	 to

force	the	attacker	to	make	a	Dexterity	saving	throw.	On	a	failed
save,	you	disarm	the	creature,	 forcing	 it	 to	give	up	one	 item	of
your	choice	that	it's	holding.	You	can	grab	the	object	with	a	free
hand	or	allow	it	to	drop	at	the	target's	feet.

Brave Blood

Your	bravery	allows	you	to	stand	up	to	even	the	most	terrifying
of	 foes.	 Beginning	 at	 11th	 level,	 you	 are	 immune	 to	 being
frightened.
Additionally,	you	can	spend	1	ki	point	as	a	reaction	whenever

you	would	be	charmed	to	activate	your	Stillness	of	Mind	feature
immediately,	negating	the	effect.

	

Warrior’s Heart

As	a	true	shihan	warrior,	your	honor	shines	true	like	a	beacon	of
purity.	 Starting	 at	 17th	 level,	 whenever	 you	 would	 reduce	 an
enemy	 to	 0	 hit	 points,	 you	 can	 instead	 choose	 to	 reduce	 that
enemy	 to	1	hit	point	by	 spending	3	ki	points.	The	 target	must
make	 a	 Wisdom	 saving	 throw.	 On	 a	 failed	 save,	 the	 target	 is
charmed	by	you,	and	acts	as	though	under	the	effects	of	both	a
charm	person	and	command	spell.	This	effect	lasts	for	a	number
of	 days	 equal	 to	 your	 monk	 level.	 On	 a	 successful	 save,	 the
creature	is	immune	to	this	effect	for	24	hours.
The	 target	 creature	 will	 do	 as	 you	 instruct	 as	 though

regarding	an	old	friend	whom	they’ve	grown	apart	from.	For	the
duration	of	the	effect,	 the	creature	will	 feel	as	though	it	was	in
the	 wrong	 for	 any	 misdeeds	 it	 has	 performed	 against	 you	 or
anyone	you	regard	as	an	ally.	This	effect	allows	you	to	convince
the	creature	that	it	should	give	itself	up	for	sentencing	in	a	fair
trial,	 banish	 itself	 from	 the	 area,	 or	 other	 similar	 actions.	 This
effect	 cannot	 be	 used	 to	 command	 a	 creature	 to	 perform	 any
action	 that	 would	 put	 its	 life	 in	 direct	 peril.	 If	 you	 or	 an	 ally
attacks	the	creature,	this	effect	ends.
You	can	have	only	one	creature	under	the	effect	of	this	feature

at	a	time.	You	can	choose	to	end	the	effect	at	any	time	without
using	an	action.	Once	the	effect	ends,	the	creature	will	revert	to
its	 true	 nature	 and	 can	make	 a	Wisdom	 check	 against	 your	 ki
save	DC.	On	a	 failed	check,	 the	creature	assumes	 the	actions	 it
took	while	under	the	effect	of	this	feature	were	its	own	choices,
and	 may	 regard	 you	 as	 a	 kind	 of	 adversarial	 ally,	 whom	 they
respected	enough	to	listen	to.	On	a	successful	save,	the	creature
knows	that	it	was	charmed	by	you.
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Rogue
The	following	roguish	archetype	is	available	to	rogues.

Triple Threat

A	 Triple	 Threat	 is	 so	 named	 for	 their	 ability	 to	 seemingly	 be
anywhere	and	deal	with	any	foe	at	once.	Stories	of	triple	threats
speak	 about	 them	 working	 together	 to	 take	 down	 groups	 of
enemies	 many	 times	 larger	 than	 themselves,	 by	 wielding
elemental	force	against	their	targets	until	none	remain.

Elemental Power

When	you	choose	 this	archetype	at	3rd	 level,	you	must	choose
an	element:	�ire,	air,	water,	or	earth.	From	that	point	on,	you	are
a	 �irelacer,	 airlacer,	 waterlacer,	 or	 earthlacer.	 You	 can't
choose	another	element,	even	if	you	later	get	to	choose	again.

Basic Lacing

You	 gain	 your	 element's	 Basic	 Lacing	 abilities	 (Firelacing,
Airlacing,	Waterlacing,	Earthlacing).

Elemental Dig

When	a	 creature	 is	hit	with	 a	weapon	attack	within	30	 feet	of
you,	you	can	use	your	reaction	to	�ire	a	bolt	of	elemental	power
at	 the	 target,	 in	 addition	 to	 the	 weapon's	 damage.	 The	 extra
damage	is	1d4	bludgeoning	damage.	This	dig	applies	your	Sneak
Attack	if	it	is	available	to	you.

Novice Forms

Also	 at	 3rd	 level,	 choose	 two	 1st-level	 lacing	 forms	 of	 your
element.	 You	 can	 initiate	 each	 of	 these	 forms	once,	 and	 regain
the	ability	to	do	so	when	you	�inish	a	short	or	long	rest.

Elemental Assist

At	 9th	 level,	 you	 can	 use	 the	 Help	 action	 as	 a	 bonus	 action.
Additionally,	 when	 you	 use	 the	 Help	 action	 to	 aid	 an	 ally	 in
attacking	a	 creature,	 the	 target	of	 that	attack	can	be	within	30
feet	of	you,	rather	than	within	5	feet	of	you,	if	the	target	can	see
or	hear	you.

Intermediate Forms

Also	 at	 9th	 level,	 choose	 two	 2nd-level	 lacing	 forms	 of	 your
element.	 You	 can	 initiate	 each	 of	 these	 forms	once,	 and	 regain
the	ability	to	do	so	when	you	�inish	a	short	or	long	rest.

Strength in Numbers

At	13th	level,	you	gain	a	bonus	on	any	Deception,	Intimidation,
or	Persuasion	check	equal	to	the	number	of	allies	within	10	feet
of	 you,	 to	 a	maximum	 of	 your	 pro�iciency	 bonus.	 You	 can	 use
Wisdom	instead	of	Charisma	for	these	skill	checks,	feeling	out	a
creature's	insecurities	and	exploiting	them.

Superior Forms

At	17th	 level,	 choose	 two	3rd-level	 forms	of	your	element.	You
can	initiate	each	of	these	forms	once,	and	regain	the	ability	to	do
so	when	you	�inish	a	short	or	long	rest.
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Samsari
	
"The	water	 �lows	 through	 this	 creek,	much	 like	 the	 energy	 �lows
through	your	body.	As	you	see,	there	are	several	pools	where	the
water	 swirls	 around	 before	 �lowing	 on.	 These	 pools	 are	 like	 our
chakras..."

-	Guru	Rajiv,	samsari

	

A	�ire	folk	sits	with	his	legs	in	a	cross,	meditating	deeply.	Behind
him,	a	group	of	students	and	gathers-on	sit	similarly,	attempting
to	 emulate	 his	 breathing.	 The	 man	 is	 unaware	 of	 them,	 his
perception	 transcending	 far	 beyond	 the	 limited	 physicality	 of
what	 is	around	him,	ascending	to	the	Spirit	World	and	beyond,
conversing	with	spiritual	entities	others	aren't	even	sure	exist.
A	female	air	monk	focuses	on	the	path	of	energy	in	her	body,

before	 looking	 to	 see	 a	 battalion	 approaching	 her.	 Without
emotion,	 she	 spins	 in	 a	 circle	 before	 whirling	 her	 hand,	 as	 a
battering	 force	 of	wind	 bowls	 over	 her	 enemies	 and	 begins	 to
push	them	away.	They	attempt	to	hang	on,	but	with	no	anchor,
they	are	blown	away	without	incident.
A	member	of	the	water	clan	sits	calmly	on	the	bow	of	a	ship

caught	 in	 a	 hurricane.	 The	 crew	 panics,	 rushing	 around	 and
attempting	 to	 save	 the	 ship.	 The	water	 clan	member	 exudes	 a
calming	in�luence	on	the	others	before	standing	and	raising	his
hands.	 The	 sea	begins	 to	 calm,	 and	 the	 crew	 looks	 to	 the	man
from	the	water	clan	for	strength	and	guidance.
A	 powerful	 earthquake	 shakes	 a	 great	 city	 to	 its	 core.	 The

people	 panic,	 but	 one	 earth	 kin	 stands	 calmly,	 seemingly
unaffected.	He	extends	his	arms,	and	 the	buildings	 threatening
to	crumble	are	instantly	quieted.
For	many,	lacing	is	a	�ighting	style,	a	martial	art.	A	way	to	hurt

one's	 enemies	 and	exert	power	over	others.	But	 for	 a	 samsari,
lacing	is	a	mystical	art,	 to	be	held	in	awe,	and	reverence.	Some
take	 the	 art	 of	 lacing	 and	 look	 inward,	 not	 seeking	 power,	 but
seeking	 resolve	 and	 enlightenment.	 A	 samsari	 is	 a	 lacer	 who
holds	in	high	regard	the	power	that	has	been	entrusted	to	them,
and	sees	across	arti�icial	lines	drawn	in	the	sand.	A	samsari	sees
that	all	creatures,	all	life,	is	connected,	and	seeks	to	preserve	the
balance	 between	 being	 true	 to	 themselves,	 and	 being	 truly
enlightened.

The Flow of Ki

While	 all	 lacers	 use	 the	 �low	 of	 ki	 to	 enable	 their	 abilities,
samsari	 take	 it	 further,	 studying	 the	 paths	 of	 ki	 in	 the	 body,
seeing	 how	 they	 connect	 like	 a	 river.	 Through	 focus	 and
meditation,	 a	 samsari	 is	 able	 to	 direct	 the	 ki	 �low	 to	 not	 only
enable	 their	 elemental	 abilities,	 but	 to	 gain	 spiritual	 powers
unknown	to	other	lacers.

Balance of Nature

Despite	their	magical	abilities,	samsari	see	themselves	as	divine
agents.	 While	 samsari	 do	 not	 directly	 do	 the	 work	 of	 the
Incarnate,	 samsari	do	believe	 that	 the	balance	between	nature
and	mankind	should	be	preserved.
Above	all	else,	samsari	gain	intimate	knowledge	of	the	spirits,

otherworldy	 entities	 from	 the	 Spirit	 World	 that	 command
respect	and	reverence.	Samsari	see	and	interact	with	spirits	that
most	 people	 go	 their	 entire	 lives	 without	 ever	 encountering
directly.
A	samsari	who	takes	up	an	adventuring	life	usually	does	so	to

ful�ill	a	spiritual	need	to	learn	and	grow.	Samsari	are	compelled
to	 understand	 the	 spirits	 and	 nature,	 and	 try	 to	 spread	 the
wisdom	they	gain	to	others	along	the	way.
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The Samsari

LEVEL

PROFICIENCY 
BONUS

KI 
POINTS FEATURES

FORMS 
KNOWN

MAXIMUM 
FORM LEVEL

1ST +2 2 CHOSEN ELEMENT, KI, LACING 2 1ST

2ND +2 3 SPIRIT GUIDE, SYNERGY 3 1ST

3RD +2 4 SPIRITUAL EMPATHY, PATH TO ENLIGHTENMENT 4 2ND

4TH +2 5 ABILITY SCORE IMPROVEMENT 5 2ND

5TH +3 6 OPEN CHAKRA (ROOT) 6 3RD

6TH +3 7 PATH TO ENLIGHTENMENT FEATURE 7 3RD

7TH +3 8 MOMENT OF CLARITY, OPEN CHAKRA (SACRAL) 8 4TH

8TH +3 9 ABILITY SCORE IMPROVEMENT 9 4TH

9TH +4 11 OPEN CHAKRA (NAVEL) 10 5TH

10TH +4 12 PATH TO ENLIGHTENMENT FEATURE 11 5TH

11TH +4 13 KI INFUSION (6TH LEVEL), OPEN CHAKRA (HEART) 12 5TH

12TH +4 14 ABILITY SCORE IMPROVEMENT 13 5TH

13TH +5 16 KI INFUSION (7TH LEVEL), OPEN CHAKRA (THROAT) 14 5TH

14TH +5 17 PATH TO ENLIGHTENMENT FEATURE 15 5TH

15TH +5 18 KI INFUSION (8TH LEVEL), OPEN CHAKRA (THIRD-EYE) 16 5TH

16TH +5 19 ABILITY SCORE IMPROVEMENT 17 5TH

17TH +6 21 KI INFUSION (9TH LEVEL), OPEN CHAKRA (CROWN) 18 5TH

18TH +6 22 FORM MASTERY 19 5TH

19TH +6 23 ABILITY SCORE IMPROVEMENT 20 5TH

20TH +6 24 SPIRIT MANIFESTATION 20 5TH

Creating a Samsari

Samsari	 try	 to	 be	 at	 peace	 with	 nature.	 Keep	 in	 mind	 their
search	 for	 enlightenment	 and	 peace	 as	 you	 create	 your
character.	What	type	of	lacer	are	you?	What	led	you	down	a	path
of	spirituality,	as	opposed	to	using	lacing	for	�ighting?	Are	you	a
protector	 of	 a	 community?	 Are	 you	 a	 loner,	 seeking	 your	 own
answers	 to	 life's	 questions?	 Do	 you	 have	 a	 mentor	 who	 is
guiding	you,	or	is	your	journey	a	solitary	one?
The	biggest	 question	 for	 a	 samsari	 is	 typically	 how	you	will

spread	your	knowledge	and	insight	to	others.	Will	you	attempt
to	teach	as	you	learn?	Will	you	lead	by	example?	Or	will	you	put
the	 needs	 of	 others	 before	 yourself	 to	 attempt	 to	 �ind
enlightenment	through	service?

Quick Build

You	can	make	a	samsari	quickly	by	following	these	suggestions.
First,	make	Wisdom	(for	waterlacers	or	airlacers)	or	Charisma
(for	 �irelacers	 or	 earthlacers)	 your	 highest	 ability	 score,
followed	 by	 Constitution.	 Second,	 choose	 the	 hermit
background.
Your	 forms	 known	 will	 depend	 on	 what	 kind	 of	 lacer	 you

choose	 to	 be.	 If	 you	 are	 a	 �irelacer,	 choose	 the	 1st-level	 forms
�lametongue	 shield	 and	 scorching	 bolts.	 If	 you	 are	 an	 airlacer,
choose	 the	 1st-level	 forms	whiff	 and	wind	 bolts.	 If	 you	 are	 a
waterlacer,	choose	the	1st-level	forms	healing	waters	and	water
jet.	 If	 you	 are	 an	 earthlacer,	 choose	 the	 1st-level	 forms	 gravel
shot	and	sudden	pillar.

	

Class Features
As	a	samsari,	you	gain	the	following	class	features.

Hit Points

Hit	Dice:	1d6	per	samsari	level
Hit	Points	at	1st	Level:	6	+	your	Constitution	modi�ier
Hit	Points	 at	Higher	Levels:	1d6	(or	4)	+	your	Constitution
modi�ier	per	samsari	level	after	1st

Proficiencies

Armor:	None
Weapons:	Mace,	quarterstaff,	shanzi,	spear
Tools:	One	musical	instrument	of	your	choice

Saving	Throws:	Wisdom,	Charisma
Skills:	 Choose	 two	 from	 Animal	 Handling,	 Arcana,	 History,
Insight,	Medicine,	Nature,	Perception,	and	Religion

Equipment

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

(a)	a	spear	or	(b)	a	quarterstaff
(a)	a	mace	or	(b)	two	shanzi
(a)	an	explorer's	pack	or	(b)	a	scholar's	pack
A	musical	instrument	of	your	choice

Alternately,	 you	 can	 purchase	 your	 own	 starting	 equipment.
At	level	1,	a	samsari	begins	with	3d4	x	10	gp.
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Chosen Element

When	you	take	your	1st	 level	 in	this	class,	you	must	choose	an
element:	 �ire,	air,	water,	or	earth.	From	that	point	on,	you	are	a
�irelacer,	airlacer,	waterlacer,	or	earthlacer.	You	can	never
take	another	element,	even	if	you	later	get	to	choose	again.

Basic Lacing

You	 gain	 your	 element's	 Basic	 Lacing	 abilities	 (Firelacing,
Airlacing,	Waterlacing,	Earthlacing).

Elemental Bolt

You	learn	elemental	bolt	as	a	basic	lacing	effect.	This	bolt	might
take	different	forms	depending	on	your	element,	but	the	effect	is
the	same.	When	you	reduce	a	creature	 to	0	hit	points,	you	can
choose	 to	 avoid	 killing	 them	with	 your	 elemental	 bolt,	 leaving
them	unconscious.

	

	

Ki

Ki	points	represent	the	mystical	energy	that	affords	you	power
over	your	element.	Your	samsari	level	determines	the	number	of
ki	 points	 you	 have,	 as	 shown	 in	 the	 Ki	 Points	 column	 of	 the
Samsari	table.
You	 can	 spend	 these	 points	 to	 fuel	 various	 ki	 features.	 Your

lacing	forms	are	ki	features,	and	as	you	gain	levels	in	this	class,
you	learn	others.
When	you	spend	a	ki	point,	it	is	unavailable	until	you	�inish	a

short	 or	 long	 rest,	 at	 the	 end	 of	 which	 you	 draw	 all	 of	 your
expended	 ki	 back	 into	 yourself.	 You	 must	 spend	 at	 least	 30
minutes	of	the	rest	quietly	meditating	to	regain	your	ki	points.
Some	of	your	ki	features	require	an	attack	modi�ier,	or	require

your	target	to	make	a	saving	throw	to	resist	the	feature's	effects.
The	 ability	 modi�ier	 you	 use	 is	 different	 depending	 on	 your
element.	 Firelacers	 and	 earthlacers	 use	 their	 Charisma,	 since
their	ki	 is	powered	by	their	strength	of	spirit	and	force	of	will.
Airlacers	 and	 waterlacers	 use	Wisdom,	 as	 their	 power	 comes
from	intuition	and	insight.

Firelacers and Earthlacers

Ki Save DC =	8 + your proficiency bonus +

your Charisma modifier

Ki attack modifier =	your proficiency bonus +

your Charisma modifier
	

Airlacers and Waterlacers

Ki Save DC =	8 + your proficiency bonus +

your Wisdom modifier

Ki attack modifier =	your proficiency bonus +

your Wisdom modifier
	

Lacing

When	 you	 begin	 your	 journey,	 you	 learn	 to	 wield	 control	 and
authority	over	your	element	beyond	simple	moves.	 In	addition
to	basic	effects,	you	learn	more	powerful	forms.

Form Levels

FORM 
LEVEL NAME

KI 
COST MEANING

1ST SHO 2 NOVICE FORMS

2ND GA 3 INTERMEDIATE FORMS

3RD DE 4 ADVANCED FORMS

4TH YOI 5 EXPERT FORMS

5TH SEN 6 MASTERY FORMS

Forms Known

You	 know	 two	 1st-level	 forms	 of	 your	 choice	 from	 your
element's	form	list.
The	Forms	Known	column	of	 the	Samsari	 table	shows	when

you	learn	more	forms	of	your	choice.	Each	of	these	forms	must
be	of	 a	 level	 that	 you	know.	 For	 instance,	when	 you	 reach	3rd
level	 in	 this	 class,	 you	 can	 learn	 one	 new	 form	 of	 1st	 or	 2nd
level.
Additionally,	 when	 you	 gain	 a	 level	 in	 this	 class,	 you	 can

choose	one	of	 the	 forms	you	know	and	replace	 it	with	another
form	 from	 your	 element's	 form	 list,	 which	 also	 must	 be	 no
higher	than	your	maximum	form	level.

Initiating Forms

Your	forms	are	ki	 features,	and	so	you	must	spend	ki	points	to
initiate	 these	 forms.	You	spend	 the	number	of	ki	points	shown
on	the	Form	Levels	table	in	order	to	initiate	a	form.
Most	 forms	have	enhanced	effects,	which	you	can	 initiate	by

spending	additional	ki	points	when	you	 initiate	 the	 form.	Each
additional	ki	point	you	spend	increases	the	form's	level	by	1.	You
can	 spend	 ki	 points	 to	 initiate	 a	 form	 at	 up	 to	 your	maximum
form	level,	as	shown	in	the	Maximum	Form	Level	column	of	the
Samsari	table.

Spirit Guide

Beginning	 at	 2nd	 level,	 you	 learn	 to	 feel	 the	 pull	 of	 spiritual
energy	around	you,	and	can	call	for	aid	when	necessary,	as	well
as	 send	 these	 forces	out	 to	help	others.	Any	 time	you	 take	 the
Help	action,	you	grant	an	ally	advantage	on	the	�irst	attack	roll	it
makes	against	a	target	that	you	can	see.	You	can	spend	1	ki	point
to	take	the	Help	action	as	a	bonus	action	on	your	turn.
Additionally,	you	can	spend	1	ki	point	 to	gain	the	bene�its	of

the	Help	action	yourself	as	a	bonus	action	on	your	turn,	even	if
you	are	alone.

Elemental Bolt

basic lacing

Initiation Time: 1 action
Range: 60 feet
Duration: Instantaneous

You hurl a bolt of your element. Make a ranged ki attack
against one creature within range, or against two
creatures within range that are within 5 feet of each
other. On a hit, a target takes 1d6 bludgeoning damage.

This form's damage increases by 1d6 when you reach
5th level (2d6), 11th level (3d6), and 17th level (4d6).
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Synergy

At	 2nd	 level,	 you	 begin	 to	 unlock	 the	 secret	 of	 working	 in
tandem	with	fellow	magical	creatures.	You	can	use	this	ability	in
two	ways,	depending	on	if	the	ally	is	a	lacer	or	a	spellcaster.
If	 a	willing	 creature	 initiates	 a	 lacing	 form	within	30	 feet	 of

you,	 you	 can	 spend	 a	 number	 of	 ki	 points	 as	 a	 reaction	 to
enhance	 their	 form,	 exactly	 as	 you	 would	 spend	 ki	 points	 to
enhance	 your	 own	 lacing	 forms.	 The	 number	 of	 ki	 points	 you
spend	cannot	 initiate	 the	 form	higher	 than	 the	maximum	form
level	of	either	yourself	or	your	ally,	whichever	is	higher.
If	a	willing	creature	casts	a	spell	within	30	feet	of	you,	you	can

spend	a	number	of	ki	points	as	a	reaction	to	enhance	their	spell.
You	must	spend	2	ki	points	for	each	level	that	you	raise	the	spell.
You	 cannot	 enhance	 the	 creature's	 spell	 higher	 than	 the
maximum	spell	level	the	creature	can	cast.

Spiritual Empathy

You	 know	 the	 ways	 of	 natural	 spirits	 and	 creatures,	 and	 can
walk	 amongst	 them	 without	 worry.	 At	 3rd	 level,	 you	 gain
pro�iciency	 in	Wisdom	(Animal	Handling)	skill	checks.	You	can
use	Charisma	in	place	of	Wisdom	to	make	Animal	Handling	skill
checks.
If	 you	 already	 have	 pro�iciency	 in	 Animal	 Handling,	 your

pro�iciency	bonus	is	doubled	when	you	make	such	a	check.

Path to Enlightenment

At	 3rd	 level,	 you	 begin	 to	 travel	 along	 a	 path	 to	 true
enlightenment,	 in	 the	 hopes	 of	 bringing	 about	 a	 spiritual
awakening	in	others	as	well	as	yourself.	Samsari	can	choose	the
path	of	the	Boatman,	King,	or	Shepherd.	Your	choice	grants	you
features	at	3rd	level	and	again	at	6th,	10th,	and	14th	level.

Ability Score Improvement

When	you	reach	4th	level,	and	again	at	8th,	12th,	16th,	and	19th
level,	you	can	increase	one	ability	score	of	your	choice	by	2,	or
you	 can	 increase	 two	 ability	 scores	 of	 your	 choice	 by	 1.	 As
normal,	 you	can't	 increase	an	ability	 score	above	20	using	 this
feature.

Open Chakra

As	 you	 gain	 experience	 as	 a	 samsari,	 you	 begin	 to	 open	 your
chakras	to	 let	the	pure	cosmic	energy	�low	through	you.	At	5th
level	you	unlock	your	root	chakra	and	learn	a	spell,	chosen	from
the	 samsari	 chakra	 spell	 list.	 As	 you	 gain	 levels,	 you	 unlock
further	chakras,	learning	a	new	spell	for	each	one.	You	can	cast
each	 of	 your	 chakra	 spells	 once	 without	 needing	 to	 spend	 ki
points.	 You	 regain	 any	 expended	 chakra	 spells	 when	 you
complete	a	long	rest.
You	 can	 spend	 a	 number	 of	 ki	 points	 to	 cast	 a	 chakra	 spell

again.	You	do	not	need	to	provide	material	components	for	any
spell	 that	you	cast	 from	your	chakras.	You	can	cast	a	spell	as	a
ritual	without	spending	ki	points	if	it	has	the	ritual	tag.
	Open Chakra

SAMSARI 
LEVEL

CHAKRA 
OPENED

KI 
COST

5TH ROOT 2

7TH SACRAL 3

9TH NAVEL 4

11TH HEART 5

13TH THROAT 6

15TH THIRD-EYE —
17TH CROWN —

Moment of Clarity

At	7th	 level,	you	 learn	to	 focus	your	mind	even	 in	 the	midst	of
battle.	 You	 can	 take	 a	 bonus	 action	 to	 recover	 a	 number	 of	 ki
points	 equal	 to	 your	 ki	 ability	 modi�ier,	 up	 to	 your	maximum
number	of	ki	points.	Once	you	use	this	feature,	you	must	�inish	a
long	rest	before	you	can	use	it	again.

Ki Infusion

Starting	 at	 11th	 level,	 you	 gain	 the	 ability	 to	 push	 your	 forms
further,	 spending	 ki	 points	 to	 raise	 a	 form's	 level	 even	 higher
than	5th.
Your	maximum	form	level	increases	by	1	when	you	reach	11th

level	(6th	level),	13th	level	(7th	level),	15th	level	(8th	level),	and
17th	level	(9th	level).

Form Mastery

At	18th	level,	you	have	become	so	practiced	with	certain	forms
that	you	can	 initiate	 them	at	will.	Choose	three	1st-level	 forms
that	you	know.	You	can	initiate	those	forms	at	1st	level	without
spending	 ki	 points.	 If	 you	 want	 to	 enhance	 any	 of	 them,	 you
must	expend	ki	points	as	normal.

Spirit Manifestation

Beginning	 at	 20th	 level,	 your	 connection	 to	 the	 Spirit	 World
extends	 even	 after	 you	 die.	 When	 you	 die,	 your	 spirit	 is
absorbed	into	the	energy	of	the	universe,	instead	of	going	to	the
Outer	Planes	as	normal.	You	persist	 in	this	spirit	manifestation
until	you	choose	to	move	on	to	the	Outer	Planes.
While	manifested	in	this	way,	you	have	a	wispy,	ghostly	form,

and	can	move	 in	any	direction.	 If	you	move	up	or	down,	every
foot	of	movement	costs	an	extra	foot.	You	can	see	and	hear	the
plane	you	originated	from,	but	everything	there	looks	gray,	and
you	can't	see	anything	more	than	60	feet	away.	You	can	move	to
any	other	plane	in	order	to	observe	it.	Moving	to	another	plane
requires	you	to	meditate	for	8	hours,	after	which	you	move	to	a
known	location	on	the	target	plane.
While	 in	 this	 form,	 you	 can	 only	 affect	 and	 be	 affected	 by

other	 creatures	 in	 a	 spiritual	 manifestation.	 Other	 creatures
can't	 perceive	 you	 and	 can't	 interact	with	 you	 unless	 you	 take
your	 action	 to	 focus.	 By	 taking	 this	 action,	 you	make	 yourself
visible	 to	other	creatures	on	 the	plane	you	are	visiting.	During
this	time,	you	can	speak	and	communicate	with	creatures	which
can	perceive	you,	but	can	take	no	other	actions	which	affect	that
plane.
Your	manifestation	to	other	creatures	counts	as	a	body	for	the

purposes	of	magic	which	could	bring	you	back	to	life.
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Samsari Chakra

Spells
The	following	spells	can	be	learned	whenever	you	gain	a	chakra
spell	of	the	listed	level.

Root

				animal	friendship	
				detect	evil	and	good	
				detect	poison	and	disease	
				�ind	familiar	
				identify	
				speak	with	animals

Sacral

				animal	messenger	
				augur	
				locate	animals	and	plants	
				locate	object	
				pass	without	trace

Navel

				phantom	steed	
				see	invisibility	
				speak	with	plants	
				tongues

Heart

				divination	
				locate	creature

Throat

				commune	with	nature	
				dream

Third Eye

				antipathy/sympathy	
				plane	shift

Crown

				astral	projection	
				awaken

	

Samsari Paths to

Enlightenment
The	samsari	paths	to	enlightenment	arose	not	out	of	combat	or
a	 desire	 to	 use	 lacing	 for	 �ighting,	 but	 rather	 through	 spiritual
connections	 and	 the	 divine	 teachings	 of	 those	 who	 had	 come
before	 them.	 Samsari	 seek	 to	 �ind	 true	 enlightenment	 before
they	 pass	 on,	 and	 to	 spread	 that	 enlightenment	 on	 to	 others.
Each	path	to	enlightenment	favors	a	different	strategy,	but	they
all	seek	the	same	end.

Path of the Boatman

Boatman	samsari	practice	their	art	in	tandem	with	others.	They
attempt	 to	 lead	 both	 by	 example,	 and	 by	 learning	 as	 well.	 A
boatman	accepts	all	teachings,	and	does	what	they	can	to	bring
others	along	on	their	own	spiritual	journey	together,	as	equals.

Expanded Spell List

Those	who	follow	the	path	of	the	boatman	can	choose	from	an
expanded	 list	 of	 spells	 when	 choosing	 a	 chakra	 spell.	 The
following	spells	are	added	to	the	chakra	spell	list	for	you.

Boatman Expanded Spells

CHAKRA LEVEL SPELLS

ROOT BLESS

SACRAL AID

NAVEL PROTECTION FROM ENERGY

HEART FEIGN DEATH

THROAT TELEPATHIC BOND

THIRD EYE TRUE SEEING

CROWN FORESIGHT

Divine Blessing

When	 you	 choose	 this	 path	 at	 3rd	 level,	 you	 can	 spend	 2	 ki
points	 as	 an	 action	 to	 cast	 warding	 bond	 without	 needing
material	 components.	 The	 duration	 of	 the	 spell	 lasts	 until	 you
�inish	a	short	or	long	rest,	unless	you	choose	to	end	it	as	a	bonus
action.

Spiritual Connection

Beginning	 at	 6th	 level,	 you	 can	 spend	 2	 additional	 ki	 points
when	you	use	your	Spirit	Guide	feature	to	grant	all	willing	allies
within	 30	 feet	 (including	 yourself)	 advantage	 on	 their	 �irst
attack	 roll	 against	 the	 targeted	 creature	 until	 the	 beginning	 of
your	next	turn.

Aura of Serenity

Starting	at	10th	 level,	you	can	spend	Hit	Dice	to	heal	creatures
which	spend	at	least	30	minutes	of	a	short	rest	in	your	presence,
and	those	creatures	can	spend	Hit	Dice	to	heal	you.

Inspiring Presence

Beginning	at	14th	level,	you	and	any	ally	that	spends	the	entirity
of	 a	 long	 rest	within	30	 feet	of	 you	has	 its	hit	point	maximum
and	current	hit	points	increased	by	an	amount	equal	to	4	times
your	ki	ability	modi�ier	for	8	hours.
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Path of the King

King	 samsari	 seek	 their	 own	 enlightenment	 before	 that	 of
others.	A	king's	philosophy	is	that	one	cannot	truly	teach	others
until	 one	 knows	 the	 intricacies	 of	 life	 �irsthand,	 and	 can	 only
then	guide	others	through	their	example	and	protect	them	with
their	power.

Expanded Spell List

Those	 who	 follow	 the	 path	 of	 the	 king	 can	 choose	 from	 an
expanded	 list	 of	 spells	 when	 choosing	 a	 chakra	 spell.	 The
following	spells	are	added	to	the	chakra	spell	list	for	you.

King Expanded Spells

CHAKRA LEVEL SPELLS

ROOT BANE

SACRAL DARKVISION

NAVEL FEAR

HEART SPIRIT GUARDIANS

THROAT DISPEL EVIL AND GOOD

THIRD EYE EYEBITE

CROWN WEIRD

Unarmored Defense

Beginning	at	3rd	level	when	you	choose	this	path,	while	you	are
wearing	no	armor	and	not	wielding	a	shield,	your	AC	equals	10
+	your	Dexterity	modi�ier	+	your	ki	ability	modi�ier.

Strike of the Heavens

Beginning	at	6th	level,	you	can	spend	1	additional	ki	point	when
you	 use	 your	 Spirit	 Guide	 feature	 for	 yourself	 to	 add	 your	 ki
ability	modi�ier	to	the	damage	roll	of	the	�irst	successful	attack
you	make	before	the	end	of	your	next	turn.

Aura of Power

Starting	at	10th	level,	you	and	friendly	creatures	within	30	feet
of	you	can't	be	frightened	while	you	are	conscious.

Burst of Power

Beginning	 at	 14th	 level,	 you	 can	 spend	 3	 ki	 points	 to	 cast
enhance	ability	on	yourself.	When	you	do	so,	choose	two	effects
of	 the	 spell,	which	you	gain	 simultaneously	 for	 the	duration	of
the	spell.

	

Path of the Shepherd

Shepherd	 samsari	 place	 the	 needs	 and	 spiritual	 journeys	 of
others	before	themselves.	A	shepherd	aspires	to	delay	their	own
enlightenment	and	acquisition	of	power	until	other	beings	have
begun	 their	 own	 spiritual	 journeys,	 counseling	 and	 protecting
those	that	falter.

Expanded Spell List

Those	who	follow	the	path	of	the	shepherd	can	choose	from	an
expanded	 list	 of	 spells	 when	 choosing	 a	 chakra	 spell.	 The
following	spells	are	added	to	the	chakra	spell	list	for	you.

Shepherd Expanded Spells

CHAKRA LEVEL SPELLS

ROOT CHARM PERSON

SACRAL CALM EMOTIONS

NAVEL MAGIC CIRCLE

HEART DEATH WARD

THROAT LEGEND LORE

THIRD EYE MASS SUGGESTION

CROWN REINCARNATE

Enhanced Power

Starting	when	you	choose	this	path	at	3rd	level,	you	can	take	the
Ready	 action	 to	 prepare	 yourself	 to	 use	 your	 Synergy	 ability.
When	you	 choose	a	 creature's	 lacing	 form	or	 spell	 to	 enhance,
the	 number	 of	 ki	 points	 you	 spend	 to	 enhance	 their	 ability	 is
reduced	by	1.

Spiritual Guidance

Beginning	 at	 6th	 level,	 any	 time	 you	 use	 your	 Spirit	 Guide
feature	to	assist	another	creature	 in	combat,	 the	creature	adds
your	 ki	 ability	modi�ier	 to	 its	AC	 against	 the	 �irst	 attack	made
against	it	until	the	beginning	of	your	next	turn.

Shared Burden

Starting	at	10th	level,	when	you	turn	begins,	you	can	choose	to
activate	 this	 ability.	 Until	 the	 beginning	 of	 your	 next	 turn,
friendly	creatures	within	60	feet	of	you	make	all	saving	throws
with	advantage,	and	you	have	disadvantage	on	all	saving	throws
you	make.

Take the Pain

Beginning	at	14th	level,	as	a	reaction,	you	can	take	on	one	of	the
following	 conditions	 from	a	 friendly	 creature	within	30	 feet	of
you:	blinded,	deafened,	 exhausted,	paralyzed,	or	poisoned.	The
effect	ends	for	the	creature,	and	you	are	subject	to	the	condition
instead.	 You	 cannot	 use	 this	 ability	 if	 you	 already	 have	 the
condition	you	wish	to	take	on.
You	 can	 only	 remove	 one	 level	 of	 exhaustion	 at	 a	 time	with

this	 ability.	 You	 cannot	 increase	 your	 exhaustion	 to	 sixth	 level
with	this	ability.
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Chapter 3: Background

T
he	 following	 additional	 backgrounds	 are
available	to	characters	in	the	world	of	Incarnate.
These	backgrounds	 can	 also	be	 adapted	 for	 any
character	 from	 the	 Player's	 Handbook	 without
issue.	While	 the	 people	 of	 Incarnate	 have	 some
unique	drives	and	ambitions	in	life,	many	follow
similar	 paths	 to	 characters	 from	 the	 Player's

Handbook.	These	backgrounds	can	be	applied	 to	any	character
in	the	game.

Air Sanctuary

You	lived	with	the	air	monks	in	one	of	their	sanctuaries	spread
in	the	corners	of	the	world.	High	in	the	mountains,	you	learned	a
simple,	ascetic	 lifestyle,	and	the	traditions	of	the	monks.	At	the
same	 time,	 you	 learned	 important	 airlacer	 tenets	 of
improvisation,	 fun,	 and	 spirit	 (whether	 you	 are	 an	 airlacer	 or
not).

	Skill	Pro�iciencies:	History,	Religion	
Tool	Pro�iciencies:	One	type	of	musical	instrument	
Languages:	One	of	your	choice	
Equipment:	A	holy	symbol,	an	air	glider,	a	signal	whistle,	a	
				set	of	common	clothes,	and	a	pouch	containing	10	gp

Feature: Gregarious

You	make	friends	quickly	and	easily,	even	with	those	who	others
might	shy	away	from.	You	are	not	as	easily	intimidated	as	others
by	 creatures	 with	 whom	 you	 can	 communicate,	 and	 those
creatures	are	more	likely	to	be	friendly	toward	you.

Suggested Characteristics

Some	 who	 grow	 up	 at	 an	 air	 temple	 are	 well-suited	 to	 a
traditional,	 rustic	 lifestyle.	 Others	 seek	 adventure	 and
excitement,	 and	 long	 to	break	 the	bonds	of	 tradition.	Whether
they	 embrace	 a	 monastic	 lifestyle	 or	 long	 to	 escape	 it,	 this
simple	life	shapes	their	ideals	and	personality.

D8 PERSONALITY TRAIT

  1  MY PEOPLE ARE REGARDED AS HUMBLE, BUT I LIKE TO SHOW OFF MY

SKILLS.

2 I AM COOL EVEN UNDER GREAT STRESS.

3 THE MONK LEADER AT MY TEMPLE WAS INCREDIBLY WISE, AND I AM

EAGER TO SHARE THAT WISDOM WITH OTHERS.

4 ETIQUETTE AND SOCIAL EXPECTATIONS OF OTHER NATIONS CONFUSE

ME.

5 EVERYTHING THAT HAPPENS IS DUE TO THE INFLUENCE OF THE SPIRITS

ON OUR LIVES.

6 NOTHING CAN SHAKE MY OPTIMISTIC ATTITUDE.

7 I AM A STRICT VEGETARIAN, AND VIEW ALL LIFE AS SACRED.

8 BEING WELL-TRAVELED, I CAN BLEND INTO ANY CULTURE.

	

D6 IDEAL

  1  TRADITION. WE MUST PRESERVE THE CUSTOMS THAT HAVE BEEN

PASSED DOWN THROUGH THE GENERATIONS. (LAWFUL)

2 GENEROSITY. NOTHING I OWN IS WORTH MORE THAN MAKING A NEW

FRIEND. (GOOD)

3 LIVE AND LET LIVE. WE KEEP TO OURSELVES, AND WE EXPECT THE

SAME FROM OTHERS. (NEUTRAL)

4 POWER. WE ARE THE CHOSEN PEOPLE OF AIR. EVERYONE ELSE

SHOULD KNOW OF OUR ABILITIES. (EVIL)

5 FREEDOM. LIFE ISN'T WORTH LIVING IF YOU AREN'T HAVING FUN.
(CHAOTIC)

6 SELF-IMPROVEMENT. MY MISSION IS TO TURN MYSELF INTO THE BEST

PERSON I CAN BE. (ANY)

D6 BOND

  1  I WOULD DO ANYTHING TO RECOVER A SPIRITUAL RELIC THAT WAS

STOLEN FROM MY TEMPLE LONG AGO.

2 I OWE MY LIFE TO THE MONKS WHO TOOK ME IN WHEN MY PARENTS

DIED.

3 EVERYTHING I DO IS TO SERVE OTHERS.

4 I WOULD DO ANYTHING TO PROTECT THE TEMPLE WHERE I GREW UP.

5 OUR TEMPLE HAS SO MUCH WISDOM TO SHARE, IT IS MY MISSION TO

SPREAD THAT MESSAGE TO OTHERS.

6 THE SPIRITS SENT ME A MESSAGE IN A DREAM TO WARN OTHERS OF AN

IMPENDING DISASTER.

D6 FLAW

  1  I SHY AWAY FROM CONFLICT, AND HAVE DIFFICULTY STANDING UP FOR

MYSELF.

2 I PUT TOO MUCH TRUST IN THOSE WITH AUTHORITY.

3 I ACT BEFORE I THINK, NOT CONSIDERING THE CONSEQUENCES OF MY

ACTIONS.

4 I AM SUSPICIOUS OF STRANGERS, AND REFUSE TO REVEAL THE

LOCATION OF MY TEMPLE.

5 ONCE I SET MY SIGHTS ON A GOAL, I BECOME OBSESSED WITH SEEING

IT COMPLETED.

6 I CAN'T RESIST SHOWING OFF MY ABILITIES.
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Bounty Hunter

For	as	 long	as	you	can	remember,	you've	 found	 that	you	had	a
propensity	 for	 reading	 others.	 Understanding	 their	 motives,
watching	 their	 emotions	 change	 as	 you	 pull	 the	 truth	 out	 of
them;	you've	always	had	a	knack	for	getting	just	what	you	want
out	of	people.
As	you	grew,	you	found	that	�inding	those	that	didn't	want	to

be	 found	came	naturally	 to	you.	No	matter	where	 they	hid,	no
matter	who	 they	paid	 to	 conceal	 them,	 you	always	 found	your
mark.	Your	talents	came	in	handy	for	�inding	those	running	from
the	consequences	of	their	own	actions.
When	 you	 choose	 this	 background,	 discuss	 the	 kinds	 of

bounties	you	may	have	taken	in	the	past	with	your	DM.	Did	you
only	take	ones	of�icially	issued	by	a	governing	force?	Or	did	you
offer	your	services	to	anyone	who	had	a	desire	to	�ind	someone
and	a	willingness	to	pay	for	your	services?	Would	anyone	you've
had	contact	with	hold	a	grudge?	Are	you	hunting	someone	now?

	Skill	Pro�iciencies:	Intimidation,	Investigation	
Tool	Pro�iciencies:	Disguise	kit	
Languages:	One	of	your	choice	
Equipment:	A	portable	ram,	a	set	of	manacles,	50	feet	of	
				hempen	rope,	a	parchment	with	the	drawn	face	of	a	
				current	or	past	mark,	and	a	belt	pouch	containing	15	gp

Feature: Find the Mark

Due	to	your	intimidating	nature,	people	are	inclined	to	give	you
the	 information	 you	 want	 to	 know.	 You	 are	 allowed	 in	 places
that	common	folk	would	be	barred	from	(such	as	prison	cells	or
guard	 towers)	 in	 order	 to	 ask	 questions	 or	 interrogate	 others.
When	questioned,	common	folk	are	more	likely	to	answer	your
questions	and	tell	you	the	information	you	want	to	know,	if	they
have	it.

Suggested Characteristics

Bounty	hunters	are	intimidating	people	who	often	make	others
feel	like	they're	being	shaken	down	for	information,	even	when
they're	not.	Their	true	selves	are	often	much	more	complex,	but
rarely	are	others	allowed	close	enough	to	see	it.

	

D8 PERSONALITY TRAIT

  1  I ALWAYS HAVE A BACKUP PLAN FOR WHEN THINGS GO WRONG.

2 I EXUDE AN AURA OF CALMNESS, EVEN WHEN I'M ANGRY.

3 THE FIRST THING I DO WHEN I'M IN A NEW PLACE IS LOCATE EVERY

POSSIBLE EXIT, IN CASE OF TROUBLE.

4 IT'S EASIER TO MAKE AN ENEMY THAN A FRIEND, BUT A FRIEND IS
MUCH MORE USEFUL.

5 THE BEST WAY TO GET ME TO DO SOMETHING IS TO TELL ME I CAN'T
DO IT.

6 I AM SET OFF AT THE SLIGHTEST INSULT.

7 I AM EXCELLENT AT REMEMBERING FACES.

8 I HATE BEING THE CENTER OF ATTENTION.

D6 IDEAL

  1  FAIRNESS. THESE PEOPLE RUN FROM THE LAW, AND SHOULD BE

BROUGHT TO JUSTICE. (LAWFUL)

2 COMMUNITY. THOSE WHO HIDE ARE A DANGER TO THEMSELVES AND

OTHERS. (GOOD)

3 HONESTY. I HAVE THE TALENTS TO FIND THESE PEOPLE, I MIGHT AS

WELL MAKE USE OF IT. (NEUTRAL)

4 GREED. I DON'T CARE WHO I BRING IN, AS LONG AS I GET PAID.
(EVIL)

5 NO LIMITS. I GET TO GO WHERE I WANT AND SHAKE PEOPLE DOWN

UNTIL I FIND WHAT I'M LOOKING FOR. (CHAOTIC)

6 HONOR. IT IS A RESPECTABLE PROFESSION TO FIND THOSE WHO

WOULD RUN FROM THE LAW. (ANY)

D6 BOND

  1  I BRING IN MARKS BECAUSE A CRIMINAL ONCE TOOK SOMETHING FROM

ME THAT I CAN NEVER RECOVER.

2 I'M TRYING TO PAY OFF AN OLD DEBT I OWE TO AN UNTRUSTWORTHY

BENEFACTOR.

3 SOMEONE I LOVED DIED BECAUSE OF A MISTAKE I MADE. THAT WILL

NEVER HAPPEN AGAIN.

4 I AM GUILTY OF A CRIME, BUT HAVE STARTED A NEW LIFE TO ESCAPE IT.

5 I PURSUED THIS LIFESTYLE TO FUEL MY LOVE OF CONFLICT.

6 I WILL DO ANYTHING TO PROVE MYSELF SUPERIOR TO EVERYONE I AM

TASKED WITH RECOVERING.

D6 FLAW

  1  WHEN FACED WITH A CHOICE BETWEEN MONEY AND MY FRIENDS, I
USUALLY CHOOSE THE MONEY.

2 I MAKE PLANS, AND AM INFLEXIBLE IN CHANGING THEM, EVEN WHEN

THINGS GO WRONG.

3 I ONCE ACCUSED A NOBLE OF BEING MY MARK, AND HE STILL WANTS

MY HEAD.

4 I AM SO STOIC THAT I OFTEN SEEM TROUBLED OR UPSET.

5 I HAVE A WEAKNESS FOR THE VICES OF THE CITY, ESPECIALLY HARD

DRINK.

6 I HAVE TROUBLE TRUSTING IN MY ALLIES.
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Polar Clan

The	people	of	the	water	clan	who	live	at	the	Great	Glacier	follow
strict	tradition	in	their	 lives.	The	ways	and	customs	of	the	clan
come	before	everything	else.	Of	all	the	nations,	gender	roles	are
more	likely	to	be	enforced	on	the	Great	Glacier,	with	men	being
hunters,	 gatherers,	 �ishermen,	 and	 warriors,	 and	 women
typically	becoming	homemakers	and	healers.
In	 recent	 times,	 a	 rift	 of	 sorts	has	begun	 to	 form	among	 the

water	 clan,	 with	 younger	 members	 engaging	 in	 more	 revelry
and	fun,	forgetting	the	proud	traditions	and	spiritual	customs	of
their	 forebears.	 But	 a	 member	 of	 the	 water	 clan	 is	 always
recognized	as	kin	by	another,	except	in	very	extreme	cases.	The
people	of	 the	Great	Glacier	must	be	 able	 to	 rely	on	each	other
above	all	else,	due	to	the	extremity	of	the	environment	in	which
they	live.

	Skill	Pro�iciencies:	Athletics,	Survival	
Tool	Pro�iciencies:	Leatherworker's	tools,	vehicles	(water)	
Equipment:	A	hunting	trap,	a	grappling	hook,	50	feet	of	
				hempen	rope,	a	trophy	from	your	most	memorable	hunt	
				(such	as	a	fang	or	claw),	a	set	of	winter's	clothes,	and	a	belt	
				pouch	containing	10	gp

Feature: Survivor

Being	from	a	violently	cold	and	harsh	environment,	others	look
to	you	for	strength	in	times	of	crisis.	You	can	�ind	food	and	fresh
water	for	yourself	and	up	to	�ive	other	people	each	day,	provided
that	the	land	offers	berries,	small	game,	water,	and	so	forth.	You
can	�ind	food	and	water	for	yourself	and	�ive	other	people	each
day	even	in	the	most	extreme	of	environments.

Suggested Characteristics

Those	water	 clan	members	who	 live	at	 the	poles	 take	pride	 in
their	 ability	 to	 live	 in	 the	 most	 extreme	 environments	 in	 the
world.	 They	 are	 a	 proud	 people,	 but	 with	 a	 strong	 sense	 of
community	and	family	that	binds	them	together.

D8 PERSONALITY TRAIT

  1  MY ABILITY TO SURVIVE AT THE POLES MAKES ME STRONGER THAN

OTHERS.

2 I PUT ON A BRAVE FACE WHEN CONFRONTED WITH DANGER.

3 I OFTEN GET LOST IN MY OWN THOUGHTS AND CONTEMPLATION,
BECOMING OBLIVIOUS TO MY SURROUNDINGS.

4 I BELIEVE THAT ANYTHING WORTH DOING IS WORTH DOING RIGHT.

5 I LIKE TO TALK AT LENGTH ABOUT SURVIVING IN THE FROZEN

WILDERNESS.

6 I JUDGE PEOPLE BY THEIR ACTIONS, NOT THEIR WORDS.

7 IF SOMEONE IS IN TROUBLE, I'M ALWAYS READY TO LEND HELP.

8 I'M CONFIDENT IN MY OWN ABILITIES, AND DO WHAT I CAN TO INSTILL

CONFIDENCE IN OTHERS.

	

D6 IDEAL

  1  COMMUNITY. THE CLAN AND ITS WELFARE IS MY HIGHEST PRIORITY.
(LAWFUL)

2 FAMILY. ANYONE I CONSIDER FAMILY, THROUGH BLOOD OR THROUGH

FRIENDSHIP, IS A MEMBER OF THE CLAN. (GOOD)

3 HONOR. THE WATER CLAN IS THE MOST NOBLE OF PEOPLES, AND OUR

TRADITIONS ARE IMPORTANT TO UPHOLD. (NEUTRAL)

4 MIGHT. WE ARE THE MOST POWERFUL NATION IN THE WORLD, AND

EVERYONE SHOULD KNOW IT. (EVIL)

5 INDEPENDENCE. THE TRADITIONS OF THE WATER CLAN AREN'T MORE

IMPORTANT THAN PERSONAL FREEDOM. (CHAOTIC)

6 DESTINY. THERE MUST BE MORE THAN THIS PROVINCIAL LIFE. (ANY)

D6 BOND

  1  I'VE LIVED OFF THE LAND, I RESPECT THE LAND, AND I WILL PROTECT

THE LAND.

2 A PROUD NOBLE ONCE GAVE ME A HORRIBLE BEATING, AND I WILL

TAKE MY REVENGE ON ANY BULLY I ENCOUNTER.

3 I WISH MY CHILDHOOD SWEETHEART HAD COME WITH ME TO PURSUE

MY DESTINY.

4 A MONSTER KILLED A FAMILY MEMBER, SO NOW I WILL TAKE REVENGE

ON ANY THREATENING BEAST.

5 I IDOLIZE A HERO OF THE OLD TALES AND MEASURE MY DEEDS

AGAINST THEIRS.

6 I WOULD DO ANYTHING FOR THE OTHER MEMBERS OF THE WATER

CLAN.

D6 FLAW

  1  I DON'T MUCH CARE FOR NOBILITY, SOMETIMES MAKING PEOPLE ABOVE

MY STATION ANGRY.

2 I HAVE TROUBLE KEEPING MY TRUE FEELINGS HIDDEN. MY SHARP

TONGUE LANDS ME IN TROUBLE.

3 I WOULD HURL MYSELF INTO DANGER TO PROTECT OTHERS, EVEN

WHEN THEY WOULDN'T DO THE SAME FOR ME.

4 I AM TOO BEHOLDEN TO MY CUSTOMS.

5 I'M CONVINCED OF THE SIGNIFICANCE OF MY DESTINY, AND BLIND TO

MY SHORTCOMINGS AND THE RISK OF FAILURE.

6 I WOULD KILL TO ACQUIRE A NOBLE TITLE.
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Town Guard

You	 are	 a	member	 of	 the	 town	 guard,	 one	 of	 those	 chosen	 to
protect	the	simple	folk	from	petty	theft,	common	criminals,	and
danger	 of	 all	 sorts.	 People	 look	 up	 to	 you	 and	 respect	 you,
although	it's	up	to	you	whether	you	deserve	that	respect	or	take
advantage	of	it.

	Skill	Pro�iciencies:	Insight,	Investigation	
Tool	Pro�iciencies:	One	type	of	gaming	set,	one	type	of	
				musical	instrument	
Equipment:	A	headband	that	you	have	personalized	but	
				which	identi�ies	you	as	a	guard,	a	set	of	bone	dice	or	deck	
				of	cards,	a	set	of	common	clothes,	and	a	belt	pouch	
				containing	10	gp

True Story

Each	town	guard	has	a	story	 that	 is	 their	own,	 the	 time	where
they	single-handedly	saved	the	town	or	just	one	innocent	from	a
threat	 when	 no	 one	 else	 could.	 These	 stories	 aren't	 always
completely	true	(in	fact,	oftentimes	they	aren't),	but	every	guard
has	one.	Roll	a	d10	on	each	of	the	tables	below	or	choose	your
favorites	to	craft	your	story.

Feature: Recognized Authority

Your	 time	 as	 a	 town	 guard	 is	 recognized	 outside	 of	 your	 own
town,	 and	you	 can	usually	 �ind	people	who	are	willing	 to	help
you	or	lend	you	the	things	you	need,	such	as	a	place	to	stay,	or	a
horse.	Your	authority	 is	recognized	in	other	towns	as	well,	and
you	are	generally	allowed	to	have	access	to	things	the	guards	of
a	town	have	access	to	(such	as	a	jail	or	guard	tower).

	

Suggested Characteristics

Town	guards	are	 typically	above	the	petty	squabbles	of	others,
but	 can	 sometimes	 turn	 their	 position	 of	 authority	 to	 their
advantage.	For	the	most	part	though,	guards	are	seen	as	heroes
of	 the	 common	 folk,	 protecting	 those	 who	 can't	 protect
themselves.

D8 PERSONALITY TRAIT

  1  THINKING IS FOR OTHER PEOPLE. I PREFER ACTION.

2 IF SOMEONE IS IN TROUBLE, I'M ALWAYS READY TO LEND HELP.

3 WHEN I SET MY MIND TO SOMETHING, I FOLLOW THROUGH NO

MATTER WHAT GETS IN MY WAY.

4 I HAVE A STRONG SENSE OF FAIR PLAY AND ALWAYS TRY TO FIND THE

MOST EQUITABLE SOLUTION TO ARGUMENTS.

5 I MISUSE LONG WORDS IN AN ATTEMPT TO SOUND SMARTER.

6 I GET BORED EASILY. WHEN AM I GOING TO GET ON WITH MY

DESTINY?

7 I FEEL TREMENDOUS EMPATHY FOR ALL WHO SUFFER.

8 THE COMMON FOLK LOVE ME FOR BEING A PROTECTOR.

D6 IDEAL

  1  RESPONSIBILITY. I HAVE THE POWER THE HELP OTHERS, AND SO HAVE

THE RESPONSIBILITY TO DO SO. (LAWFUL)

2 COMMUNITY. THOSE AROUND ME NEED MY HELP. (GOOD)

3 LOGIC. A COMMUNITY WITHOUT CRIME AND STRIFE BENEFITS

EVERYONE. (NEUTRAL)

4 RESPECT. I AM A FORCE TO BE RECKONED WITH, AND OTHERS WOULD

DO WELL NOT TO GET ON MY BAD SIDE. (EVIL)

5 FREEDOM. AS AN AUTHORITY, I CAN DO WHATEVER I WANT.
(CHAOTIC)

6 SELF-IMPROVEMENT. IN PROTECTING OTHERS, I LEARN THINGS ABOUT

MYSELF. (ANY)

D6 BOND

  1  I'M LOYAL TO MY PEOPLE FIRST, EVERYTHING ELSE IS SECOND.

2 I'LL ALWAYS REMEMBER MY FIRST ARREST.

3 SOMEONE SAVED MY LIFE IN A CRISIS. TO THIS DAY, I WILL NEVER

LEAVE A FRIEND BEHIND.

4 MY HONOR IS MY LIFE.

5 ANY INJURY TO SOMEONE IN MY COMMUNITY IS AN INJURY TO ME.

6 I FIGHT FOR THOSE WHO CANNOT FIGHT FOR THEMSELVES.

D6 FLAW

  1  I'LL FOLLOW ORDERS, EVEN WHEN I THINK THEY'RE WRONG.

2 ONCE SOMEONE QUESTIONS MY COURAGE, I NEVER BACK DOWN NO

MATTER HOW DANGEROUS THE SITUATION.

3 ONCE I START DRINKING, IT'S HARD FOR ME TO STOP.

4 MY PRIDE WILL PROBABLY LEAD TO MY DESTRUCTION.

5 THE TIME I WAS TRULY BEATEN STILL LEAVES ME QUIVERING WITH FEAR.

6 I OBEY THE LAW, EVEN IF THE LAW CAUSES MISERY.

D10 THREAT

1 A BURGLAR

2 TRIADS

3 A FIRE

4 A MONSTER

5 BOUNTY HUNTERS

6 FIRELACERS

7 A RAMPAGING BEAST

8 A BAND OF THIEVES

9 A HOARD OF ZOMBIES

10 EVIL SPIRITS

D10 INNOCENT

1 A MISSING CHILD

2 A YOUNG BOY

3 A YOUNG GIRL

4 AN OLD MAN

5 AN OLD WOMAN

6 CABBAGES

7 AN INNOCENT FAMILY

8 THE MAYOR

9 A CONGREGATION

10 THE ENTIRE TOWN
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The Vast Swamp

You	grew	up	in	the	vast	swamp.	A	communal	society,	the	citizens
of	 the	 bayou	 are	 very	 family-	 and	 community-focused.	 The
people	of	 the	swamp	keep	to	themselves,	but	at	 the	same	time
are	very	warm	to	outsiders,	and	are	always	ready	to	welcome	a
new	face	around	the	dinner	table.	A	simple	people	who	live	off
the	 land,	 the	 people	 of	misty	 bayou	 know	 a	 connection	 to	 the
Spirit	World	 that	many	 lack,	 seeing	 it	 as	 simply	a	part	of	daily
life.

	Skill	Pro�iciencies:	Perception,	Survival	
Tool	Pro�iciencies:	Cook's	utensils,	one	type	of	musical	
				instrument	
Equipment:	A	�ishing	tackle,	a	bucket,	a	jug,	three	pitons,	an	
				iron	pot,	a	scale	from	the	biggest	�ish	you	ever	caught,	and	
				a	pouch	containing	15	gp

Feature: Community Cooking

You	can	cook	a	meal	that	can	bring	even	the	bitterest	of	enemies
together.	When	 creatures	 share	 a	meal	 you	 have	 created,	 they
are	more	 likely	 to	be	hospitable	and	respectable	 to	each	other
and	 to	 you.	 You	 can	 always	 �ind	 a	 friendly	 face	 when	 offering
your	services	to	make	food.

Suggested Characteristics

The	people	of	the	Vast	Swamp	are	typically	seen	as	well-natured
and	 fun-loving.	 They're	 extremely	 open	 and	 trusting,	 although
some	would	say	that	they	are	too	trusting.

D8 PERSONALITY TRAIT

  1  I'M NOT PARTICULARLY CONCERNED WITH HOW WELL SOMETHING GETS

DONE, AS LONG AS IT'S FUNCTIONAL.

2 I BELIEVE EVERYONE DESERVES A SECOND CHANCE.

3 I LOVE TO TALK AT LENGTH ABOUT MY PROFESSION.

4 I'M RUDE TO PEOPLE WHO DON'T APPRECIATE HARD WORK.

5 MY PEOPLE HAVE A MILLION FOLK TALES, AND I LOVE TO TELL THEM

TO ANYONE WHO WILL LISTEN.

6 I DON'T REALLY UNDERSTAND MONEY WELL, AND USUALLY END UP

OVERPAYING INSTEAD OF HAGGLING FOR A BETTER DEAL.

7 I FEEL AN INTENSE CLOSENESS WITH THE ANIMALS OF THE WORLD,
AND KNOW HOW TO LIVE OFF OF THE LAND.

8 I CAN BE OBLIVIOUS AROUND THOSE WHO HIDE THEIR EMOTIONS, AND

CAN WEAR MY HEART ON MY SLEEVES.

D6 IDEAL

  1  HONESTY. ABOVE ALL ELSE, WE SHOULD BE TRUTHFUL IN OUR

THOUGHTS AND ACTIONS. (LAWFUL)

2 FAMILY. I WANT TO PROVIDE FUN AND SAFETY FOR MY LOVED ONES.
(GOOD)

3 NATURE. WE NEED TO PRESERVE BALANCE WITH NATURE, AND NOT

TAKE TOO MUCH FROM THE LAND. (NEUTRAL)

4 COMMUNITY. WE DON'T REALLY CARE FOR OUTSIDERS AROUND HERE.
(EVIL)

5 NO LIMITS. AS LONG AS SOMETHING IS FUN, THEN WHAT'S THE

PROBLEM? (CHAOTIC)

6 TRADITION. I'VE GOT TO UPHOLD MY ANCESTRY TO KEEP THEIR

MEMORY ALIVE. (ANY)

	

D6 BOND

  1  NOTHING IS MORE IMPORTANT THAN MY COMMUNITY IN MISTY BAYOU,
EVEN WHEN I'M FAR AWAY.

2 THE SPIRITS IMPARTED A MISSION UPON ME TO TEACH OTHERS TO

HEAR THEIR VOICE.

3 I WOULD FACE ANY CHALLENGE TO PROTECT MY FAMILY.

4 AN INJURY TO MY HOMELAND IS AN INJURY TO ME.

5 OUR TALES AREN'T JUST FOLKLORE, BUT AN ORAL HISTORY WE MUST

LEARN FROM.

6 I'VE BEEN SEARCHING MY WHOLE LIFE FOR THE ANSWER TO A CERTAIN

QUESTION.

D6 FLAW

  1  I HAVE NO RESPECT FOR LIARS.

2 I AM TOO ENAMORED OF ALE, WINE, AND OTHER INTOXICANTS.

3 I SECRETLY BELIEVE THAT EVERYONE ELSE IS SMARTER THAN ME.

4 I TOO OFTEN HEAR VEILED INSULTS AND THREATS IN EVERY WORD

ADDRESSED TO ME, AND I'M QUICK TO ANGER.

5 IN FACT, THE WORLD DOES REVOLVE AROUND ME.

6 BY MY WORDS AND ACTIONS, I OFTEN BRING SHAME TO MY FAMILY.
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Vegetable Merchant

"My	vegetables!"

	As	a	vegetable	merchant,	you	occupy	an	important	role	in	your
community	and	 in	 society.	You	are	 the	person	between	people
and	 food,	and	you	have	 the	knowledge	and	skill	 to	grow	crops
and	get	them	to	the	people	who	need	them.	As	a	merchant,	you
earn	money	plying	your	trade,	but	working	with	vegetables	also
ful�ills	a	passion	in	you	of	making	things	grow	big	and	beautiful.

	Skill	Pro�iciencies:	Nature,	Persuasion	
Tool	Pro�iciencies:	Carpenter's	tools	
Equipment:	A	cassopony	(or	a	horse)	and	a	cart	full	of	
				vegetables,	a	set	of	carpenter's	tools,	an	abacus,	and	a	
				pouch	containing	15	gp

Special Crop

Your	 experience	 as	 a	 vegetable	 merchant	 allows	 you	 to	 grow
many	types	of	crops,	but	you	de�initely	have	a	particular	knack
with	a	certain	type.	Roll	a	d20	or	choose	from	the	options	in	the
table	below	to	determine	your	speciality.

Feature: Merchant

Your	 af�inity	 with	 vegetables	 allows	 you	 to	 eek	 out	 a	 modest
living	 anywhere	 you	 go.	 Your	 cart	 is	 stocked	 with	 vegetables,
and	you	 can	 set	up	and	 sell	 your	wares.	You	 can	usually	make
enough	 money	 to	 have	 a	 comfortable	 stay	 anywhere	 you	 go.
When	 strangers	 recognize	 you	 in	 a	 town	where	 you've	 sold	 in
the	past,	they	usually	take	a	liking	to	you	and	will	buy	from	you
again.
If	you	are	on	the	road,	you	will	occasionally	need	to	re-stock

your	 cart,	 usually	 from	 buying	 vegetables	 from	 others	 and
�lipping	them	for	a	greater	pro�it.

Suggested Characteristics

Vegetable	 merchants	 are	 often	 kind	 and	 gregarious	 out	 of
necessity	 rather	 than	 choice.	One	must	be	 affable	 and	 connect
with	others	to	succeed	in	this	kind	of	business.

	 D8 PERSONALITY TRAIT

  1  I BELIEVE ANYTHING WORTH DOING IS WORTH DOING RIGHT. I CAN'T
HELP IT—I'M A PERFECTIONIST.

2 I'M FULL OF WITTY APHORISMS AND HAVE A PROVERB FOR EVERY

OCCASION.

3 I LIKE TO TALK AT LENGTH ABOUT MY PROFESSION.

4 I DON'T PART WITH MONEY EASILY AND WILL HAGGLE TIRELESSLY TO

GET THE BEST DEAL POSSIBLE.

5 I KNOW A STORY RELEVANT TO ALMOST EVERY SITUATION.

6 WHENEVER I COME TO A NEW PLACE, I COLLECT LOCAL RUMORS AND

SPREAD GOSSIP.

7 FLATTERY IS MY PREFERRED TRICK FOR GETTING WHAT I WANT.

8 SARCASM AND INSULTS ARE MY WEAPON OF CHOICE.

	 D6 IDEAL

  1  NATION. I HAVE A KNACK FOR GROWING, AND A DUTY TO FEED

OTHERS. (LAWFUL)

2 GENEROSITY. I ONLY SELL ENOUGH TO LIVE A NICE LIFE, AND DO WHAT

I CAN TO HELP THOSE WHO ARE HUNGRY. (GOOD)

3 NATURE. THE SPIRITS HAVE BLESSED ME WITH THE ABILITY TO USE THE

LAND. (NEUTRAL)

4 GREED. OTHERS UNDERESTIMATE JUST HOW MUCH MONEY YOU CAN

MAKE WHEN FOOD IS ON THE TABLE. (EVIL)

5 POWER. IT'S EASIEST TO MANIPULATE PEOPLE WHEN THEY'RE HUNGRY.
(CHAOTIC)

6 ASPIRATION. I ONLY HAVE A SIMPLE CART NOW, BUT SOMEDAY I'LL

OWN MY OWN VEGETABLE CORP. (ANY)

	 D6 BOND

  1  THE PLACE WHERE I LEARNED TO GROW CROPS IS THE MOST

IMPORTANT PLACE IN THE WORLD TO ME.

2 I PURSUE WEALTH TO SECURE SOMEONE'S LOVE.

3 ONE DAY I WILL RETURN TO MY HOME AND PROVE THAT I AM THE

GREATEST MERCHANT OF ALL.

4 I WILL GET REVENGE ON THE EVIL FORCES THAT DESTROYED MY FARM

AND RUINED MY LIVELIHOOD.

5 SOMEWHERE OUT THERE, I HAVE A CHILD WHO DOESN'T KNOW ME.
I'M MAKING THE WORLD BETTER FOR HIM OR HER.

6 I'M TRYING TO PAY OFF AN OLD DEBT I OWE TO AN UNSCRUPULOUS

BENEFACTOR.

	 D6 FLAW

  1  I'M QUICK TO ASSUME THAT SOMEONE IS TRYING TO CHEAT ME.

2 I'M NEVER SATISFIED WITH WHAT I HAVE—I ALWAYS WANT MORE.

3 I'M HORRIBLY JEALOUS OF ANYONE WHO CAN OUTSHINE MY

HANDIWORK. EVERYWHERE I GO, I'M SURROUNDED BY RIVALS.

4 IF THERE'S A PLAN, I'LL FORGET IT. IF I DON'T FORGET IT, I'LL IGNORE

IT.

5 I TURN TAIL AND RUN WHEN THINGS LOOK BAD.

6 SECRETLY, I BELIEVE THAT THINGS WOULD BE BETTER IF I WERE A
TYRANT LORDING OVER THE LAND.

D20 CROP

1 ARTICHOKE

2 ASPARAGUS

3 BEETROOT

4 BROCCOLI

5 CABBAGE

6 CARROT

7 CORN

8 GINGER

9 KALE

10 LEEK

D20 CROP

11 MUSHROOM

12 OKRA

13 ONION

14 POTATO

15 PUMPKIN

16 RADISH

17 SQUASH

18 TOMATO

19 TURNIP

20 ZUCCHINI
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Armor

NAME COST ARMOR CLASS (AC) STRENGTH STEALTH WEIGHT

LIGHT ARMOR

    SHIHAN ARMOR 60 GP 12 + DEX MODIFIER — — 15 LBS.

MEDIUM ARMOR

    WOLF ARMOR 250 GP 14 + DEX MODIFIER (MAX 2) — — 20 LBS.

SHIELD

    SPRING SHIELD 30 GP +2 — — 6 LBS.

Chapter 4: Equipment

T
he	equipment	from	the	Player's	Handbook	would
exist	in	Toril	as	well.	The	coinage	is	considered	to
be	the	same	 in	both	worlds.	 In	addition	to	basic
equipment,	 some	 specialized	 equipment	 has
been	created	by	the	elemental	races	of	Kara-Tur.
These	 items	 could	 be	 added	 to	 any	 existing
campaign	without	issue.

Several	items	require	lacing	in	order	to	function	correctly.	The
description	of	how	to	use	these	items	with	pro�iciency	is	written
with	the	item	itself.	For	the	most	part,	a	lacer	of	the	appropriate
element	can	wield	these	items	and	use	their	special	abilities.

Starting Equipment
As	 normal,	 you	 receive	 equipment	 based	 on	 a	 combination	 of
your	 class	 and	 background	 when	 you	 create	 your	 character.
Alternately,	you	can	start	with	a	number	of	gold	pieces	based	on
your	 class	 and	 spend	 them	 on	 your	 own	 custom	 starting
equipment.	 You	 must	 decide	 how	 you	 came	 about	 this
equipment,	 whether	 through	 inheritance,	 theft,	 or	 simply
purchasing	them	normally.

Starting Wealth by Class

CLASS FUNDS

LACER 4D4 X 10 GP

SAMSARI 3D4 X 10 GP

	

	

Armor and Shields
Many	different	types	of	armor	exist	in	Kara-Tur.	Lighter	armors
such	 as	 padding	 and	 leather	 can	 be	 used	 by	 many	 lacers	 to
bolster	 their	 defenses	 during	 a	 �ight.	 Heavier	 armors	made	 of
metal	 can	be	used	by	non-lacers	 to	protect	 themselves	against
elemental	attacks.

Light Armor

Many	light	armors	in	Kara-Tur	are	simple	pads	or	leathers.	The
specialized	armor	of	the	Shihan	warrior	is	produced	exclusively
on	Shihan	Island,	and	is	almost	never	given	to	someone	who	is
not	a	Shihan	warrior.
Shihan	Armor.	 The	 Shihan	warriors	 have	 very	 speci�ic	 and

specialized	 armor	 intended	 to	 be	 used	 with	 their	 quick
movements	 and	 dexterous	 attacks.	 The	 base	 of	 the	 out�it	 is	 a
green	 kimono,	 with	 several	 pads	 of	 leather	 armor	 across	 the
chest,	 waist,	 and	 wrists.	 Shihan	 armor	 also	 includes	 a	 metal
headdress,	and	is	the	only	part	of	the	armor	that	is	personalized
by	 the	wearer.	 The	 armor	 also	 includes	 a	 set	 of	white	 and	 red
face	 paint,	 meant	 to	 intimidate	 enemies.	 This	 face	 paint	 is
considered	a	core	element	of	the	armor.

Medium Armor

Medium	armors	offer	more	protection	than	light	armor,	and	are
often	used	by	combatants	who	want	to	protect	themselves	from
elemental	 attacks	 and	 other	 heavy	 damage,	 but	 still	 want	 a
greater	freedom	of	movement.
Wolf	Armor.	Traditional	armor	used	by	the	wolf	warriors	of

the	water	clan.	This	kind	of	armor	is	only	used	in	heavy	battles,
and	 have	 several	 interlocking	 reinforced	 plates	 that	 cover	 the
body,	and	includes	a	helmet	designed	to	look	like	a	wolf's	head.

Shields

While	 many	 shields	 are	 the	 same,	 Shihan	 Island	 was	 able	 to
develop	 a	 unique	 shield	 that	 can	 hide	 and	 be	 sprung	 open	 to
surprise	enemies.
Spring	Shield.	 The	 spring	 shield	hides	 in	 a	 gauntlet	 on	 the

wielder's	wrist.	While	closed,	the	spring	shield	does	not	confer
any	bonus	to	AC.	As	a	bonus	action,	the	wielder	can	activate	the
shield,	gaining	 its	bonus	 to	AC.	The	wielder	can	 fold	 the	shield
back	into	the	gauntlet	as	an	action.

Wealth and Coinage

Money across Kara-Tur can use the same type of coinage
as the Player's Handbook for simplicity's sake. If you'd
like more variety, you can consider different kinds of
coinage for the different nations.

Fire Folk. Standard coinage.
Air Monks. The air monks would not have any kind of

coinage, and would instead have a bartering system.
Water Clan. The water clan would have a combination of

bartering amongst themselves, but need coinage for
interaction with other nations.

Earth Kin. Standard coinage.
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Weapons

NAME COST DAMAGE   WEIGHT  PROPERTIES

MARTIAL MELEE WEAPONS

    HOOK SWORD 20 GP 1D6 SLASHING 3 LBS. SPECIAL, FINESSE, LIGHT

    KATANA 40 GP 1D6 SLASHING 3 LBS. LIGHT, VERSATILE (1D8)

    POISON KNIFE 10 GP 1D4 PIERCING 1 LB. SPECIAL, FINESSE, LIGHT, THROWN (RANGE 20/60)

    SHANZI 5 GP 1D6 BLUDGEONING OR 1D6 SLASHING 1 LB. SPECIAL, FINESSE, LIGHT

    WRIST KNIFE 15 GP 1D6 PIERCING 2 LBS. SPECIAL, FINESSE, LIGHT

MARTIAL RANGED WEAPONS

    BOOMERANG 3 GP 1D4 BLUDGEONING 1 LB. SPECIAL, THROWN (RANGE 30/120)

EXOTIC MELEE WEAPONS

    ELEMENTAL SWORD 50 GP 2D8 SLASHING 1 LB. SPECIAL, TWO-HANDED

    METAL CABLE   1,000 GP  1D6 SLASHING 10 LBS. SPECIAL, FINESSE, LIGHT

Weapons
Weapons	with	special	rules	are	described	below.
Boomerang.	 Creatures	 do	 not	 bene�it	 from	 any	 amount	 of

cover	against	a	boomerang	except	 for	 full	cover.	You	can	target
two	 creatures	within	 range	with	 the	 boomerang	with	 a	 single
attack.	Make	a	separate	attack	roll	against	both	creatures.	After
hitting	the	second	creature,	the	boomerang	falls	at	the	creature's
feet.	If	you	target	yourself	with	the	boomerang,	you	do	not	need
to	make	an	attack	roll	against	yourself,	and	can	catch	it	when	it
returns	 to	 you.	 If	 you	 do	 not	 catch	 the	 boomerang,	 it	 lands	 at
your	feet.
Regardless	of	how	many	attacks	you	have,	you	can	only	throw

a	single	boomerang	once	on	your	turn.
Elemental	 Sword.	 The	 elemental	 sword	 can	 be	 used	 by	 a

lacer	 of	 any	 element.	 As	 long	 as	 you	 can	 initiate	 Basic	 Lacing
effects,	 you	 can	 use	 and	 have	 pro�iciency	 with	 the	 elemental
sword.
On	 its	 own,	 the	 elemental	 sword	 is	 simply	 a	 hilt	with	 a	 gap

through	which	an	element	(�ire,	air,	water,	or	shifting	earth)	can
be	channeled	through,	allowing	you	to	�ight	with	your	element.
You	must	take	a	bonus	action	to	begin	channeling	your	element
through	the	sword,	and	you	must	maintain	concentration	(as	if
concentrating	on	a	form	or	spell)	or	the	effect	ends	immediately.
The	 effect	 also	 ends	 if	 the	 sword	 leaves	 your	 hands	 for	 any
reason.

	Hook	 Sword.	 A	 blade	 with	 a	 curved	 hook	 on	 the	 end.	 If	 you
have	two	hook	swords,	you	can	attach	the	two	hooks	as	a	bonus
action.	 Until	 you	 pull	 them	 apart	 as	 a	 bonus	 action,	 the	 hook
swords	act	as	a	single	weapon	with	 the	reach	and	 two-handed
properties.
Using	 the	 Attack	 action,	 you	 can	 make	 a	 special	 trip	 attack

with	a	hook	sword	while	wielding	it	normally.	The	target	of	your
attack	must	succeed	on	a	Dexterity	saving	throw	(DC	equal	to	8
+	 your	 pro�iciency	 bonus	 +	 your	 Dexterity	 modi�ier)	 or	 be
knocked	prone.	If	you're	able	to	make	multiple	attacks	with	the
Attack	action,	this	attack	replaces	one	of	them.
Metal	Cable.	The	metal	cable	weapon	can	only	be	used	if	you

have	 pro�iciency	 with	 it	 (such	 as	 with	 the	 Ferrous	 feat).	 The
cables	have	a	number	of	properties	that	make	them	unique.
The	pair	 of	 cables	 are	 rolled	 into	 coils	 in	 a	 housing	 on	 your

back.	You	can	extend	two	cables	from	the	housing,	one	for	each
hand.	The	cables	add	25	feet	to	your	reach	when	you	Attack	with
it,	 as	 well	 as	 when	 determining	 your	 reach	 for	 Opportunity
Attacks	with	it.
Poison	Knife.	A	poison	knife	has	a	hollow	handle	which	can

be	loaded	with	a	special	spring-loaded	poison	pouch.	When	you
make	 a	 successful	 melee	 attack	 with	 a	 poison	 knife,	 you	 can
activate	the	poison	as	part	of	 the	attack.	Any	additional	poison
damage	is	dependent	on	what	you	load	into	the	knife.	There	is
only	enough	space	in	the	knife	to	load	a	single	dose	of	poison.
Shanzi.	The	shanzi,	or	war	fan,	is	a	traditional	weapon	among

the	earth	kin.	Like	a	versatile	weapon,	you	can	choose	how	the
shanzi	is	wielded	each	round.	However,	instead	of	adding	more
damage,	 the	choice	 is	 in	 the	 type	of	damage	 in�licted.	A	shanzi
can	deal	bludgeoning	damage	when	it	is	folded	up,	able	to	strike
others	as	a	small	club.	The	shanzi	can	also	be	opened	into	a	fan,
with	 sharpened	 rods	 holding	 the	 fabric	 open.	 These	 rods	 deal
slashing	damage	if	sliced	towards	an	enemy.
Wrist	Knife.	The	wrist	knife	is	a	medium-sized	blade	that	is

housed	 in	 a	 metal	 enclosure	 on	 the	 back	 of	 your	 wrist.	 As	 a
bonus	 action,	 you	 can	 activate	 the	 blade,	 causing	 it	 to	 spring
forward,	 pointing	 out	 above	 your	 hand,	 held	 in	 place	 by	 the
gauntlet.	You	can	retract	the	blade	as	an	action.
If	 you	 know	 the	 Ferrous	 feat,	 you	 can	 extend	 the	 knife	 or

sheathe	 it	 as	 part	 of	 an	 attack,	 as	 you	 would	 draw	 a	 weapon
when	attacking.
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Adventuring Gear
Several	new	types	of	adventuring	gear	appear	in	Kara-Tur.
Air	Glider.	The	air	glider	is	a	specialized	staff	created	by	the

air	monks.	It	appears	to	be	a	normal	quarterstaff,	although	it	is
not	 used	 for	 combat	 (and	 is	 in	 fact	 quite	 fragile).	 Despite	 this
fact,	 an	 airlacer	 can	 hold	 an	 air	 glider	 in	 their	 hands	 and	 still
perform	all	airlacing	normally,	 including	elemental	attacks	and
forms.
The	true	purpose	of	the	air	glider	is	to	extend	the	large	main

wings	 (as	well	 as	a	 set	of	auxiliary	wings	at	 the	base)	and	use
the	glider	to	�ly.	The	wings	can	be	extended	with	a	bonus	action.
Anyone	can	use	the	glider	to	glide.	Your	rate	of	descent	slows	to
60	feet	per	round.	You	can	move	horizontally	up	to	60	feet	each
round	while	you	glide.
An	 airlacer	 (anyone	 who	 has	 access	 to	 Basic	 Airlacing)	 can

instead	use	the	glider	to	truly	�ly.	As	a	bonus	action	while	�lying,
you	can	choose	to	reduce	your	fall	rate	to	0.	If	you	take	an	action,
you	can	instead	climb	up	to	30	feet.	You	can	move	horizontally
up	to	60	feet	each	round	while	you	glide.
An	airlacer	who	has	ki	points	can	spend	1	ki	point	as	an	action

to	double	their	speed	while	gliding.	For	10	minutes	(as	 long	as
you	 concentrate),	 you	 can	 gain	 up	 to	 60	 feet	 vertically	 each
round,	and	you	can	move	up	to	120	feet	horizontally.
Clothes,	 wingsuit.	 The	 wingsuit	 is	 a	 specialized	 piece	 of

clothing	 with	 forti�ied	 fabric	 between	 the	 wrists	 and	 ankles.
These	"wings"	can	be	strapped	into	place	or	folded	away	as	an
action,	 and	 allow	 a	 character	 to	 glide.	 The	 rules	 of	 �lying	 and
gliding	with	a	wingsuit	are	the	same	as	using	an	air	glider.
Gemmanite	 Ring.	When	 it	 is	 created,	 a	 gemmanite	 ring	 is

formed	to	be	big	enough	to	be	placed	over	the	�inger	of	even	the
largest	person.	A	person	with	basic	earthlacing	can	tighten	the
ring	onto	the	�inger	of	a	creature.	Once	tightened,	there	are	only
two	 ways	 to	 remove	 the	 ring.	 One	 is	 to	 use	 earthlacing	 to
destroy	 or	 remove	 the	 ring.	 The	 other	 way	 is	 to	 eat	 it,	 as
gemmanite	is	an	edible	rock	candy.
If	 left	 unchecked	 and	 exposed	 to	 air	 (gemmanite	 does	 not

grow	underwater),	gemmanite	will	begin	to	grow	over	anything
it	 is	 attached	 to.	 If	 unattended,	 a	 Medium	 size	 creature	 will
become	 completely	 engulfed	 in	 gemmanite	 within	 1d4	 hours.
For	 a	 Small	 creature,	 it	 will	 take	 1d4	 -	 1	 hours	 (minimum	 1).
Large	 or	 larger	 creatures	 can	 last	 for	 1d6	 hours	 before	 being
completely	engulfed.
As	 a	 creature	 is	 engulfed	 in	 gemmanite,	 it	 gradually	 loses

more	and	more	of	its	ability	to	move.	When	it	is	only	the	size	of
the	ring,	a	creature	is	unaffected.	As	it	gets	closer	to	engul�ing	a
creature	 (left	 to	 the	 DM's	 discretion),	 a	 creature	 will	 move
through	 the	 incapacitated,	 grappled,	 restrained,	 and	 �inally
paralyzed	conditions.	A	creature	that	is	completely	engulfed	will
eventually	run	out	of	air	(again	left	to	the	DM's	discretion,	based
on	 the	 growth	 rate	 of	 the	 gemmanite	 and	 the	way	 in	which	 it
engulfs	the	player's	body).

	

Adventuring Gear

ITEM COST WEIGHT

AIR GLIDER 1,000 GP 2 LBS.

CLOTHES, WINGSUIT 700 GP 3 LBS.

GEMMANITE RING 1 GP —
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Mounts and Vehicles
Many	mounts	in	Kara-Tur	employed	by	the	elemental	races	are
hybrid	 animals,	 which	 would	 be	 recognizable	 to	 anyone	 not
from	the	land	only	as	a	strange	mishmash	of	otherwise	normal
animals.	 While	 these	 animals	 are	 often	 bred	 to	 help	 carry
equipment	and	transport	people	over	 long	distances,	 they	may
also	 have	 special	 properties	 of	 their	 own	 to	 help	 defend	 their
cargo	 or	 riders.	 Their	 basic	 properties	 as	 mounts	 are	 listed
below,	but	each	has	an	entry	in	either	Chapter	9	or	Appendix	A
of	this	supplement	which	will	list	their	special	properties.

Mounts and Other Animals

ITEM COST SIZE SPEED

CARRYING

CAPACITY

BASIGOOSE 200 GP    LARGE   60 FT. 480 LBS.

CASSOPONY 30 GP LARGE 50 FT. 225 LBS.

DRAGON ELK 200 GP LARGE 50 FT. 540 LBS.

DROMEDARY DZO 60 GP LARGE 40 FT. 540 LBS.

ELEPHOCEROS

BEETLE
800 GP HUGE

40 FT., 
BURROW 
30 FT.

1,225 LBS.

FLYING TAMARAW 10,000 GP HUGE

25 FT., 
FLY 60 FT.
(HOVER)

1,320 LBS.

KOMODOCERATOPS 450 GP LARGE 40 FT. 725 LBS.

MORAY HOUND 1,000 GP HUGE

70 FT., 
SWIM 

60 FT.
480 LBS.

POLAR CANIFORM 300 GP LARGE

50 FT., 
SWIM 

30 FT.
540 LBS.

TALPATIAN 500 GP HUGE 50 FT. 480 LBS.

YAKALO 100 GP LARGE 50 FT. 725 LBS.

In	 addition	 to	 their	 normal	 properties,	 some	mounts	 of	 the
elemental	 races	 are	 Huge-sized,	 and	 can	 carry	 multiple
passengers.	 A	 Huge	 mount	 can	 carry	 six	 Small	 or	 Medium
creatures,	or	up	to	two	Large	creatures	normally.

	

Land Vehicles

ITEM COST SPEED

METAL TANK 15,000 GP 4 MPH

Sanborne Vehices

ITEM COST SPEED

SAND-SAILER 3,000 GP 60 FT.

Air Vehicles

ITEM COST SPEED

ZEPPELIN 25,000 GP 15 MPH

Vehicles

The	 elemental	 races	 of	 Kara-Tur	 do	 not	 have	 a	 very	 advanced
industry,	 as	 their	 societies	 have	 been	 in	 decline.	 Vehicles	 are
rarely	used,	 in	 favor	of	mounts	and	carts	 that	can	be	pulled	by
animals.	 The	 few	 vehicles	 that	 do	 exist	 serve	 very	 speci�ic
purposes.
Metal	Tank.	The	metal	tank	is	a	vehicle	designed	for	combat.

It	has	reinforced	plates	of	metal	and	tread-like	wheels	to	help	it
cross	any	terrain.	There	is	typically	a	small	hole	left	in	the	top,	to
allow	�irelacers	to	shoot	�ire	from	a	spinning	turret	in	the	center
of	 the	 vehicle.	 These	 kinds	 of	 vehicles	 are	 almost	 exclusively
created	by	�ire	folk.
Sand-Sailer.	 A	 sand-sailer	 is	 a	 lightly-built	 vehicle,	 which

appears	 to	 be	 a	 small	 boat	with	 a	 single	 large	 sail,	 although	 it
would	 never	 be	 found	 in	 the	 water.	 The	 sand-sailer	 was
designed	by	desert	kin	to	�loat	quickly	across	the	Quoya	Desert
that	 is	 their	home.	A	character	 that	 is	an	airlacer	or	earthlacer
can	use	basic	lacing	to	propel	the	sand-sailer	at	its	normal	speed
of	60	feet	per	round.
A	character	with	ki	points	can	spend	1	ki	point	to	propel	the

sailer	at	double	its	normal	speed	for	up	to	1	hour,	as	long	as	they
maintain	concentration.
Zeppelin.	 The	 zeppelin	 is	 an	 enormous	 �lying	vehicle.	Made

for	both	war	and	peace,	it	has	the	capacity	to	hold	dozens	if	not
hundreds	 of	 creatures,	 and	 transport	 them	 quickly	 over	 land.
The	 zeppelin	 is	 powered	 by	 hot	 air,	 and	 with	 their	 advanced
industry,	is	almost	exclusive	forged	by	the	�ire	folk.
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Chapter 5: Customization

T
he	 combination	 of	 race,	 class,	 subclass,
background,	 and	 equipment	 you	 choose	 de�ines
your	 character’s	 capabilities	 in	 the	 game,	 while
the	personal	details	you	create	are	what	set	your
character	 apart	 from	 all	 other	 characters.	 This
chapter	 is	 for	 those	 players	 who	 want	 their
characters	to	be	even	more	unique,	gaining	levels

in	multiple	classes.
This	 chapter	 gives	 the	 rules	 for	 multiclassing	 with	 lacing

characters,	 as	well	as	 some	additional	 feats	 that	 �it	 in	with	 the
elemental	 races	 of	 Kara-Tur.	 As	 always,	 your	 DM	 has	 the	 last
word	on	whether	these	options	are	available	in	a	campaign.
	

Multiclassing
Multiclassing	 with	 lacing	 classes	 allows	 you	 to	 gain	 levels	 in
both	 lacing	and	non-lacing	classes.	Normally,	 there	 is	a	 further
restriction	 to	 lacing,	 as	 a	 character	 who	 laces	 one	 element
cannot	 usually	 choose	 another.	 Depending	 on	 how	 closely	 a
campaign	chooses	to	follow	the	lore	and	world	of	Incarnate,	this
restriction	can	be	waived,	allowing	a	character	to	 lace	multiple
elements.	In	a	campaign	based	in	the	Forgotten	Realms,	only	the
Incarnate	can	ever	lace	more	than	a	single	element.

Prerequisites

To	qualify	 for	any	new	class,	you	must	always	meet	 the	ability
score	 prerequisites	 for	 both	 your	 current	 class	 and	 your	 new
one,	 as	 shown	 in	 the	 Multiclassing	 Prerequisites	 table.	 For
example,	a	lacer	who	decides	to	multiclass	into	the	samsari	class
must	have	either	a	Strength	or	Dexterity	score	of	13	or	higher,	as
well	as	a	Wisdom	or	Charisma	score	of	13	or	higher.	Without	the
full	 training	 that	 a	 beginning	 character	 receives,	 you	 must	 be
naturally	 gifted	 in	 your	 new	 class,	 re�lected	 by	 higher-than-
average	ability	scores.

Multiclassing Prerequisites

CLASS ABILITY SCORE MINIMUM

LACER STRENGTH 13 OR DEXTERITY 13

SAMSARI WISDOM 13 OR CHARISMA 13

Proficiencies

When	you	gain	a	 level	 in	a	class	other	than	your	�irst,	you	gain
only	some	of	that	class’s	starting	pro�iciencies,	as	shown	in	the
Multiclassing	Pro�iciencies	table.

Multiclassing Proficiencies

CLASS PROFICIENCIES GAINED

LACER LIGHT ARMOR

SAMSARI  QUARTERSTAFFS, ONE MUSICAL INSTRUMENT OF YOUR CHOICE

Class Features

When	you	gain	a	new	 level	 in	 a	 class,	 you	gain	 its	 features	 for
that	 level.	 Some	 features,	 however,	 have	additional	 rules	when
multiclassing:	Ki	Points	and	Lacing.

Ki Points

If	you	already	have	a	pool	of	ki	points	and	gain	a	level	in	a	class
that	also	grants	the	feature,	you	simply	add	the	new	ki	points	to
your	pool.	All	ki	points	are	used	in	the	same	way,	and	recovered
in	 the	 same	way	 (during	 a	 short	 rest),	 so	 there	 is	 no	 need	 to
distinguish	how	many	ki	points	you	gain	from	any	speci�ic	class.
You	 can	 use	 any	 ki	 points	 you	 have	 to	 initiate	 any	 effect	 you
know	that	requires	them.

Lacing

Your	capacity	for	lacing	depends	partly	on	your	combined	levels
in	all	your	lacing	classes,	and	partly	on	your	individual	levels	in
those	classes.	Once	you	have	the	Lacing	feature	from	more	than
one	 class,	 use	 the	 rules	 below.	 If	 you	 multiclass	 but	 have	 the
Lacing	 feature	 from	 only	 one	 class,	 you	 follow	 the	 rules	 as
described	in	that	class.
Ki	Points.	All	 lacing	 forms	cost	a	 set	amount	of	ki	points	 to

initiate,	 no	matter	where	 you	 learn	 them	 from.	 In	 addition,	 all
lacing	 forms	are	ki	 features,	so	you	use	your	ki	ability	score	 to
determine	ki	attacks	and	your	ki	 save	DC.	 If	you	have	 levels	 in
classes	which	grant	you	more	than	one	ki	ability	score,	you	can
choose	which	score	to	use	when	initiating	your	lacing	abilities.
Forms	Known.	You	determine	what	forms	you	know	for	each

class	individually,	as	if	you	were	a	single-classed	member	of	that
class.	 If	 you	 are	 a	 lacer	 2/samsari	 3	who	 has	 chosen	 to	 be	 an
airlacer,	 for	 example,	 you	 know	 two	 1st-level	 airlacing	 forms
based	on	your	 levels	 in	 the	 lacer	 class.	As	 a	3rd-level	 samsari,
you	know	four	more	airlacing	 forms,	one	of	which	can	be	2nd-
level.
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Feats
Feats	represent	special	talents	or	an	area	of	expertise	that	gives
you	 special	 capabilities.	 It	 embodies	 additional	 training,
experience,	and	abilities	beyond	what	a	normal	class	provides.	If
you	use	 the	optional	 feats	rule,	you	can	 forgo	 taking	an	Ability
Score	Improvement	feature	to	instead	gain	a	feat	of	your	choice.
You	must	meet	any	prerequisite	speci�ied	 in	a	 feat	 to	 take	 that
feat.	If	you	ever	lose	a	feat's	prerequisite,	you	can't	use	that	feat
until	you	regain	the	prerequisite.

	

	Become Wind

Prerequisites:	Airlacer,	2	ki	points

	You	 enter	 the	 void,	 empty,	 and	 become	 wind.	 You	 gain	 the
following	abilities:

Your	jump	distance	is	doubled.
You	have	advantage	on	saving	throws	made	against	traps	or
obstacles	that	are	triggered	by	walking	onto	or	placing	your
weight	on	them.
You	can	spend	2	ki	points	 to	gain	a	 �ly	 speed	equal	 to	your
move	speed	for	10	minutes.	While	�lying,	you	can	hover.

	Bloodlacing

Prerequisites:	Waterlacer,	2	ki	points

	You	 control	 the	 liquid	 blood	 in	 the	 bodies	 of	 other	 creatures,
gaining	the	following	abilities:

You	can	take	a	bonus	action	to	concentrate.	If	you	do,	you	are
aware	of	the	location	of	any	living	creature	within	30	feet	of
you	until	the	beginning	of	your	next	turn.	You	can	sense	the
creature	even	if	it	is	hidden	or	invisible	so	long	as	it	is	on	the
same	plane	as	you.
You	 can	 spend	 2	 ki	 points	 as	 an	 action	 to	 control	 a	 living
creature.	 The	 target	must	 succeed	 on	 a	 Constitution	 saving
throw	against	your	ki	save	DC	or	be	paralyzed	for	1	minute.
Huge	or	larger	creatures	have	advantage	on	the	saving	throw.
At	 the	 end	 of	 each	 of	 its	 turns,	 a	 target	 can	make	 another
saving	 throw	 against	 this	 effect.	 Targets	 paralyzed	 by	 this
ability	can	continue	to	speak.	
				As	an	action	while	you	control	a	target,	you	can	move	it	up
to	half	your	speed,	and	force	it	to	perform	a	simple	action	by
manipulating	its	body	like	a	puppet.	You	can	have	the	target
make	 a	 single	 weapon	 attack,	 open	 a	 lock	with	 keys,	 open
doors,	 drop	 whatever	 it	 is	 holding,	 and	 so	 on.	 The	 action
must	 be	 a	 physical	 one	 that	 you	 can	manipulate	 the	 target
into	 performing.	 You	 cannot	 force	 the	 target	 to	 speak
anything	 it	does	not	wish	 to	say	or	use	any	special	abilities
such	as	lacing	or	magic.

	

Cold Blooded

Prerequisites:	Firelacer,	Charisma	13	or	higher

	You	channel	the	opposing	forces	within	you,	creating	 lightning,
the	cold	�ire.	You	gain	the	following	bene�its:

Any	time	you	would	deal	�ire	damage,	you	can	choose	to	deal
lightning	damage	instead.
You	 learn	 the	shocking	grasp	 cantrip,	which	you	 can	 cast	 at
any	time.	Charisma	is	your	spellcasting	ability	for	this	spell.

Combustion

Prerequisites:	Firelacer,	2	ki	points

	You	 use	 �ire	 to	 create	 explosive	 forces,	 gaining	 the	 following
abilities:

You	can	 initiate	 �irelacing	without	 the	use	of	your	hands	or
moving	 at	 all.	 You	must	 still	 be	 able	 to	 breathe	 in	 order	 to
�irelace.
You	 can	 spend	 2	 ki	 points	 as	 an	 action	 to	 create	 a	 �ierce
explosion.	Designate	a	thin	60-foot	line.	The	�irst	solid	object
between	yourself	and	the	end	of	the	line	erupts	in	a	10-foot-
radius	 sphere	 centered	 on	 that	 point.	 Each	 creature	 in	 the
area	must	make	a	Dexterity	saving	throw.	On	a	failed	save,	a
creature	 takes	 3d4	 bludgeoning	 damage	 and	 3d4	 �ire
damage,	and	 is	pushed	10	 feet	away	 from	the	center	of	 the
burst.	 On	 a	 successful	 save,	 a	 creature	 takes	 half	 as	 much
damage	and	isn't	pushed.	
	 	 	 	 If	 you	 have	 additional	 ki	 points,	 you	 can	 spend	more	 to
empower	this	ability.	You	can	spend	a	number	of	ki	points	on
this	 ability	 equal	 to	 your	 pro�iciency	 bonus.	 For	 each
additional	ki	point	spent	on	this	ability	beyond	the	�irst	two,
the	 damage	 increases	 by	 1d4	 bludgeoning	 and	 1d4	 �ire
damage.	
	 	 	 	 If	you	attempt	to	use	this	ability	within	1	round	of	being
subject	to	a	critical	hit,	the	explosion	detonates	centered	on
you,	and	you	cannot	make	a	saving	throw	against	it.

Magic and Lacing

While magic spells and lacing abilities aren't exactly the
same, the ability to lace is a magical ability, and so some
feats will translate directly without needing new wording.
For instance, the Mage Slayer feat (p. 168 of the Player's
Handbook) works exactly the same against lacers as it
does against spellcasters, imposing penalties on lacers
who are concentrating on forms, and granting advantage
on saving throws against forms initiated by creatures
within 5 feet of you.
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Ferrous

Prerequisites:	Earthlacer,	Charisma	13	or	higher

	You	 can	 control	 even	 the	 smallest	 amounts	 of	 re�ined	 earth,
gaining	the	following	abilities:

You	 gain	 pro�iciency	 with	 the	 metal	 cable	 and	 wrist	 knife
weapons.
You	 gain	 tremorsense	 to	 a	 range	 of	 20	 feet.	 You	 can	 take	 a
bonus	action	to	increase	the	range	to	50	feet	or	an	action	to
increase	 the	 range	 to	 100	 feet	 until	 the	 beginning	 of	 your
next	turn.
You	can	manipulate	and	control	metal	exactly	as	you	would
normal	earth.	You	must	be	able	to	see	the	metal	through	your
tremorsense	in	order	to	lace	it.

Lacing Initiate

You	must	choose	an	element:	�ire,	air,	water,	or	earth.	From	that
point	 on,	 you	 are	 a	 �irelacer,	 airlacer,	 waterlacer,	 or
earthlacer.	You	can't	choose	an	element	more	than	once,	even
if	you	later	get	to	choose	again.	You	gain	the	following	bene�its:

You	 gain	 your	 element's	 Basic	 Lacing	 abilities	 (Firelacing,
Airlacing,	Waterlacing,	Earthlacing).
You	gain	the	lacer's	elemental	strike	ability.
Choose	one	1st-level	form	from	your	element's	form	list.	You
can	 initiate	 the	 form	 once,	 and	 regain	 the	 ability	 to	 do	 so
when	 you	 �inish	 a	 short	 or	 long	 rest.	 Your	 ki	 ability	 is
Wisdom	 (for	 waterlacers	 and	 airlacers)	 or	 Charisma	 (for
�irelacers	and	earthlacers).

Lightning Redirect

Prerequisites:	Firelacer,	Wisdom	13	or	higher

	Any	time	you	would	take	lightning	damage	from	an	effect	which
only	 targets	one	creature,	you	can	use	your	 reaction	 to	absorb
the	 electricity	 and	 change	 its	 path.	 You	 must	 succeed	 on	 a
Charisma	saving	throw	with	a	DC	equal	to	10	or	half	the	damage
you	would	 take,	whichever	number	 is	higher.	On	a	 failure,	 you
take	 damage	 normally.	 On	 a	 success,	 you	 are	 completely
unharmed	by	the	effect,	and	redirect	the	lightning	outward.	You
can	 choose	 a	 new	 target	 for	 the	 effect	 within	 30	 feet	 of	 you.
Lightning	immediately	leaps	towards	that	target,	and	the	effect
initiates	against	that	target.

Magma Master

Prerequisites:	Earthlacer,	2	ki	points

	You	 compress	 earth	 into	 viscous	 lava,	 gaining	 the	 following
abilities:

If	 an	 area	 of	 lava	 already	 exists	 around	 you,	 you	 can
manipulate	and	control	it	as	you	would	normal	earth.
When	you	use	lava	with	your	earthlacing	to	deal	damage,	 it
deals	an	additional	1d8	�ire	damage.
You	 can	 spend	 2	 ki	 points	 as	 a	 bonus	 action	 to	 turn	 one
unoccupied	 5-foot	 cube	 of	 earth	within	 10	 feet	 of	 you	 into
lava.	A	creature	which	moves	within	5	feet	of	the	lava	pool	or
which	 ends	 its	 turn	 there	must	make	 a	 Constitution	 saving
throw.	On	 a	 failed	 save,	 a	 creature	 takes	 1d10	 bludgeoning
damage	and	1d10	�ire	damage.

	

Meta-Lacer

Prerequisites:	The	ability	to	initiate	at	least	one	form,	3	ki	points

	You	learn	how	to	twist	your	elemental	abilities	to	enhance	your
forms.	 When	 you	 gain	 this	 feat,	 choose	 one	 of	 the	 following
meta-lacing	abilities.	You	learn	this	effect,	and	can	use	the	ability
whenever	you	initiate	a	form	that	you	know.
You	can	select	 this	 feat	multiple	 times.	Each	 time	you	do	so,

you	must	choose	a	different	meta-lacing	effect.

Careful	 Form.	When	 you	 initiate	 a	 form	 that	 forces	 other
creatures	 to	make	 a	 saving	 throw,	 you	 can	 protect	 some	 of
those	 creatures	 from	 the	 form's	 full	 force.	 To	 do	 so,	 you
spend	 1	 additional	 ki	 point	 and	 choose	 a	 number	 of	 those
creatures	 up	 to	 your	 ki	 ability	 modi�ier	 (minimum	 of	 one
creature).	 A	 chosen	 creature	 automatically	 succeeds	 on	 its
saving	throw	against	the	form.
Distant	Form.	When	you	initiate	a	form	that	has	a	range	of
5	 feet	 or	 greater,	 you	 can	 spend	 1	 additional	 ki	 point	 to
double	the	range	of	the	form.	
				When	you	initiate	a	form	that	has	a	range	of	touch,	you	can
spend	1	additional	ki	point	to	make	the	range	of	the	form	30
feet.
Empowered	Form.	When	 you	 roll	 damage	 for	 a	 form,	 you
can	spend	1	ki	point	to	reroll	a	number	of	damage	dice	up	to
your	ki	ability	modi�ier	(minimum	of	one).	You	must	use	the
new	rolls.	
	 	 	 	 You	 can	 use	 Empowered	 Form	 even	 if	 you	 have	 already
used	a	different	meta-lacing	effect	during	the	initiation	of	the
form.
Heightened	Form.	When	 you	 initiate	 a	 form	 that	 forces	 a
creature	to	make	a	saving	throw	to	resist	its	effects,	you	can
spend	 3	 additional	 ki	 points	 to	 give	 one	 target	 of	 the	 form
disadvantage	on	its	�irst	saving	throw	made	against	the	form.
Quickened	 Form.	 When	 you	 initiate	 a	 form	 that	 has	 an
initiation	 time	 of	 1	 action,	 you	 can	 spend	 2	 additional	 ki
points	to	change	the	initiation	time	to	1	bonus	action	for	this
initiation.
Subtle	 Form.	 When	 you	 initiate	 a	 form,	 you	 can	 spend	 1
additional	ki	point	to	initiate	it	without	needing	to	breath	or
move	in	any	way.
Twinned	Form.	When	you	 initiate	a	 form	that	 targets	only
one	creature	and	doesn't	have	a	range	of	self,	you	can	spend
double	 the	 number	 of	 ki	 points	 required	 for	 the	 form	 to
target	 a	 second	 creature	 in	 range	 with	 the	 same	 form
(minimum	1	additional	ki	point).
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Savage Elements

Once	 per	 turn	when	 you	 roll	 damage	 for	 an	 elemental	 attack,
you	can	reroll	the	attack's	damage	dice	and	use	either	total.

Sound Command

Prerequisites:	Airlacer,	Wisdom	13	or	higher

	You	use	air	to	manipulate	sound,	gaining	the	following	abilities:

You	learn	the	message	cantrip.
You	can	make	your	voice	up	to	three	times	as	loud	as	normal.
You	have	advantage	on	Wisdom	(Perception)	checks	that	rely
on	hearing.
You	can	designate	one	5-foot	cube	as	an	action.	The	area	you
designate	 is	 silenced	 until	 the	 beginning	 of	 your	 next	 turn.
No	 sound	 can	 be	 created	 within	 or	 pass	 through	 the	 area.
Any	creature	or	object	entirely	inside	the	area	is	immune	to
thunder	damage,	 and	 creatures	 are	deafened	while	 entirely
inside	it.	Casting	a	spell	that	includes	a	verbal	component	is
impossible	there.

Stinger

You	 become	 a	 master	 of	 thrown	 weapons	 with	 the	 light	 or
�inesse	properties.	You	gain	the	following	bene�its	when	you	use
such	a	weapon:

You	 have	 advantage	 on	 Dexterity	 (Sleight	 of	 Hand)	 and
Charisma	 (Deception)	 checks	 made	 to	 conceal	 these
weapons	on	your	person.
Using	the	Attack	action,	you	can	make	a	special	ranged	attack
to	 bombard	 your	 target	with	 an	 array	 of	 thrown	weapons.
You	 can	 draw	 up	 to	 four	 of	 these	 weapons	 and	 make	 an
attack	 roll	 against	 a	 target	within	 range	 at	 a	 -2	 penalty	 for
each	 weapon	 beyond	 the	 �irst.	 On	 a	 hit,	 the	 target	 takes
damage	from	each	weapon	thrown	as	a	single	strike,	adding
your	ability	modi�ier	to	the	damage	only	once.	If	you’re	able
to	make	multiple	attacks	with	 the	Attack	action,	 this	 attack
replaces	one	of	them.
You	can	attempt	a	trick	shot	to	pin	a	creature	to	a	wall	or	to
the	�loor.	When	you	make	an	attack	with	these	weapons	and
hit,	you	can	forgo	all	damage	to	reduce	the	target's	speed	to
0.	If	you	bombard	the	target	with	four	weapons	and	forgo	all
damage,	 the	 target	 is	 instead	 restrained.	 In	 either	 case,	 the
target	 is	 stuck	 until	 it	 or	 a	 creature	 within	 5	 feet	 uses	 an
action	to	free	it.

	

War Lacer

Prerequisites:	The	ability	to	initiate	at	least	one	form

	You	 have	 practiced	 initiating	 forms	 in	 the	 midst	 of	 combat,
learning	techniques	that	grant	you	the	following	bene�its:

You	have	advantage	on	Constitution	saving	 throws	 that	you
make	 to	maintain	 your	 concentration	 on	 a	 form	when	 you
take	damage.
When	 a	 hostile	 creature's	 movement	 provokes	 an
opportunity	 attack	 from	 you,	 you	 can	 use	 your	 reaction	 to
initiate	 a	 form	 at	 the	 creature,	 rather	 than	 making	 an
opportunity	attack.	The	 form	must	have	a	casting	 time	of	1
action	and	must	target	only	that	creature.

Wood Weaver

Prerequisites:	Waterlacer,	Wisdom	13	or	higher

	You	learn	to	control	the	water	in	plantlife,	gaining	the	following
abilities:

You	can	manipulate	wood	and	plants	the	same	as	you	control
water.
You	can	take	an	action	to	draw	liquid	water	from	plants	in	a
10-foot	 cube	 centered	 on	 you.	 How	 much	 water	 you	 can
draw	 is	 left	 to	 your	 DM's	 discretion	 based	 on	 the
environment.
You	 can	 take	 an	 action	 to	 assemble	 wood	 on	 your	 body,
creating	armor	which	moves	with	you.	Your	AC	equals	10	+
your	Dexterity	modi�ier	+	your	Wisdom	modi�ier.	This	armor
lasts	until	you	choose	to	end	it	(no	action	required).
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Chapter 6: Lacing

M
agical	elemental	abilities	permeate	Kara-
Tur.	Lacing	magic	is	separate	and	distinct
from	 arcane	 magic,	 and	 most	 often
appears	 as	 elemental	 attacks	 and	 what
are	 called	 forms,	 which	 are	 special
abilities	 which	 require	 precise
movements	and	breathing	to	bring	about

shocking	elemental	 effects.	This	 chapter	provides	 the	 rules	 for
elemental	 attacks	 and	 initiating	 forms.	 Different	 character
classes	 have	 distinctive	 ways	 of	 learning	 and	 initiating	 these
forms,	and	monsters	also	have	elemental	abilities	that	they	use
in	 unique	ways.	 Regardless	 of	 its	 source,	 all	 lacing	 follows	 the
rules	presented	below.

	

Limitations of Lacing
The	most	important	distinction	for	lacers	is	that	a	lacer	must	be
close	 to	 a	 substance	 they	 can	 lace	 in	 order	 to	 perform	 any	 of
their	abilities.	These	restrictions	are	outlined	below,	but	are	left
to	the	DM's	discretion	as	to	what	exactly	is	possible	based	on	the
situation	and	environment.

Firelacer

A	�irelacer	can	use	their	abilities	any	time	they	can	breath	and
have	 access	 to	 air.	 A	 �irelacer	 cannot	 initiate	 any	 �irelacing
effects	while	underwater,	or	anywhere	else	where	their	body	is
completely	covered.

Airlacer

Like	 a	 �irelacer,	 an	 airlacer	 needs	 access	 to	 air.	 Unlike	 �ire,
however,	 an	 airlacer	 can	 use	 some	 airlacing	 abilities	 while
underwater,	 albeit	 at	 reduced	 effect.	 These	 abilities	 would
typically	be	much	weaker	than	normal	airlacing.

Waterlacer

A	waterlacer	can	telekinetically	control	water	in	all	of	its	forms,
and	learn	abilities	to	enhance	their	powers.	However,	normally	a
waterlacer	 cannot	 simply	 create	 or	 conjure	 water,	 they	 must
control	existing	water.
In	 a	 typical	 case,	 a	waterlacer	must	 be	within	 30	 feet	 of	 an

existing	 pool	 of	 water	 in	 order	 to	 use	 their	 abilities.	 This
distance	 can	 vary	 somewhat	 (especially	 if	 the	 optional
environmental	 rules	presented	 in	Chapter	8	 are	 used),	 but	 for
the	most	part,	 if	a	waterlacer	 is	near	an	existing	pool	of	water,
they	can	use	all	of	their	abilities.
A	waterlacer	can	use	their	abilities	underwater,	although	it	is

left	 to	 the	DM's	 discretion	 as	 to	 how	 these	 abilities	will	work.
Typically,	 attacks	 (such	 as	 an	 elemental	 attack)	 are	 more
effective	 and	 would	 be	 made	 with	 advantage,	 and	 some
waterlacing	 forms	 may	 actually	 be	 more	 powerful	 when	 in	 a
large	body	of	water.

Earthlacer

Like	 a	 waterlacer,	 an	 earthlacer	 must	 be	 relatively	 near	 to	 an
existing	source	of	earth	in	order	to	use	their	abilities.	As	with	a
waterlacer,	this	distance	can	vary,	but	should	typically	be	kept	to
around	30	feet.	Without	a	source	of	earth,	dirt,	or	stone	within
range,	earthlacing	is	impossible.

	
Conjuring the Elements

The restriction of being near to a source of the elements
is not a balance issue, but a flavor one. In a game that
simply borrows elements of this book, this restriction can
be lifted. In place of these rules, lacers of the appropriate
element can conjure material of their element in order to
lace, especially for water and earthlacers who may not
always be around their element.
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What is an Elemental

Attack?
An	 elemental	 attack	 is	 one	 that	 someone	 who	 is	 a	 lacer	 can
typically	perform	all	of	the	time.	The	use	of	these	attacks	varies
by	where	a	character	might	gain	the	ability.
Several	 times	 in	 this	 supplement,	 an	 "elemental	 attack"	 is

referred	 to,	 such	 as	 a	 �irelacer's	 scorching	 �lare	 form.	 The
following	abilities	count	as	elemental	attacks	for	the	purposes	of
these	features:

Elemental Attacks

SOURCE

LEVEL 
GAINED ABILITY

BARBARIAN 
    PATH OF ELEMENTAL FURY

3RD ELEMENTAL FURY ATTACK

FIGHTER 
    PRO-LACER

3RD ELEMENTAL STRIKE

LACER 1ST ELEMENTAL STRIKE

MONK 
    WAY OF THE FOUR ELEMENTS

3RD ELEMENTAL BOLT

ROGUE 
    TRIPLE THREAT

3RD ELEMENTAL DIG

SAMSARI 1ST ELEMENTAL BOLT

What is a Form?
A	 form	 is	 a	martial	 art	 that,	when	performed	by	a	 lacer	of	 the
correct	element,	creates	a	magical	effect.	These	abilities	work	by
tapping	 into	 the	 weave,	 the	 plane	 of	 elemental	 chaos	 that
protrudes	 into	 the	 physical	 world.	 Many	 lacers	 do	 not
understand	 the	 intricacies	 of	 these	 abilities,	 but	 these	 forms
have	been	passed	down	through	generations	 to	create	a	better
life	for	those	who	can	harness	their	abilities.
Forms	 can	 be	 versatile	 tools,	 weapons,	 or	 protective	 wards.

They	can	deal	damage	or	undo	it,	impose	or	remove	conditions,
drain	life	energy,	and	in	rare	cases,	restore	life	to	the	dead.
Thousands	of	 forms	have	been	developed	over	 the	course	of

Kara-Tur's	 history,	 although	 most	 of	 them	 are	 long	 forgotten.
Knowledge	 of	 some	 of	 these	 forms	 may	 lie	 on	 scrolls	 that
currently	 sit	 unnoticed,	 crumbling	 into	 dust.	 Or	 they	 may
someday	 be	 reinvented	 by	 a	 person	who	has	 amassed	 enough
power	and	wisdom	to	do	so.

Form Level

Every	 form	 has	 a	 level,	 which	 is	 an	 approximation	 of	 both	 its
power,	as	well	as	the	exertion	necessary	to	perform	it.	There	are
�ive	 levels	 of	 forms.	 Basic	 forms	 are	 those	which	 can	 be	 easily
initiated	at	any	time	without	needing	to	spend	ki	points.	Other
forms	range	from	Sho-level,	to	Ga-level,	all	the	way	to	Sen-level,
the	most	powerful	forms	in	the	world.	The	higher	a	form's	level,
the	higher	level	a	lacer	must	be	to	use	that	form.
Form	level	and	character	level	don't	correspond	directly.	The

level	a	character	needs	to	be	to	initiate	a	form	of	a	certain	level
will	be	covered	in	that	class	or	subclass's	description.

	

Known Forms

Before	 a	 lacer	 can	 use	 a	 form,	 he	 or	 she	 must	 have	 the	 form
�irmly	 �ixed	 in	 their	 mind,	 knowing	 its	 movements	 and	 the
precise	breathing	required.
In	every	case,	the	number	of	forms	a	lacer	can	have	learned	at

any	given	time	depends	on	the	character's	level.

Ki Points

Regardless	of	how	many	forms	a	lacer	knows,	he	or	she	can	only
initiate	a	 limited	number	of	 forms	before	resting.	Manipulating
the	 elemental	 chaos	 to	 one's	 advantage	 is	 physically	 and
mentally	taxing,	and	higher-level	forms	are	even	more	so.	Each
form	 requires	 a	 certain	 amount	 of	 ki	 points	 to	 initiate.	 Each
class's	description	includes	a	table	showing	how	many	ki	points
a	character	has	at	each	character	level.	For	example,	a	3rd-level
samsari	has	4	ki	points.
When	 a	 character	 initiates	 a	 form,	 he	 or	 she	 expends	 a

number	of	ki	points	required	for	that	level	form.

Form Levels

FORM 
LEVEL NAME

KI 
COST MEANING

1ST SHO 2 NOVICE FORMS

2ND GA 3 INTERMEDIATE FORMS

3RD DE 4 ADVANCED FORMS

4TH YOI 5 EXPERT FORMS

5TH SEN 6 MASTERY FORMS

Finishing	a	short	or	long	rest	restores	any	expended	ki	points
(see	 chapter	 8	 of	 the	 Player's	 Handbook	 for	 the	 rules	 on
resting).

Initiating a Form's Enhanced Effect

Most	 forms	 have	 an	 enhanced	 effect,	 a	more	 powerful	 version
that	can	be	initiated	by	anyone	who	knows	the	form.	It	requires
you	to	spend	1	additional	ki	point	for	each	level	higher	you	wish
to	initiate	the	form.

Basic Lacing

A	basic	lacing	effect	is	one	which	can	be	initiated	at	will,	without
ki	points	needing	 to	be	spent.	Repeated	practice	of	 this	simple
effect	has	 �ixed	the	 form	in	the	 lacer's	mind	so	completely	that
they	can	perform	it	easily	at	any	time.

	
Initiating in Armor

Because of the focus and precise movements required for
form initiation, you must be proficient with the armor you
are wearing to initiate a form. You are otherwise too
distracted and physically hampered by your armor to
initiate a form.
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Initiating a Form
When	 a	 character	 initiates	 a	 form,	 the	 same	 basic	 rules	 are
followed,	regardless	of	the	character's	class	or	the	form's	effects.
Each	 form	 description	 in	 Chapter	 7	 begins	 with	 a	 block	 of

information,	including	the	form's	name,	level,	element,	initiation
time,	range,	and	duration.	The	rest	of	 the	 form	entry	describes
the	form's	effect.

Components

Components	 are	 not	 listed	 for	 forms	 because	 usually	 they	 are
unnecessary.	Water	 and	 earthlacers	 require	 there	 to	 be	water
and	earth	around	to	be	able	to	lace.
All	 forms	 require	 at	 least	 one	 of	 the	 characters	 hands	 to	 be

free	in	order	to	complete	the	complex	motions	required.
Additionally,	all	forms	require	certain	breathing	patterns.	If	a

character	 is	 gagged	 or	 otherwise	 prevented	 from	 breathing
normally,	they	cannot	initiate	a	form.

Other Entries

A	 form's	 initiation	 time	 (casting	 time),	 range,	 duration,
targets,	 and	 areas	 of	 effect	 are	 read	 in	 the	 same	 way	 they
would	be	on	a	spell	entry.

Saving Throws

Many	 forms	 specify	 that	 a	 target	 can	make	 a	 saving	 throw	 to
avoid	 some	 or	 all	 of	 a	 form's	 effects.	 The	 form	 speci�ies	 the
ability	that	the	target	uses	for	the	save	and	what	happens	on	a
success	or	failure.
The	DC	to	resist	one	of	your	forms	equals	8	+	your	ki	ability

modi�ier	+	your	pro�iciency	bonus	+	any	special	modi�iers.

Attack Rolls

Some	 forms	 require	 the	 lacer	 to	 make	 an	 attack	 roll	 to
determine	whether	the	form	effect	hits	the	intended	target.	As	ki
effects,	 any	 form	 which	 has	 an	 attack	 bonus	 uses	 a	 ki	 attack.
Your	 ki	 attack	 bonus	 equals	 your	 ki	 ability	 modi�ier	 +	 your
pro�iciency	bonus.
Many	 forms	 that	 require	 attack	 rolls	 involve	 ranged	 attacks.

Remember	that	you	have	disadvantage	on	a	ranged	attack	roll	if
you	are	within	5	feet	of	a	hostile	creature	that	can	see	you	and
that	isn't	incapacitated.

Combining Lacing Effects

The	effects	of	different	 forms	add	together	while	 the	durations
of	 those	 forms	 overlap.	 The	 effects	 of	 the	 same	 form	 initiated
multiple	 times	 typically	 don't	 combine,	 however.	 Instead,	 the
most	 potent	 effect	 from	 those	 initiations	 applies	 while	 their
durations	overlap.
Forms	are	typically	physical	effects,	however,	and	their	effects

may	actually	overlap,	depending	on	your	DM's	discretion.

Magic and Ki

While magic and lacing are no longer the same (having
been fundamentally split apart in -31,500 DR during the
catastrophe that led to the Sea of Fallen Stars, for more
information see Appendix D), they operate under similar
principals, and some of the rules between them can be
used interchangeably. The extent to which this happens is
at your DM's discretion for your campaign.

For instance, spellcasters must concentrate on their
spells in order to have them continue. Lacers must
similarly concentrate on their forms in order to keep
control over them, and make concentration checks in the
same way.

Some forms work similarly and have similar wording to
some spells. For example, the earthlacing form
impenetrable stone has very similar wording and effects
to the globe of invulnerability spell. Due to this similarity,
your DM could rule that impenetrable stone also protects
from magic spells in the same way that globe of
invulnerability does, and that globe of invulnerability
protects from lacing forms in the same way.
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Chapter 7: Forms

T
his	chapter	describes	the	most	common	forms	in
Kara-Tur.	The	forms	are	separated	by	element,	as
characters	are	 typically	only	able	 to	 learn	 forms
of	a	single	element.	Each	section	begins	with	the
form	list	of	that	element.	The	remainder	contains
the	 form	 descriptions,	 presented	 by	 level	 and
then	alphabetical	order	by	the	name	of	the	form.

Firelacing Forms
"I	know	you're	nervous,	but	remember...	�irelacing	in	and	of	itself
is	not	something	to	fear.	But	if	you	don't	respect	it,	it'll	chew	you
up	and	spit	you	out	like	an	angry	komodoceratops!"

-	Zaburo,	�irelacer

	

	

	

1st Level (Sho)

Backfire
Battering Flames
Blazing Missile
Blinding Spray
Dragontongue
Flametongue Arrow
Flashbang
Gleaming Strike
Searing Ray
Shield of Flame
Smoke Cloud

2nd Level (Ga)

Burn Metal
Fiery Leap
Fire Blast
Firemark
Flame Falchion
Mirage
Scorching Flare
Whirling Sphere

3rd Level (De)

Blinding Shot
Counterlace
Dragonshield
Fire Pinwheel
Fire Whip

Firecall
Heat Flow
Leap of the Sun
Pyre Bolt
Pyreball
Sunlight
Weather

4th Level (Yoi)

Barrage of Flames
Blazing Meteors
Burning Coals
Choking Cloud
Crepuscular Ray
Dragonflight
Fire Protection
Inferno
Pyre Storm
Sparksword
Wall of Flames

5th Level (Sen)

Ash Rain
Bonform
Delayed Pyreball
Ember Storm
Firespout
Immolate
Luminous Globe
Nova

Basic Firelacing

basic lacing

Initiation Time: 1 action
Range: 30 feet
Duration: Instantaneous

Anyone who is a firelacer can initiate the following effects
within a 5-foot cube.

You cause fire to form into simple shapes and animate
at your direction.
You can cause a flickering flame to appear from your
body (usually in your hand). The flame remains there
as long as you concentrate, and harms neither you nor
your equipment. The flame sheds bright light in a 30-
foot radius and dim light for an additional 30 feet.
You can instantly expand any existing flame in one
direction, provided that wood or other fuel is present
in the location.
You instantly extinguish any flames within a 5-foot
cube.

The area you can affect increases by 5 feet and the
amount of bright light your fire produces increases by 10
feet when you reach 5th level (10-foot cube, 40 feet of
bright light), 11th level (15-foot cube, 50 feet of bright
light), and 17th level (20-foot cube, 60 feet of bright
light).
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Firelacing Form

Descriptions
Forms	are	presented	by	level,	and	then	alphabetically.

1st Level (Sho) Forms

Backfire

1st-level	�irelacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 in	 response	 to
being	damaged	by	 a	 creature	within	60	 feet	 of	 you	 that	 you
can	see

Range:	30	feet
Duration:	Instantaneous

You	create	a	whirl	of	�ire,	and	the	creature	that	damaged	you	is
momentarily	surrounded	by	 �lames.	The	creature	must	make	a
Dexterity	 saving	 throw.	 It	 takes	 2d10	 �ire	 damage	 on	 a	 failed
save,	or	half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	1st.
	

Battering Flames

1st-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Instantaneous

Tendrils	of	�ire	erupt	from	you	and	batter	all	creatures	within	10
feet	 of	 you.	 Each	 creature	 in	 the	 area	 must	 make	 a	 Dexterity
saving	 throw.	On	 a	 failed	 save,	 a	 target	 takes	 2d6	bludgeoning
damage	 and	 can't	 take	 reactions	 until	 its	 next	 turn.	 On	 a
successful	 save,	 the	 creature	 takes	 half	 as	 much	 damage,	 but
suffers	no	other	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	1st.
	

Blazing Missile

1st-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	create	three	glowing	darts	of	burning	�lame.	Each	dart	hits	a
creature	 of	 your	 choice	 that	 you	 can	 see	within	 range.	 A	 dart
deals	 1d4	 +	 1	 �ire	 damage	 to	 its	 target.	 The	 darts	 all	 strike
simultaneously,	and	you	can	direct	 them	to	hit	one	creature	or
several.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	form	creates	one	more	dart	for	each	level	above	1st.

	

Blinding Spray

1st-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cone)
Duration:	1	round

You	work	with	 your	 �ire,	 heating	 it	 to	 incredible	 colors	 before
�lashing	it	 into	the	eyes	of	your	enemies.	Roll	6d10;	the	total	is
how	many	hit	points	of	creatures	this	form	can	effect.	Creatures
in	a	15-foot	cone	originating	from	you	are	affected	in	ascending
order	of	their	current	hit	points	(ignoring	unconscious	creatures
and	creatures	that	can't	see).	Starting	with	the	creature	that	has
the	lowest	current	hit	points,	each	creature	affected	by	this	form
is	 blinded	 until	 the	 form	 ends.	 Subtract	 each	 creature's	 hit
points	from	the	total	before	moving	on	to	the	creature	with	the
next	lowest	hit	points.	A	creature's	hit	points	must	be	equal	to	or
less	than	the	remaining	total	for	that	creature	to	be	affected.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	roll	an	additional	2d10	for	each	level	above	1st.
	

Dragontongue

1st-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cone)
Duration:	1	round

You	 form	a	cone	of	 swirling	 �ire,	which	shoots	 forth	 from	your
mouth.	Each	creature	 in	a	15-foot	 cone	must	make	a	Dexterity
saving	throw.	A	creature	takes	3d6	�ire	damage	on	a	failed	save,
or	half	as	much	damage	on	a	successful	one.	The	�ire	ignites	any
�lammable	objects	in	the	area	that	aren't	being	worn	or	carried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	1st.
	

Flametongue Arrow

1st-level	�irelacing

Initiation	Time:	 1	 reaction,	which	 you	 take	when	 a	 creature
within	60	feet	of	you	is	hit	by	an	arrow	or	crossbow	bolt

Range:	60	feet
Duration:	Instantaneous

You	cause	�ire	to	burst	from	an	arrow	or	bolt	in	�light,	erupting	it
in	 �lame.	 The	 creature	 struck	 by	 this	 arrow	 or	 bolt	 takes	 an
additional	2d6	�ire	damage	from	the	attack.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	1st.
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Flashbang

1st-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cube)
Duration:	Instantaneous

A	wave	of	powerful	�ire	sweeps	out	from	you.	Each	creature	in	a
15-foot	cube	originating	from	you	must	make	a	Strength	saving
throw.	On	a	failed	save,	a	creature	takes	2d8	�ire	damage	and	is
pushed	10	feet	away	from	you.	On	a	successful	save,	the	creature
takes	half	as	much	damage	and	isn't	pushed.	The	�ire	ignites	any
�lammable	objects	in	the	area	that	aren't	being	worn	or	carried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	1st.
	

Gleaming Strike

1st-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

Your	body	begins	to	emit	heat	with	an	inner	�ire.	Until	the	form
ends,	your	movement	doesn't	provoke	opportunity	attacks.
Once	 before	 the	 form	 ends,	 you	 can	 give	 yourself	 advantage

on	one	elemental	attack	on	your	turn.	That	attack	deals	an	extra
1d8	�ire	damage	on	a	hit.	Whether	you	hit	or	miss,	your	walking
speed	increases	by	30	feet	until	the	end	of	that	turn.
	

Searing Ray

1st-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Instantaneous

You	 create	 three	 swirls	 of	 �ire	 and	hurl	 them	at	 targets	within
range.	You	can	hurl	them	at	one	target	or	several.
Make	a	ranged	ki	attack	for	each	ray.	On	a	hit,	the	target	takes

2d4	�ire	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	you	create	one	additional	ray	for	each	level	above	1st.
	

Shield of Flame

1st-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	10	minutes

A	burning	tongue	of	�ire	hovers	around	a	creature	of	your	choice
within	range,	granting	it	a	+2	bonus	to	AC	for	the	duration.
	

Smoke Cloud

1st-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	hour

You	create	a	20-foot-radius	sphere	of	heated	smoke	centered	on
a	point	within	 range.	The	 sphere	 spreads	 around	 corners,	 and
its	 area	 is	 heavily	 obscured.	 It	 lasts	 for	 the	 duration,	 or	 until
dispersed	by	a	wind	of	moderate	or	greater	 speed	 (at	 least	10
miles	per	hour).
As	a	bonus	action	on	your	turn,	you	can	move	the	smoke	up	to

30	feet	anywhere	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	radius	of	the	cloud	increases	by	20	feet	for	each	level
above	1st.

2nd Level (Ga) Forms

Burn Metal

2nd-level	�irelacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	minute

Choose	a	manufactured	metal	object,	such	as	a	metal	weapon	or
a	suit	of	heavy	or	medium	metal	armor,	that	you	can	see	within
range.	 You	 cause	 the	 object	 to	 begin	 to	 sear	 with	 a	 powerful
burn.	Any	creature	in	physical	contact	with	the	object	takes	2d8
�ire	damage	when	you	initiate	the	form.	Until	the	form	ends,	you
can	 use	 a	 bonus	 action	 on	 each	 of	 your	 subsequent	 turns	 to
cause	this	damage	again.
If	 a	 creature	 is	 holding	 or	wearing	 the	 object	 and	 takes	 the

damage	 from	 it,	 the	 creature	 must	 succeed	 on	 a	 Constitution
saving	 throw	or	drop	 the	object	 if	 it	 can.	 If	 it	doesn't	drop	 the
object,	 it	 has	 disadvantage	 on	 attack	 rolls	 and	 ability	 checks
until	the	start	of	your	next	turn.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	2nd.
	

Fiery Leap

2nd-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Instantaneous

You	can	use	your	action	to	hurl	yourself	to	an	unoccupied	space
of	your	choice	within	20	feet.	This	movement	does	not	provoke
opportunity	 attacks.	 Creatures	 within	 5	 feet	 of	 you	 when	 you
jump	 and	 within	 5	 feet	 of	 your	 landing	 point	 must	 make	 a
Dexterity	saving	throw.	On	a	failed	save,	a	target	takes	4d4	�ire
damage,	or	half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	distance	you	leap	increases	by	5	feet	and	the	damage
increases	by	1d4	for	each	level	above	2nd.
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Fire Blast

2nd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	 �irst	 time	 you	 hit	 with	 an	 elemental	 attack	 during	 this
form's	 duration,	 your	 �ire	 bursts	 with	 power	 that	 is	 audible
within	 300	 feet	 of	 you,	 and	 the	 attack	 deals	 an	 extra	 4d6	 �ire
damage	to	the	target.
Additionally,	 if	 the	 target	 is	 a	 creature,	 it	must	 succeed	on	 a

Strength	saving	throw	or	be	pushed	10	feet	away	from	you	and
knocked	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.
	

Firemark

2nd-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	1	round

A	 �lash	of	 �ire	 streaks	 toward	 a	 creature	of	 your	 choice	within
range.	Make	a	ranged	ki	attack	against	 the	 target.	On	a	hit,	 the
target	 takes	 4d8	 �ire	 damage,	 and	 the	 next	 attack	 roll	 made
against	 this	 target	 before	 the	 end	 of	 your	 next	 turn	 has
advantage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.
	

Flame Falchion

2nd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	create	a	�iery	blade	which	jets	out	of	your	enclosed	�ist.	This
�laming	weapon	lasts	until	the	form	ends.	It	counts	as	a	simple
melee	weapon	with	which	 you	 are	pro�icient.	 It	 deals	 2d8	 �ire
damage	 on	 a	 hit	 and	 has	 the	 �inesse,	 light,	 and	 thrown
properties	 (range	 20/60).	 It	 emits	 bright	 light	 in	 a	 20-foot
radius	and	dim	light	for	an	additional	20	feet.
If	you	drop	the	weapon	or	throw	it,	it	dissipates	at	the	end	of

the	 turn.	 Thereafter,	 while	 the	 form	 persists,	 you	 can	 use	 a
bonus	action	to	cause	the	dagger	to	reappear	in	your	hand.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 3rd	 4th

level,	 the	damage	 increases	 to	3d8.	When	you	 initiate	 it	 at	5th
level,	the	damage	increases	to	4d8.

	

Mirage

2nd-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	heat	the	air	around	you,	causing	it	to	shimmer	and	blur.	For
the	 duration,	 any	 creature	 has	 disadvantage	 on	 attack	 rolls
against	you.	An	attacker	is	immune	to	this	effect	if	it	doesn't	rely
on	sight,	as	with	blindsight,	or	can	see	through	illusions,	as	with
truesight.
	

Scorching Flare

2nd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	during
this	 form's	 duration,	 your	 �ire	 �lares	 with	 white-hot	 intensity,
and	the	attack	deals	an	extra	2d10	�ire	damage	to	the	target	and
causes	 the	 target	 to	 ignite	 in	 �lames.	At	 the	 start	of	 each	of	 its
turns	until	 the	 form	ends,	 the	target	must	make	a	Constitution
saving	 throw.	On	a	 failed	save,	 it	 takes	1d10	 �ire	damage.	On	a
successful	save,	the	form	ends.	If	the	target	or	a	creature	within
5	feet	of	it	uses	an	action	to	put	out	the	�lames,	or	if	some	other
effect	douses	the	�lames	(such	as	the	target	being	submerged	in
water),	the	form	ends.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	2nd.
	

Whirling Sphere

2nd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	5-foot-diameter	sphere	of	�ire	appears	in	an	unoccupied	space
of	 your	 choice	 within	 range	 and	 lasts	 for	 the	 duration.	 Any
creature	that	ends	its	turn	within	5	feet	of	the	sphere	must	make
a	Constitution	saving	throw.	The	creature	takes	2d6	�ire	damage
on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
As	a	bonus	action	on	your	turn,	you	can	move	the	sphere	up	to

30	feet	within	range.	If	you	ram	the	sphere	into	a	creature,	that
creature	 must	 make	 the	 saving	 throw	 against	 the	 sphere's
damage,	 and	 the	 sphere	 stops	 moving	 this	 turn.	 The	 sphere
ignites	 �lammable	 objects	 not	 being	 worn	 or	 carried,	 and	 it
sheds	 bright	 light	 in	 a	 20-foot	 radius	 and	 dim	 light	 for	 an
additional	20	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.
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3rd Level (De) Forms

Blinding Shot

3rd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	during
this	 form's	 duration,	 your	 �ire	 �lares	with	 bright	 light,	 and	 the
attack	deals	an	extra	3d8	�ire	damage	to	the	target.	Additionally,
the	 target	must	 succeed	 on	 a	 Constitution	 saving	 throw	 or	 be
blinded	until	the	form	ends.
A	 creature	 blinded	by	 this	 form	makes	 another	 Constitution

saving	throw	at	the	end	of	each	of	its	turns.	On	a	successful	save,
it	is	no	longer	blinded.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	3rd.
	

Counterlace

3rd-level	�irelacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	when	 you	 see	 a
creature	within	60	feet	of	you	initiating	a	form

Range:	60	feet
Duration:	Instantaneous

You	attempt	to	interrupt	a	creature	in	the	process	of	initiating	a
form	or	casting	a	spell.	If	the	creature	is	initiating	a	form	or	spell
of	 3rd	 level	 or	 lower,	 the	 ability	 fails	 and	has	 no	 effect.	 If	 it	 is
initiating	a	form	or	casting	a	spell	of	4th	level	or	higher,	make	an
ability	check	using	your	ki	ability.	The	DC	equals	10	+	the	form
or	spell's	level.	On	a	success,	the	creature's	action	fails	and	has
no	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	interrupted	form	or	spell	has	no	effect	if	its	level	is	less
than	or	equal	to	the	level	of	the	form	you	used.
	

Dragonshield

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

Thin	 �lames	 wreathe	 your	 body	 for	 the	 duration,	 shedding
bright	light	in	a	10-foot	radius	and	dim	light	for	an	additional	10
feet.	You	can	end	the	form	early	by	using	an	action	to	dismiss	it.
The	 �lames	 provide	 you	 with	 a	 shield	 against	 the	 elements.

You	gain	resistance	to	�ire	damage.
In	addition,	whenever	a	creature	within	5	feet	of	you	hits	you

with	 a	 melee	 attack,	 the	 shield	 erupts	 with	 �lame,	 and	 the
attacker	takes	2d8	�ire	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	3rd.
	

Fire Pinwheel

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	 create	 a	 5-foot-wide,	 10-foot-radius	 wheel	 of	 �ire	 in	 an
unoccupied	 space	 of	 your	 choice	 within	 range	which	 lasts	 for
the	duration.	Any	creature	that	ends	its	turn	within	5	feet	of	the
wheel	must	make	a	Dexterity	saving	 throw.	The	creature	 takes
2d6	�ire	damage	on	a	 failed	save,	or	half	as	much	damage	on	a
successful	one.
As	a	bonus	action	on	your	turn,	you	you	can	move	the	wheel

up	 to	 20	 feet	 within	 range.	 If	 you	 whirl	 the	 pinwheel	 over	 a
creature,	that	creature	must	make	the	saving	throw	against	the
wheel's	 damage.	A	 creature	 can	 only	 be	 subject	 to	 the	wheel's
effect	 once	 per	 turn.	 The	wheel	 ignites	 �lammable	 objects	 not
being	 worn	 or	 carried,	 and	 it	 sheds	 bright	 light	 in	 a	 20-foot
radius	and	dim	light	for	an	additional	20	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	3rd.
	

Fire Whip

3rd-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	create	long	�iery	whips	from	your	arms	for	the	duration.	As
an	action	on	each	of	your	turns	 for	 the	duration	(including	the
turn	 when	 you	 initiate	 this	 form),	 you	 can	 make	 a	 ranged	 ki
attack	against	a	target	within	60	feet.	On	a	hit,	the	target	takes
2d12	�ire	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	3rd.
	

Firecall

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	10	minutes

You	target	an	area	with	burning	cinders.	When	you	initiate	the
form,	choose	a	point	you	can	see	within	range.	A	glowing	�lame
�lashes	from	you	to	that	point	and	bursts.	Each	creature	within	5
feet	 of	 that	 point	 must	 make	 a	 Dexterity	 saving	 throw.	 A
creature	takes	3d10	�ire	damage	on	a	failed	save,	or	half	as	much
damage	on	a	successful	one.
On	each	of	your	 turns	until	 the	 form	ends,	you	can	use	your

action	to	call	�ire	in	this	way	again,	targeting	the	same	point	or	a
different	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	3rd.

60 Chapter	7	|	Firelacing	Forms



1/5

Heat Flow

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	 spark	 �iery	 jetstreams	 from	 your	 feet	 and	 hands,	 greatly
enhancing	 your	 mobility.	 For	 the	 duration,	 you	 gain	 the
following	bene�its:

You	gain	a	+2	bonus	to	AC.
Your	speed	increases	by	20	feet.
You	have	advantage	on	Dexterity	saving	throws.
Your	jump	distance	is	doubled.

	

Leap of the Sun

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	 focus	 a	 blast	 of	 �ire	 beneath	 you,	 propelling	 you	 to	 an
unoccupied	 space	 you	 can	 see	 within	 range.	 This	 movement
does	not	provoke	opportunity	attacks.	Each	creature	within	10
feet	 of	 the	 space	 you	 left	must	make	 a	Dexterity	 saving	 throw,
taking	 3d10	 �ire	 damage	 on	 a	 failed	 save,	 or	 half	 as	 much
damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	3rd.
	

Pyre Bolt

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

A	white-hot	 bolt	 of	 �ire	 streaks	 towards	 a	 target	within	 range
and	 bursts	 into	 a	 spray	 of	 �lames.	 Make	 a	 ranged	 ki	 attack
against	 the	 target.	 On	 a	 hit,	 the	 target	 takes	 5d4	 �ire	 damage
immediately	and	3d4	�ire	damage	at	the	end	of	its	next	turn.	On
a	miss,	 the	 bolt	 splashes	 the	 target	with	 �ire	 for	 half	 as	much
initial	damage	and	no	damage	at	the	end	of	its	next	turn.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 damage	 (both	 initial	 and	 later)	 increases	 by	 1d4	 for
each	level	above	3rd.

	

Pyreball

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Instantaneous

A	burning	orb	of	�ire	streaks	to	a	point	you	choose	within	range
and	 then	 explodes.	 Each	 creature	 in	 a	 20-foot-radius	 sphere
centered	on	 that	 point	must	make	 a	Dexterity	 saving	 throw.	A
target	 takes	8d6	 �ire	 damage	on	 a	 failed	 save,	 or	 half	 as	much
damage	on	a	successful	one.
The	�ire	spreads	around	corners.	It	ignites	�lammable	objects

in	the	area	that	aren't	being	worn	or	carried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	3rd.
	

Sunlight

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	hour

You	 create	 incredibly	 bright	 �ire	 that	 can	 illuminate	 even	 the
deepest	darkness.	A	60-foot-radius	sphere	of	light	shines	from	a
�ire	you	create	within	range.	The	sphere	is	bright	light	and	sheds
dim	light	for	an	additional	60	feet.
You	 can	 move	 the	 �ire	 anywhere	 within	 range	 as	 a	 bonus

action	on	your	turn.
If	 any	 of	 this	 form's	 area	 overlaps	with	 an	 area	 of	 darkness

created	by	a	 form	or	 spell	of	3rd	 level	or	 lower,	 the	effect	 that
created	the	darkness	is	dispelled.
	

Weather

3rd-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(40-foot	radius)
Duration:	Concentration,	up	to	24	hours

You	are	able	to	control	the	temperature	of	the	surrounding	area,
keeping	creatures	within	a	40-foot-radius	area	comfortable	and
safe.	The	area	remains	a	normal	 temperature,	and	creatures	 in
the	 area	 as	 well	 as	 their	 equipment	 do	 not	 feel	 the	 effects	 of
abnormally	hot	or	cold	environments.
This	 form	does	not	provide	any	protection	 from	 �ire	or	 cold

damage,	 nor	 does	 it	 protect	 against	 other	 environmental
hazards	such	as	smoke,	a	lack	of	air,	and	so	forth.
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4th Level (Yoi) Forms

Barrage of Flames

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(60-foot	cone)
Duration:	Instantaneous

You	throw	�lames	across	a	large	area.	Each	creature	in	a	60-foot
cone	must	succeed	on	a	Dexterity	saving	throw.	A	creature	takes
4d8	�ire	damage	on	a	 failed	save,	or	half	as	much	damage	on	a
successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	4th.
	

Blazing Meteors

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	six	tiny	meteors	of	�ire	in	your	space.	They	�loat	in	the
air	and	orbit	you	for	the	form's	duration.	When	you	initiate	the
form—and	as	a	bonus	action	on	each	of	your	turns	thereafter—
you	 can	 expend	 one	 or	 two	 of	 the	 meteors,	 sending	 them
streaking	toward	a	point	or	points	you	choose	within	120	feet	of
you.	Once	a	meteor	reaches	its	destination	or	impacts	against	a
solid	surface,	 the	meteor	explodes.	Each	creature	within	5	 feet
of	the	point	where	the	meteor	explodes	must	make	a	Dexterity
saving	throw.	A	creature	takes	2d6	�ire	damage	on	a	failed	save,
or	half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 number	 of	 meteors	 increases	 by	 two	 for	 each	 level
above	4th.
	

Burning Coals

4th-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

The	ground	in	a	20-foot	radius	centered	on	a	point	within	range
begins	 to	 burn	 The	 area	 becomes	 dif�icult	 terrain	 for	 the
duration.	When	a	creature	moves	into	or	within	the	area,	it	takes
4d4	�ire	damage	for	every	5	feet	it	travels.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d4	for	each	level	above	4th.
	

Choking Cloud

4th-level	�irelacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	 create	 a	 20-foot-radius	 sphere	 of	 smoky,	 superheated	 air
centered	 on	 a	 point	 within	 range.	 The	 cloud	 spreads	 around
corners	and	its	area	is	heavily	obscured.	The	cloud	lingers	in	the
air	for	the	duration.
Each	creature	that	is	completely	within	the	cloud	at	the	start

of	 its	 turn	 must	 make	 a	 Constitution	 saving	 throw	 against
poison.	On	a	failed	save,	the	creature	spends	its	action	that	turn
choking	and	burning.	Creatures	that	don't	need	to	breath	or	are
immune	to	poison	automatically	succeed	on	this	saving	throw.	A
moderate	wind	(at	least	10	miles	per	hour)	disperses	the	cloud
after	 4	 rounds.	 A	 strong	 wind	 (at	 least	 20	 miles	 per	 hour)
disperses	it	after	1	round.
As	a	bonus	action	on	your	turn,	you	can	move	the	cloud	up	to

20	feet	anywhere	within	range.
	

Crepuscular Ray

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(30-foot	line)
Duration:	Concentration,	up	to	1	minute

A	 beam	 of	 roaring	 �lame	 �lashes	 from	 your	 hand	 in	 a	 5-foot-
wide,	 30-foot-long	 line.	 Each	 creature	 in	 the	 line	must	make	 a
Dexterity	 saving	 throw.	 On	 a	 failed	 save,	 a	 creature	 takes	 4d8
�ire	damage	 and	 is	 blinded	until	 the	 end	of	 its	 next	 turn.	On	 a
successful	save,	it	takes	half	as	much	damage	and	is	not	blinded.
You	can	create	a	new	line	of	�lame	as	your	action	on	any	turn

until	the	form	ends.
For	the	duration,	a	mote	of	shining	�ire	burns	in	your	hand.	It

sheds	 bright	 light	 in	 a	 30-foot	 radius	 and	 dim	 light	 for	 an
additional	30	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	4th.
	

Dragonflight

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	 focus	your	ki	 into	your	extremities,	 creating	 roaring	 �lame
that	can	propel	you	through	the	air.	You	gain	a	�lying	speed	of	90
feet	for	the	duration.	When	the	form	ends,	you	fall	if	you	are	still
aloft,	unless	you	can	stop	the	fall.
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Fire Protection

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(30-foot	radius)
Duration:	Concentration,	up	to	1	hour

For	 the	duration,	you	and	up	 to	8	willing	creatures	 in	 the	area
have	resistance	to	�ire	damage.
	

Inferno

4th-level	�irelacing

Initiation	Time:	1	action
Range:	Self	(20-foot	radius)
Duration:	Instantaneous

A	vertical	burst	of	�lame	roars	out	from	you.	Each	other	creature
in	a	20-foot	radius	cube	centered	on	you	must	make	a	Dexterity
saving	throw.	A	creature	takes	8d8	�ire	damage	on	a	failed	save,
or	half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	every	level	above	4th.
	

Pyre Storm

4th-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Instantaneous

A	 burning	 cinder	 of	 �lame	 pounds	 the	 ground	 in	 a	 10-foot-
radius,	 40-foot-high	 cylinder	 centered	 on	 a	 point	 you	 choose
within	 range.	 Each	 creature	 in	 the	 cylinder	 must	 make	 a
Dexterity	 saving	 throw.	 A	 creature	 takes	 4d6	 bludgeoning
damage	and	4d6	 �ire	damage	on	a	 failed	 save,	or	half	 as	much
damage	on	a	successful	one.
The	 burning	 cinders	 turn	 the	 storm's	 area	 of	 effect	 into

dif�icult	terrain	until	the	end	of	your	next	turn.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 bludgeoning	 damage	 or	 �ire	 damage	 (your	 choice)
increases	by	1d6	for	every	level	above	4th.

	

Sparksword

4th-level	�irelacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	 sword-shaped	 burning	 �lame	 appears	 at	 a	 point	 you	 choose
within	range	and	hovers	for	the	duration.
When	 the	 sword	 appears,	 you	 can	 make	 a	 melee	 ki	 attack

against	a	target	of	your	choice	within	5	feet	of	the	sword.	On	a
hit,	the	target	takes	�ire	damage	equal	to	3d8	+	your	ki	modi�ier.
As	a	bonus	action	on	your	turn,	you	can	move	the	weapon	up

to	20	feet	and	repeat	the	attack	against	a	creature	within	5	feet
of	it.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	every	level	above	4th.
	

Wall of Flames

4th-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	create	a	wall	of	�lames	on	a	solid	surface	within	range.	You
can	make	 the	wall	 up	 to	 60	 feet	 long,	 20	 feet	 high,	 and	 1	 foot
thick,	or	a	ringed	wall	up	to	20	feet	in	diameter,	20	feet	high,	and
1	foot	thick.	The	wall	is	opaque	and	and	lasts	for	the	duration.
When	 the	 wall	 appears,	 each	 creature	 within	 its	 area	 must

make	a	Dexterity	saving	throw.	On	a	failed	save,	a	creature	takes
5d8	�ire	damage,	or	half	as	much	damage	on	a	successful	save.
A	creature	takes	the	same	damage	when	it	enters	the	wall	for

the	�irst	time	on	a	turn	or	ends	its	turn	there.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	every	level	above	4th.

5th Level (Sen) Forms

Ash Rain

5th-level	�irelacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	form	a	large	�ire	and	then	dissipate	it,	capturing	�laming	bits
of	ash	before	raining	it	down	on	a	point	you	can	see	in	a	radius
of	60	feet.	The	entire	area	becomes	dif�icult	terrain.
Each	 round	 you	 maintain	 concentration	 on	 this	 form,	 the

�laming	ash	piles	higher	and	produces	additional	effects.
Round	 2.	 Each	 creature	 and	 object	 in	 the	 area	 has

disadvantage	on	Dexterity	saving	throws.
Round	3.	Each	creature	and	object	in	the	area	takes	1d6	�ire

damage.
Round	4.	The	area	becomes	heavily	obscured.
Round	5-10.	Each	creature	and	object	in	the	area	takes	2d6

�ire	damage.
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Bonform

5th-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

Flames	roar	across	your	body,	shedding	bright	light	in	a	30-foot
radius	 and	 dim	 light	 for	 an	 additional	 30	 feet	 for	 the	 form's
duration.	The	 �lames	don't	 harm	you	or	 your	 equipment.	Until
the	form	ends,	you	gain	the	following	bene�its:

You	are	 immune	 to	 �ire	damage	and	have	resistance	 to	cold
damage.
Any	creature	that	moves	within	5	feet	of	you	for	the	�irst	time
on	a	turn	or	ends	its	turn	there	takes	1d10	�ire	damage.
You	 can	use	your	action	 to	 create	a	 line	of	 �ire	15	 feet	 long
and	 5	 feet	 wide,	 extending	 from	 you	 in	 a	 direction	 you
choose.	 Each	 creature	 in	 the	 line	 must	 make	 a	 Dexterity
saving	 throw.	 A	 creature	 takes	 4d8	 �ire	 damage	 on	 a	 failed
save,	or	half	as	much	damage	on	a	successful	one.

	

Delayed Pyreball

5th-level	�irelacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	1	minute

A	 small	 bead	 of	 �lame	 �lashes	 from	 your	 hand,	 and	 condenses
into	 a	 burning	 ember	 at	 a	 chosen	 point	 within	 range	 for	 the
duration.	 When	 the	 form	 ends,	 either	 because	 your
concentration	 is	 broken	 or	 because	 you	 decide	 to	 end	 it,	 the
ember	 bursts	 into	 an	 explosion	 of	 �lame	 that	 spreads	 around
corners.	 Each	 creature	 in	 a	 20-foot-radius	 sphere	 centered	 on
that	point	must	make	a	Dexterity	saving	throw.	A	creature	takes
�ire	damage	equal	 to	 the	accumulated	damage	on	a	 failed	save,
or	half	as	much	damage	on	a	successful	one.
The	form's	base	damage	is	10d6.	If	at	the	end	of	your	turn	the

ember	has	not	yet	detonated,	the	damage	increases	by	1d6.
If	 the	 ember	 is	 touched	 before	 the	 interval	 has	 expired,	 the

creature	 touching	 it	must	make	a	Dexterity	 saving	 throw.	On	a
failed	 save,	 the	 form	 ends	 immediately,	 causing	 the	 ember	 to
erupt.
The	 �ire	 damages	 objects	 in	 the	 area	 and	 ignites	 �lammable

objects	that	aren't	being	worn	or	carried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	every	level	above	5th.

	

Ember Storm

5th-level	�irelacing

Initiation	Time:	1	action
Range:	150	feet
Duration:	Instantaneous

Blazing	orbs	of	 �ire	 �lash	 from	you	 to	 four	different	points	you
can	 see	within	 range.	Each	 creature	 in	a	10-foot-radius	 sphere
centered	 on	 each	 point	 you	 choose	 must	 make	 a	 Dexterity
saving	 throw.	 The	 sphere	 spreads	 around	 corners.	 A	 creature
takes	10d6	�ire	damage	on	a	failed	save,	or	half	as	much	damage
on	a	successful	one.	A	creature	in	the	area	of	more	than	one	orb
is	affected	only	once.
The	form	damages	objects	 in	the	area	and	ignites	�lammable

objects	that	aren't	being	worn	or	carried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 range	 increases	by	20	 feet,	 the	 radius	of	 the	 spheres
increase	by	10	 feet,	and	 the	damage	 increases	by	1d6	 for	each
level	above	5th.
	

Firespout

5th-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	create	a	snake	of	coiling	 �ire	which	 lifts	you	anywhere	you
choose.	For	the	duration,	you	gain	the	following	bene�its:

Your	movement	speed	increases	by	60	feet.	You	can	move	up
to	 90	 feet	 above	 the	 ground	 while	 in	 the	 spout.	 Your
movement	does	not	provoke	opportunity	attacks.
You	have	half-cover	against	all	attacks	made	against	you	for
the	duration.
If	 you	 initiate	 a	 form	 while	 in	 the	 spout	 which	 requires	 a
saving	 throw,	you	can	designate	one	creature	which	will	be
affected	by	your	form.	This	creature	has	disadvantage	on	the
�irst	saving	throw	it	makes	against	your	form.

	

Immolate

5th-level	�irelacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	1	minute

Flames	 wreathe	 one	 creature	 you	 can	 see	 within	 range.	 The
target	 must	 make	 a	 Dexterity	 saving	 throw.	 It	 takes	 8d6	 �ire
damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful
one.	 On	 a	 failed	 save,	 the	 target	 also	 burns	 for	 the	 form's
duration.	 The	 burning	 target	 sheds	 bright	 light	 in	 a	 30-foot
radius	and	dim	light	for	an	additional	30	feet.	At	the	end	of	each
of	its	turns,	the	target	repeats	the	saving	throw.	It	takes	4d6	�ire
damage	on	a	failed	save,	and	the	form	ends	on	a	successful	one.
These	�lames	can't	be	extinguished	by	non-lacing	or	nonmagical
means.
If	damage	from	this	form	kills	a	target,	the	target	is	turned	to

ash.
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Luminous Globe

5th-level	�irelacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	 whirl	 a	 10-foot	 radius	 bubble	 of	 roaring	 �lame	 which
protects	 you	 from	 harmful	 effects.	 Any	 form	 of	 4th-level	 or
lower	initiated	from	outside	of	the	barrier	can't	affect	creatures
or	objects	within	it,	even	if	the	form	is	initiated	using	additional
ki	 points	 to	 raise	 its	 level.	 Forms	 can	 target	 creatures	 and
objects	within	the	barrier,	but	it	has	no	effect	on	them.	Similarly,
the	area	within	the	globe	is	excluded	from	the	areas	affected	by
such	 forms.	 The	 area	 within	 the	 bubble	 is	 excluded	 from	 the
areas	affected	by	such	forms.

	

Nova

5th-level	�irelacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Instantaneous

Brilliant	light	�lashes	in	a	30-foot	radius	centered	on	a	point	you
choose	 within	 range.	 Each	 creature	 in	 that	 area	must	 make	 a
Constitution	 saving	 throw.	 On	 a	 failed	 save,	 a	 creature	 takes
12d6	 �ire	damage	and	 is	blinded	 for	1	minute.	On	a	 successful
save,	it	takes	half	as	much	damage	and	isn't	blinded	by	this	form.
A	 creature	 blinded	by	 this	 form	makes	 another	 Constitution

saving	throw	at	the	end	of	each	of	its	turns.	On	a	successful	save,
it	is	no	longer	blinded.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	every	level	above	5th.
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Airlacing Forms
"Airlacing	 is	 all	 about	 spiral	 movements.	 When	 you	 meet
resistance,	 you	 must	 be	 able	 to	 switch	 direction	 at	 a	 moment's
notice..."

-	Master	Navin,	airlacer

1st Level (Sho)

Aether Burst
Air Cushion
Deep Breathing
Protection of the East
Shield of the Sky
Theft of the South
Thunderburst
Updraft
Warding Whisk
Wind Bolts
Zephyr Onslaught

2nd Level (Ga)

Air Funnel
Air Scooter
Battering Gale
Disorienting Blast
Earsplitting Ring
Gust
Mighty Leap
Reciprocating Gale
Vortex

3rd Level (De)

Chinook
Counterlace
Free Breeze
Heart of the Sky

Navin's Tiny Tornados
Power Puff
Resounding Blow
Sickening Mistral
Tympanum Assault
Whiff
Windwall

4th Level (Yoi)

Blinding Dust
Cone of the North
Dust Angel
Howling Gale
Navin's Cyclones
Sandstorm
Spirit of Air
Squall
Wind Slice

5th Level (Sen)

Empyrean Strike
Hand of the Tempest
Hurricane
Potent Coriolis
Prison of the West
Suffocate
Tornado
Touch the Sky
Wind Control
Windspout

Basic Airlacing

basic lacing

Initiation Time: 1 action
Range: 30 feet
Duration: Instantaneous

Anyone who is an airlacer can initiate the following
effects as an action within a 5-foot cube.

You create a harmless sensory effect using air, such as
causing leaves to rustle or wind to slam shutters.
Until the end of your next turn, ranged weapon attacks
against you are made with disadvantage.
You create a small blast of air which moves one
unattended object within 30 feet that weighs no more
than 5 pounds up to 10 feet in any direction.
Your movement speed increases by 20 feet.

The area you can affect increases by 5 feet and the
weight of objects you can move increases by 5 pounds
when you reach 5th level (10-foot cube, 10 pounds),
11th level (15-foot cube, 15 pounds), and 17th level
(20-foot cube, 20 pounds).
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1st Level (Sho) Forms

Aethur Burst

1st-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	 create	 a	 sudden	 void	 of	 air	 and	 propel	 it	 toward	 one
creature	 within	 range.	 Make	 a	 ranged	 ki	 attack	 against	 the
target.	On	a	hit,	the	target	takes	2d4	bludgeoning	damage.	Hit	or
miss,	 the	 burst	 then	 explodes.	 The	 target	 and	 each	 creature
within	 5	 feet	 of	 the	 point	 where	 the	 burst	 exploded	 must
succeed	on	a	Dexterity	saving	throw	or	take	2d6	cold	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	cold	damage	increases	by	1d6	for	each	level	above	1st.

Air Cushion

1st-level	airlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 when	 you	 or	 a
creature	within	60	feet	of	you	falls

Range:	60	feet
Duration:	1	minute

Choose	 up	 to	 �ive	 falling	 creatures	 within	 range.	 A	 falling
creature's	 rate	 of	 descent	 slows	 to	 60	 feet	 per	 round	until	 the
form	ends.	If	the	creature	lands	before	the	form	ends,	it	takes	no
falling	damage	and	 can	 land	on	 its	 feet,	 and	 the	 form	ends	 for
that	creature.
Enhanced	 Effect.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	number	 of	 creatures	 you	 can	 affect	 increases	 by	 one
for	each	level	above	1st.

Deep Breathing

1st-level	airlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	hour

You	give	up	to	three	creatures	within	range	a	soothing	lungful	of
air	 which	 constantly	 replenishes	 them.	 For	 the	 duration,	 an
affected	creature	does	not	need	to	breath	(but	can	still	continue
to	talk	and	can	choose	to	breath).	A	creature	can	end	this	form
on	itself	without	an	action.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	number	 of	 creatures	 you	 can	 affect	 increases	 by	 one
for	each	level	above	1st.

Protection of the East

1st-level	airlacing

Initiation	Time:	1	reaction,	which	you	take	when	you	are	hit
by	an	attack	or	targeted	by	a	form	or	spell

Range:	30	feet
Duration:	Concentration,	up	to	1	hour

An	invisible	barrier	of	powerful	wind	appears	and	protects	you.
Until	 the	 start	 of	 your	 next	 turn,	 you	 have	 a	 +5	 bonus	 to	 AC,
including	against	the	triggering	attack.

	

Shield of the Sky

1st-level	airlacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	10	minutes

You	 create	 a	 localized	 vortex	 of	 air	 which	 hovers	 around	 a
creature	of	your	choice	within	range,	granting	 it	a	+2	bonus	to
AC	for	the	duration.
	

Theft of the South

1st-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

Choose	a	target	in	range	which	is	carrying	an	object	weighing	no
more	 than	 5	 pounds.	 The	 target	 must	 succeed	 on	 a	 Strength
saving	throw.	On	a	failed	save,	the	object	�lies	out	of	the	target's
hand	and	into	yours,	or	you	can	choose	to	have	the	object	drop
onto	the	ground	at	your	feet.
	

Thunderburst

1st-level	airlacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cube)
Duration:	Instantaneous

A	wave	of	 forceful	air	billows	out	 from	you.	Each	creature	 in	a
15-foot	cube	originating	from	you	must	make	a	Strength	saving
throw.	 On	 a	 failed	 save,	 a	 creature	 takes	 4d4	 thunder	 damage
and	 is	 pushed	 10	 feet	 away	 from	 you.	 On	 a	 successful	 save,	 a
creature	takes	half	as	much	damage	and	isn't	pushed.
In	addition,	unsecured	objects	that	are	completely	within	the

area	of	effect	are	automatically	pushed	10	feet	away	from	you	by
the	form's	effect,	and	the	form	emits	a	thunderous	boom	audible
out	to	300	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	2d4	for	each	level	above	1st.
	

Updraft

1st-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	create	a	great	upswelling	of	air	at	a	point	you	choose	within
range.	Any	creature	which	jumps	within	a	20-foot	radius	of	that
point	has	its	jump	distance	tripled.
As	a	bonus	action	on	your	turn,	you	can	move	the	updraft	to

any	other	point	within	range.
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Warding Whisk

1st-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	focus	your	instincts	and	hone	your	insight,	warding	yourself
against	intrusion.	You	target	an	area	in	a	20-foot	radius	around
yourself.	 Until	 the	 form	 ends,	 a	 mental	 alarm	 alerts	 you
whenever	a	Tiny	or	 larger	creature	touches	or	enters	 the	area.
When	 you	 initiate	 the	 form,	 you	 can	 designate	 creatures	 that
won't	set	off	the	alarm.	There	is	a	ping	in	your	mind	if	the	alarm
is	broken,	which	awakens	you	if	you	are	sleeping.
	

Wind Bolts

1st-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	create	three	swirling	bolts	of	wind.	Each	bolt	hits	a	creature
of	your	choice	that	you	can	see	within	range.	A	bolt	deals	1d4	+
1	 slashing	 damage	 to	 its	 target.	 The	 bolts	 all	 strike
simultaneously,	and	you	can	direct	 them	to	hit	one	creature	or
several.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	form	creates	one	more	bolt	for	each	level	above	1st.
	

Zephyr Onslaught

1st-level	airlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

Your	movement	 is	enhanced	by	blistering	wind.	Until	 the	 form
ends,	your	movement	doesn't	provoke	opportunity	attacks.
Once	 before	 the	 form	 ends,	 you	 can	 give	 yourself	 advantage

on	one	elemental	attack	on	your	turn.	That	attack	deals	an	extra
1d8	bludgeoning	damage	on	a	hit.	Whether	you	hit	or	miss,	your
walking	speed	increases	by	30	feet	until	the	end	of	that	turn.

	

2nd Level (Ga) Forms

Air Funnel

2nd-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	create	a	whirling	wind	tunnel	which	appears	in	your	space
and	launches	items	put	into	it	towards	your	enemies.	One	object
weighing	1	to	5	pounds	can	be	put	 into	the	 funnel	each	round.
An	object	put	into	the	funnel	�lies	in	a	straight	line	up	to	90	feet
in	a	direction	you	choose	before	falling	to	the	ground,	stopping
early	 if	 it	 impacts	 a	 solid	 surface.	 If	 the	 object	would	 strike	 a
creature,	that	creature	must	make	a	Dexterity	saving	throw.	On	a
failed	 save,	 the	 object	 strikes	 the	 target	 and	 stops	moving.	 In
either	 case,	 both	 the	 object	 and	 the	 creature	 or	 solid	 surface
take	2d8	bludgeoning	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	maximum	weight	 of	 objects	 that	 can	 be	 put	 into	 the
funnel	increases	by	5	pounds,	and	the	damage	increases	by	1d8
for	each	level	above	2nd.
	

Air Scooter

2nd-level	airlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	 create	 a	 swirling	 ball	 of	wind	which	 you	balance	 on.	 Your
speed	 increases	by	20	 feet	 for	 the	duration	of	 the	 form.	When
you	initiate	this	form,	and	then	as	a	bonus	action	on	each	of	your
turns	until	the	form	ends,	you	can	take	the	Dash	action.
The	 scooter	 also	 allows	 you	 to	 brie�ly	 �ly	 through	 the	 air	 or

climb	up	walls.	When	climbing	a	wall,	 the	scooter	can	move	its
full	speed.	If	you	have	used	your	scooter	to	climb	a	wall	on	your
previous	turn,	you	must	not	climb	any	higher	or	the	form	ends
immediately.	 You	 cannot	 climb	 a	 wall	 again	 with	 the	 scooter
until	you	return	to	level	ground.
If	you	attempt	to	�ly	through	the	air,	the	scooter	lasts	until	the

end	of	your	turn.
	

Battering Gale

2nd-level	airlacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Instantaneous

You	throw	out	bursts	of	air	which	batter	all	creatures	within	10
feet	 of	 you.	 Each	 creature	 in	 the	 area	 must	 make	 a	 Dexterity
saving	 throw.	On	 a	 failed	 save,	 a	 target	 takes	 4d6	bludgeoning
damage	 and	 can't	 take	 reactions	 until	 its	 next	 turn.	 On	 a
successful	 save,	 a	 creature	 takes	 half	 as	 much	 damage,	 and
suffers	no	other	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.

68 Chapter	7	|	Airlacing	Forms



1/5

Disorienting Blast

2nd-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	1	round

A	 bolt	 of	 air	 streaks	 toward	 a	 creature	 of	 your	 choice	 within
range.	Make	a	ranged	ki	attack	against	 the	 target.	On	a	hit,	 the
target	 takes	4d8	bludgeoning	damage,	 and	 the	next	 attack	 roll
made	 against	 this	 target	 before	 the	 end	 of	 your	 next	 turn	 has
advantage,	 thanks	 to	 the	 burst	 of	 air	 confusing	 the	 target's
movements.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.
	

Earsplitting Ring

2nd-level	airlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	1	minute

A	horrible	noise	 rings	out	 at	 a	 point	 you	 choose	within	 range.
Creatures	 within	 a	 5-foot	 radius	 must	 make	 a	 Constitution
saving	 throw.	 On	 a	 failed	 save,	 a	 creature	 takes	 4d8	 thunder
damage	and	is	deafened	for	the	duration.	At	the	end	of	each	of
its	 turns,	 a	 target	 can	make	 a	 Constitution	 saving	 throw.	 On	 a
success,	the	form	ends	on	it.
On	 a	 successful	 save,	 a	 creature	 takes	 half	 as	much	 damage

and	is	not	deafened.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	2nd.
	

Gust

2nd-level	airlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	line)
Duration:	Concentration,	up	to	1	minute

A	line	of	strong	wind	30	feet	long	and	10	feet	wide	blasts	from
you	 in	 a	 direction	 you	 choose	 for	 the	 form's	 duration.	 Each
creature	 that	 starts	 its	 turn	 in	 the	 line	 must	 succeed	 on	 a
Strength	saving	throw	or	be	pushed	15	feet	away	from	you	in	a
direction	following	the	line.
Any	 creature	 in	 the	 line	must	 spend	2	 feet	 of	movement	 for

every	 1	 foot	 it	 moved	 when	 moving	 closer	 to	 you.	 The	 gust
disperses	gas	or	vapor,	and	it	extinguishes	candles,	torches,	and
similar	 unprotected	 �lames	 in	 the	 area.	 It	 causes	 protected
�lames	 such	as	 those	of	 lanterns,	 to	dance	wildly	and	has	a	50
percent	chance	to	extinguish	them.
As	a	bonus	action	on	each	of	your	turns	before	the	form	ends,

you	can	change	the	direction	in	which	the	line	blasts	from	you.

	

Mighty Leap

2nd-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	project	a	thunderous	force	beneath	you	which	launches	you
through	 the	 air	 to	 an	 unoccupied	 space	 you	 can	 see	 within
range.	 This	 movement	 does	 not	 provoke	 opportunity	 attacks.
Each	creature	within	10	feet	of	the	space	you	left	must	make	a
Constitution	 saving	 throw,	 taking	 2d10	 thunder	 damage	 on	 a
failed	 save,	 or	 half	 as	 much	 damage	 on	 a	 successful	 one.	 The
thunder	can	be	heard	from	up	to	300	feet	away.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	2nd.
	

Reciprocating Gale

2nd-level	airlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 in	 response	 to
being	damaged	by	 a	 creature	within	30	 feet	 of	 you	 that	 you
can	see

Range:	30	feet
Duration:	Instantaneous

You	 whip	 your	 hand,	 and	 the	 creature	 that	 damaged	 you	 is
slashed	 by	 burning	wind.	Make	 a	 ranged	 ki	 attack	 against	 the
target.	On	a	hit,	 the	creature	takes	2d8	slashing	damage	and	 is
pushed	10	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	2nd.
	

Vortex

2nd-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

A	 strong	wind	 (20	miles	 per	 hour)	 blows	 around	you	 in	 a	 10-
foot	radius	and	moves	with	you,	remaining	centered	on	you.	The
wind	lasts	for	the	form's	duration.
The	wind	has	the	following	effects:

It	deafens	other	creatures	in	its	area.
It	extinguishes	unprotected	�lames	in	its	area	that	are	torch-
sized	or	smaller.
It	 hedges	 out	 vapor,	 gas,	 and	 fog	 that	 can	 be	 dispersed	 by
strong	wind.
The	area	is	dif�icult	terrain	for	creatures	other	than	you.
The	attack	rolls	of	ranged	weapon	attacks	have	disadvantage
if	the	attacks	pass	in	or	out	of	the	wind.
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3rd Level (De) Forms

Chinook

3rd-level	airlacing

Initiation	Time:	1	action
Range:	Self	(40-foot	radius)
Duration:	Concentration,	up	to	1	minute

You	are	able	to	create	a	cooling	or	warming	breeze	in	the	area,
keeping	 willing	 creatures	 within	 a	 40-foot	 radius	 comfortable
and	safe.	The	area	is	kept	a	normal	temperature,	and	creatures
in	the	area	as	well	as	their	equipment	do	not	feel	the	effects	of
abnormally	hot	or	cold	environments.
This	 form	 does	 not	 provide	 protection	 from	 �ire	 or	 cold

damage,	 nor	 does	 it	 protect	 against	 other	 environmental
hazards	 such	 as	 smoke,	 a	 lack	 of	 air	 at	 high	 altitudes,	 and	 so
forth.
	

Counterlace

3rd-level	airlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	when	 you	 see	 a
creature	within	60	feet	of	you	initiating	a	form

Range:	60	feet
Duration:	Instantaneous

You	attempt	to	interrupt	a	creature	in	the	process	of	initiating	a
form	or	casting	a	spell.	If	the	creature	is	initiating	a	form	or	spell
of	 3rd	 level	 or	 lower,	 the	 ability	 fails	 and	has	 no	 effect.	 If	 it	 is
initiating	a	form	or	casting	a	spell	of	4th	level	or	higher,	make	an
ability	check	using	your	ki	ability.	The	DC	equals	10	+	the	form
or	spell's	level.	On	a	success,	the	creature's	action	fails	and	has
no	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	interrupted	form	or	spell	has	no	effect	if	its	level	is	less
than	or	equal	to	the	level	of	the	form	you	used.
	

Free Breeze

3rd-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	 focus	 your	 spirit,	 preparing	 yourself	 to	 move	 with
astounding	 dexterity.	 For	 the	 duration,	 your	 movement	 is
unaffected	 by	 dif�icult	 terrain,	 and	 forms,	 spells,	 and	 other
magical	effects	can	neither	reduce	your	speed	nor	cause	you	to
be	paralyzed	or	restrained.
For	 the	 form's	 duration,	 any	 time	 you	 would	 be	 held	 by

nonmagical	restraints	such	as	manacles	or	being	grappled	by	a
creature,	 you	 can	 take	a	 reaction	 to	automatically	 escape	 from
the	effect.

	

Heart of the Sky

3rd-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

For	the	duration,	your	speed	is	doubled,	you	gain	a	+2	bonus	to
AC,	 you	 have	 advantage	 on	 Dexterity	 saving	 throws,	 and	 you
gain	an	additional	action	on	each	of	your	turns.	That	action	can
be	used	only	to	take	the	Attack	(one	weapon	or	elemental	attack
only),	Dash,	Disengage,	Hide,	or	Use	an	Object	action.
Targets	 gain	 no	 bene�it	 from	 cover	 against	 your	 elemental

attacks.
	

Navin's Tiny Tornados

3rd-level	airlacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Instantaneous

You	 create	 four	 miniature	 tornados	 and	 hurl	 them	 at	 targets
within	range.	You	can	hurl	them	at	one	target	or	several.
Make	a	ranged	ki	attack	for	each	tornado.	On	a	hit,	the	target

takes	2d6	slashing	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	you	create	one	additional	tornado	for	each	level	above	3rd.
	

Power Puff

3rd-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	5-foot-diameter	sphere	of	air	appears	in	an	unoccupied	space
of	 your	 choice	 within	 range	 and	 lasts	 for	 the	 duration.	 Any
creature	that	ends	its	turn	within	5	feet	of	the	sphere	must	make
a	Dexterity	saving	throw.	On	a	failed	save,	a	creature	takes	2d10
slashing	damage,	or	half	as	much	damage	on	a	successful	one.
As	a	bonus	action	on	your	turn,	you	can	move	the	sphere	up	to

30	feet	within	range.	If	you	ram	the	sphere	into	a	creature,	that
creature	 must	 make	 the	 saving	 throw	 against	 the	 sphere's
damage,	and	the	sphere	stops	moving	this	turn.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	3rd.
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Resounding Blow

3rd-level	airlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	 �irst	 time	 you	 hit	 with	 an	 elemental	 attack	 during	 this
form's	 duration,	 your	 wind	 bursts	 with	 power	 that	 is	 audible
within	300	feet	of	you.	On	a	hit,	your	attack	deals	an	extra	4d10
thunder	 damage	 to	 the	 target.	 Additionally,	 if	 the	 target	 is	 a
creature,	 it	 must	 succeed	 on	 a	 Strength	 saving	 throw	 or	 be
pushed	20	feet	away	from	you	and	knocked	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	3rd.
	

Sickening Mistral

3rd-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	 burst	 of	 focused	 wind	 streaks	 toward	 a	 vital	 point	 of	 a
creature	 you	 choose	 within	 range.	 Make	 a	 ranged	 ki	 attack
against	 the	 target.	 On	 a	 hit,	 the	 target	 deals	 only	 half	 damage
with	weapon	attacks	or	elemental	attacks	 that	use	Strength	or
Dexterity	until	the	form	ends.
At	 the	 end	 of	 each	 of	 the	 target's	 turns,	 it	 can	 make	 a

Constitution	 saving	 throw	 against	 the	 form.	 On	 a	 success,	 the
form	ends.
	

Tympanum Assault

3rd-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	1	round

A	 sudden	 burst	 of	 powerful	 thunder	 erupts	 from	 a	 point	 you
choose	within	 range.	 Each	 creature	 in	 a	 10-foot-radius	 sphere
centered	on	that	point	must	make	a	Constitution	saving	throw.
On	 a	 failed	 save,	 a	 target	 takes	 8d6	 thunder	 damage	 and	 is
deafened	for	the	duration.	On	a	successful	save,	a	creature	takes
half	 as	 much	 damage	 and	 isn't	 deafened.	 A	 creature	 made	 of
inorganic	 material	 such	 as	 stone,	 crystal,	 or	 metal	 has
disadvantage	on	this	saving	throw.
A	 nonmagical	 object	 that	 isn't	 being	 worn	 or	 carried	 also

takes	the	damage	if	it's	in	the	form's	area.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	3rd.

	

Whiff

3rd-level	airlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 when	 you	 are
subject	to	a	weapon	attack	or	elemental	attack

Range:	Self
Duration:	Instantaneous

You	react	to	an	incoming	attack,	swirling	it	away	from	yourself
and	toward	another	creature.	The	creature	attempting	to	strike
you	must	succeed	on	a	Dexterity	saving	throw.	On	a	failed	save,
you	 choose	 another	 target	 for	 the	 initiating	 creature's	 attack,
against	whom	they	resolve	the	attack	normally.	You	can	choose
to	simply	have	the	attack	miss	all	 targets.	On	a	successful	save,
the	attack	strikes	you	normally	but	you	have	resistance	against
the	attack's	damage.

	
Windwall

3rd-level	airlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	 wall	 of	 strong	 wind	 rises	 from	 the	 ground	 at	 a	 point	 you
choose	within	range.	You	can	make	the	wall	up	to	50	feet	 long,
15	feet	high,	and	1	foot	thick.	You	can	shape	the	wall	in	any	way
you	choose	 so	 long	as	 it	makes	one	 continuous	path	along	 the
ground.	The	wall	lasts	for	the	duration.
When	 the	 wall	 appears,	 each	 creature	 within	 its	 area	 must

make	 a	 Strength	 saving	 throw.	 A	 creature	 takes	 4d6	 slashing
damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful
one.
The	 strong	 wind	 keeps	 fog,	 smoke,	 and	 other	 gases	 at	 bay.

Small	 or	 smaller	 �lying	 creatures	 or	 objects	 can't	 pass	 through
the	wall.	 Loose,	 lightweight	materials	 brought	 into	 the	wall	 �ly
upward.	Arrows,	bolts,	and	other	ordinary	projectiles	launched
at	 targets	 behind	 the	 wall	 are	 de�lected	 upward	 and
automatically	miss.	(Boulders	hurled	by	giants	or	siege	engines,
and	 similar	 projectiles,	 are	 unaffected.)	 Creatures	 in	 gaseous
form	can't	pass	through	it.
As	a	bonus	action	on	your	turn,	you	can	move	the	wall	up	to

30	feet	within	range.	Creatures	only	take	damage	when	the	wall
�irst	appears.

	
4th Level (Yoi) Forms

Blinding Dust

4th-level	airlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	cone)
Duration:	1	round

You	whirl	up	air	and	then	propel	blinding	dust	from	your	hand.
Creatures	in	the	area	must	succeed	on	a	Dexterity	saving	throw.
On	 a	 failed	 save,	 a	 creature	 takes	 5d6	 slashing	 damage	 and	 is
blinded	 until	 the	 beginning	 of	 your	 next	 turn.	 On	 a	 successful
save,	a	creature	takes	half	as	much	damage	and	is	not	blinded.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	4th.
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Cone of the North

4th-level	airlacing

Initiation	Time:	1	action
Range:	Self	(60-foot	cone)
Duration:	Instantaneous

A	blast	of	powerful	air	erupts	from	your	hands.	Each	creature	in
a	60-foot	cone	must	make	a	Strength	saving	 throw.	On	a	 failed
saving	 throw,	a	creature	 takes	4d8	bludgeoning	damage	and	 is
pushed	40	feet	away	from	you.	On	a	successful	save,	a	creature
takes	half	as	much	damage	and	isn't	pushed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	4th.
	

Dust Angel

4th-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

Choose	an	unoccupied	5-foot	cube	of	air	that	you	can	see	within
range.	You	whirl	the	air	in	a	small	vortex	that	you	control	which
lasts	for	the	form's	duration.
Any	creature	that	ends	its	turn	within	5	feet	of	the	dust	angel

must	 make	 a	 Strength	 saving	 throw.	 On	 a	 failed	 save,	 the
creature	 takes	4d8	bludgeoning	damage	and	 is	pushed	10	 feet
away.	 On	 a	 successful	 save,	 the	 creature	 takes	 half	 as	 much
damage	and	isn't	pushed.
As	a	bonus	action,	you	can	move	the	dust	angel	up	to	30	feet

in	any	direction.	If	it	moves	over	sand,	dust,	loose	dirt,	or	small
gravel,	it	sucks	up	the	material	and	forms	a	10-foot-radius	cloud
of	debris	around	itself	that	lasts	until	the	start	of	your	next	turn.
The	cloud	heavily	obscures	its	area.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	4th.
	

Howling Gale

4th-level	airlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

A	 vertical	 column	 of	 swirling	 wind	 roars	 in	 a	 location	 you
specify.	Each	creature	in	a	10-foot-radius,	40-foot-high	cylinder
centered	 on	 a	 point	 you	 choose	 within	 range	 must	 make	 a
Dexterity	 saving	 throw.	 A	 creature	 takes	 4d6	 slashing	 damage
and	 4d6	 thunder	 damage	 on	 a	 failed	 save,	 or	 half	 as	 much
damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	slashing	damage	or	the	thunder	damage	(your	choice)
increases	by	1d6	for	each	level	above	4th.

	

Navin's Cyclones

4th-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	six	cyclones	of	air	in	your	space,	which	orbit	you	for
the	form's	duration.	When	you	initiate	the	form—and	as	a	bonus
action	on	each	of	your	turns	thereafter—you	can	expend	one	or
two	of	 the	cyclones,	 sending	 them	streaking	 toward	a	point	or
points	you	choose	within	60	feet	of	you.	Once	a	cyclone	reaches
its	 destination	 or	 impacts	 against	 a	 solid	 surface,	 the	 cyclone
explodes.	 Each	 creature	 within	 5	 feet	 of	 the	 point	 where	 the
cyclone	 explodes	 must	 make	 a	 Dexterity	 saving	 throw.	 A
creature	takes	2d8	slashing	damage	on	a	 failed	save,	or	half	as
much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	number	of	cyclones	created	increases	by	two	for	each
level	above	4th.
	

Sandstorm

4th-level	airlacing

Initiation	Time:	1	action
Range:	150	feet
Duration:	Concentration,	up	to	1	minute

Until	 the	 form	ends,	blinding	air	and	debris	whirl	 in	a	20-foot-
tall	 cylinder	 with	 a	 40-foot	 radius	 centered	 on	 a	 point	 you
choose	within	range.	The	area	is	heavily	obscured,	and	exposed
�lames	 in	 the	 area	 are	 doused.	 The	whirling	 debris	makes	 the
area	dif�icult	terrain.	When	a	creature	enters	the	form's	area	for
the	 �irst	 time	on	a	 turn	or	starts	 its	 turn	there,	 it	must	make	a
Dexterity	saving	throw.	On	a	failed	save,	it	falls	prone.
If	a	creature	is	concentrating	in	the	form's	area,	the	creature

must	make	a	successful	Constitution	saving	throw	against	your
ki	save	DC	or	lose	concentration.
As	a	bonus	action	on	your	turn,	you	can	move	the	storm	up	to

30	feet	within	range.
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Spirit of Air

4th-level	airlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

Until	 the	 form	ends,	wind	 �iercely	whirls	 around	 you,	 and	 you
gain	the	following	bene�its:

Ranged	attacks	made	against	you	have	disadvantage	on	 the
attack	roll.
You	have	advantage	on	Dexterity	saving	throws.
You	can	use	your	action	to	create	a	15-foot	cube	of	swirling
wind	centered	on	a	point	you	can	see	within	60	feet	of	you.
Each	creature	 in	 that	area	must	make	a	Constitution	saving
throw.	A	creature	takes	2d10	bludgeoning	damage	and	2d10
thunder	damage	on	a	failed	save,	or	half	as	much	damage	on
a	successful	one.	If	a	Large	or	smaller	creature	fails	the	save,
that	 creature	 is	 also	 pushed	 up	 to	 10	 feet	 away	 from	 the
center	of	the	cube.

At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher
level,	 the	 bludgeoning	 damage	 or	 the	 thunder	 damage	 (your
choice)	increases	by	1d10	for	each	level	above	4th.

	

Squall

4th-level	airlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	wall	of	air	 rises	at	a	point	you	choose	within	 range.	You	can
make	 the	wall	 up	 to	 200	 feet	 long,	 200	 feet	 high,	 and	 50	 feet
thick.	The	wall	lasts	for	the	duration.
When	 the	 wall	 appears,	 each	 creature	 within	 its	 area	 must

make	a	Strength	saving	throw.	On	a	failed	save,	a	creature	takes
4d10	 bludgeoning	 damage,	 or	 half	 as	 much	 damage	 on	 a
successful	save.
At	 the	start	of	each	of	your	 turns	after	 the	wall	appears,	 the

wall,	 along	with	 any	 creatures	 in	 it,	moves	 50	 feet	 away	 from
you.	 Any	 Huge	 or	 smaller	 creature	 inside	 the	 wall	 or	 whose
space	the	wall	enters	when	it	moves	must	succeed	on	a	Strength
saving	throw	or	take	4d10	bludgeoning	damage.	A	creature	can
take	this	damage	only	once	per	round.	At	the	end	of	the	turn,	the
wall’s	 height	 is	 reduced	 by	 50	 feet,	 and	 the	 damage	 creatures
take	 from	 the	 form	on	subsequent	 rounds	 is	 reduced	by	1d10.
When	the	wall	reaches	0	feet	in	height,	the	form	ends.
A	creature	caught	 in	the	wall	can	attempt	to	move,	but	must

make	 a	 successful	 Strength	 (Athletics)	 check	 against	 your	 ki
save	DC	 in	order	 to	do	 so.	 If	 it	 fails	 the	 check,	 it	 can’t	move.	A
creature	that	moves	out	of	the	area	falls	to	the	ground.
	

Wind Slice

4th-level	airlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	cone)
Duration:	Instantaneous

You	create	a	whirl	of	air	which	slices	into	creatures	in	a	30-foot
cone.	Creatures	 in	 the	 area	must	 succeed	on	a	 Strength	 saving
throw.	On	a	failed	save,	a	creature	takes	4d10	slashing	damage
and	is	knocked	prone.	On	a	successful	save,	a	creature	takes	half
as	much	damage	and	isn't	knocked	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	4th.
	

5th Level (Sen) Forms

Empyrean Strike

5th-level	airlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Instantaneous

You	 swirl	 a	 vortex	 of	wind	 around	 your	 hands	 and	move	with
blinding	speed.	Choose	up	 to	 �ive	creatures	you	can	see	within
range.	Make	 a	melee	 ki	 attack	 against	 each	 target.	 On	 a	 hit,	 a
target	takes	6d10	bludgeoning	damage.
You	can	then	end	the	form	in	an	unoccupied	space	you	can	see

within	5	feet	of	one	of	the	targets	you	hit	or	missed.	This	form
does	not	require	any	of	your	movement.
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Hand of the Tempest

5th-level	airlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	create	a	Large	hand	of	whirling,	forcful	air	in	an	unoccupied
space	that	you	can	see	within	range.	The	gust	lasts	for	the	form's
duration,	 and	 it	 moves	 at	 your	 command,	 mimicking	 the
movements	of	your	hands.
The	gust	 is	a	 tightly	 focused	vortex	of	wind,	and	 is	an	object

with	AC	20	and	hit	points	equal	to	your	hit	point	maximum.	If	it
drops	to	0	hit	points,	the	form	ends.	It	has	a	Strength	of	26	(+8)
and	a	Dexterity	of	10	(+0).	The	gust	doesn't	�ill	its	space.	When
you	initiate	the	form,	and	as	a	bonus	action	on	your	subsequent
turns,	you	can	move	the	gust	up	to	60	feet	and	then	cause	one	of
the	following	effects	with	it.
Focused	 Strike.	 The	 gust	 strikes	 one	 creature	 or	 object

within	5	feet	of	it.	Make	a	melee	ki	attack	for	the	gust	using	your
game	 statistics.	 On	 a	 hit,	 the	 target	 takes	 4d8	 bludgeoning
damage.
Forceful	Push.	The	gust	attempts	to	push	a	creature	within

5	 feet	 of	 it	 in	 a	 direction	 you	 choose.	 Make	 a	 check	 with	 the
gust's	 Strength	 contested	 by	 the	 Strength	 (Athletics)	 check	 of
the	 target.	 If	 the	 target	 is	 Medium	 or	 smaller,	 you	 have
advantage	 on	 the	 check.	 If	 you	 succeed,	 the	 gust	 pushes	 the
target	up	to	5	feet	plus	a	number	of	feet	equal	to	�ive	times	your
ki	 ability	 modi�ier.	 The	 gust	 moves	 with	 the	 target	 to	 remain
within	5	feet	of	it.
Howling	 Gust.	 The	 gust	 attempts	 to	 grapple	 a	 Huge	 or

smaller	creature	within	5	feet	of	 it.	You	use	the	gust's	Strength
score	to	resolve	the	grapple.	If	the	target	is	Medium	or	smaller,
you	have	advantage	on	the	check.	While	the	gust	is	grappling	a
target,	 you	 can	 use	 a	 bonus	 action	 to	 have	 the	 gust	 crush	 it.
When	you	do	so,	the	target	takes	bludgeoning	damage	equal	to
2d6	+	your	ki	ability	modi�ier.
Interposing	Wind.	 The	 gust	 interposes	 itself	 between	 you

and	 a	 creature	 you	 choose	 until	 you	 choose	 a	 new	 target.	 The
gust	moves	 to	 stay	 between	 you	 and	 the	 target,	 providing	 you
with	half	cover	against	the	target.	The	target	can't	move	through
the	gust's	space	if	its	Strength	score	is	less	than	or	equal	to	the
gust's	 Strength	 score.	 If	 its	 Strength	 score	 is	 higher	 than	 the
gust's	Strength	score,	 the	 target	can	move	 toward	you	 through
the	gust's	space,	but	that	space	is	dif�icult	terrain	for	the	target.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	from	the	Focused	Strike	option	increases	by
2d8	 and	damage	 from	 the	Howling	 Gust	 option	 increases	 by
2d6	for	each	level	above	5th.
	

Hurricane

5th-level	airlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	10-foot-deep	mass	 of	whirling	wind	 appears	 and	 swirls	 in	 a
30-foot	 radius	 centered	 on	 a	 point	 on	 the	 ground	 you	 choose
within	 range.	Until	 the	 form	ends,	 that	 area	 is	dif�icult	 terrain,
and	 any	 creature	 that	 starts	 its	 turn	 there	must	 succeed	 on	 a
Strength	 saving	 throw	 or	 take	 8d6	 slashing	 damage	 and	 be
pulled	10	feet	toward	the	center.	On	a	successful	save,	a	creature
takes	half	as	much	damage	and	is	not	pulled.
As	a	bonus	action	on	your	turn,	you	can	move	the	hurricane

up	to	30	feet	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	5th.
	

Potent Coriolis

5th-level	airlacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Concentration,	up	to	1	minute

You	whirl	a	10-foot-radius	bubble	of	howling	air	which	protects
you	from	harmful	effects.	Any	form	or	spell	of	4th-level	or	lower
initiated	 from	 outside	 of	 the	 barrier	 can't	 affect	 creatures	 or
objects	within	it,	even	if	the	form	is	initiated	using	additional	ki
points	to	raise	 its	 level.	Forms	can	target	creatures	and	objects
within	 the	 barrier,	 but	 it	 has	 no	 effect	 on	 them.	 Similarly,	 the
area	within	the	globe	is	excluded	from	the	areas	affected	by	such
forms.	 The	 area	within	 the	 bubble	 is	 excluded	 from	 the	 areas
affected	by	such	forms.
	

Prison of the West

5th-level	airlacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	1	minute

This	form	creates	an	incredible	updraft	of	air	in	a	10-foot-radius,
50-foot-high	 cylinder	 centered	 on	 a	 point	 you	 choose	 within
range.	All	creatures	and	objects	 that	aren't	somehow	anchored
to	the	ground	in	the	area	can	make	a	Dexterity	saving	throw.	On
a	 successful	 save,	 a	 creature	 is	 pushed	 to	 the	 closest	 point
outside	of	the	area,	or	it	can	choose	to	grab	onto	a	�ixed	object	it
can	reach,	thus	avoiding	the	effect.	On	a	failed	save,	a	creature	is
forced	upward	and	reaches	the	top	of	the	area.
If	some	solid	object	(such	as	a	ceiling)	is	encountered	in	this

fall,	 falling	 objects	 and	 creatures	 strike	 it	 just	 as	 they	 would
during	a	normal	downward	fall.	If	an	object	or	creature	reaches
the	 top	of	 the	area	without	 striking	anything,	 it	 remains	 there,
oscillating	slightly,	for	the	duration.
At	the	end	of	the	duration,	affected	objects	and	creatures	fall

back	down.
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Suffocate

5th-level	airlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	minute

You	begin	to	channel	the	void,	pulling	the	air	from	the	lungs	of	a
creature	within	range,	leaving	nothing	in	their	lungs	for	them	to
breath.	 One	 target	 you	 choose	 within	 range	 must	 make	 a
Constitution	saving	throw.	On	a	failed	save,	it	is	restrained	as	it
begins	to	struggle	for	breath.	On	a	successful	save,	the	creature
is	not	affected.
A	 creature	 restrained	 by	 this	 form	 must	 make	 another

Constitution	saving	throw	at	the	end	of	each	of	its	turns	for	the
duration.	 If	 it	 successfully	 saves	 against	 this	 form	 three	 times,
the	form	ends.	If	it	fails	its	save	three	times,	it	falls	unconscious
for	 the	 duration.	 The	 successes	 and	 failures	 don’t	 need	 to	 be
consecutive;	keep	track	of	both	until	the	target	collects	three	of
a	kind.
If	you	maintain	your	concentration	on	this	form	for	the	entire

possible	duration,	the	target	dies.
This	form	has	no	effect	on	creatures	which	do	not	breath	air.
	

Tornado

5th-level	airlacing

Initiation	Time:	1	action
Range:	300	feet
Duration:	Concentration,	up	to	1	minute

A	tornado	howls	down	to	a	point	on	the	ground	you	specify.	The
tornado	is	a	5-foot	radius,	20-foot	high	cylinder	centered	on	that
point.	Until	the	form	ends,	you	can	use	your	action	to	move	the
tornado	 up	 to	 30	 feet	 in	 any	 direction	 along	 the	 ground.	 The
tornado	 sucks	 up	 any	 Medium	 or	 smaller	 objects	 that	 aren't
secured	to	anything	and	that	aren't	worn	or	carried	by	anyone.
A	creature	must	make	a	Dexterity	saving	throw	the	�irst	time

on	a	turn	that	it	enters	the	tornado	or	that	the	tornado	enters	its
space,	 including	 when	 the	 tornado	 �irst	 appears.	 A	 creature
takes	 8d6	 slashing	 damage	 on	 a	 failed	 save,	 or	 half	 as	 much
damage	 on	 a	 successful	 one.	 In	 addition,	 a	 Large	 or	 smaller
creature	 that	 fails	 the	 save	must	 succeed	on	 a	 Strength	 saving
throw	or	become	restrained	in	the	tornado	until	the	form	ends.
When	 a	 creature	 starts	 its	 turn	 restrained	 by	 the	 tornado,	 the
creature	is	pulled	5	feet	higher	inside	it,	unless	the	creature	is	at
the	top.	A	restrained	creature	moves	with	the	tornado	and	falls
when	the	form	ends,	unless	the	creature	has	some	means	to	stay
aloft.
A	restrained	creature	can	use	an	action	to	make	a	Strength	or

Dexterity	 check	 against	 your	 ki	 save	 DC.	 If	 successful,	 the
creature	 is	 no	 longer	 restrained	 by	 the	 tornado	 and	 is	 hurled
3d6	x	10	feet	away	from	it	in	a	random	direction.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	5th.

Touch the Sky

5th-level	airlacing

	Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

	
You	 �ling	 yourself	 gracefully	 up	 to	 60	 feet	 to	 an	 unoccupied
space	 you	 can	 see.	 This	 movement	 does	 not	 provoke
opportunity	 attacks,	 and	 you	 do	 not	 take	 any	 falling	 damage
from	 this	 movement.	 On	 each	 of	 your	 turns	 before	 the	 form
ends,	you	can	use	a	bonus	action	to	leap	in	this	way	again.

	Wind Control

5th-level	airlacing

	Initiation	Time:	1	action
Range:	300	feet
Duration:	Concentration,	up	to	1	hour

	
You	 take	control	of	 the	air	 in	a	100-foot	 cube	 that	you	can	see
within	 range.	 Choose	 one	 of	 the	 following	 effects	 when	 you
initiate	the	form.	The	effect	lasts	for	the	form's	duration,	unless
you	use	your	action	on	a	later	turn	to	switch	to	a	different	effect.
You	can	also	use	your	action	to	temporarily	halt	the	effect	or	to
restart	one	you've	halted.
Gusts.	A	wind	picks	up	within	the	cube,	continually	blowing

in	 a	 horizontal	 direction	 that	 you	 choose.	 You	 choose	 the
intensity	of	 the	wind:	 calm,	moderate,	or	 strong.	 If	 the	wind	 is
moderate	or	strong,	ranged	weapon	attacks	that	pass	through	it
or	 that	 are	 made	 against	 targets	 within	 the	 cube	 have
disadvantage	 on	 their	 attack	 rolls.	 If	 the	 wind	 is	 strong,	 any
creature	 moving	 against	 the	 wind	 must	 spend	 1	 extra	 foot	 of
movement	for	each	foot	moved.
Downdraft.	 You	 cause	 a	 sustained	 blast	 of	 strong	 wind	 to

blow	 downward	 from	 the	 top	 of	 the	 cube.	 Ranged	 weapon
attacks	 that	 pass	 through	 the	 cube	 or	 that	 are	 made	 against
targets	 within	 it	 have	 disadvantage	 on	 their	 attack	 rolls.	 A
creature	must	make	 a	 Strength	 saving	 throw	 if	 it	 �lies	 into	 the
cube	for	the	�irst	time	on	a	turn	or	starts	its	turn	there	�lying.	On
a	failed	save,	the	creature	is	knocked	prone.
Updraft.	 You	 cause	 a	 sustained	 updraft	 within	 the	 cube,

rising	upward	from	the	cube's	bottom	edge.	Creatures	that	end	a
fall	within	the	cube	take	only	half	damage	from	the	fall.	When	a
creature	 in	 the	 cube	 makes	 a	 vertical	 jump,	 the	 creature	 can
jump	up	to	10	feet	higher	than	normal.

	Windspout

5th-level	airlacing

	Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

	
You	create	a	snake	of	coiling	wind	which	lifts	you	anywhere	you
choose.	For	the	duration,	you	gain	the	following	bene�its:

Your	movement	speed	increases	by	60	feet.	You	can	move	up
to	 90	 feet	 above	 the	 ground	 while	 in	 the	 spout.	 Your
movement	does	not	provoke	opportunity	attacks.
You	have	half-cover	against	all	attacks	made	against	you	for
the	duration.
If	 you	 initiate	 a	 form	 while	 in	 the	 spout	 which	 requires	 a
saving	 throw,	you	can	designate	one	creature	which	will	be
affected	by	your	form.	This	creature	has	disadvantage	on	the
�irst	saving	throw	it	makes	against	your	form.
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Waterlacing Forms
	
"You're	moving	the	water	around,	but	you're	not	feeling	the	push
and	pull..."

-	Master	Pakak,	waterlacer

	

	

1st Level (Sho)

Echoing Strike
Flash Freeze
Freezing Strike
Grasping Ice
Healing Waters
Hydro Shield
Ice Slick
Lurking Mist
Surface Tension
Water Whip

2nd Level (Ga)

Air Bubble
Creeping Ice
Freeze Metal
Ice Slides
Ice Spear
Lesser Rejuvenation
Permafrost Strike
Refraction
Slicing Disks
Soothing River
Tidal Push
Watery Cloak

3rd Level (De)

Counterlace
Hailstorm
Ice Bullets

Iceberg Formation
Ki Infusion
Octopus Form
Tidal Surge
Water Drill
Waterwall
Weird Dive

4th Level (Yoi)

Aqua Prison
Hailstones
Razor Rings
Transmute Ice
Water Control
Water Gimbal

5th Level (Sen)

Blizzard
Bubble of Invulnerability
Greater Rejuvenation
Hand of the Sea
Ice Trap
Icequake
Icewall
Move Ice
Pillars of Ice
Reviving Waters
Sudden Tsunami
Tui La's Maelstrom
Waterspout

Basic Waterlacing

basic lacing

Initiation Time: 1 action
Range: 30 feet
Duration: Instantaneous

Anyone who is a waterlacer can initiate the following
effects as an action within a 5-foot cube.

You cause water to form into simple shapes and
animate at your direction. This includes all forms of
water, such as water vapor or ice, as do other basic
lacing effects.
You freeze water. If a creature is in the water, it must
use a bonus action to make a DC 5 Strength check to
escape.
You concentrate, drawing out all impurities from
water. All nonmagical drink is purified and separated
from any poison.
You target one wall made of snow or ice within 30
feet, creating a 5-foot-radius hole. This creates an
opening large enough for a Medium creature to easily
walk through. The wall must be less than 5 feet thick
in order for this to be effective.

The area you can affect increases by 5 feet when you
reach 5th level (10-foot cube), 11th level (15th-foot
cube), and 17th level (20-foot cube).
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1st Level (Sho) Forms

Echoing Strike

1st-level	waterlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 in	 response	 to
being	damaged	by	 a	 creature	within	60	 feet	 of	 you	 that	 you
can	see

Range:	60	feet
Duration:	Instantaneous

You	 whip	 your	 hand,	 and	 the	 creature	 that	 damaged	 you	 is
smashed	by	a	bolt	of	water.	Make	a	ranged	ki	attack	against	the
creature.	On	 a	 successful	 hit,	 the	 creature	 takes	 2d10	piercing
damage	and	is	pushed	5	feet.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	1st.
	

Flash Freeze

1st-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	 �lood	 a	 20-foot	 square	 centered	 on	 a	 point	 you	 choose
within	 range	 and	 then	 freeze	 it,	 catching	 hold	 of	 all	 creatures
touching	the	ground.	For	the	duration,	the	ground	in	the	area	is
dif�icult	terrain.
A	 creature	 in	 the	 area	 when	 you	 initiate	 the	 form	 must

succeed	on	a	Strength	saving	throw	or	be	restrained	by	the	ice
until	the	form	ends.	A	creature	restrained	by	the	ice	can	use	its
action	to	make	a	Strength	check	against	your	form	save	DC.	On	a
success,	it	frees	itself.
	

Freezing Strike

1st-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	1	round

A	bolt	of	water	streaks	toward	a	creature	of	your	choice	within
range.	Make	a	ranged	ki	attack	against	 the	 target.	On	a	hit,	 the
bolt	of	water	freezes,	the	target	takes	2d10	cold	damage,	and	the
next	attack	roll	made	against	this	target	before	the	end	of	your
next	turn	has	advantage,	thanks	to	the	frozen	ice	hindering	the
target's	movements.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	1st.

	

Grasping Ice

1st-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	before
this	form	ends,	a	burst	of	water	latches	onto	the	creature's	feet
and	 freezes,	 holding	 them	 to	 the	 ground.	 The	 target	 must
succeed	on	a	Strength	saving	throw	or	be	restrained	by	the	ice
until	 the	 form	 ends.	 If	 the	 target	 succeeds	 on	 the	 save,	 they
destroy	the	ice	and	break	free.
While	 restrained	 by	 this	 form,	 the	 target	 takes	 1d6	 cold

damage	at	the	start	of	each	of	its	turns.	A	creature	restrained	by
your	ice	or	one	that	can	touch	the	creature	can	use	its	action	to
make	a	Strength	check	against	your	ki	save	DC.	On	a	success,	the
target	is	freed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	1st.
	

Healing Waters

1st-level	waterlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Instantaneous

You	 slowly	pool	water	 over	 a	 creature's	 injuries.	 A	 creature	 in
range	 regains	 a	 number	 of	 hit	 points	 equal	 to	 1d8	 +	 your	 ki
ability	modi�ier.	This	form	has	no	effect	on	undead	or	constructs.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	healing	increases	by	1d8	for	each	level	above	1st.
	

Hydro Shield

1st-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	10	minutes

A	 �lowing	 stream	 of	 water	 hovers	 around	 a	 creature	 of	 your
choice	 within	 range,	 granting	 it	 a	 +2	 bonus	 to	 AC	 for	 the
duration.
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Ice Slick

1st-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	1	minute

Slippery	ice	covers	the	ground	in	a	10-foot	square	centered	on	a
point	you	choose	within	range	and	turns	it	into	dif�icult	terrain
for	the	duration.
When	the	ice	appears,	each	creature	standing	in	its	area	must

succeed	 on	 a	 Dexterity	 saving	 throw	 or	 fall	 prone.	 A	 creature
that	enters	the	area	or	ends	its	turn	there	must	also	succeed	on
a	Dexterity	saving	throw	or	fall	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	radius	of	 the	slick	 increases	by	10	 feet	 for	each	 level
above	1st.
	

Lurking Mist

1st-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	hour

You	create	a	20-foot-radius	 sphere	of	mist	 centered	on	a	point
you	 choose	within	 range.	 The	 sphere	 spreads	 around	 corners,
and	its	area	is	heavily	obscured.	It	lasts	for	the	duration,	or	until
dispersed	by	a	wind	of	moderate	or	greater	 speed	 (at	 least	10
miles	per	hour).
As	a	bonus	action	on	your	turn,	you	can	move	the	mist	up	to

30	feet	anywhere	within	range.
	

Surface Tension

1st-level	waterlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 when	 you	 or	 a
creature	within	60	feet	falls

Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	bubble	of	water	arises	in	a	10-foot	square	centered	on	a	point
within	 range.	 The	 water	 instinctively	 rises	 towards	 any
creatures	 which	 fall	 into	 it,	 breaking	 the	 surface	 tension	 and
catching	the	creature	safely.	The	creature	takes	no	damage	from
falling	and	can	land	on	its	feet.
As	 a	 reaction	 while	 this	 form	 persists,	 you	 can	 move	 the

bubble	up	to	30	feet	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	range	of	 the	 form	and	the	size	of	 the	square	 increase
by	20	feet	for	each	level	above	1st.

	

Water Whip

1st-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cube)
Duration:	Instantaneous

You	create	a	long	tendril	of	water	that	lashes	out	at	creatures	in
range.	 Each	 creature	 in	 a	 15-foot	 cube	 originating	 from	 you
must	 make	 a	 Constitution	 saving	 throw.	 On	 a	 failed	 save,	 a
creature	 takes	2d8	bludgeoning	damage	and	 is	pushed	10	 feet
away	 from	 you.	 On	 a	 successful	 save,	 a	 creature	 takes	 half	 as
much	damage	and	isn't	pushed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	1st.

2nd Level (Ga) Forms

Air Bubble

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	8	hours

This	 form	 creates	 a	 bubble	 which	 can	 be	 moved,	 its	 10-foot-
radius	cube	centered	on	you.	The	bubble	protects	anyone	inside
of	 it	 from	normal	 standing	water	 or	 rain	 (but	 not	 attacks,	 see
below),	 and	 can	 be	 used	 to	 walk	 along	 a	 sea	 �loor	 without
needing	 to	 swim	 or	 worry	 about	 water	 pressure.	 Creatures
inside	the	bubble	can	breath	normally,	and	the	bubble	does	not
run	out	of	air.
The	 bubble	 is	 an	 effect	 that	 can	 be	 damaged	 and	 thus

breached.	 The	 bubble	 has	 AC	 5.	 Any	 damage	 to	 the	 bubble
causes	the	form	to	end	immediately.
At	 Higher	 Levels.	 When	 you	 intiate	 this	 form	 at	 a	 higher

level,	the	radius	of	the	bubble	increases	by	10	feet	for	each	level
above	2nd.
	

Creeping Ice

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	form	water	around	your	feet	and	freeze	it,	turning	it	into	icy
boots.	While	using	this	form,	you	can	creep	the	ice	around	you,
allowing	you	to	climb	on	surfaces	by	freezing	your	feet	to	them.
You	 gain	 the	 ability	 to	 move	 up,	 down,	 and	 across	 vertical
surfaces	 and	 upside	 down	 along	 ceilings.	 You	 also	 gain	 a
climbing	speed	equal	to	your	walking	speed.
Your	speed	on	level	ground	increases	by	10	feet	until	the	form

ends.
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Freeze Metal

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	minute

Choose	a	manufactured	metal	object,	such	as	a	metal	weapon	or
a	suit	of	heavy	or	medium	metal	armor,	that	you	can	see	within
range.	You	cause	the	object	to	begin	to	freeze	with	an	icy	burn.
Any	creature	in	physical	contact	with	the	object	takes	2d8	cold
damage	when	you	initiate	the	form.	Until	the	form	ends,	you	can
use	 a	bonus	 action	on	 each	of	 your	 subsequent	 turns	 to	 cause
this	damage	again.
If	 a	 creature	 is	 holding	 or	wearing	 the	 object	 and	 takes	 the

damage	 from	 it,	 the	 creature	 must	 succeed	 on	 a	 Constitution
saving	 throw	or	drop	 the	object	 if	 it	 can.	 If	 it	doesn't	drop	 the
object,	 it	 has	 disadvantage	 on	 attack	 rolls	 and	 ability	 checks
until	the	start	of	your	next	turn.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	2nd.
	

Ice Slides

2nd-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	create	icy	slides	that	allow	you	to	glide	quickly.	Your	speed
increases	by	20	feet,	and	you	can	move	anywhere	up	to	30	feet
above	the	ground.
The	 slides	 remain	 behind	where	 you	move,	 and	 dissipate	 at

the	beginning	of	your	turn.	These	slides	are	objects	that	can	be
damaged	and	thus	destroyed.	A	5-foot	cube	of	ice	has	AC	5	and
10	hit	points.	A	creature	in	the	place	of	one	of	your	ice	slides	is
pushed	to	a	side	of	the	space	of	the	creature's	choice.
	

Ice Spear

2nd-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	 form	 water	 into	 a	 long	 spear	 and	 then	 freeze	 it	 in	 your
hands.	 This	 icy	 spear	 lasts	 until	 the	 form	 ends.	 It	 counts	 as	 a
simple	weapon	with	which	you	are	pro�icient.	It	deals	2d8	cold
damage	 on	 a	 hit	 and	 has	 the	 �inesse,	 light,	 and	 thrown
properties	 (range	20/60).	 In	addition,	when	you	use	 the	spear
to	 attack	 a	 target	 in	 particularly	 cold	 environments,	 you	make
the	attack	roll	with	advantage.
If	you	drop	the	weapon	or	throw	it,	it	dissipates	at	the	end	of

the	 turn.	 Thereafter,	 while	 the	 form	 persists,	 you	 can	 use	 a
bonus	action	to	cause	the	spear	to	reappear	in	your	hand.
At	Higher	Levels.	When	you	initiate	this	form	at	3rd	or	4th

level,	 the	damage	 increases	 to	3d8.	When	you	 initiate	 it	 at	5th
level,	the	damage	increases	to	4d8.

Lesser Rejuvenation

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Instantaneous

You	reach	out	to	feel	a	creature's	ki,	using	healing	waters	to	end
either	 one	 disease	 or	 one	 condition	 affecting	 it.	 The	 condition
can	be	blinded,	deafened,	paralyzed,	or	poisoned.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 you	 can	end	one	more	disease	or	 condition	affecting	 the
target	for	each	level	above	2nd.

	
Permafrost Strike

2nd-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	during
the	form's	duration,	your	water	�lares	with	a	biting	cold,	and	the
attack	deals	an	extra	2d6	cold	damage	to	the	target	and	causes
the	target	to	be	covered	in	an	icy	frost.	At	the	start	of	each	of	its
turns	until	 the	 form	ends,	 the	target	must	make	a	Constitution
saving	 throw.	On	 a	 failed	 save,	 it	 takes	2d6	 cold	damage.	On	 a
successful	save,	the	form	ends.	If	the	target	or	a	creature	within
5	 feet	of	 it	uses	an	action	 to	chip	 the	 ice	away,	or	 if	 something
would	cause	the	ice	to	much	(such	as	the	target	standing	next	to
a	large	�ire),	the	form	ends.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.

	
Refraction

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	cover	your	body	in	water,	using	the	refraction	of	the	water
to	disguise	your	true	location.	For	the	duration,	any	creature	has
disadvantage	on	attack	rolls	against	you.	An	attacker	is	immune
to	this	effect	if	it	doesn't	rely	on	sight,	as	with	blindsight,	or	can
see	you	in	other	ways,	as	with	tremorsense.

	
Slicing Discs

2nd-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	1	minute

You	 lift	 up	 a	 5-foot	 cube	 of	 ice	 in	 an	 unoccupied	 space	 you
choose	within	range	in	the	shape	a	cylinder.
As	an	action	on	your	turn	if	you	are	adjacent	to	the	cylinder,

you	 can	 slice	 off	 the	 top	 layer	 of	 ice,	 �iring	 a	 spinning	 disc
towards	a	 target	within	range.	Make	a	ranged	ki	attack	against
one	target.	On	a	hit,	the	target	takes	2d6	slashing	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.
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Soothing River

2nd-level	waterlacing

Initiation	Time:	1	minute
Range:	30	feet
Duration:	Instantaneous

You	 move	 healing	 waters	 across	 up	 to	 six	 creatures	 of	 your
choice	that	you	can	see	within	range.	Each	creature	regains	hit
points	equal	to	2d8	+	your	ki	ability	modi�ier.	This	form	has	no
effect	on	undead	or	constructs.
At	 Higher	 Level.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	healing	increases	by	1d8	for	each	level	above	2nd.

	
Tidal Push

2nd-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	line)
Duration:	Concentration,	up	to	1	minute

A	line	of	water	30	feet	long	and	10	feet	wide	�lows	past	you	in	a
direction	you	choose.	Each	creature	in	the	area	must	succeed	on
a	Strength	saving	throw.	On	a	failed	save,	a	creature	is	pushed	15
feet	 away	 from	 you	 in	 a	 direction	 following	 the	 line.	 On	 a
successful	save,	a	creature	is	not	pushed.
Any	 creature	 in	 the	 line	must	 spend	2	 feet	 of	movement	 for

every	1	foot	it	moves	when	moving	closer	to	you.
As	a	bonus	action	on	each	of	your	turns	before	the	form	ends,

you	can	change	the	direction	in	which	the	line	blasts	from	you.

	
Watery Cloak

2nd-level	waterlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	cover	your	arms	in	water,	using	it	to	extend	the	control	you
have	over	your	water.	The	 range	 for	all	 your	elemental	attacks
and	waterlacing	forms	increases	by	60	feet.

3rd Level (De) Forms

Counterlace

3rd-level	waterlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	when	 you	 see	 a
creature	within	60	feet	of	you	initiating	a	form

Range:	60	feet
Duration:	Instantaneous

You	attempt	to	interrupt	a	creature	in	the	process	of	initiating	a
form	or	casting	a	spell.	If	the	creature	is	initiating	a	form	or	spell
of	 3rd	 level	 or	 lower,	 the	 ability	 fails	 and	has	 no	 effect.	 If	 it	 is
initiating	a	form	or	casting	a	spell	of	4th	level	or	higher,	make	an
ability	check	using	your	ki	ability.	The	DC	equals	10	+	the	form
or	spell's	level.	On	a	success,	the	creature's	action	fails	and	has
no	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	interrupted	form	or	spell	has	no	effect	if	its	level	is	less
than	or	equal	to	the	level	of	the	form	you	used.

	

Hailstorm

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Instantaneous

Icy	hailstones	begin	to	barrage	a	point	you	choose	within	range.
Each	 creature	 in	a	5-foot-radius	 sphere	 centered	on	 that	point
must	make	a	Dexterity	saving	throw.	A	creature	takes	3d6	cold
damage	and	3d6	bludgeoning	damage	on	a	failed	save,	or	half	as
much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	cold	damage	or	the	bludgeoning	damage	(your	choice)
increases	by	1d6	and	the	radius	increases	by	5	feet	for	each	level
above	3rd.
	

Ice Bullets

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	cone)
Duration:	Instantaneous

You	form	your	water	into	a	single	point,	and	then	create	a	cone
of	sharpened	icy	bullets	which	shoot	forward.	Each	creature	in
the	area	must	make	a	Dexterity	saving	 throw.	A	creature	 takes
2d6	cold	damage	and	2d6	piercing	damage	on	a	 failed	save,	or
half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 cold	 damage	 or	 the	 piercing	 damage	 (your	 choice)
increases	by	1d6	for	each	level	above	3rd.
	

Iceberg Formation

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	lift	up	a	5-foot-radius	swell	of	water	at	a	point	you	choose
within	 range	 and	 freeze	 it,	 hardening	 the	 water	 into	 a	 frozen
iceberg.
Any	 creature	 caught	 in	 the	 area	when	 you	 initiate	 the	 form

must	succeed	on	a	Dexterity	saving	throw.	On	a	failed	save,	the
creature	 is	 lifted	 10	 feet	 into	 the	 air	 by	 the	 iceberg	 and
restrained,	and	takes	4d10	cold	damage.	On	a	successful	save,	a
creature	takes	half	as	much	damage	and	is	pushed	outside	of	the
iceberg's	area.
A	 creature	 restrained	 in	 ice	 can	 use	 its	 action	 to	 make	 a

Strength	 check	 against	 your	 ki	 save	 DC.	 On	 a	 success,	 it	 frees
itself.	Spaces	adjacent	to	the	iceberg	are	dif�icult	terrain.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	cold	damage	 increases	by	1d10	and	the	radius	of	 the
iceberg	increases	by	5	feet	for	each	level	above	3rd.
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Ki Infusion

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Instantaneous

You	 �low	 water	 over	 yourself	 and	 a	 target	 you	 can	 touch,
sacri�icing	 your	 vitality	 to	 infuse	 a	 target	 with	 healing	 ki.	 You
take	4d8	necrotic	damage,	and	one	creature	of	your	choice	that
you	 touch	 regains	 a	 number	 of	 hit	 points	 equal	 to	 twice	 the
necrotic	damage	you	take.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	3rd.
	

Octopus Form

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

Eight	 tendrils	 of	 water	 spring	 up	 around	 you.	 Until	 the	 form
ends,	you	gain	a	+2	bonus	to	AC,	you	have	advantage	on	Strength
and	Constitution	saving	throws,	and	you	can	use	your	reaction
or	 1	 ki	 point	 to	 reduce	 the	 damage	 of	 a	weapon	 or	 elemental
attack	 against	 you	 by	 1d10	 +	 your	 ki	 ability	 modi�ier	 +	 your
pro�iciency	bonus.
	

Tidal Surge

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	 conjure	up	a	wave	of	water	 that	 crashes	down	on	an	area
within	range.	The	area	can	be	up	to	30	 feet	 long,	up	to	10	 feet
wide,	 and	 up	 to	 10	 feet	 tall.	 Each	 creature	 in	 that	 area	 must
make	a	Strength	saving	throw.	On	a	failed	save,	a	creature	takes
4d8	bludgeoning	damage	and	is	knocked	prone.	On	a	success,	a
creature	 takes	 half	 as	 much	 damage	 and	 isn't	 knocked	 prone.
The	water	then	spreads	out	across	the	ground	in	all	directions,
extinguishing	unprotected	�lames	in	its	area	and	within	30	feet
of	it.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 damage	 increases	 by	 1d8	 and	 the	 length,	width,	 and
height	of	the	wave	increases	by	5	feet	for	each	level	above	3rd.

	

Water Drill

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	line)
Duration:	Instantaneous

You	 create	 a	 twisting	 spiral	 of	 water	 which	 surges	 forward
through	 your	 enemies	 in	 a	 10-foot	 wide,	 30-foot	 line.	 Each
creature	 in	 the	 line	must	make	 a	Dexterity	 saving	 throw.	On	 a
failed	 save,	 a	 creature	 takes	 6d6	 bludgeoning	 damage	 and	 is
pushed	to	 the	closest	point	outside	of	 the	 line.	On	a	successful
save,	a	creature	takes	half	as	much	damage	and	is	not	pushed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	length	of	the	line	increases	by	10	feet	and	the	damage
increases	by	1d6	for	each	level	above	3rd.
	

Waterwall

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	10	minutes

You	create	a	wall	of	water	on	the	ground	at	a	point	you	can	see
within	range.	You	can	make	the	wall	up	to	30	feet	 long,	10	feet
high,	and	1	 foot	 thick,	or	you	can	make	a	 ringed	wall	up	 to	20
feet	in	diameter,	20	feet	high,	and	1	foot	thick.	The	wall	vanishes
when	the	spell	ends.	The	wall's	space	is	dif�icult	terrain.
Any	 ranged	 weapon	 attack	 that	 enters	 the	 wall's	 space	 has

disadvantage	on	the	attack	roll,	and	�ire	damage	is	halved	if	the
�ire	effect	passes	through	the	wall	to	reach	its	target.	Spells	that
deal	 cold	damage	 that	pass	 through	 the	wall	 cause	 the	area	of
the	 wall	 they	 pass	 through	 to	 freeze	 solid	 (at	 least	 a	 5-foot-
square	section	is	frozen).	Each	5-foot-square	frozen	section	has
AC	5	and	15	hit	points.	Reducing	a	frozen	section	to	0	hit	points
destroys	 it.	When	 a	 section	 is	 destroyed,	 you	 can	 use	 a	 bonus
action	on	your	turn	to	re�ill	it	with	water.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	wall's	 length	 increases	by	10	 feet	and	 its	height	by	5
feet,	 or	 the	 diameter	 of	 a	 ringed	wall	 increases	 by	 10	 feet	 for
each	level	above	3rd.
	

Weird Dive

3rd-level	waterlacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	1	hour

You	 create	 a	whirl	 in	 a	 body	 of	water,	 which	moves	 creatures
effortlessly.	As	an	action	on	your	 turn,	you	can	designate	a	20-
foot	cube	of	water	to	move	up	to	40	feet	through	standing	water.
Any	willing	 creature	 caught	 in	 the	whirl's	 path	 is	 pulled	 along
with	it.	An	unwilling	creature	must	succeed	on	a	Strength	saving
throw	or	be	pulled	with	it	as	well.
This	 form	can	 create	a	 spout	above	 the	water's	 surface,	 to	 a

maximum	height	of	30	feet.
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4th Level (Yoi) Forms

Aqua Prison

4th-level	waterlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	conjure	up	a	sphere	of	water	with	a	5-foot	radius	on	a	point
you	 can	 see	within	 range.	 The	 sphere	 can	 hover	 but	 no	more
than	10	 feet	off	 the	ground.	The	sphere	remains	 for	 the	 form's
duration.
Any	 creature	 in	 the	 sphere’s	 space	 must	 make	 a	 Strength

saving	 throw.	 On	 a	 successful	 save,	 a	 creature	 is	 ejected	 from
that	space	to	the	nearest	unoccupied	space	outside	it.	A	Huge	or
larger	creature	succeeds	on	the	saving	throw	automatically.	On	a
failed	save,	a	creature	is	restrained	by	the	sphere	and	is	engulfed
by	the	water.	At	the	end	of	each	of	its	turns,	a	restrained	target
can	repeat	the	saving	throw.
The	 sphere	 can	 restrain	 a	 maximum	 of	 four	 Medium	 or

smaller	creatures	or	one	Large	creature.	If	the	sphere	restrains	a
creature	in	excess	of	these	numbers,	a	random	creature	that	was
already	restrained	by	the	sphere	falls	out	of	 it	and	lands	prone
in	a	space	within	5	feet	of	it.
As	 an	 action,	 you	 can	 move	 the	 sphere	 up	 to	 30	 feet	 in	 a

straight	 line.	 If	 it	 moves	 over	 a	 pit,	 cliff,	 or	 other	 drop-off,	 it
safely	 descends	 until	 it	 is	 hovering	 10	 feet	 above	 the	 ground.
Any	 creature	 restrained	 by	 the	 sphere	moves	with	 it.	 You	 can
ram	the	sphere	into	creatures,	forcing	them	to	make	the	saving
throw,	but	no	more	than	once	per	turn.
When	 the	 form	 ends,	 the	 sphere	 falls	 to	 the	 ground	 and

extinguishes	all	normal	�lames	within	30	feet	of	it.	Any	creature
restrained	by	the	sphere	is	knocked	prone	in	the	space	where	it
falls.
	

Hailstones

4th-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	eight	tiny	meteors	of	ice	in	your	space.	They	�loat	in
the	air	and	orbit	you	for	the	form's	duration.	When	you	initiate
the	 form	 –	 and	 as	 a	 bonus	 action	 on	 each	 of	 your	 turns
thereafter	 –	 you	 can	 expend	 one	 or	 two	 of	 the	 hailstones,
sending	 them	 streaking	 toward	 a	 point	 or	 points	 you	 choose
within	 60	 feet	 of	 you.	 Once	 a	 stone	 reaches	 its	 destination	 or
impacts	 against	 a	 solid	 surface,	 the	 hailstone	 explodes.	 Each
creature	 within	 5	 feet	 of	 the	 point	 when	 the	 stone	 explodes
must	make	a	Dexterity	saving	throw.	A	creature	takes	1d6	cold
damage	and	1d6	bludgeoning	damage	on	a	failed	save,	or	half	as
much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	number	of	hailstones	created	increases	by	two	for	each
level	above	4th.

	

Razor Rings

4th-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	cone)
Duration:	Concentration,	up	to	1	minute

You	 create	 rings	 of	 water	 with	 sharpened	 edges	 and	 begin
hurling	 them	 at	 opponents	 within	 a	 30-foot	 cone.	 On	 a	 failed
Dexterity	saving	throw,	a	creature	takes	2d8	slashing	damage,	or
half	as	much	damage	on	a	successful	one.
You	can	hurl	more	rings	in	a	cone	as	your	action	on	any	turn

until	the	form	ends.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	4th.
	

Transmute Ice

4th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Components:	V,	S,	M	(a	vial	of	water)
Duration:	Until	dispelled

You	 choose	 an	 area	 of	 water	 or	 ice	 that	 you	 can	 see	 that	 �its
within	a	40-foot	cube	and	that	 is	within	range,	and	choose	one
of	the	following	effects.
Transmute	 Ice	 to	Water.	Nonmagical	 ice	of	any	sort	 in	the

area	becomes	an	equal	volume	of	clear	and	�lowing	water.
If	you	initiate	this	form	on	a	sheet	of	ice	being	walked	on,	each

foot	 that	 a	 creature	 moves	 through	 the	 water	 costs	 4	 feet	 of
movement.
If	you	initiate	this	form	on	a	ceiling	of	ice,	the	water	falls.	Any

creature	 under	 the	water	when	 it	 falls	must	make	 a	 Dexterity
saving	 throw.	 A	 creature	 takes	 4d8	 bludgeoning	 damage	 on	 a
failed	save,	or	half	as	much	damage	on	a	successful	one.
Transmute	Water	 to	 Ice.	Nonmagical	water	 in	 the	area	no

more	than	10	feet	deep	transforms	into	solid	 ice	for	the	form's
duration.	 Any	 creature	 in	 the	 water	 when	 it	 transforms	 must
make	 a	 Dexterity	 saving	 throw.	 On	 a	 failed	 save,	 a	 creature
becomes	restrained	by	the	ice.	The	restrained	creature	can	use
an	action	to	try	to	break	free	by	succeeding	on	a	Strength	check
(DC	 20)	 or	 by	 dealing	 25	 damage	 to	 the	 ice	 around	 it.	 On	 a
successful	save,	a	creature	is	shunted	safely	to	the	surface	to	an
unoccupied	space.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	cube	of	material	you	can	affect	increases	in	size	by	10
feet	for	each	level	above	4th.
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Water Control

4th-level	waterlacing

Initiation	Time:	1	action
Range:	300	feet
Duration:	Concentration,	up	to	10	minutes

Until	 the	 form	ends,	you	control	any	 freestanding	water	 inside
an	area	you	choose	that	 is	a	cube	up	to	100	feet	on	a	side.	You
can	choose	 from	any	of	 the	 following	effects	when	you	 initiate
this	 form.	As	 an	 action	on	 your	 turn,	 you	 can	 repeat	 the	 same
effect	or	choose	a	different	one.
Flood.	You	cause	the	water	 level	of	all	standing	water	 in	the

area	to	rise	by	as	much	as	20	feet.	 If	 the	area	includes	a	shore,
the	�looding	water	spills	over	onto	dry	land.
If	 you	 choose	 an	 area	 in	 a	 large	 body	 of	 water,	 you	 instead

create	a	20-foot	tall	wave	that	travels	from	one	side	of	the	area
to	 the	 other	 and	 then	 crashes	 down.	 Any	 Huge	 or	 smaller
vehicles	in	the	wave’s	path	are	carried	with	it	to	the	other	side.
Any	 Huge	 or	 smaller	 vehicles	 struck	 by	 the	 wave	 have	 a	 25
percent	chance	of	capsizing.
The	water	 level	 remains	elevated	until	 the	 form	ends	or	you

choose	a	different	effect.	If	this	effect	produced	a	wave,	the	wave
repeats	on	the	start	of	your	next	turn	while	the	�lood	effect	lasts.
Part	Water.	You	cause	water	 in	 the	area	 to	move	apart	and

create	a	trench.	The	trench	extends	across	the	form's	area,	and
the	 separated	 water	 forms	 a	 wall	 to	 either	 side.	 The	 trench
remains	until	the	form	ends	or	you	choose	a	different	effect.	The
water	then	slowly	�ills	in	the	trench	over	the	course	of	the	next
round	until	the	normal	water	level	is	restored.
Redirect	Flow.	You	cause	�lowing	water	in	the	area	to	move

in	 a	 direction	 you	 choose,	 even	 if	 the	 water	 has	 to	 �low	 over
obstacles,	up	walls,	or	in	other	unlikely	directions.	The	water	in
the	 area	moves	 as	 you	direct	 it,	 but	 once	 it	moves	beyond	 the
form’s	area,	it	resumes	its	�low	based	on	the	terrain	conditions.
The	water	continues	to	move	in	the	direction	you	chose	until	the
form	ends	or	you	choose	a	different	effect.
Whirlpool.	 This	 effect	 requires	 a	 body	 of	water	 at	 least	 50

feet	square	and	25	 feet	deep.	You	cause	a	whirlpool	 to	 form	in
the	center	of	the	area.	The	whirlpool	forms	a	vortex	that	is	5	feet
wide	at	the	base,	up	to	50	feet	wide	at	the	top,	and	25	feet	tall.
Any	 creature	 or	 object	 in	 the	water	 and	within	 25	 feet	 of	 the
vortex	 is	 pulled	 10	 feet	 toward	 it.	 A	 creature	 can	 swim	 away
from	the	vortex	by	making	a	Strength	(Athletics)	check	against
your	ki	save	DC.
When	a	creature	enters	the	vortex	for	the	�irst	time	on	a	turn

or	starts	its	turn	there,	it	must	make	a	Strength	saving	throw.	On
a	 failed	 save,	 a	 creature	 takes	2d8	bludgeoning	damage	and	 is
caught	in	the	vortex	until	the	form	ends.	On	a	successful	save,	a
creature	 takes	 half	 damage,	 and	 isn’t	 caught	 in	 the	 vortex.	 A
creature	 caught	 in	 the	vortex	 can	use	 its	 action	 to	 try	 to	 swim
away	from	the	vortex	as	described	above,	but	has	disadvantage
on	the	Strength	(Athletics)	check	to	do	so.
The	�irst	 time	each	turn	that	an	object	enters	the	vortex,	 the

object	takes	2d8	bludgeoning	damage;	this	damage	occurs	each
round	it	remains	in	the	vortex.

Water Gimbal

4th-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	 whirl	 water	 around	 yourself	 in	 rapidly	 spinning	 circles.
Until	the	form	ends,	you	gain	the	following	bene�its:

Spaces	adjacent	to	you	are	dif�icult	terrain.
You	 have	 advantage	 on	 waterlacing	 elemental	 attacks	 that
you	make.
When	you	hit	 a	 target	with	an	elemental	attack,	 that	 target
takes	an	extra	1d10	damage.

At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher
level,	 the	damage	on	your	elemental	attacks	 increases	by	1d10
for	each	level	above	4th.

	

5th Level (Sen) Forms

Blizzard

5th-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(90-foot	radius)
Duration:	Concentration,	up	to	1	minute

This	 form	 freezes	 the	 air,	 plunging	 the	 temperature	 below
freezing	 as	 a	 powerful	 blizzard	 erupts	 in	 a	 90-foot	 radius
centered	 on	 you.	 The	 area	 is	 heavily	 obscured	 and	 dif�icult
terrain	 for	 all	 creatures	 except	 you.	 Unprotected	 �lames	 are
automatically	 extinguished,	 and	protected	 �lames	 �licker	wildly
and	have	a	50	percent	chance	of	going	out.
When	 another	 creature	 enters	 the	 form's	 area	 for	 the	 �irst

time	 on	 a	 turn	 or	 starts	 its	 turn	 there,	 it	 is	 engulfed	 by	 the
blizzard,	and	it	must	make	a	Constitution	saving	throw.	It	takes
4d6	cold	damge	on	a	 failed	save,	or	half	as	much	damage	on	a
successful	one.
This	 form	 is	 impossible	 to	 use	 in	 especially	 hot	 or	 arid

environments,	such	as	a	desert.
At	 Higher	 Levels.	 When	 you	 intiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	and	the	radius	of	the	blizzard
increases	by	10	feet	for	each	level	above	5th.
	

Bubble of Invulnerability

5th-level	waterlacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Concentration,	up	to	1	minute

You	 whirl	 a	 10-foot-radius	 bubble	 of	 swirling	 water	 which
protects	you	from	harmful	effects.	Any	form	or	spell	of	4th-level
or	 lower	 initiated	 from	 outside	 of	 the	 barrier	 can't	 affect
creatures	or	objects	within	it,	even	if	the	form	is	initiated	using
additional	ki	points	to	raise	its	level.	Forms	can	target	creatures
and	 objects	 within	 the	 barrier,	 but	 it	 has	 no	 effect	 on	 them.
Similarly,	 the	 area	within	 the	 globe	 is	 excluded	 from	 the	 areas
affected	by	such	 forms.	The	area	within	the	bubble	 is	excluded
from	the	areas	affected	by	such	forms.
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Greater Rejuvenation

5th-level	waterlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Instantaneous

You	 imbue	 a	 creature	 you	 touch	 with	 positive	 ki,	 undoing	 a
debilitating	effect.	You	can	reduce	 the	 target's	exhaustion	 level
by	one,	or	end	one	of	the	following	effects	on	the	target:

One	effect	that	charmed	or	petri�ied	the	target.
One	 curse,	 including	 the	 target's	 attunement	 to	 a	 cursed
magic	item.
Any	reduction	to	one	of	the	target's	ability	scores.
One	effect	reducing	the	target's	hit	point	maximum.

At	 Higher	 Levels.	 When	 you	 intiate	 this	 form	 at	 a	 higher
level,	 you	 can	 additionally	 reduce	 the	 target's	 exhaustion	 level
by	one	or	end	one	more	effect	on	the	target	for	each	level	above
5th.
	

Hand of the Sea

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	 create	 a	 Large	 hand	 of	 shimmering,	 swirling	 water	 in	 an
unoccupied	space	that	you	can	see	within	range.	The	hand	lasts
for	 the	 form's	 duration,	 and	 it	 moves	 at	 your	 command,
mimicking	the	movements	of	your	own	hands.
The	hand	is	an	object	 that	has	AC	20	and	hit	points	equal	 to

your	 hit	 point	 maximum.	 If	 it	 drops	 to	 0	 hit	 points,	 the	 form
ends.	It	has	a	Strength	of	26	(+8)	and	a	Dexterity	of	10	(+0).	The
hand	�ills	its	space.
When	 you	 initiate	 the	 form	 and	 as	 a	 bonus	 action	 on	 your

subsequent	 turns,	you	can	move	 the	hand	up	 to	60	 feet	within
range	and	then	cause	one	of	the	following	effects	with	it.
Clenched	 Fist.	 The	 hand	 strikes	 one	 creature	 or	 object

within	 5	 feet	 of	 it.	 Make	 a	melee	 ki	 attack	 for	 the	 hand	 using
your	game	statistics.	On	a	hit,	the	target	takes	4d8	bludgeoning
damage.
Forceful	Hand.	The	hand	attempts	to	push	a	creature	within

5	 feet	 of	 it	 in	 a	 direction	 you	 choose.	 Make	 a	 check	 with	 the
hand’s	 Strength	 contested	 by	 the	 Strength	 (Athletics)	 check	 of
the	 target.	 If	 the	 target	 is	 Medium	 or	 smaller,	 you	 have
advantage	 on	 the	 check.	 If	 you	 succeed,	 the	 hand	 pushes	 the
target	up	to	5	feet	plus	a	number	of	feet	equal	to	�ive	times	your
ki	 ability	modi�ier.	 The	 hand	moves	with	 the	 target	 to	 remain
within	5	feet	of	it.
Grasping	 Hand.	 The	 hand	 attempts	 to	 grapple	 a	 Huge	 or

smaller	creature	within	5	feet	of	it.	You	use	the	hand’s	Strength
score	to	resolve	the	grapple.	If	the	target	is	Medium	or	smaller,
you	have	 advantage	 on	 the	 check.	While	 the	hand	 is	 grappling
the	target,	you	can	use	a	bonus	action	to	have	the	hand	crush	it.
When	you	do	so,	the	target	takes	bludgeoning	damage	equal	to
2d6	+	your	ki	ability	modi�ier.

	

Interposing	Hand.	The	hand	interposes	itself	between	you	and
a	 creature	 you	 choose	 until	 you	 give	 the	 hand	 a	 different
command.	The	hand	moves	to	stay	between	you	and	the	target,
providing	you	with	half	cover	against	the	target.	The	target	can't
move	through	the	hand’s	space	if	its	Strength	score	is	less	than
or	 equal	 to	 the	 hand’s	 Strength	 score.	 If	 its	 Strength	 score	 is
higher	 than	 the	 hand’s	 Strength	 score,	 the	 target	 can	 move
toward	you	through	the	hand’s	space,	but	that	space	is	dif�icult
terrain	for	the	target.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	damage	 from	the	Clenched	Fist	option	 increases	by
2d8	and	the	damage	from	the	Grasping	Hand	option	increases
by	2d6	for	each	level	above	5th.
	

Ice Trap

5th-level	waterlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	1	minute

You	 create	 a	 20-foot-cube	 of	 ice	 originating	 from	 a	 point	 you
choose	within	range.	Each	creature	in	the	area	must	succeed	on
a	Strength	saving	 throw.	On	a	 failed	save,	a	 creature	 takes	6d8
cold	 damage	 and	 is	 trapped	 in	 the	 ice	 and	 paralyzed.	 On	 a
successful	 save,	 a	 creature	 takes	 half	 as	 much	 damage	 and	 is
pushed	to	the	outside	of	the	ice.
A	 creature	 trapped	 in	 the	 ice	 cannot	 be	 targeted	by	 attacks.

The	 ice	 itself	 is	 an	 object	 that	 can	 be	 damaged	 and	 thus
destroyed.	A	5-foot	cube	of	ice	has	AC	14	and	40	hit	points,	and
it	is	vulnerable	to	�ire	damage.	The	destruction	of	the	ice	prison
frees	creatures	trapped	inside	of	it	instantly.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	size	of	 the	cube	 increases	by	10	 feet	and	the	damage
increases	by	1d8	for	each	level	above	5th.
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Icequake

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

This	 form	 is	 only	 usable	 in	 icy	 or	 snowy	 environments	 and
terrain.
You	create	a	seismic	disturbance	at	a	point	on	the	ground	that

you	 can	 see	within	 range.	 For	 the	 duration,	 an	 intense	 tremor
rips	 through	 the	 ground	 in	 a	 30-foot-radius	 circle	 centered	 on
that	point	and	shakes	creatures	and	structures	 in	contact	with
the	ground	in	that	area.
The	 ground	 in	 the	 area	 becomes	 dif�icult	 terrain.	 Each

creature	 on	 the	 ground	 that	 is	 concentrating	 must	 make	 a
Constitution	 saving	 throw.	 On	 a	 failed	 save,	 the	 creature’s
concentration	is	broken.
When	you	 initiate	 this	 form	and	at	 the	end	of	each	 turn	you

spend	 concentrating	 on	 it,	 each	 creature	 on	 the	 ground	 in	 the
area	must	make	a	Dexterity	saving	 throw.	On	a	 failed	save,	 the
creature	is	knocked	prone.
This	 form	 can	 have	 additional	 effects	 depending	 on	 the

terrain	in	the	area,	as	determined	by	the	DM.
Fissures.	 Fissures	 open	 throughout	 the	 form's	 area	 at	 the

start	of	your	next	turn	after	you	initiate	the	form.	A	total	of	1d6
such	�issures	open	in	locations	chosen	by	the	DM.	Each	is	1d10	x
10	 feet	 deep,	 10	 feet	wide,	 and	 extends	 from	 one	 edge	 of	 the
form’s	area	 to	 the	opposite	side.	A	creature	standing	on	a	spot
where	a	�issure	opens	must	succeed	on	a	Dexterity	saving	throw
or	 fall	 in.	 A	 creature	 that	 successfully	 saves	 moves	 with	 the
�issure’s	edge	as	it	opens.
A	 �issure	 that	 opens	 beneath	 a	 structure	 causes	 it	 to

automatically	collapse	(see	below).
Structures.	The	tremor	deals	30	bludgeoning	damage	to	any

structure	 in	 contact	 with	 the	 ground	 in	 the	 area	 when	 you
initiate	the	form	and	at	the	start	of	each	of	your	turns	until	the
form	ends.	 If	a	 structure	drops	 to	0	hit	points,	 it	 collapses	and
potentially	damages	nearby	creatures.	A	creature	within	half	the
distance	 of	 a	 structure’s	 height	 must	 make	 a	 Dexterity	 saving
throw.	 On	 a	 failed	 save,	 the	 creature	 takes	 5d6	 bludgeoning
damage,	is	knocked	prone,	and	is	buried	in	the	rubble,	requiring
a	DC	20	Strength	 (Athletics)	 check	as	an	action	 to	escape.	The
GM	can	adjust	the	DC	higher	or	lower,	depending	on	the	nature
of	 the	 rubble.	 On	 a	 successful	 save,	 the	 creature	 takes	 half	 as
much	damage	and	doesn’t	fall	prone	or	become	buried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	range	of	the	form	increases	by	20	feet,	the	radius	of	the
disturbance	 increases	 by	 10	 feet,	 and	 the	 damage	 dealt	 to
structures	increases	by	10	for	each	level	above	5th.

	

Icewall

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	10	minutes

You	create	a	wall	of	ice	on	a	solid	surface	within	range.	You	can
form	it	 into	a	hemispherical	dome	or	a	sphere	with	a	radius	of
up	to	10	feet,	or	you	can	shape	a	�lat	surface	made	up	of	ten	10-
foot-square	panels.	Each	panel	must	be	contiguous	with	another
panel.	In	any	form,	the	wall	 is	1	foot	thick	and	no	longer	needs
your	attention	to	persist,	and	will	remain	as	long	as	ice	would	in
the	environment	in	which	it	is	created.
If	 the	wall	 cuts	 through	 a	 creature’s	 space	when	 it	 appears,

the	creature	within	its	area	is	pushed	to	one	side	of	the	wall	and
must	make	a	Dexterity	saving	throw.	On	a	failed	save,	a	creature
takes	8d6	cold	damage,	or	half	as	much	damage	on	a	successful
save.
The	wall	is	an	object	that	can	be	damaged	and	thus	breached.

It	 has	 AC	 12	 and	 30	 hit	 points	 per	 10-foot	 section,	 and	 it	 is
vulnerable	to	�ire	damage.	Reducing	a	10-foot	section	of	wall	to
0	hit	points	destroys	it.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 damage	 the	wall	 deals	when	 it	 appears	 increases	 by
2d6	for	each	level	above	5th.
	

Move Ice

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	hour

This	 form	 is	 only	 usable	 in	 icy	 or	 snowy	 environments	 and
terrain.
Choose	 an	 area	 of	 terrain	 no	 larger	 than	 20	 feet	 on	 a	 side

within	range.	You	can	reshape	snow	and	 ice	 in	 the	area	 in	any
manner	you	choose	for	the	duration.	You	can	raise	or	lower	the
area’s	elevation,	create	or	�ill	in	a	trench,	erect	or	�latten	a	wall,
or	form	a	pillar.	The	extent	of	any	such	changes	can’t	exceed	half
the	 area’s	 largest	dimension.	 So,	 if	 you	affect	 a	20-foot	 square,
you	 can	 create	 a	 pillar	 up	 to	 10	 feet	 high,	 raise	 or	 lower	 the
square’s	 elevation	 by	 up	 to	 10	 feet,	 dig	 a	 trench	 up	 to	 10	 feet
deep,	and	so	on.	It	takes	1	minute	for	these	changes	to	complete.
At	 the	 end	 of	 every	minute	 you	 spend	 concentrating	 on	 the

form,	you	can	choose	a	new	area	of	terrain	to	affect.
Because	the	terrain’s	transformation	occurs	slowly,	creatures

in	 the	area	can’t	usually	be	 trapped	or	 injured	by	 the	ground’s
movement.
You	can	shift	structures	made	of	ice	to	accommodate	the	new

terrain.	If	the	way	you	shape	the	terrain	would	make	a	structure
unstable,	it	might	collapse.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	duration	increases	by	1	hour	for	each	level	above	5th.
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Pillars of Ice

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Instantaneous

This	 form	 is	 only	 usable	 in	 icy	 or	 snowy	 environments	 and
terrain.
You	cause	up	to	four	pillars	of	ice	to	burst	from	places	on	the

ground	 that	you	can	see	within	 range.	Each	pillar	 is	a	 cylinder
that	has	a	diameter	of	5	 feet	and	a	height	of	up	to	30	feet.	The
ground	 where	 a	 pillar	 appears	 must	 be	 wide	 enough	 for	 its
diameter,	 and	 you	 can	 target	 ground	 under	 a	 creature	 if	 that
creature	 is	Medium	or	smaller.	Each	pillar	has	AC	5	and	20	hit
points.	 When	 reduced	 to	 0	 hit	 points,	 a	 pillar	 shatters	 into
harmless	shards	of	ice,	which	creates	an	area	of	dif�icult	terrain
with	a	10-foot	radius.	The	shards	last	until	cleared.
If	 a	 pillar	 is	 created	 under	 a	 creature,	 that	 creature	 must

succeed	on	a	Dexterity	saving	throw	or	be	lifted	by	the	pillar.	A
creature	can	choose	to	fail	the	save.
If	a	pillar	is	prevented	from	reaching	its	full	height	because	of

a	 ceiling	 or	 other	 obstacle,	 a	 creature	 on	 the	 pillar	 takes	 4d8
bludgeoning	 damage	 and	 is	 restrained,	 pinched	 between	 the
pillar	 and	 the	 obstacle.	 The	 restrained	 creature	 can	 use	 an
action	 to	 make	 a	 Strength	 or	 Dexterity	 saving	 throw	 (the
creature's	 choice)	 against	 your	 ki	 save	 DC.	 On	 a	 success,	 the
creature	 is	 no	 longer	 restrained	 and	must	 either	move	 off	 the
pillar	or	fall	off	it.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	you	can	create	two	additional	pillars	for	each	level	above
5th.
	

Reviving Waters

5th-level	waterlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Instantaneous

You	 direct	 healing	 energy	 into	 your	 water,	 �lowing	 it	 over	 a
creature	 you	 touch	 that	 has	 died	within	 the	 last	minute.	 That
creature	returns	to	life	with	1	hit	point.	This	form	can't	return	to
life	 a	 creature	 that	 has	 died	 of	 old	 age,	 nor	 can	 it	 restore	 any
missing	body	parts.
	

Sudden Tsunami

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	wall	of	water	rises	at	a	point	you	choose	within	range.	You	can
make	the	wall	up	to	50	feet	long,	50	feet	high,	and	30	feet	thick.
The	wall	lasts	for	the	duration.
When	 the	 wall	 appears,	 each	 creature	 within	 its	 area	 must

make	a	Strength	saving	throw.	On	a	failed	save,	a	creature	takes
10d4	 bludgeoning	 damage,	 or	 half	 as	 much	 damage	 on	 a
successful	save.

	

At	the	start	of	each	of	your	turns	after	the	wall	appears,	the	wall,
along	with	any	creatures	in	it,	moves	25	feet	away	from	you.	Any
Huge	or	smaller	creature	inside	the	wall	or	whose	space	the	wall
enters	when	it	moves	must	succeed	on	a	Strength	saving	throw
or	 take	 9d4	 bludgeoning	 damage.	 A	 creature	 can	 take	 this
damage	only	once	per	round.	At	 the	end	of	 the	 turn,	 the	wall’s
height	is	reduced	by	5	feet,	and	the	damage	creatures	take	from
the	 form	 on	 subsequent	 rounds	 is	 reduced	 by	 1d4.	When	 the
wall	reaches	0	feet	in	height,	the	form	ends.
A	creature	caught	in	the	wall	can	move	by	swimming.	Because

of	 the	 force	 of	 the	 wave,	 though,	 the	 creature	 must	 make	 a
successful	Strength	(Athletics)	check	against	your	ki	save	DC	in
order	to	move	at	all.	If	it	fails	the	check,	it	can’t	move.	A	creature
that	moves	out	of	the	area	falls	to	the	ground.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	length	and	height	of	the	wall	increases	by	10	feet,	the
thickness	 and	 speed	of	 the	wave	 increases	by	20	 feet,	 and	 the
damage	increases	by	1d4	for	each	level	above	5th.
	

Tui La's Maelstrom

5th-level	waterlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	swirling	mass	of	5-foot-deep	water	appears	in	a	30-foot	radius
centered	on	a	point	you	can	see	within	range.	The	point	must	be
on	 the	 ground	or	 in	 a	body	of	water.	Until	 the	 form	ends,	 that
area	 is	 dif�icult	 terrain,	 and	 any	 creature	 that	 starts	 its	 turn
there	 must	 succeed	 on	 a	 Strength	 saving	 throw	 or	 take	 6d6
bludgeoning	dmaage	and	be	pulled	10	feet	toward	the	center.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	radius	of	 the	maelstrom	increases	by	10	 feet	and	 the
damage	increases	by	1d6	for	each	level	above	5th.
	

Waterspout

5th-level	waterlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	a	snake	of	coiling	water	which	lifts	you	anywhere	you
choose.	For	the	duration,	you	gain	the	following	bene�its:

Your	movement	speed	increases	by	60	feet.	You	can	move	up
to	 90	 feet	 above	 the	 ground	 while	 in	 the	 spout.	 Your
movement	does	not	provoke	opportunity	attacks.
You	have	half-cover	against	all	attacks	made	against	you	for
the	duration.
If	 you	 initiate	 a	 form	 while	 in	 the	 spout	 which	 requires	 a
saving	 throw,	you	can	designate	one	creature	which	will	be
affected	by	your	form.	This	creature	has	disadvantage	on	the
�irst	saving	throw	it	makes	against	your	form.
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Earthlacing Forms
	
"The	key	to	earthlacing	is	your	stance.	You've	got	to	be	steady	and
strong.	 Rock	 is	 a	 stubborn	 element.	 If	 you're	 going	 to	 move	 it,
you've	got	to	be	like	a	rock	yourself."

-	Tuph,	earthlacer

	

	

1st Level (Sho)

Battering Earth
Burst Ring
Clay Coaster
Dust Cloud
Grasping Earth
Gravel Shot
Land Leap
Quicksand
Rock Blast
Soft Sand
Soil Scuttle
Stone Shield
Terror Firma

2nd Level (Ga)

Earth Slide
Mountain Strike
Sand Augur
Sickening Shot
Stone Hammer
Stronq's Earthen Grasp
Sudden Wall
Terra Cotta Armor
The Trembler

3rd Level (De)

Boulderskin
Counterlace

Earth Launch
Earthmeld
Gravel Geyser
Landslide
Mouldywarp Dive
Rock Gauntlet
Sandwall
Stone Hut

4th Level (Yoi)

Aftershock
Churning Sphere
Clodshot
Landwave
Mackar's Mini Meteors
Sandstorm
Strike of the Mountain

5th Level (Sen)

Dustspout
Fault Line
Fresh Grave
Hand of the Mountain
Impenetrable Stone
Meteor Storm
Move Rock
Pillars of the Earth
Rockalanche
Stonewall
Transmute Earth

Basic Earthlacing

basic lacing

Initiation Time: 1 action
Range: 30 feet
Duration: Instantaneous

Anyone who is an earthlacer can initiate the following
effects as an action within a 5-foot cube.

You cause earth to form into simple shapes and
animate at your direction.
You can cause dirt or stone you target to become
difficult terrain. Alternatively, you can cause the
ground to become normal terrain if it is already
difficult terrain.
You can target loose earth, instantly excavating it and
depositing it up to 5 feet away. This movement
doesn't have enough force to cause damage.
You target one stone or earthen wall within 30 feet,
creating a 5-foot-radius hole. This creates an opening
large enough for a Medium creature to easily walk
through. The wall must be less than 5 feet thick in
order for this to be effective.

The area you can affect increases by 5 feet when you
reach 5th level (10-foot cube), 11th level (15-foot cube),
and 17th level (20-foot cube).
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1st Level (Sho) Forms

Battering Earth

1st-level	earthlacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Instantaneous

You	throw	out	bursts	of	stone	which	batter	all	creatures	within
10	feet	of	you.	Each	creature	in	that	area	must	make	a	Dexterity
saving	 throw.	On	 a	 failed	 save,	 a	 target	 takes	 2d6	bludgeoning
damage	 and	 can't	 take	 reactions	 until	 its	 next	 turn.	 On	 a
successful	 save,	 a	 creature	 takes	 half	 as	 much	 damage,	 and
suffers	no	other	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	and	the	radius	increases	by	5
feet	for	each	level	above	1st.
	

Burst Ring

1st-level	earthlacing

Initiation	Time:	1	action
Range:	Self	(15-foot	cube)
Duration:	Instantaneous

You	 create	 a	 wave	 of	 earth	 that	 rushes	 out	 at	 all	 creatures	 in
range.	 Each	 creature	 in	 a	 15-foot	 cube	 originating	 from	 you
must	make	a	Strength	saving	throw.	On	a	failed	save,	a	creature
takes	2d6	bludgeoning	damage	and	is	pushed	10	feet	away	from
you.	On	a	successful	save,	a	creature	takes	half	as	much	damage
and	isn't	pushed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	and	the	cube's	size	increases
by	5	feet	for	each	level	above	1st.

	

Clay Coaster

1st-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	hour

This	 form	 creates	 a	 circular,	 horizontal	 slab	 of	 earth,	 3	 feet	 in
diameter	and	1	inch	thick,	in	an	unoccupied	space	of	your	choice
that	 you	 can	 see	 within	 range.	 The	 coaster	 remains	 for	 the
duration,	 and	 can	 hold	 up	 to	 500	 pounds.	 If	 more	 weight	 is
placed	on	it,	 the	form	ends,	and	everything	on	the	coaster	falls
to	the	ground.
As	a	bonus	action	on	your	turn,	you	can	move	the	coaster	up

to	60	 feet	 anywhere	within	 range.	You	 can	drop	 the	 coaster	at
any	point	and	form	a	new	one	as	a	bonus	action	for	the	duration.

Dust Cloud

1st-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	hour

You	create	a	20-foot-radius	 sphere	of	dust	 centered	on	a	point
you	 choose	within	 range.	 The	 sphere	 spreads	 around	 corners,
and	its	area	is	heavily	obscured.	It	lasts	for	the	duration,	or	until
dispersed	by	a	wind	of	moderate	or	greater	 speed	 (at	 least	10
miles	per	hour).
As	a	bonus	action	on	your	turn,	you	can	move	the	dust	up	to

30	feet	anywhere	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	radius	of	the	cloud	increases	by	20	feet	for	each	level
above	1st.
	

Grasping Earth

1st-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	before
this	form	ends,	a	burst	of	earth	latches	onto	the	creature's	 feet
and	 solidi�ies,	 holding	 them	 to	 the	 ground.	 The	 target	 must
succeed	 on	 a	 Strength	 saving	 throw	 or	 be	 restrained	 by	 the
earth	until	the	form	ends.	If	the	target	succeeds	on	the	save,	they
destroy	the	earth	and	break	free.
While	 restrained	 by	 this	 form,	 the	 target	 takes	 1d6

bludgeoning	damage	at	the	start	of	each	of	its	turns.	A	creature
restrained	by	your	stone	or	one	that	can	touch	the	creature	can
use	its	action	to	make	a	Strength	check	against	your	ki	save	DC.
On	a	success,	the	target	is	freed.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	1st.
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Gravel Shot

1st-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	 conjure	 a	 compacted	 stone	 and	 propel	 it	 toward	 one
creature	 within	 range.	 Make	 a	 ranged	 ki	 attack	 against	 the
target.	On	a	hit,	the	target	takes	1d10	bludgeoning	damage.	Hit
or	miss,	 the	stone	 then	explodes.	The	 target	and	each	creature
within	 5	 feet	 of	 the	 point	 where	 the	 stone	 exploded	 must
succeed	 on	 a	 Dexterity	 saving	 throw	 or	 take	 2d6	 bludgeoning
damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 explosion	 damage	 increases	 by	 1d6	 for	 each	 level
above	1st.
	

Land Leap

1st-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

You	create	a	�luidity	in	the	earth,	allowing	creatures	to	perform
mighty	 leaps.	Choose	up	 to	 �ive	willing	creatures	within	range,
all	 of	 which	must	 be	within	 20	 feet	 of	 one	 another.	 A	 target's
jump	distance	is	tripled	until	the	form	ends.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	distance	targets	can	be	from	one	another	increases	by
10	feet	for	each	level	above	1st.
	

Quicksand

1st-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

Sand	�loods	a	20-foot	square	starting	from	a	point	within	range
and	 then	 softens,	 catching	 hold	 of	 all	 creatures	 touching	 the
ground.	 For	 the	 duration,	 the	 ground	 in	 the	 area	 is	 dif�icult
terrain.
A	 creature	 in	 the	 area	 when	 you	 initiate	 the	 form	 must

succeed	on	a	Strength	saving	throw	or	be	grappled	by	the	sand
until	the	form	ends.	A	creature	restrained	by	the	sand	can	use	its
action	 to	make	a	 Strength	 check	against	 your	ki	 save	DC.	On	a
success,	it	frees	itself.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	range	and	the	radius	of	the	square	increase	by	20	feet
for	each	level	above	1st.

	

Rock Blast

1st-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	 �irst	 time	 you	 hit	 with	 an	 elemental	 attack	 during	 this
form's	 duration,	 your	 earth	 bursts	 with	 power	 that	 is	 audible
within	 300	 feet	 of	 you,	 and	 the	 attack	 deals	 an	 extra	 2d10
bludgeoning	damage	to	the	target.
Additionally,	 if	 the	 target	 is	 a	 creature,	 it	must	 succeed	on	 a

Strength	saving	throw	or	be	pushed	10	feet	away	from	you	and
knocked	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	1st.
	

Soft Sand

1st-level	earthlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 when	 you	 or	 a
creature	within	60	feet	of	you	falls

Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	 10-foot	 square	 patch	 of	 earth	 or	 stone	 centered	 on	 a	 point
within	range	becomes	unnaturally	soft.	Any	creature	which	falls
into	this	area	takes	no	falling	damage	and	can	land	on	its	feet.
As	a	reaction	until	this	form	ends,	you	can	move	the	patch	up

to	30	feet	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	range	of	 the	 form	and	the	size	of	 the	square	 increase
by	20	feet	for	each	level	above	1st.
	

Soil Scuttle

1st-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

This	 form	allows	you	to	move	at	an	 incredible	pace.	When	you
initiate	 this	 form,	 and	 then	 as	 a	 bonus	 action	 on	 each	 of	 your
turns	until	the	form	ends,	you	can	take	the	Dash	action.
	

Stone Shield

1st-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	60	feet
Duration:	Concentration,	up	to	10	minutes

A	�loating	disc	of	stone	hovers	around	a	creature	of	your	choice
within	range,	granting	it	a	+2	bonus	to	AC	for	the	duration.
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Terror Firma

1st-level	earthlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	 in	 response	 to
being	damaged	by	 a	 creature	within	60	 feet	 of	 you	 that	 you
can	see

Range:	60	feet
Duration:	Instantaneous

You	 react	 quickly,	 �iring	 a	 slab	 of	 earth	 at	 the	 creature	 that
damaged	you.	The	creature	must	make	a	Dexterity	saving	throw.
It	 takes	 2d10	 bludgeoning	 damage	 on	 a	 failed	 save,	 or	 half	 as
much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d10	for	each	level	above	1st.

2nd Level (Ga) Forms

Earth Slide

2nd-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	 create	 earthen	 slides	 that	 allow	 you	 to	 glide	 quickly.	 Your
speed	increases	by	20	feet,	and	you	can	move	anywhere	up	to	30
feet	above	the	ground.
The	 slides	 remain	 behind	 where	 you	move,	 and	 crumble	 at

the	beginning	of	your	turn.	These	slides	are	objects	that	can	be
damaged	 and	 thus	 destroyed.	 A	 5-foot	 cube	 of	 earth	 has	 AC	 5
and	10	hit	points.	A	creature	in	the	place	of	one	of	your	slides	is
pushed	to	a	side	of	the	space	of	the	creature's	choice.
	

Mountain Strike

2nd-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

The	next	time	you	hit	a	creature	with	an	elemental	attack	before
this	 form	ends,	 your	 strike	 is	 infused	with	 the	power	of	 earth.
On	a	hit,	the	attack	deals	an	additional	2d6	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.

	

Sand Augur

2nd-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

Choose	 an	 unoccupied	 5-foot	 cube	 that	 you	 can	 see	 within
range.	You	whirl	earth	in	a	small	vortex	of	sand	and	debris	that
you	control	that	lasts	for	the	form's	duration.
Any	creature	that	ends	its	turn	within	5	feet	of	the	augur	must

make	a	Strength	saving	throw.	On	a	failed	save,	a	creature	takes
1d8	bludgeoning	damage	and	 is	pushed	10	 feet	away	 from	the
augur.	 On	 a	 successful	 save,	 a	 creature	 takes	 half	 as	 much
damage	and	isn't	pushed.
As	a	bonus	action,	you	can	move	the	augur	up	to	30	feet	in	any

direction.	If	it	moves	over	sand,	dust,	loose	dirt,	or	small	gravel,
it	 sucks	 up	 the	 material	 and	 forms	 a	 10-foot-radius	 cloud	 of
debris	around	 itself	 that	 lasts	until	 the	start	of	your	next	 turn.
The	cloud	heavily	obscures	its	area.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d8	for	each	level	above	2nd.
	

Sickening Shot

2nd-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Concentration,	up	to	1	minute

A	compacted	stone	streaks	toward	a	vital	point	of	a	creature	you
choose	within	range.	Make	a	ranged	ki	attack	against	the	target.
On	a	hit,	the	target	deals	only	half	damage	with	weapon	attacks
or	elemental	attacks	until	the	form	ends.
At	 the	 end	 of	 each	 of	 the	 target's	 turns,	 it	 can	 make	 a

Constitution	saving	throw	against	your	ki	save	DC.	On	a	success,
the	form	ends.
	

Stone Hammer

2nd-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	compact	earth	into	your	hands,	creating	a	large	bludgeoning
weapon	 of	 stone.	 This	 hammer	 lasts	 until	 the	 form	 ends.	 It
counts	as	a	simple	melee	weapon	with	which	you	are	pro�icient.
It	deals	2d8	bludgeoning	damage	on	a	hit	 and	has	 the	 �inesse,
light,	 and	 thrown	 properties	 (range	 20/60).	 In	 addition,	when
you	 use	 the	 hammer	 to	 attack	 a	 target	 that	 is	 standing	 on
dif�icult	terrain	of	stone	or	earth,	you	make	the	attack	roll	with
advantage.
If	you	drop	the	weapon	or	throw	it,	it	idssipates	at	the	end	of

the	 turn.	 Thereafter,	 while	 the	 form	 persists,	 you	 can	 use	 a
bonus	action	to	cause	the	hammer	to	reappear	in	your	hand.
At	Higher	Levels.	When	you	initiate	this	form	at	3rd	or	4th

level,	 the	damage	 increases	 to	3d8.	When	you	 initiate	 it	 at	5th
level,	the	damage	increases	to	4d8.

90 Chapter	7	|	Earthlacing	Forms



3/5

Stronq's Earthen Grasp

2nd-level	earthlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	minute

You	choose	a	5-foot-square	of	unoccupied	space	on	the	ground
that	 you	 can	 see	 within	 range.	 A	 shifting	 form	 of	 earth
resembling	 a	 Medium	 hand	 rises	 there	 and	 reaches	 for	 one
creature	you	can	see	within	5	feet	of	it.	The	target	must	make	a
Dexterity	 saving	 throw.	 On	 a	 failed	 save,	 the	 target	 takes	 2d6
bludgeoning	damage	and	is	restrained	for	the	form's	duration.
As	an	action,	you	can	cause	the	hand	to	crush	the	restrained

target,	 who	 must	 make	 a	 Strength	 saving	 throw.	 It	 takes	 2d6
bludgeoning	damage	on	a	failed	save,	or	half	as	much	damage	on
a	successful	one.
To	break	out,	the	restrained	target	can	make	a	Strength	check

against	your	ki	save	DC.	On	a	success,	the	target	escapes	and	is
no	longer	restrained	by	the	hand.
As	an	action,	you	can	cause	the	hand	to	reach	for	a	different

creature	 or	 to	 move	 to	 a	 different	 unoccupied	 space	 within
range.	The	hand	releases	a	restrained	target	if	you	do	either.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	range	 increases	by	10	 feet	and	 the	damage	 increases
by	1d6	for	each	level	above	2nd.
	

Sudden Wall

2nd-level	earthlacing

Initiation	Time:	1	reaction,	which	you	take	when	you	are	hit
by	an	attack

Range:	Self
Duration:	Instantaneous

A	wall	of	earth	shoots	up	and	protects	you.	The	wall	is	5	feet	tall
and	 1	 inch	 thick.	 The	 wall	 grants	 you	 total	 cover	 against	 the
triggering	 attack.	 The	 wall	 then	 remains	 and	 can	 be	 used	 for
cover	normally.
	

Terra Cotta Armor

2nd-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	quickly	cover	yourself	 in	shifting	stone,	protecting	you	and
your	gear.	You	gain	10	temporary	hit	points	for	the	duration.	If	a
creature	hits	you	with	a	melee	attack	while	you	have	 these	hit
points,	the	creature	takes	10	bludgeoning	damage.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 both	 the	 temporary	 hit	 points	 and	 the	 bludgeoning
damage	increase	by	5	for	each	level	above	2nd.

	

The Trembler

2nd-level	earthlacing

Initiation	Time:	1	action
Range:	Self	(10-foot	radius)
Duration:	Instantaneous

You	 cause	 a	 tremor	 in	 the	 ground	 in	 a	 10-foot	 radius.	 Each
creature	 other	 than	 you	 in	 that	 area	 must	 make	 a	 Dexterity
saving	throw.	On	a	failed	save,	a	creature	takes	2d6	bludgeoning
damage	and	 is	knocked	prone.	On	a	successful	save,	a	creature
takes	 half	 as	 much	 damage	 and	 is	 not	 knocked	 prone.	 The
ground	in	that	area	becomes	dif�icult	terrain	until	cleared,	with
each	5-foot-diameter	portion	requiring	at	least	1	minute	to	clear
by	hand.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d6	for	each	level	above	2nd.

3rd Level (De) Forms

Boulderskin

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	cover	your	body	with	a	�ine	covering	of	dust	and	earth,	still
allowing	 you	 freedom	 of	 movement,	 but	 hardening	 against
attacks.	Until	the	form	ends,	you	have	resistance	to	nonmagical
bludgeoning,	piercing,	and	slashing	damage.
	

Counterlace

3rd-level	earthlacing

Initiation	 Time:	 1	 reaction,	 which	 you	 take	when	 you	 see	 a
creature	within	60	feet	of	you	initiating	a	form

Range:	60	feet
Duration:	Instantaneous

You	attempt	to	interrupt	a	creature	in	the	process	of	initiating	a
form	or	casting	a	spell.	If	the	creature	is	initiating	a	form	or	spell
of	 3rd	 level	 or	 lower,	 the	 ability	 fails	 and	has	 no	 effect.	 If	 it	 is
initiating	a	form	or	casting	a	spell	of	4th	level	or	higher,	make	an
ability	check	using	your	ki	ability.	The	DC	equals	10	+	the	form
or	spell's	level.	On	a	success,	the	creature's	action	fails	and	has
no	effect.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	interrupted	form	or	spell	has	no	effect	if	its	level	is	less
than	or	equal	to	the	level	of	the	form	you	used.
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Earth Launch

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

A	pillar	of	 earth	bursts	 from	 the	ground,	propelling	 a	 creature
into	the	air.	An	unwilling	creature	must	succeed	on	a	Dexterity
saving	 throw.	 On	 a	 failed	 save,	 a	 creature	 takes	 4d10
bludgeoning	damage	and	 is	 launched	50	 feet	 into	 the	air	at	an
angle	you	choose.	On	a	successful	save,	a	creature	takes	half	as
much	damage	and	is	not	launched.
A	willing	creature	does	not	need	to	make	a	saving	throw	and

takes	no	damage,	and	is	launched	50	feet	into	the	air	at	an	angle
you	choose.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 distance	 a	 creature	 is	 launched	 increases	 by	 10	 feet
and	the	damage	increases	by	1d10	for	each	level	above	3rd.
	

Earthmeld

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	Touch
Duration:	Concentration,	up	to	8	hours

You	 step	 into	 a	 stone,	 earth,	 or	 rocky	 surface	 large	 enough	 to
fully	contain	your	body,	melding	yourself	and	all	the	equipment
you	carry	into	the	earth	for	the	duration.	Using	your	movement,
you	 step	 into	 the	 stone	 at	 a	 point	 you	 touch.	 A	 Wisdom
(Perception)	check	against	your	ki	save	DC	is	required	to	notice
your	form	melded	with	the	earth.
While	merged	with	the	stone,	all	Wisdom	(Perception)	checks

are	 made	 with	 disadvantage.	 You	 can	 move	 along	 earth	 and
stone,	remaining	hidden	and	melded	with	the	earth,	although	it
counts	as	dif�icult	terrain	if	you	do	move	through	solid	stone.	As
a	bonus	action	on	your	turn,	you	can	escape	or	rejoin	the	earth.
Minor	physical	damage	to	the	earth	doesn't	harm	you,	but	its

partial	destruction	or	change	in	its	shape	(to	the	extent	that	you
can	 no	 longer	 �it	 within	 it)	 expels	 you	 and	 deals	 6d6
bludgeoning	 damage	 to	 you.	 The	 earth's	 complete	 destruction
(or	 transmutation	 into	 a	 different	 substance)	 expels	 you	 and
deals	50	bludgeoning	damage	to	you.	If	expelled,	you	fall	prone
in	an	unoccupied	space	closest	to	your	current	location.
	

Gravel Geyser

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Instantaneous

Choose	 a	 point	 you	 can	 see	 on	 the	 ground	 within	 range.	 A
fountain	 of	 churned	 earth	 and	 stone	 erupts	 in	 a	 20-foot	 cube
centered	on	that	point.	Each	creature	in	that	area	must	make	a
Dexterity	 saving	 throw.	 A	 creature	 takes	 3d12	 bludgeoning
damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful
one.	 The	 ground	 in	 that	 area	 becomes	 dif�icult	 terrain	 until
cleared,	with	 each	5-foot-diameter	portion	 requiring	 at	 least	1
minute	to	clear	by	hand.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	damage	increases	by	1d12	for	each	level	above	3rd.
	

Landslide

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	60	feet
Duration:	Instantaneous

You	conjure	up	a	wave	of	earth	and	stone	that	crashes	down	on
an	area	within	range.	The	area	can	be	up	to	30	feet	 long,	up	to
10	 feet	wide,	 and	up	 to	10	 feet	 tall.	 Each	 creature	 in	 that	 area
must	 make	 a	 Strength	 saving	 throw.	 On	 a	 failure,	 a	 creature
takes	 5d8	 bludgeoning	 damage	 and	 is	 knocked	 prone.	 On	 a
success,	a	creature	takes	half	as	much	damage	and	isn't	knocked
prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 range	 of	 the	 form	 increases	 by	 10	 feet,	 the	 length,
width,	and	height	of	the	wave	increase	by	5	feet,	and	the	damage
increases	by	1d8	for	each	level	above	3rd.
	

Mouldywarp Dive

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	 gain	 the	 ability	 to	 burrow	 through	 earth	 and	 soil	 rapidly.
You	gain	a	burrow	speed	of	40	feet,	and	can	move	half	as	quickly
through	 solid	 rock	 and	 stone.	 You	 also	 gain	 tremorsense	 to	 a
range	of	40	feet	for	the	duration.
You	can	choose	to	move	at	half	speed	to	 leave	a	tunnel	wide

enough	for	Medium	or	smaller	creatures	to	follow.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	your	burrowing	speed	 increases	by	10	 feet	 for	each	 level
above	3rd.
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Rock Gauntlet

3rd-level	earthlacing

Initiation	Time:	1	bonus	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	form	stone	around	your	hands,	feet,	or	both,	creating	rocky
gauntlets	 and	 boots.	 For	 the	 duration,	 you	 gain	 the	 following
bene�its:

You	can	move	up,	down,	and	across	vertical	earthen	surfaces
and	upside	down	along	earthen	ceilings,	while	 leaving	your
hands	free.	You	gain	a	climbing	speed	equal	to	your	walking
speed.
You	 can	 roll	 a	 d6	 in	 place	 of	 the	 normal	 damage	 of	 your
unarmed	 strike.	 Your	 elemental	 attacks	 deal	 an	 additional
1d6	damage.
You	 can	 move	 the	 gauntlet	 anywhere	 within	 30	 feet	 and
control	 it	 as	 an	 action	 on	 your	 turn,	 allowing	 you	 to
manipulate	 an	 object,	 open	 an	 unlocked	 door	 or	 container,
stow	or	retrieve	an	item	from	an	open	container,	or	pour	the
contents	out	of	a	vial.	You	can	move	the	gauntlet	up	to	30	feet
each	time	you	use	it.	The	gauntlet	can	carry	up	to	10	pounds.
You	 can	 attempt	 to	 grapple	 a	 creature	within	 30	 feet	 as	 an
action	on	your	turn.	Make	a	ranged	ki	attack	against	a	target
within	 range.	On	a	hit,	 the	creature	 takes	no	damage	but	 is
grappled	 by	 the	 gauntlet.	 At	 the	 end	 of	 its	 turn,	 a	 creature
can	make	a	Strength	saving	throw	against	your	ki	save	DC	to
escape.	
	 	 	 	If	you	have	a	target	grappled,	you	can	attempt	to	restrain
the	target	as	an	action	instead.

	

Sandwall

3rd-level	earthlacing

Initiation	Time:	1	action
Range:	90	feet
Duration:	Concentration,	up	to	10	minutes

You	make	a	wall	of	 sand	on	 the	ground	at	a	point	you	can	see.
You	can	make	 the	wall	up	 to	30	 feet	 long,	10	 feet	high,	and	10
feet	thick.	It	vanishes	when	the	spell	ends.	It	blocks	line	of	sight
but	not	movement.	A	creature	 is	blinded	while	 in	 the	wall	and
must	spend	3	feet	of	movement	for	every	1	foot	it	moves.
As	 an	 action	 on	 your	 turn,	 you	 can	 move	 the	 wall	 and

recon�igure	it	anywhere	within	range.

	

Stone Hut

3rd-level	earthlacing

Initiation	Time:	1	minute
Range:	Self	(10-foot	radius	hemisphere)
Duration:	8	hours

A	 10-foot-radius	 dome	 of	 stone	 springs	 into	 existance	 around
and	above	you	and	remains	stationary	for	the	duration.
Eight	creatures	of	Medium	size	or	smaller	or	one	creature	of

Large	 size	 can	 �it	 inside	 the	 hut	with	 you.	 The	 form	 fails	 if	 its
area	includes	a	larger	creature	or	more	than	nine	creatures.	The
atmosphere	inside	the	space	is	comfortable	and	dry,	regardless
of	the	weather	outside.
The	 hut	 is	 an	 object	made	 of	 stone	which	 can	 be	 damaged.

Each	5-foot	panel	has	AC	15	and	30	hit	points.	Reducing	a	panel
to	0	hit	points	destroys	it	and	might	cause	the	hut	to	collapse	at
the	DM's	discretion.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	radius	of	the	dome	increases	by	5	feet	and	can	�it	eight
additional	Medium	 size	 or	 smaller	 creatures	 or	 one	 additional
Large	size	creature	for	each	level	above	3rd.

	
4th Level (Yoi) Forms

Aftershock

4th-level	earthlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	radius)
Duration:	Instantaneous

You	 strike	 the	 ground,	 creating	 a	 burst	 of	 erupting	 earth	 that
ripples	outward	 from	you.	Each	creature	you	choose	within	30
feet	of	you	must	succeed	on	a	Constitution	saving	throw	or	take
3d6	 bludgeoning	 damage	 and	 3d6	 thunder	 damage	 and	 be
knocked	 prone.	 A	 creature	 that	 succeeds	 on	 its	 saving	 throw
takes	half	as	much	damage	and	isn't	knocked	prone.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	bludgeoning	damage	or	thunder	damage	(your	choice)
increases	by	1d6	for	each	level	above	4th.

93Chapter	7	|	Earthlacing	Forms



2/5

Churning Sphere

4th-level	earthlacing

Initiation	Time:	1	action
Range:	150	feet
Duration:	Concentration,	up	to	1	minute

A	 20-foot-radius	 sphere	 or	 churning	 earth	 and	 stone	 springs
into	existence,	centered	on	a	point	you	choose	within	range.	The
sphere	 remains	 for	 the	 form's	 duration.	 Each	 creature	 in	 the
sphere	when	it	appears	or	that	ends	its	turn	there	must	succeed
on	 a	 Strength	 saving	 throw	 or	 take	 2d6	 bludgeoning	 damage.
The	sphere's	space	is	dif�icult	terrain.
Until	 the	 form	 ends,	 you	 can	 use	 a	 bonus	 action	 on	 each	 of

your	 turns	 to	 cause	 a	 stone	 to	 leap	 from	 somewhere	 in	 the
sphere	 toward	 one	 creature	 you	 choose	 within	 60	 feet	 of	 the
center.	 Make	 a	 ranged	 ki	 attack.	 You	 have	 advantage	 on	 the
attack	roll	if	the	target	is	in	the	sphere.	On	a	hit,	the	target	takes
4d6	bludgeoning	damage.
Creatures	within	30	 feet	of	 the	sphere	have	disadvantage	on

Wisdom	(Perception)	checks	made	to	listen.
As	a	bonus	action	on	your	turn,	you	can	move	the	sphere	up	to

30	 feet	 within	 range.	 A	 creature	 can	 only	 be	 subject	 to	 the
damage	from	being	in	the	sphere's	area	once	each	round.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 damage	 for	 each	 of	 the	 effects	 increases	 by	 1d6	 for
each	level	above	4th.
	

Clodshot

4th-level	earthlacing

Initiation	Time:	1	action
Range:	Self	(30-foot	cone)
Duration:	Instantaneous

You	create	stone	bullets	which	shoot	forward	in	a	30-foot	cone.
Each	creature	in	the	area	must	make	a	Dexterity	saving	throw.	A
creature	takes	7d6	bludgeoning	damage	on	a	failed	save,	or	half
as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	length	of	the	cone	increases	by	5	feet	and	the	damage
increases	by	1d6	for	each	level	above	4th.

Landwave

4th-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	hour

You	 use	 the	 earth	 to	 propel	 your	 movements	 with	 blinding
speed.	Your	jump	distance	is	tripled	for	the	duration,	your	speed
increases	 by	 10	 feet,	 and	 the	 additional	 movement	 you	 gain
from	the	Dash	action	is	tripled.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	your	speed	increases	by	10	feet	for	each	level	above	4th.

	

Mackar's Mini Meteors

4th-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	eight	tiny	meteors	in	your	space.	They	�loat	in	the	air
and	 orbit	 you	 for	 the	 form's	 duration.	 When	 you	 initiate	 the
form	—	and	as	a	bonus	action	on	each	of	your	turns	thereafter
—	 you	 can	 expend	 one	 or	 two	 of	 the	 meteors,	 sending	 them
streaking	toward	a	point	or	points	you	choose	within	120	feet	of
you.	Once	a	meteor	reaches	its	destination	or	impacts	against	a
solid	surface,	 the	meteor	explodes.	Each	creatuer	within	5	 feet
of	the	point	where	the	meteor	explodes	must	make	a	Dexterity
saving	 throw.	 A	 creature	 takes	 2d6	 bludgeoning	 damage	 on	 a
failed	save,	or	half	as	much	damage	on	a	successful	one.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	number	of	meteors	creatuers	increases	by	two	for	each
level	above	4th.
	

Sandstorm

4th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

Until	the	form	ends,	blinding	dust	and	debris	falls	in	a	20-foot-
tall	 cylinder	 with	 a	 40-foot	 radius	 centered	 on	 a	 point	 you
choose	within	range.	The	area	is	heavily	obscured,	and	exposed
�lames	in	the	area	are	doused.
The	ground	in	the	area	is	covered	with	piling	sand,	making	it

dif�icult	terrain.	When	a	creature	enters	the	form's	area	for	the
�irst	 time	 on	 a	 turn	 or	 starts	 its	 turn	 there,	 it	 must	 make	 a
Constitution	saving	throw.	It	takes	4d10	bludgeoning	damage	on
a	failed	save,	or	half	as	much	damage	on	a	successful	one.
As	a	bonus	action	on	your	turn,	you	can	move	the	storm	up	to

40	feet	within	range.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 range	 of	 the	 form	 and	 the	 radius	 of	 the	 sandstorm
increase	by	20	feet	and	the	damage	increases	by	1d10	for	each
level	above	4th.
	

Strike of the Mountain

4th-level	earthlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Instantaneous

You	strike	with	 the	 force	of	earth.	Choose	up	 to	 four	creatures
you	can	see	within	 range.	Make	a	melee	ki	attack	against	each
target.	On	a	hit,	a	target	takes	4d10	force	damage.
You	can	disappear	underground	and	reappear	within	5	feet	of

one	 of	 the	 targets	 you	hit	 or	missed.	 This	movement	 does	 not
provoke	opportunity	attacks.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	number	of	 creatures	you	can	 target	 increases	by	one
and	the	damage	increases	by	1d10	for	each	level	above	4th.
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5th Level (Sen) Forms

Dustspout

5th-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	10	minutes

You	create	a	snake	of	coiling	dust	which	lifts	you	anywhere	you
choose.	For	the	duration,	you	gain	the	following	bene�its:

Your	movement	speed	increases	by	60	feet.	You	can	move	up
to	 90	 feet	 above	 the	 ground	 while	 in	 the	 spout.	 Your
movement	does	not	provoke	opportunity	attacks.
You	have	half-cover	against	all	attacks	made	against	you	for
the	duration.
If	 you	 initiate	 a	 form	 while	 in	 the	 spout	 which	 requires	 a
saving	 throw,	you	can	designate	one	creature	which	will	be
affected	by	your	form.	This	creature	has	disadvantage	on	the
�irst	saving	throw	it	makes	against	your	form.

Fault Line

5th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	create	a	seismic	disturbance	at	a	point	on	 the	ground	that
you	 can	 see	within	 range.	 For	 the	 duration,	 an	 intense	 tremor
rips	 through	 the	 ground	 in	 a	 30-foot-radius	 circle	 centered	 on
that	point	and	shakes	creatures	and	structures	 in	contact	with
the	ground	in	that	area.
The	 ground	 in	 the	 area	 becomes	 dif�icult	 terrain.	 Each

creature	 on	 the	 ground	 that	 is	 concentrating	 must	 make	 a
Constitution	 saving	 throw.	 On	 a	 failed	 save,	 the	 creature’s
concentration	is	broken.
When	you	 initiate	 this	 form	and	at	 the	end	of	each	 turn	you

spend	 concentrating	 on	 it,	 each	 creature	 on	 the	 ground	 in	 the
area	must	make	a	Dexterity	saving	 throw.	On	a	 failed	save,	 the
creature	is	knocked	prone.
This	 form	 can	 have	 additional	 effects	 depending	 on	 the

terrain	in	the	area,	as	determined	by	the	DM.
Fissures.	 Fissures	 open	 throughout	 the	 form's	 area	 at	 the

start	of	your	next	turn	after	you	initiate	the	form.	A	total	of	1d6
such	�issures	open	in	locations	chosen	by	the	DM.	Each	is	1d10	x
10	 feet	 deep,	 10	 feet	wide,	 and	 extends	 from	 one	 edge	 of	 the
form’s	area	 to	 the	opposite	side.	A	creature	standing	on	a	spot
where	a	�issure	opens	must	succeed	on	a	Dexterity	saving	throw
or	 fall	 in.	 A	 creature	 that	 successfully	 saves	 moves	 with	 the
�issure’s	edge	as	it	opens.
A	 �issure	 that	 opens	 beneath	 a	 structure	 causes	 it	 to

automatically	collapse	(see	below).

	

			Structures.	The	tremor	deals	30	bludgeoning	damage	to	any
structure	 in	 contact	 with	 the	 ground	 in	 the	 area	 when	 you
initiate	the	form	and	at	the	start	of	each	of	your	turns	until	the
form	ends.	 If	a	 structure	drops	 to	0	hit	points,	 it	 collapses	and
potentially	damages	nearby	creatures.	A	creature	within	half	the
distance	 of	 a	 structure’s	 height	 must	 make	 a	 Dexterity	 saving
throw.	 On	 a	 failed	 save,	 the	 creature	 takes	 5d6	 bludgeoning
damage,	is	knocked	prone,	and	is	buried	in	the	rubble,	requiring
a	DC	20	Strength	 (Athletics)	 check	as	an	action	 to	escape.	The
GM	can	adjust	the	DC	higher	or	lower,	depending	on	the	nature
of	 the	 rubble.	 On	 a	 successful	 save,	 the	 creature	 takes	 half	 as
much	damage	and	doesn’t	fall	prone	or	become	buried.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	range	of	the	form	increases	by	20	feet,	the	radius	of	the
disturbance	 increases	 by	 10	 feet,	 and	 the	 damage	 dealt	 to
structures	increases	by	10	for	each	level	above	5th.
	

Fresh Grave

5th-level	earthlacing

Initiation	Time:	1	action
Range:	30	feet
Duration:	Concentration,	up	to	1	minute

You	focus	on	a	target	within	range,	attempting	to	swallow	them
alive	 in	 the	 earth.	 Choose	 a	 creature	 of	 Large	 size	 or	 smaller
within	range,	which	must	make	a	Dexterity	saving	 throw.	On	a
successful	save,	the	target	is	unaffected.
As	 long	 as	 the	 form	 persists	 on	 a	 target,	 you	 can	 use	 your

action	to	subject	it	to	the	saving	throw	again.	If	a	target	succeeds
on	the	saving	throw	at	any	point,	the	form	ends	for	that	target.
Otherwise,	 they	 are	 subjected	 to	 penalties	 according	 to	 the
number	of	failures	they	have	accumulated.
One	Failure.	The	target	has	begun	to	sink	into	the	earth	and

is	grappled.
Two	Failures.	The	target	is	buried	further	and	restrained.
Three	 Failures.	 The	 target	 is	 sunk	 almost	 to	 its	 neck	 and

paralyzed.
Four	 or	 More	 Failures.	 The	 target	 is	 entirely	 pushed

underground	 and	 buried	 alive.	 The	 target	 begins	 to	 suffocate
unless	 it	 does	 not	 need	 to	 breathe.	 The	 target	 is	 entirely
entombed	in	the	earth,	and	cannot	move	its	body	unless	it	has	a
burrow	speed.
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Hand of the Mountain

5th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

You	 create	 a	 Large	 hand	 of	 stone	 in	 an	 unoccupied	 space	 that
you	can	see	within	range.	The	hand	lasts	for	the	form's	duration,
and	 it	 moves	 at	 your	 command,	mimicking	 the	movements	 of
your	own	hands.
The	hand	is	an	object	 that	has	AC	20	and	hit	points	equal	 to

your	 hit	 point	 maximum.	 If	 it	 drops	 to	 0	 hit	 points,	 the	 form
ends.	It	has	a	Strength	of	26	(+8)	and	a	Dexterity	of	10	(+0).	The
hand	�ills	its	space.
When	 you	 initiate	 the	 form	 and	 as	 a	 bonus	 action	 on	 your

subsequent	turns,	you	can	move	the	hand	up	to	60	feet	and	then
cause	one	of	the	following	effects	with	it.
Clenched	 Fist.	 The	 hand	 strikes	 one	 creature	 or	 object

within	 5	 feet	 of	 it.	 Make	 a	melee	 ki	 attack	 for	 the	 hand	 using
your	game	statistics.	On	a	hit,	the	target	takes	4d8	bludgeoning
damage.
Forceful	Hand.	The	hand	attempts	to	push	a	creature	within

5	 feet	 of	 it	 in	 a	 direction	 you	 choose.	 Make	 a	 check	 with	 the
hand’s	 Strength	 contested	 by	 the	 Strength	 (Athletics)	 check	 of
the	 target.	 If	 the	 target	 is	 Medium	 or	 smaller,	 you	 have
advantage	 on	 the	 check.	 If	 you	 succeed,	 the	 hand	 pushes	 the
target	up	to	5	feet	plus	a	number	of	feet	equal	to	�ive	times	your
ki	 ability	modi�ier.	 The	 hand	moves	with	 the	 target	 to	 remain
within	5	feet	of	it.
Grasping	 Hand.	 The	 hand	 attempts	 to	 grapple	 a	 Huge	 or

smaller	creature	within	5	feet	of	it.	You	use	the	hand’s	Strength
score	to	resolve	the	grapple.	If	the	target	is	Medium	or	smaller,
you	have	 advantage	 on	 the	 check.	While	 the	hand	 is	 grappling
the	target,	you	can	use	a	bonus	action	to	have	the	hand	crush	it.
When	you	do	so,	the	target	takes	bludgeoning	damage	equal	to
2d6	+	your	ki	ability	modi�ier.
Interposing	Hand.	 The	hand	 interposes	 itself	 between	you

and	 a	 creature	 you	 choose	 until	 you	 give	 the	 hand	 a	 different
command.	The	hand	moves	to	stay	between	you	and	the	target,
providing	you	with	half	cover	against	the	target.	The	target	can't
move	through	the	hand’s	space	if	its	Strength	score	is	less	than
or	 equal	 to	 the	 hand’s	 Strength	 score.	 If	 its	 Strength	 score	 is
higher	 than	 the	 hand’s	 Strength	 score,	 the	 target	 can	 move
toward	you	through	the	hand’s	space,	but	that	space	is	dif�icult
terrain	for	the	target.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	damage	 from	the	Clenched	Fist	option	 increases	by
2d8	and	the	damage	from	the	Grasping	Hand	option	increases
by	2d6	for	each	level	above	5th.

	

Impenetrable Stone

5th-level	earthlacing

Initiation	Time:	1	action
Range:	Self
Duration:	Concentration,	up	to	1	minute

You	form	a	10-foot-radius	bubble	of	thick	stone	which	protects
you	from	harmful	effects.	Any	form	or	spell	of	4th-level	or	lower
initiated	 from	 outside	 of	 the	 barrier	 can't	 affect	 creatures	 or
objects	within	it,	even	if	the	form	is	initiated	using	additional	ki
points	to	raise	 its	 level.	Forms	can	target	creatures	and	objects
within	 the	 barrier,	 but	 it	 has	 no	 effect	 on	 them.	 Similarly,	 the
area	within	the	globe	is	excluded	from	the	areas	affected	by	such
abilities.	 The	 area	within	 the	 stone	 is	 excluded	 from	 the	 areas
affected	by	such	forms.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	barrier	blocks	forms	and	spells	of	one	level	higher	for
each	level	above	4th.
	

Meteor Storm

5th-level	earthlacing

Initiation	Time:	1	action
Range:	150	feet
Duration:	Instantaneous

Enormous	boulders	crash	into	four	different	points	you	can	see
within	range.	Each	creature	in	a	20-foot-radius	sphere	centered
on	each	point	you	choose	must	make	a	Dexterity	saving	throw.
The	 sphere	 spreads	 around	 corners.	 A	 creature	 takes	 10d6
bludgeoning	damage	on	a	failed	save,	or	half	as	much	damage	on
a	 successful	 one.	 A	 creature	 in	 the	 area	 of	 more	 than	 one
boulder	is	affected	only	once.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	range	increases	by	20	feet,	the	radius	of	the	boulders
increase	by	10	 feet,	and	 the	damage	 increases	by	1d6	 for	each
level	above	5th.
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Move Rock

5th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	hour

Choose	an	area	of	natural	earth	or	stone	no	larger	than	20	feet
on	a	side	within	range.	You	can	reshape	snow	and	ice	in	the	area
in	 any	 manner	 you	 choose	 for	 the	 duration.	 You	 can	 raise	 or
lower	 the	 area’s	 elevation,	 create	 or	 �ill	 in	 a	 trench,	 erect	 or
�latten	a	wall,	 or	 form	a	pillar.	The	extent	of	 any	 such	 changes
can’t	exceed	half	the	area’s	largest	dimension.	So,	if	you	affect	a
20-foot	square,	you	can	create	a	pillar	up	to	10	feet	high,	raise	or
lower	the	square’s	elevation	by	up	to	10	feet,	dig	a	trench	up	to
10	 feet	deep,	and	so	on.	 It	 takes	1	minute	 for	 these	changes	 to
complete.
At	 the	 end	 of	 every	minute	 you	 spend	 concentrating	 on	 the

form,	you	can	choose	a	new	area	of	terrain	to	affect.
Because	the	terrain’s	transformation	occurs	slowly,	creatures

in	 the	area	can’t	usually	be	 trapped	or	 injured	by	 the	ground’s
movement.
You	can	shift	structures	made	of	ice	to	accommodate	the	new

terrain.	If	the	way	you	shape	the	terrain	would	make	a	structure
unstable,	it	might	collapse.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	duration	increases	by	1	hour	for	each	level	above	5th.

Pillars of the Earth

5th-level	earthlacing

	Initiation	Time:	1	action
Range:	120	feet
Duration:	Instantaneous

You	cause	up	to	four	pillars	of	stone	to	burst	from	places	on	the
ground	 that	you	can	see	within	 range.	Each	pillar	 is	a	 cylinder
that	has	a	diameter	of	5	 feet	and	a	height	of	up	to	30	feet.	The
ground	 where	 a	 pillar	 appears	 must	 be	 wide	 enough	 for	 its
diameter,	 and	 you	 can	 target	 ground	 under	 a	 creature	 if	 that
creature	 is	Medium	or	smaller.	Each	pillar	has	AC	5	and	30	hit
points.	 When	 reduced	 to	 0	 hit	 points,	 a	 pillar	 shatters	 into
harmless	 shards	 of	 rock,	 which	 creates	 an	 area	 of	 dif�icult
terrain	with	a	10-foot	radius.	The	shards	last	until	cleared.
If	 a	 pillar	 is	 created	 under	 a	 creature,	 that	 creature	 must

succeed	on	a	Dexterity	saving	throw	or	be	lifted	by	the	pillar.	A
creature	can	choose	to	fail	the	save.
If	a	pillar	is	prevented	from	reaching	its	full	height	because	of

a	 ceiling	 or	 other	 obstacle,	 a	 creature	 on	 the	 pillar	 takes	 4d8
bludgeoning	 damage	 and	 is	 restrained,	 pinched	 between	 the
pillar	 and	 the	 obstacle.	 The	 restrained	 creature	 can	 use	 an
action	 to	 make	 a	 Strength	 or	 Dexterity	 saving	 throw	 (the
creature's	 choice)	 against	 your	 ki	 save	 DC.	 On	 a	 success,	 a
creature	 is	 no	 longer	 restrained	 and	must	 either	move	 off	 the
pillar	or	fall	off	it.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	you	can	create	two	additional	pillars	for	each	level	above
5th.

	
Rockalanche

5th-level	earthlacing

	Initiation	Time:	1	action
Range:	120	feet
Duration:	Concentration,	up	to	1	minute

A	wall	 of	 stone	 and	 debris	 rises	 at	 a	 point	 you	 choose	within
range.	You	can	make	the	wall	up	to	50	feet	long,	50	feet	high,	and
30	feet	thick.	The	wall	lasts	for	the	duration.
When	 the	 wall	 appears,	 each	 creature	 within	 its	 area	 must

make	a	Strength	saving	throw.	On	a	failed	save,	a	creature	takes
10d4	 bludgeoning	 damage,	 or	 half	 as	 much	 damage	 on	 a
successful	save.
At	 the	start	of	each	of	your	 turns	after	 the	wall	appears,	 the

wall,	 along	with	 any	 creatures	 in	 it,	moves	 30	 feet	 away	 from
you.	 Any	 Huge	 or	 smaller	 creature	 inside	 the	 wall	 or	 whose
space	the	wall	enters	when	it	moves	must	succeed	on	a	Strength
saving	 throw	or	 take	9d4	bludgeoning	damage.	A	 creature	 can
take	this	damage	only	once	per	round.	At	the	end	of	the	turn,	the
wall’s	height	is	reduced	by	5	feet,	and	the	damage	creatures	take
from	the	 form	on	subsequent	rounds	 is	reduced	by	1d4.	When
the	wall	reaches	0	feet	in	height,	the	form	ends.
A	 creature	 caught	 in	 the	 wall	 can	 move	 with	 great	 effort.

Because	 of	 the	 force	 of	 the	 wave,	 though,	 the	 creature	 must
make	 a	 successful	 Strength	 (Athletics)	 check	 against	 your	 ki
save	DC	in	order	to	move	at	all.	If	it	fails	the	check,	it	can’t	move.
A	creature	that	moves	out	of	the	area	falls	to	the	ground.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	the	length	and	height	of	the	wall	increases	by	10	feet,	the
thickness	 and	 speed	of	 the	wave	 increases	by	20	 feet,	 and	 the
damage	increases	by	1d4	for	each	level	above	5th.
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Stonewall

5th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	10	minutes

A	nonmagical	wall	of	solid	stone	springs	into	existence	at	a	point
you	 choose	 within	 range.	 The	 wall	 is	 6	 inches	 thick	 and	 is
composed	of	ten	10-foot-by-10-foot	panels.	Each	panel	must	be
contiguous	with	at	least	one	other	panel.	Alternatively,	you	can
create	10-foot-by-20-foot	panels	that	are	only	3	inches	thick.
If	 the	wall	 cuts	 through	 a	 creature's	 space	when	 it	 appears,

the	creature	is	pushed	to	one	side	of	the	wall	(your	choice).	If	a
creature	would	be	 surrounded	on	 all	 sides	by	 the	wall	 (or	 the
wall	 and	 another	 solid	 surface),	 that	 creature	 can	 make	 a
Dexterity	 saving	 throw.	On	 a	 success,	 it	 can	use	 its	 reaction	 to
move	up	to	its	speed	so	that	it	is	no	longer	enclosed	by	the	wall.
The	wall	can	have	any	shape	you	desire,	though	it	can’t	occupy

the	same	space	as	a	creature	or	object.	The	wall	doesn’t	need	to
be	 vertical	 or	 rest	 on	 any	 �irm	 foundation.	 It	 must,	 however,
merge	 with	 and	 be	 solidly	 supported	 by	 existing	 stone.	 Thus,
you	can	use	this	form	to	bridge	a	chasm	or	create	a	ramp.
If	you	create	a	span	greater	than	20	feet	 in	 length,	you	must

halve	the	size	of	each	panel	to	create	supports.	You	can	crudely
shape	the	wall	to	create	crenellations,	battlements,	and	so	on.
The	wall	is	an	object	made	of	stone	that	can	be	damaged	and

thus	breached.	Each	panel	has	AC	15	and	30	hit	points	per	inch
of	 thickness.	 Reducing	 a	 panel	 to	 0	 hit	 points	 destroys	 it	 and
might	cause	connected	panels	to	collapse	at	the	DM’s	discretion.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 number	 of	 10-foot-by-10-foot	 panels	 you	 can	 create
increases	by	two	for	each	level	above	5th.

	

Transmute Earth

5th-level	earthlacing

Initiation	Time:	1	action
Range:	120	feet
Duration:	8	hours

You	 choose	 an	 area	 of	 stone	 or	mud	 that	 you	 can	 see	 that	 �its
within	a	40-foot	cube	and	that	 is	within	range,	and	choose	one
of	the	following	effects.
Transmute	 Stone	 to	Mud.	Nonmagical	 rock	of	 any	 sort	 in

the	area	becomes	an	equal	volume	of	thick	and	�lowing	mud	that
remains	for	the	form's	duration.
If	 you	 initiate	 the	 form	 on	 an	 area	 of	 ground,	 it	 becomes

muddy	enough	 that	 creatures	 can	 sink	 into	 it.	Each	 foot	 that	 a
creature	moves	through	the	mud	costs	4	feet	of	movement,	and
any	 creature	 on	 the	 ground	 when	 you	 initiate	 the	 form	 must
make	a	 Strength	 saving	 throw.	A	 creature	must	 also	make	 this
save	 the	 �irst	 time	 it	enters	 the	area	on	a	 turn	or	ends	 its	 turn
there.	 On	 a	 failed	 save,	 a	 creature	 sinks	 into	 the	 mud	 and	 is
restrained,	 though	 it	 can	 use	 an	 action	 to	 end	 the	 restrained
condition	on	itself	by	pulling	itself	free	of	the	mud.
If	 you	 initiate	 the	 form	 on	 a	 ceiling,	 the	 mud	 falls.	 Any

creature	 under	 the	 mud	 when	 it	 falls	 must	 make	 a	 Dexterity
saving	 throw.	 A	 creature	 takes	 4d8	 bludgeoning	 damage	 on	 a
failed	save,	or	half	as	much	damage	on	a	successful	one
Transmute	Mud	to	Stone.	Nonmagical	mud	or	quicksand	in

the	area	no	more	 than	10	 feet	deep	 transforms	 into	 soft	 stone
for	 the	 form's	 duration.	 Any	 creature	 in	 the	 mud	 when	 it
transforms	 must	 make	 a	 Dexterity	 saving	 throw.	 On	 a	 failed
save,	a	creature	becomes	restrained	by	the	rock.	The	restrained
creature	can	use	an	action	to	try	to	break	free	by	succeeding	on
a	Strength	check	 (DC	20)	or	by	dealing	25	damage	 to	 the	rock
around	 it.	On	a	 successful	 save,	 a	 creature	 is	 shunted	 safely	 to
the	surface	to	an	unoccupied	space.
At	 Higher	 Levels.	 When	 you	 initiate	 this	 form	 at	 a	 higher

level,	 the	 size	 of	 the	 cube	 of	 material	 that	 you	 can	 affect
increases	by	20	feet.
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Chapter 8: Lacing in Toril

T
he	 land	of	Kara-Tur	 is	an	 interconnected	 land	of
elemental	magic,	spiritual	creatures,	and	warring
nations.	The	nations	 try	 to	be	 civil	 for	 the	most
part,	 and	 it's	 up	 to	 you	 how	much	 they	 con�lict
with	 each	 other.	 As	 anything	 else	 in	 this
supplement,	 you	 can	add	as	much	or	as	 little	of
the	 following	 to	 a	 normal	 campaign	 without

much	 interruption.	 The	 Incarnate	 is	 a	 powerful	 creature	 that
can	be	inserted	into	a	campaign	as	an	elemental	magic	user	with
a	super	powerful	 form.	The	environmental	effects	of	 lacing	can
be	used	heavily	or	be	left	out	entirely.
The	most	important	section	to	keep	in	mind	is	the	Adventures

for	 Lacers	 section.	 If	 you	 incorporate	 anything	 from	 this
supplement	 into	 a	 normal	 campaign,	 this	 section	 will	 explain
how	such	a	campaign	will	need	to	be	run	to	accommodate	lacing
abilities	(especially	waterlacing	and	earthlacing).

The Incarnate
The	 Incarnate	 is	 the	bridge	between	nations,	 and	between	 the
mortal	world	 and	 the	 Spirit	World	 as	well.	 The	 Incarnate	 is	 a
single	 person	 which	 is	 reborn	 each	 time	 they	 die.	 When	 the
Incarnate	dies,	they	are	reincarnated	into	the	next	nation	in	the
cycle	 (�ire,	 air,	 water,	 earth,	 and	 then	 back	 to	 �ire).	 The	 �irst
Incarnate,	 Diyi,	 bonded	 with	 a	 powerful	 spirit	 of	 light	 named
Guang,	 and	 this	 is	 what	 gave	 her	 the	 power	 to	 lace	 all	 four
elements.	 From	 then	 on,	 each	 time	 the	 Incarnate	 dies,	 Guang
moves	on	to	the	same	individual,	whose	soul	is	reborn	as	a	child
in	the	next	nation	in	the	cycle.
While	 the	 Incarnate	 is	 the	 same	 person	 each	 time	 they

reincarnate,	 very	 different	 facets	 of	 their	 personality	 may
surface.	The	way	an	Incarnate	is	raised	also	has	a	lot	to	do	with
the	 kind	 of	 Incarnate	 they	 eventually	 become.	 Some	 are	 quiet
and	reserved,	letting	people	sort	out	their	own	problems.	Others
feel	 more	 responsibility	 to	 the	 world,	 and	 do	 everything	 they
can	to	help	in	times	of	crisis.

Finding the Incarnate

When	 the	 Incarnate	 dies,	 the	 next	 nation	 in	 the	 cycle	 will
typically	 begin	 to	 search	 for	 the	next	 one.	 Toys	 and	 spiritually
signi�icant	 objects	 will	 be	 laid	 before	 children.	 The	 child	 that
chooses	 the	 Incarnate's	 objects	 is	 identi�ied	 as	 the	 Incarnate.
Typically,	 this	 information	 will	 be	 kept	 secret	 until	 the
Incarnate's	16th	birthday,	when	they	are	told	of	their	destiny.
How	an	Incarnate	reacts	to	this	news	is	dependent	upon	their

upbringing.	 While	 the	 Incarnate	 is	 the	 same	 soul	 continually
reborn,	 their	 values	 and	 personality	 can	 vary	 wildly	 between
lives.	 Some	view	 the	powers	as	a	burden,	a	 responsibility	 they
are	forced	to	bear.	Others	embrace	being	the	Incarnate,	seeking
to	use	 their	position	and	 in�luence	 to	change	 the	world	 for	 the
better	(or	worse).
	

The Incarnate State

The	 most	 powerful	 ability	 the	 Incarnate	 has	 is	 the	 power	 to
enter	 the	 Incarnate	State,	a	defensive	state	designed	to	protect
the	Incarnate.	In	the	Incarnate	State,	the	powers	and	abilities	of
all	 the	previous	 Incarnates	 �low	through	the	current	 Incarnate.
They	instantly	gain	power	and	begin	lashing	out	with	elemental
magic	wildly.
When	 the	 Incarnate	 enters	 the	 Incarnate	 State,	 their	 eyes

begin	to	glow	brightly,	signaling	the	change	has	overcome	them.
They	 have	 little	 control	 over	 their	 own	 actions,	 using	 every
ability	at	their	disposal	to	eliminate	all	threats.
What	follows	are	the	rules	for	a	player	who	wishes	to	play	as

the	 Incarnate.	 If	 the	 Incarnate	 is	 simply	 a	 character	 in	 your
campaign	 (but	 not	 a	 player	 character),	 these	 traits	 can	 be
applied	to	any	creature	that	is	currently	the	Incarnate.

Can I Play as the Incarnate?

While rules do follow for creating an Incarnate and adding
the character to a game, it is strongly advised to not allow
a player to play as the Incarnate. The Incarnate is much
more powerful than a normal player character. This is by
design, as the abilities the Incarnate needs to have will by
default give them greater power than anyone else.

In addition to the character's strength in combat, the
Incarnate can also be the most important person in a
campaign based in Kara-Tur. The Incarnate is the bridge
between nations, as well as to the Spirit World. Everyone
looks to the Incarnate to solve issues involving spirits, as
well as mediate conflicts between different nations. Once
people know who the Incarnate is, they will constantly
look to the Incarnate to solve their problems, big and
small. This has the possibility of derailing a campaign
based on following the exploits of an equal team of
characters, by singling out one of them as more
important.

If this is the kind of game you wish to run, then you are
certainly welcome to! Just keep in mind that the Incarnate
might be the most important person in a campaign based
in Kara-Tur, and has the ability to overshadow other
characters.

If you are not playing a game based in the Forgotten
Realms, this should almost never be allowed for a player
character, as it would make them more powerful than
their compatriots without reason. Unless everyone at the
table agrees, this template should be left for NPCs.

A list of Incarnates appears in Appendix D. This list can
be amended or ignored depending on when your
campaign is set, if you do wish to play as an Incarnate.
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Involuntary Shift

While	 the	 Incarnate	 State	 grants	 you	 considerable	 power,	 you
must	 keep	 in	mind	 your	 responsibility	 as	 the	 Incarnate	 to	 the
people	of	the	world.	If	you	are	killed	in	the	Incarnate	State,	the
cycle	 of	 the	 Incarnate	 will	 be	 broken	 forever,	 and	 you	 will	 be
known	as	the	last	Incarnate.
Your	 ability	 to	 enter	 the	 Incarnate	 State	 is	 involuntary	 until

you	 learn	 to	 control	 it.	 It	 activates	 automatically	 any	 time	 you
are	in	danger	of	being	killed,	or	if	a	close	friend	or	loved	one	is
in	danger.
If	 you	 take	more	 than	half	of	your	hit	points	 in	damage	 in	a

single	round,	or	any	time	you	drop	below	1/4th	of	your	total	hit
points,	you	enter	the	Incarnate	State.	In	this	state,	you	must	use
all	 tools	 and	 abilities	 at	 your	 disposal	 (outlined	 below)	 to
neutralize	any	perceived	threat.
In	the	Incarnate	State,	you	must	succeed	on	a	DC	10	Wisdom

saving	 throw	 in	 order	 to	 recognize	 friend	 from	 foe.	 You	must
succeed	on	a	DC	15	Wisdom	saving	 throw	as	 an	action	 to	 exit
the	Incarnate	State	voluntarily.
If	there	are	no	perceived	threats	around	you	for	1	minute,	or	if

you	are	knocked	unconscious,	the	Incarnate	State	ends.

Assuming the Incarnate State

Eventually,	 you	 can	 learn	 the	 ability	 to	 shift	 into	 the	 Incarnate
State	voluntarily.	Once	you	do,	you	can	shift	 into	 the	state	as	a
bonus	 action	 on	 your	 turn.	 If	 you	 voluntarily	 assume	 the
Incarnate	State,	you	can	end	 it	without	an	action	on	your	turn.
How	 you	 learn	 this	 ability	 is	 left	 to	 your	 DM's	 discretion,	 but
often	involves	going	on	a	spiritual	journey	and	learning	of	your
powers	 either	 from	 those	 who	 have	 studied	 the	 Incarnate,	 or
from	your	own	past	lives	who	communicate	directly	with	you.

Elemental Nation

While	the	Incarnate	could	theoretically	be	applied	to	any	living
creature,	and	as	a	player	you	could	choose	not	 to	 take	a	 lacing
class,	the	Incarnate	State	grants	you	lacing	abilities,	and	so	you
must	choose	an	element	for	your	ki	ability	modi�ier	if	you	don't
have	one.	This	modi�ier	is	used	when	you	have	access	to	ki	and
lacing	while	in	the	Incarnate	State.
While	the	Incarnate	can	lace	all	four	elements,	each	Incarnate

is	 tied	 to	a	 certain	element	more	 innately	 than	 the	others.	You
must	 choose	 an	 element,	 and	 from	 that	 point	 on,	 you	 are	 a
�irelacer,	 airlacer,	 waterlacer,	 or	 earthlacer.	 When	 an
ability	 you	 gain	 in	 the	 Incarnate	 State	 refers	 to	 your	 ki	 ability
modi�ier,	you	use	Wisdom	(if	you	are	an	airlacer	or	waterlacer),
or	Charisma	(if	you	are	a	�irelacer	or	earthlacer).

Enhanced Body

In	the	Incarnate	State,	you	channel	every	ability	any	of	your	past
lives	have	ever	had,	granting	you	great	strength.
Armor	Class.	If	unarmored,	you	add	your	ki	ability	modi�ier

to	your	Armor	Class.
Speed.	Your	speed	increases	by	30	feet.	You	gain	a	�ly	speed	of

60	feet	and	can	hover.	You	gain	a	burrow	speed	of	60	feet,	and
can	 tunnel	 through	 solid	 rock	 at	 your	 full	 burrow	 speed.	 You
gain	a	swim	speed	of	60	feet.
Damage	 Resistance.	 You	 gain	 resistance	 to	 bludgeoning,

cold,	�ire,	piercing,	and	slashing	damage.
Senses.	 You	 gain	 blindsense	 to	 a	 range	 of	 60	 feet,	 and

tremorsense	to	a	range	of	60	feet.

	

Enhanced Mind

You	channel	everything	any	of	your	past	 lives	has	ever	known,
granting	you	following	abilities.
Languages.	You	can	speak	Common,	Kasai,	Vaayu,	Imiq,	Shi,

Draconic,	Primordial,	and	Sylvan	in	the	Incarnate	State	if	you	do
not	already	know	them.
Perfect	 Mind.	 When	 you	 shift	 into	 the	 Incarnate	 State,	 all

harmful	 conditions	 end	 on	 you,	 and	 you	 have	 advantage	 on
saving	throws	against	such	conditions.
You	cannot	be	 charmed	or	 frightened	while	 in	 the	 Incarnate

State.	 If	 you	 are	 charmed	 or	 frightened	 when	 you	 enter	 the
Incarnate	State,	 the	effect	 is	 suspended	 for	 the	duration	of	 the
State.

Enhanced Power

The	Incarnate	State	is	one	of	ferocious	power.	Enemies	tremble
before	you.	You	gain	the	following	abilities.
Aggressive.	 As	 a	 bonus	 action,	 you	 can	 move	 up	 to	 your

speed	toward	a	hostile	creature	that	you	can	see.
Frightful	Presence.	When	you	enter	the	Incarnate	State,	all

creatures	that	are	within	120	feet	of	you	must	succeed	on	a	DC
19	Wisdom	saving	throw	or	become	frightened	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.	 If	 a	 creature's
saving	throw	is	successful	or	the	effect	ends	for	it,	the	creature
is	immune	to	the	Incarnate's	Frightful	Presence	for	the	next	24
hours.
Swirling	Protection.	Melee	and	ranged	attacks	against	you

have	disadvantage.

Enhanced Lacing

Your	ability	 to	 lace	 the	elements	 increases	as	all	 the	powers	of
your	previous	lives	surge	through	you.
Ki	 Points.	 You	 gain	 an	 additional	 20	 ki	 points,	 which	 are

added	to	your	ki	pool	for	the	duration	of	the	Incarnate	State.	If
you	have	no	ki	points,	you	gain	a	ki	pool	and	20	ki	points.
You	regain	up	to	your	maximum	ki	points	at	the	beginning	of

each	of	your	turns	that	you	spend	in	the	Incarnate	State.
Lacing.	 You	 know	every	 lacing	 form	 for	 the	duration	 of	 the

Incarnate	State.	You	can	concentrate	on	up	to	four	lacing	forms
simultaneously	each	turn	you	spend	in	the	Incarnate	State	(one
of	each	element).	Each	lacing	form	you	initiate	can	be	boosted	to
a	maximum	of	9th	level.

Legendary Actions

You	 can	 take	 3	 legendary	 actions,	 choosing	 from	 the	 options
below.	Only	one	legendary	action	can	be	used	at	a	time,	and	only
at	 the	 end	 of	 another	 creature's	 turn.	 Spent	 legendary	 actions
are	regained	at	the	start	of	each	of	the	Incarnate's	turns.
Detect.	You	make	a	Wisdom	(Perception)	check.
Elemental	Strike.	You	make	an	elemental	strike	attack.	Add

your	pro�iciency	bonus	and	you	ki	ability	modi�ier	to	the	attack
roll.	This	elemental	strike	deals	1d12	+	your	ki	ability	modi�ier
in	damage.
Elemental	Burst	(Costs	2	Actions).	You	unleash	elemental

fury	on	all	creatures	around	you.	Each	creature	within	15	feet	of
you	must	succeed	on	a	DC	19	Dexterity	saving	throw	or	take	17
(2d6	+	10)	bludgeoning	damage	and	be	knocked	prone.	You	can
then	�ly	up	to	half	your	�lying	speed.
Lacing	 Form	 (Costs	 2	 Actions).	 You	 can	 initiate	 a	 lacing

form	with	an	initiation	time	of	1	action	or	1	bonus	action.
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Adventures for

Lacers
While	 the	 options	 presented	 in	 this	 supplement	 are	 meant	 to
compliment	 any	 campaign,	 and	 not	 only	 ones	 set	 in	 Kara-Tur,
special	 considerations	 should	 be	 taken	 as	 to	 the	 types	 of
abilities	 lacers	gain	access	 to,	and	how	this	balances	with	core
classes	 and	 races.	 As	 always,	 you	 are	 encouraged	 to	 change
anything	that	won't	work	for	your	campaign.
This	section	 is	 for	 the	DM,	and	 is	a	 reminder	of	 the	kinds	of

things	you	might	need	to	think	of	in	designing	adventures	with
lacing	characters	in	a	party.

Firelacers

Firelacers	 are	 probably	 the	 element	 least	 likely	 to	 need	 any
special	 attention.	 Firelacers	 are	 typically	 strong	 or	 agile
combatants	who	can	shoot	�ire	in	a	variety	of	ways.	They	should
have	no	more	power	 than	 a	 spellcaster	who	 specializes	 in	 �ire
spells.

Airlacers

Airlacers,	 like	 �ire,	 do	 get	 special	 abilities,	 but	 rarely	 will	 any
special	consideration	need	to	be	paid	to	them	over	the	course	of
a	campaign.	Airlacers	get	abilities	to	move	through	the	air,	and
are	incredibly	nimble.	They	can	cover	huge	distances	with	their
enhanced	speed,	agility,	and	jumping	prowess.	However,	as	with
�ire,	they	are	no	more	agile	than	a	spellcaster	who	learns	spells
such	as	haste,	jump,	or	�ly.

Waterlacers

Waterlacers	 do	 require	 some	 consideration	when	 setting	 up	 a
campaign,	depending	on	the	type	of	campaign	you	wish	to	run.
Especially	if	it	is	a	seafaring	campaign,	waterlacers	will	be	right
at	home	on	the	water.	Waterlacers	get	many	abilities	that	would
make	some	of	the	dangers	of	the	sea	trivial.
The	 biggest	 thing	 that	 needs	 to	 be	 kept	 in	 mind	 with

waterlacers	 is	 that	 sources	 of	 water	 are	 required	 for	 their
abilities	 to	 function.	While	 it	 can	 sometimes	 be	 fun	 to	 have	 to
�igure	 out	 how	 to	 be	 useful	 and	 effective	 when	 in	 a
disadvantageous	situation,	for	the	most	part,	waterlacers	need	a
source	of	water	around	any	time	they	are	in	a	�ight.	The	amount
of	 water	 in	 a	 typical	 waterskin	 is	 enough	 to	 perform	 an
elemental	 attack,	 and	 to	 perform	 certain	 forms	 (such	 as
grasping	ice,	 for	example,	although	 that	would	 then	use	up	 the
water	they	had	as	it	is	frozen	to	a	creature's	foot).
If	 you	 have	 a	 waterlacer	 in	 your	 campaign,	 be	 sure	 to	 have

abundant	 sources	 of	 water	 around	 wherever	 you	 anticipate	 a
battle	 or	 combat	 could	 take	place.	While	 some	 solutions	 could
be	 found	 around	 this	 problem	 (for	 instance,	 the	 waterlacer
could	get	a	cassopony	and	cart	 that	hauls	around	barrels	 �illed
with	water	for	them	to	use),	this	would	be	impractical	in	many
campaigns.
Be	 sure	 to	work	 together	with	 your	 players	 to	 �ind	 the	 best

solution.	 If	 the	 player	 understands	 the	 limitations	 of	 their
abilities	 when	 beginning	 the	 campaign	 and	wants	 to	 work	 on
overcoming	them,	then	they	are	welcome	to	do	so	without	you
giving	them	special	consideration.	But	don't	put	a	waterlacer	in
a	place	of	always	having	to	come	up	with	a	source	of	water	on
their	own	if	this	is	not	something	they	explicitly	wish	to	do.

	

Earthlacers

Earthlacers	 share	 similar	 concerns	 to	 waterlacers.	 They	 need
sources	of	earth	around	them,	and	wouldn't	have	access	to	any
of	 their	 special	 abilities	 without	 access	 to	 earth.	 Like	 a
waterlacer	 with	 a	 waterskin,	 an	 earthlacer	 could	 easily	 hold
onto	 enough	 earth	 on	 their	 person	 to	 at	 least	 perform	 an
elemental	attack,	but	beyond	 that,	 they	will	need	 to	be	around
earth	and	stone.
Like	the	waterlacer,	the	earthlacer	can	�ind	creative	solutions

to	 this	 problem,	 but	 this	 should	 only	 be	 done	 with	 absolute
agreement	between	player	and	DM.	This	situation	would	come
up	 less	 often	 in	 a	 normal	 campaign,	 as	 characters	 are	 often
around	earth,	but	 it	 is	still	a	consideration,	especially	 in	a	non-
standard	campaign	(such	as	a	seafaring	game,	or	one	that	takes
place	moving	through	the	different	planes	of	existence).
The	 other	 important	 consideration	 for	 earthlacers	 is	 their

ability	 to	move	and	manipulate	earth	and	 stone.	While	normal
spellcasters	 get	 access	 to	 such	 abilities,	 these	 are	 often	 gated
until	they	have	more	experience.	Earthlacers	gain	the	ability	to
move	earth	and	stone	quickly,	and	can	make	doors	and	excavate
earth	without	issue	starting	from	1st	level.	This	could	be	a	major
issue	 in	 a	 typical	 dungeon	 crawl,	 where	 the	 earthlacer	 could
simply	 bypass	 any	 traps	 and	 surprises	 you	 have	 waiting	 for
them	entirely	by	tunneling	through	walls	 instead.	 It	might	take
them	some	time	to	do	so,	and	everyone	at	the	table	may	be	okay
with	 that,	 but	 it's	 something	 you	 should	 keep	 in	 mind	 when
designing	a	dungeon	if	an	earthlacer	is	in	the	party.

	

Conjuring the Elements (Redux)

This note was mentioned earlier in the book, but bears
repeating here.

The restriction of being near to a source of the
elements is not a balance issue, but a flavor one. In a
game that simply borrows elements of this book, this
restriction can be lifted entirely. In place of these rules,
lacers of the appropriate element can conjure material of
their element in order to lace, especially for water and
earthlacers who may not always be around their element.
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Environmental

Effects on Lacing
While	 magic	 in	 a	 typical	 game	 is	 static,	 always	 working
regardless	of	the	conditions	around	it	(in	most	cases),	lacing	can
be	more	variable.	The	environment	and	conditions	of	the	world
can	affect	lacing	abilities,	making	them	more	powerful,	or	more
weak	in	comparison.
What	 follows	 are	 optional	 rules	 to	 have	 the	 environment

enhance	or	weaken	lacing	abilities.

Night Cycle and Planetary

Activity

Many	machinations	of	the	world,	such	as	the	weather,	the	cycle
of	 the	 moon	 and	 sun,	 and	 the	 activity	 of	 natural	 lines	 in	 the
world's	crust	and	air	can	have	a	big	effect	on	lacing	abilities.

The Sun

Firelacers	 gain	 power	 from	 the	 sun.	When	 the	 sun	 is	 full	 and
bright	in	the	sky,	a	�irelacer	can	make	one	elemental	attack	each
day	with	 advantage.	 They	 can	 also	 initiate	 one	 form	 each	 day
one	 level	 higher	 than	 its	 base	 level	 without	 needing	 to	 spend
any	additional	ki	points.

Trade Winds

The	 wild	 winds	 that	 follow	 the	 curvature	 of	 the	 world	 are
understood	by	airlacers.	The	power	that	the	trade	winds	blow	at
rises	 and	 falls	 each	month.	At	 their	most	powerful,	 an	 airlacer
can	 initiate	 one	 form	 each	 day	 one	 level	 higher	 than	 its	 base
level	without	needing	to	spend	any	additional	ki	points.

The Moon

Waterlacers	derive	power	from	the	moon.	During	a	full	moon,	all
waterlacing	 is	 intensi�ied.	 Waterlacers	 have	 advantage	 on
elemental	 attack	 rolls	 during	 the	 full	 moon	 at	 night,	 and	 any
form	a	waterlacer	initiates	is	one	level	higher	than	its	base	level
without	needing	to	spend	additional	ki	points.
During	 a	 new	 moon,	 a	 waterlacer	 is	 at	 their	 weakest.

Elemental	 attack	 rolls	 are	 made	 with	 disadvantage,	 and
waterlacing	 forms	 cannot	 be	 enhanced	 by	 spending	 additional
ki.

Fault Lines

Fault	lines	are	natural	lines	in	the	world's	crust,	where	tectonic
plates	have	crashed	together	to	form	new	land.	These	lines	still
hold	vast	energies	that	can	be	harnessed	by	earthlacers.
While	within	1	mile	of	a	natural	 fault	 line,	an	earthlacer	can

use	its	power	to	initiate	one	form	each	day	one	level	higher	than
its	base	level	without	needing	to	spend	additional	ki	points,	and
has	advantage	on	all	elemental	attacks.

Cosmic Events

While	all	of	the	above	grant	some	measure	of	power	to	lacers	of
the	 appropriate	 element,	 some	 events	 are	 so	world-shattering
that	 lacers	 of	 its	 element	 gain	 immeasurable	 strength	 for	 the
duration.

Comet

For	 �irelacers,	 a	 large	 comet	 passing	 close	 by,	 its	 �iery	 tail
extending	behind	it,	can	grant	awe-inspiring	power.
During	 the	 event	 of	 a	 close-passing	 comet,	 all	 �irelacing	 is

heightened.	All	�irelacing	forms	are	automatically	enhanced	two
levels	 above	 their	 base	 level	 without	 needing	 to	 spend
additional	ki	points.
Additionally,	 �irelacers	 regain	 a	 number	 of	 ki	 points	 at	 the

beginning	 of	 each	 of	 their	 turns	 equal	 to	 their	 Charisma
modi�ier	(minimum	1)	for	the	duration	of	the	comet's	�light.

	Solar Eclipse

During	a	solar	eclipse,	 the	moon	passes	entirely	 in	 front	of	 the
sun.	As	�irelacers	draw	power	from	the	sun,	all	�irelacing	is	lost
during	a	solar	eclipse.	A	�irelacer	is	ki	blocked	 for	 the	duration
of	 the	 eclipse.	 A	 total	 eclipse	 typically	 lasts	 for	 around	 7
minutes.

	Pole Shift

The	magnetic	 lines	 of	 the	world	 occasionally	 �lip,	 as	 the	north
pole	becomes	the	south,	and	the	south	becomes	the	north.	This
circular	 shift	 in	 the	 world	 can	 be	 felt	 by	 airlacers,	 if	 not
physically,	then	on	a	spiritual	level.	The	world	doesn't	physically
spin	to	accommodate	this	shift,	but	an	airlacer	can	feel	its	effects
internally.	 This	 shift	 takes	 1	 hour	 to	 settle,	 infusing	 airlacers
with	power.
During	such	an	event,	all	airlacing	is	heightened.	All	airlacing

forms	are	 automatically	 enhanced	 two	 levels	higher	 than	 their
base	level	without	needing	to	spend	additional	ki	points.
Additionally,	 airlacers	 regain	 a	 number	 of	 ki	 points	 at	 the

beginning	of	each	of	their	turns	equal	to	their	Wisdom	modi�ier
(minimum	1)	for	the	duration.

	Supermoon

When	a	full	moon	coincides	with	the	moon's	closest	approach	to
the	 world	 in	 its	 orbit,	 it	 is	 referred	 to	 as	 a	 supermoon.	 A
supermoon	 appears	 far	 larger	 than	 the	 moon	 normally	 does,
and	 heightens	 all	waterlacing.	While	 a	 supermoon	 lasts	 for	 an
entire	 night,	 its	 true	 effects	 are	 felt	 for	 the	 1	 hour	 that	 it	 is
highest	in	the	sky.
During	such	an	event,	all	waterlacing	forms	are	automatically

enhanced	 two	 levels	 higher	 than	 their	 base	 level	 without
needing	to	spend	additional	ki	points.
Additionally,	waterlacers	regain	a	number	of	ki	points	at	 the

beginning	of	each	of	their	turns	equal	to	their	Wisdom	modi�ier
(minimum	1)	for	the	duration.

	Lunar Eclipse

During	 a	 lunar	 eclipse,	 the	world	 passes	 between	 the	 sun	 and
moon,	blocking	the	moon's	light	completely.	For	the	duration,	all
waterlacing	is	lost.	A	waterlacer	is	ki	blocked	for	the	duration	of
the	eclipse,	which	typically	lasts	for	around	7	minutes.

	Meteorite

A	 large	 and	 powerful	 meteorite	 striking	 the	 planet	 sends
reverberations	throughout	the	world.	Earthlacers	can	feel	these
shudders	 of	 earth,	 and	 it	 infuses	 them	with	 power	 for	 1	 hour
while	the	planet	slowly	comes	back	to	rest.
During	such	an	event,	all	earthlacing	forms	are	automatically

enhanced	 two	 levels	 higher	 than	 their	 base	 level	 without
needing	to	spend	additional	ki	points.
Additionally,	 earthlacers	 regain	 a	number	of	 ki	 points	 at	 the

beginning	 of	 each	 of	 their	 turns	 equal	 to	 their	 Charisma
modi�ier	(minimum	1)	for	the	duration.
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The Spirit World
The	 elemental	 races	 of	 Kara-Tur	 know	 that	 other	 planes	 of
existence	exist,	but	in	a	limited	capacity.	The	races	recognize	one
place,	which	the	people	refer	 to	as	 the	Spirit	World.	Outside	of
Kara-Tur,	the	planes	that	make	up	the	Spirit	World	are	known	as
the	Feywild	and	the	Shadowfell.

Entering the Spirit World

People	of	the	elemental	races	have	precious	few	ways	to	enter	or
visit	these	planes.
Spellcasting.	 For	 the	most	 part,	 spellcasting	 is	 nonexistant

among	 these	 races,	 although	 some	samsari	have	 claimed	 to	be
able	 to	 visit	 the	 Spirit	 World	 directly,	 only	 by	 focusing	 their
minds	on	the	magic	of	spirits.	Some	believe	these	samsari,	while
others	may	think	they're	simply	expounding	upon	a	particularly
evocative	dream	that	they	experienced.
When	a	creature	enters	the	Spirit	World	through	spellcasting

without	their	physical	body	(such	as	through	astral	projection),
they	 �ind	 that	 lacing	will	 not	work.	 An	 astrally	 projected	 form
(or	 similar	 form)	 does	 not	 have	 access	 to	 lacing	 in	 the	 Spirit
World.
Portals.	 Portals	 between	 the	 Material	 Plane	 and	 the	 Spirit

World	are	known	about	in	the	world.	Special	places	of	spiritual
signi�icance	can	be	used	to	traverse	from	the	mortal	realm	to	the
Spirit	World	directly.
These	portals	come	 in	many	shapes	and	sizes,	and	are	often

guarded	or	protected	by	those	who	do	not	wish	to	see	the	Spirit
World	 corrupted	 by	 people.	 Obake	 like	 to	 live	 around	 these
portals,	 serving	 to	 ward	 off	 and	 discourage	 intruders	 from
visiting	the	Spirit	World.
Some	 portals	 may	 only	 open	 for	 short	 times,	 or	 during

signi�icant	cosmic	events.	Others	may	remain	open	inde�initely.
A	person	who	enters	 the	Spirit	World	 through	a	portal	with

their	 physical	 body	 has	 all	 the	 abilities	 they	 would	 normally
have.

The Solstice

The	 solstice	 is	 an	 astronomical	 event	 when	 the	 world	 tilts
furthest	 towards	 or	 away	 from	 the	 sun.	 These	 dates	 are
spiritually	 signi�icant,	 and	 are	 the	 time	when	 the	 Spirit	World
and	the	Material	Plane	are	most	aligned	with	one	another,	and
are	at	their	closest.	During	this	time,	portals	to	the	Spirit	World
may	spring	up	in	places	where	none	existed	before.	Spirits	may
cross	 the	 barrier	 into	 the	 physical	 world,	 able	 to	 manifest
themselves	in	the	mortal	realm	for	as	long	as	the	solstice	lasts.

	

The Spirit World

While	 others	 might	 make	 a	 distinction	 between	 the	 Feywild
and	 the	 Shadowfell,	 people	 of	 the	 elemental	 races	 typically
view	 them	 both	 as	 the	 same	 place.	 It	 is	 a	 realm	 of	 dark	 but
beautiful	magic,	where	the	spirits	live	untamed	and	unchecked,
free	 to	 do	 as	 they	 please.	 Some	 spirits	 are	 intelligent,	 living
immortal	 lives	 in	 their	 own	 realm.	 Others	 are	 more	 like	 wild
beasts,	attacking	outsiders	on	sight.

Overlap

In	many	 areas	 of	 the	 Spirit	World	 (those	 few	 places	 that	 have
been	 charted	 by	 mortals),	 the	 landscape	 seems	 to	 conform
closely	 to	 the	same	area	 in	 the	physical	world.	 In	 some	places,
this	 transition	 is	 so	 subtle	 that	 a	mortal	might	 cross	 over	 into
the	Spirit	World	through	a	portal	and	not	even	realize	that	they
have	done	so.
In	 other	 places,	 the	 geography	 of	 the	 Spirit	World	 bears	 no

resemblance	 to	 the	 physical	 world,	 and	 appears	 otherworldly
and	strange.

Realm of the Face Stealers

Face	 stealers	 are	 impossibly	 old,	 evil	 spirits,	 most	 of	 which
reside	in	this	realm.	As	their	name	implies,	face	stealers	remove
the	 faces	 of	 anyone	 foolish	 enough	 to	 show	 emotion	 around
them,	and	wear	those	faces	on	their	long,	centipede-like	bodies.
The	realm	is	foggy,	with	a	sun	appearing	low	in	the	sky	which

never	 seems	 to	 rise	or	 fall.	Tall	 spires	of	 rock	 jut	 from	 the	 fog,
with	enormous	trees	growing	from	them.	The	face	stealers	make
their	lairs	in	the	roots	of	these	trees,	hollowing	out	caves	to	call
their	own.

Realm of the Fenghuang

This	 realm	 is	 home	 to	 the	 fenghuang,	 or	 dragon	 bird.	 These
spirits	are	 large	and	generally	 considered	 friendly,	helping	 lost
travelers	�ind	their	way.	They	live	 in	high	mountains	which	are
also	home	to	other	spirit	creatures,	such	as	foo	dogs.	While	their
mountains	 may	 sometimes	 be	 enveloped	 by	 vicious	 storm
clouds,	these	do	not	bother	the	fenghuang,	who	feels	at	home	in
such	turmoil.

The Fog of Forgotten Souls

The	 Fog	 of	 Forgotten	 Souls	 is	 a	 special	 prison	 for	 people	who
�ind	themselves	 in	the	Spirit	World.	The	 fog	 is	actually	a	spirit,
and	has	the	ability	to	drive	a	person	who	wanders	into	its	midst
to	 madness,	 trapping	 them	within	 their	 own	 darkest	 memory
and	prohibiting	them	from	escaping.
A	creature	that	is	able	to	succeed	on	a	DC	24	Wisdom	saving

throw	 as	 an	 action	 is	 able	 to	 brie�ly	 overcome	 their	 fear	 and
insecurity,	 and	can	attempt	 to	escape	 the	 fog.	This	momentary
clarity	lasts	for	1	minute.	The	spirit	is	vast,	and	�ills	the	bottom
of	a	deep	canyon.	Very	few	have	ever	escaped	the	fog's	grasp.

Kuro Shiro's Grove

Kuro	 shiro,	 also	 known	 as	 the	 black-white	 spirits,	 resemble
pandas,	and	claim	 this	area	as	 their	own.	This	grove	 is	 located
deep	 in	 the	 Spirit	 World,	 in	 a	 canyon	 densely	 populated	 by
impossibly	 tall	 bamboo	 stalks.	Grass	 covers	 the	 entirety	 of	 the
grove,	and	large	rocks	are	also	found	in	the	area.	A	single	stream
with	red	water	runs	through	the	hilly	woodland,	and	the	sky	is
always	a	yellow-orange	hue.
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Bixi
While	 bixi	 are	 called	 ancient	 beings,	 the	 truth	 is	 that	 no	 one
knows	 how	 old	 bixi	 are	 or	 how	 they	 age.	 No	 one	 has	 ever
encountered	a	 juvenile	bixi,	 they	always	appear	as	ancient	and
powerful	 beings.	 Some	 theorize	 that	 bixi	 do	 not	 grow	 or
reproduce	 at	 all,	 and	 that	 they	 have	 simply	 lived	 since	 the
beginning	 of	 time.	 While	 they	 are	 from	 the	 Spirit	 World,	 bixi
come	 and	 go	 as	 they	 please	 between	 the	 Spirit	World	 and	 the
Material	Plane.
Bixi	 are	 titanic	beasts,	which	 resemble	 turtles	with	draconic

and	 terrapin	 features.	 Their	 bodies	 are	 built	 like	 giant	 turtles,
with	an	 impossibly	 tough	shell	 for	protection.	Bixi	are	so	 large
that	people	often	mistake	them	for	small	islands	or	mountains,
especially	 due	 to	 the	 fact	 that	 all	 bixi	 have	 forests	 and	 other
landscapes	growing	on	their	backs.	No	one	knows	if	these	trees
are	part	of	the	bixi's	body,	but	those	who	have	met	a	bixi	say	that
the	trees	appear	as	normal	trees,	taking	root	in	the	bixi's	shell.
Bixi	have	been	encountered	of	each	element,	with	the	unique

ability	 to	 grant	 and	 take	 away	 a	 creature's	 lacing	 abilities.	 No
one	knows	the	precise	way	that	this	works,	but	some	think	that
the	 bixi	 are	 the	 ones	who	 are	 responsible	 for	 all	 lacing	 in	 the
world,	granting	lacing	to	the	ancestors	of	all	modern	peoples.
Bixi	are	mythic	beings,	and	many	people	do	not	even	believe

they	 truly	exist,	 relegating	 them	to	art	and	culture,	not	as	 true
creatures	 that	 once	 (or	 still)	 exist.	 Tales	 of	 the	 bixi	 describe
them	as	otherworldly,	 their	thoughts	and	ideas	an	enigma.	Bixi
care	nothing	for	material	wealth,	and	their	motivations	are	often
unclear,	 but	 they	 are	 told	 of	 in	 stories	 as	 attempting	 to	 help
others	who	have	lost	their	way,	both	physically	and	spiritually.

	

Encountering a Bixi

While bixi are living creatures, no stats are given for
them, as their power and enormity puts them outside the
realm of normal creatures. Bixi should be almost
impervious to damage, lacing abilities, and even magic,
operating on a higher plane than most other creatures.

Their ability to give and remove lacing is outlined
below. Most bixi are tied to a particular element (fire, air,
water, or earth), and their ability to grant and take away
lacing is tied solely to those elements. Some tales say,
however, that there are bixi who are in tune with all of the
elements, or with the energy of the weave itself, granting
even more impressive and unique abilities.

Energylacing. The bixi can grant a creature the ability to
lace an element by touching it, so long as the creature is
not already a lacer. The target gains the ability to initiate
basic lacing effects of the bixi's element (firelacing,
airlacing, waterlacing, earthlacing), and gains an elemental
strike attack (this functions as a lacer's elemental strike).
The creature learns a single 1st-level lacing form of its
choice, which it can initiate once per long rest.

The bixi can also take away lacing from a creature by
touching it. The creature must succeed on a saving throw,
which is different depending on the element. The
creature must make a DC 24 Charisma saving throw if
they are a firelacer or earthlacer, or a DC 24 Wisdom
saving throw if they are an airlacer or waterlacer. On a
failed save, all lacing abilities are stripped from the
creature.
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Chapter 9: Monsters
New	monsters	 in	 Kara-Tur	 follow	 the	 same	 rules	 that	 normal
monsters	 do.	 Incarnate	 monsters	 often	 come	 from	 the	 Spirit
World	(the	Feywild	or	Shadowfell).	Other	animals	and	beasts
have	 been	 tamed	 by	 the	 elemental	 races,	 and	would	 look	 like
strange	hybrids	to	someone	from	another	land.
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Abaia
The	abaia	patrol	the	deep	waters	of	the	Celestial	Sea,	undulating
below	the	waves,	waiting	for	its	prey.	An	abaia	is	a	gargantuan,
powerful	 serpent,	with	 dark	 gray	 skin	 instead	 of	 scales.	 Sharp
spines	 line	 the	back	of	 its	 body	 from	head	 to	 tail,	 and	 it	 has	 a
large	dorsal	�in	that	can	be	expanded	or	retracted.
Unmatched	Hunters.	The	abaia	are	notoriously	omnivorous,

and	will	 eat	almost	anything	put	before	 it,	 although	 its	 food	of
choice	are	giant	kohaku.	Abaia	are	feared	and	revered	by	coastal
communities,	 who	 avoid	 the	 water	 when	 abaia	 are	 said	 to	 be
near.
Dangerous	 Ships.	 It	 is	 not	 uncommon	 for	 abaia	 to	 attack

large	 sailing	 ships,	 since	 as	 seen	 from	below,	 the	 ships	 have	 a
similar	 shape	 to	 giant	 kohaku,	 the	 abaia's	 main	 food	 source.
There	have	been	mostly	unsuccessful	attempts	to	wipe	out	abaia
populations,	but	most	humans	are	no	match	for	the	power	of	the
serpent.
Power	of	Water.	While	abaia	are	not	waterlacers	in	any	way,

they	do	have	the	power	to	swallow	huge	amounts	of	water	and
then	expel	it	at	will,	creating	huge	waves	and	powerful	streams
of	liquid.	As	part	of	their	hunting	pattern,	abaia	will	blast	these
streams	at	giant	kohaku	while	they	are	underwater,	stunning	the
kohaku	so	they	can't	escape	the	cavernous	maw	of	the	abaia.

	

Dominance

While abaia are typically avoided at all costs by smaller
creatures, people typically gather to watch the abaia fight
for dominance as part of their mating display. As abaia lay
their eggs in shallower waters, the abaia congregate near
the coasts, where the males will fight one another for the
right to mate with the surrounding females.
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Abaia
Gargantuan beast, unaligned

Armor Class 17 (natural armor)
Hit Points 247 (17d20 + 68)
Speed 0 ft., swim 60 ft.

STR DEX CON INT WIS CHA

22 (+6) 16 (+3) 19 (+4) 2 (-4) 14 (+2) 12 (+1)

Skills Perception +6
Senses passive Perception 16
Languages —
Challenge 12 (8,400 XP)

Amphibious. The abaia can breathe air and water.

Rampage. When the abaia reduces a creature to 0 hit
points with a melee attack on its turn, the abaia can take
a bonus action to move up to half its speed and make a
bite attack.

Actions
Multiattack. The abaia makes two attacks: one with its
bite and one to constrict.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 23 (3d10 + 6) piercing damage.

Constrict. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one Large or smaller creature. Hit: 20 (3d8 + 6)
bludgeoning damage plus 20 (3d8 + 6) slashing damage.
The target is grappled (escape DC 16) if the abaia isn't
already constricting a creature, and the target is
restrained until the grapple ends.

Swallow. The abaia 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. While
swallowed, the target is blinded and restrained, it has
total cover against attacks and other effects outside the
abaia, and it takes 21 (6d6) acid damage at the start of
each of the abaia's turns. An abaia can have only one
creature swallowed at a time. 
    If the abaia takes 30 damage or more on a single turn
from the swallowed creature, the abaia must succeed on
a DC 14 Constitution saving throw at the end of that turn
or regurgitate the creature, which falls prone in a space
within 10 feet of the abaia. If the abaia dies, a swallowed
creature is no longer restrained by it and can escape from
the corpse by using 15 feet of movement, exiting prone.

Water Blast (Recharge 5-6). The abaia blasts a powerful
water stream from its mouth in a 60-foot cone. Each
creature in the area must succeed on a DC 16 Strength
saving throw. On a failed save, a creature takes 61
(11d10) bludgeoning damage and is pushed 30 feet and
knocked prone. On a successful save, a creature takes
half as much damage and isn't pushed or knocked prone.
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Adlet
The	adlet	are	a	race	of	creatures	with	the	legs	of	a	dog	and	the
upper	torso	of	a	person	with	canine	features.
Adapted	to	Cold.	Adlet	are	encountered	on	the	Great	Glacier,

where	their	territory	overlaps	with	that	of	the	water	clan.	Adlet
are	 not	 known	 for	 their	 great	 intelligence,	 but	 as	 they	 are
fearsome	 hunters	 and	 powerful	 warriors,	 adlet	 and	 the	water
clan	typically	avoid	one	another	if	at	all	possible.
Steeped	 in	Folklore.	While	 the	 stories	of	 adlet	 tell	 of	 them

being	the	offspring	of	humans	and	dogs,	their	true	origin	lies	in
the	Spirit	World.	Adlet	elders	tell	the	story	of	their	origin	in	the
Spirit	World,	coming	 from	a	 land	of	cold	and	 ice,	which	 is	why
they	 chose	 to	 settle	 at	 the	 north	 and	 south	 pole	 when	 they
crossed	over	to	the	Material	Plane.
Simple	Traditions.	While	the	water	clan	sees	adlet	as	being

untrustworthy,	the	truth	is	that	it's	a	mutual	distrust.	The	adlet
are	 a	 simple	 people,	 with	 hunters,	 warriors,	 �isherman,	 and
others	represented	in	their	society.	They	fear	the	water	clan	as
much	as	 they	are	 feared,	and	have	 their	own	stories	about	 the
evilness	of	the	water	clan.

	

	

The Girl and the Dogs

A woman, Qaaynak ("the girl"), lived with her father, Oki,
but would not choose a man to marry, and was hence
called Uinigumissuitung ("she who wouldn't take a
husband"). After rejecting all of her suitors, she chose to
marry a dog, Ijirqang, who had white and red spots. This
greatly angered Oki, but he remained silent.

Of their ten children, five were dogs and the others
were adlet, with the bodies of men and the legs of dogs.
Since Ijirqang would not go hunting and the children
were becoming very hungry, it fell to Oki to provide for
the full household.

With the house too full of hungry children, Oki put
them into a boat and carried them to a small island,
telling Ijirqang to swim to them to get food for he and
Qaaynak. Qaaynak hung a pair of boots around Ijirqang's
neck and he swam ashore, but instead of food, Oki put
rocks in the shoes. When Ijirqang attempted to swim
home, he drowned.

In anger, Qaaynak went to her father, and ordered her
children to bite him. Oki pushed her into the water and
attempted to drown her as he did her husband. Qaaynak
survived, but afraid that Oki might turn his wrath to her
children, sent the adlet away.

All adlet today are the descendents of Qaaynak and
Ijirqang. One must always be wary, for the adlet have
extreme distrust and anger against humans, who they see
as the descendants of Oki, who attempted to kill them all.
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Adlet
Medium humanoid, neutral

Armor Class 15 (hide armor, shield)
Hit Points 39 (6d8 + 12)
Speed 35 ft.

STR DEX CON INT WIS CHA

13 (+1) 12 (+1) 14 (+2) 8 (-1) 12 (+1) 9 (-1)

Skills Animal Handling +3, Survival +3
Senses passive Perception 11
Languages Primordial (Aquan)
Challenge 1/4 (50 XP)

Fey Ancestry. The adlet has advantage on saving throws
against being charmed, and magic can't put the adlet to
sleep.

Keen Senses. The adlet has advantage on Wisdom
(Perception) checks that rely on hearing or smell.

Standing Leap. The adlet's long jump is up to 20 feet and
its high jump is up to 10 feet, with or without a running
start.

Tundra Camouflage. The adlet has advantage on Dexterity
(Stealth) checks made to hide in icy terrain.

Actions
Multiattack. The adlet makes two attacks: one with its bite
and one with its spear.

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 3 (1d4 + 1) piercing damage.

Spear. Melee or Ranged Weapon Attack: +3 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 4 (1d6 + 1)
piercing damage, or 5 (1d8 + 1) piercing damage if used
with two hands to make a melee attack.
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Akhlut
The	akhlut	is	a	beast	that	haunts	the	Great	Glacier.	It	 is	spoken
about	in	hushed	whispers	by	the	people	of	the	water	clan,	one	of
the	many	trials	they	must	endure	that	other	nations	of	the	world
typically	never	learn	about.
Shapeshifter.	The	akhlut's	most	distinguishing	feature	is	its

ability	 to	 change	 its	 shape.	 In	 water,	 the	 akhlut	 appears	 as	 a
normal,	although	still	dangerous,	killer	whale.	The	akhlut's	true
power,	 however,	 is	 to	 come	 onto	 land	 and	 take	 the	 shape	 of	 a
gigantic	 wolf.	 On	 land,	 the	 akhlut	 keeps	 its	 distinguishing
markings	of	black	and	white,	identifying	it	immediately.
Solitary	 Hunter.	 Unlike	 both	 killer	 whales	 and	 wolves,

akhlut	are	loners,	existing	as	unstoppable	forces	of	nature.	The
akhlut	 exists	 alone,	 with	 its	 tendency	 to	 eat	 everything	 in	 its
path	setting	it	apart	from	normal	animals,	whom	the	water	clan
respect	 as	 a	 part	 of	 nature.	 The	 akhlut	 is	 seen	 as	 apart	 from
nature,	an	evil	presence	that	should	be	avoided	or	destroyed	at
all	costs.
Muddy	 Footprints.	 The	 territory	 of	 an	 akhlut	 can	 be

identi�ied	by	wolf	pawprints	that	lead	to	the	water.	While	akhlut
look	visually	distinct	with	their	black	and	white	markings,	dogs
that	 wander	 too	 close	 to	 the	 water,	 or	 spend	 too	 much	 time
there,	are	often	distrusted	by	the	people	of	the	water	clan,	who
are	suspicous	that	the	normal	dog	may	inherit	the	akhlut's	taint
and	become	one	of	them.
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Akhlut
Large monstrosity, neutral evil

Armor Class 12 (natural armor)
Hit Points 90 (12d12 + 12)
Speed 40 ft., swim 60 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 13 (+1) 3 (-4) 12 (+1) 7 (-2)

Skills Perception +3
Senses blindsight 120 ft., passive Perception 13
Languages —
Challenge 3 (700 XP)

Echolocation. The akhlut can't use its blindsight while
deafened.

Hold Breath. The akhlut can hold its breath for 30
minutes.

Keen Hearing. The akhlut has advantage on Wisdom
(Perception) checks that rely on hearing or smell.

Shifting Form. The akhlut can change its shape to that of a
killer whale as an action.

Actions
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 21 (5d6 + 4) piercing damage.
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Barking Beast
The	 barking	 beast	 is	 a	 voracious	 monster,	 with	 the	 body	 of	 a
leopard	and	the	head	and	neck	of	a	poisonous	snake.	Despite	it's
snake-like	head,	the	barking	beast	is	so-named	for	the	sound	it
makes,	described	as	the	yelping	of	a	small	dog	or	fox.
Perilous	 Quest.	 Barking	 beasts	 are	 occasionally	 called

questing	 beasts	 by	 the	 earth	 kin.	 These	 creatures	 are	 often
disruptive	to	earth	kin	communities	near	their	forest	dwellings,
and	 so	 those	who	see	 to	 the	protection	of	 the	 common	people
have	 made	 an	 event	 out	 of	 hunting	 down	 barking	 beasts	 and
slaying	them.
Solitary	Hunters.	 Barking	 beasts	 are	 loners,	 rarely	 coming

together	 except	 during	 mating	 season.	 Their	 territories	 cover
vast	expanses	of	the	Jungle	of	Lost	Tribes,	and	they	defend	this
territory	 ferociously,	 causing	 them	 to	 attack	 any	 who	 pass
through	it	as	though	it	were	a	rival	barking	beast.
Deadly	 Poison.	 The	 barking	 beast's	 most	 fatal	 trait	 is	 the

burning	venom	 that	 it	 empties	 into	 its	prey.	The	 venom	of	 the
barking	 beast	 is	 often	 procured	 after	 one	 is	 slain,	 and	 is
synthesized	 into	 a	 deadly	 poison	 for	 administering	 to	 one's
enemies,	or	for	coating	one's	weapon.

	

109

Barking Beast
Large monstrosity, neutral evil

Armor Class 12
Hit Points 72 (11d10 + 11)
Speed 50 ft.

STR DEX CON INT WIS CHA

17 (+3) 15 (+2) 13 (+1) 3 (-4) 12 (+1) 8 (-1)

Skills Perception +3, Stealth +6
Senses passive Perception 13
Languages —
Challenge 2 (450 XP)

Keen Smell. The barking beast has advantage on Wisdom
(Perception) checks that rely on smell.

Pounce. If the barking beast moves at least 20 feet
straight toward a creature and then hits it with a claw
attack on the same turn, that target must succeed on a
DC 13 Strength saving throw or be knocked prone. If the
target is prone, the barking beast can make one bite
attack against it as a bonus action.

Running Leap. With a 10-foot running start, the barking
beast can long jump up to 25 feet.

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 10 ft., one
target. Hit: 13 (4d4 + 3) piercing damage, and the target
must make a DC 13 Constitution saving throw, taking 14
(3d8) poison damage on a failed save, or half as much
damage on a successful one.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 14 (3d6 + 3) slashing damage.
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Boarcupine
The	boarcupine	is	a	powerful	creature	that	lives	primarily	in	the
Winto	Forest	and	Fengwood.	Human	intervention	has	cut	down
on	its	territory,	as	the	earth	kin	cleared	its	native	forest	for	more
earth	communities.	This	brings	the	boarcupine	into	con�lict	with
people,	as	they	�ight	to	retain	their	homes.
Fiercly	 Territorial.	 The	 boarcupine	 live	 in	 small	 family

units,	 with	 children	 being	 looked	 after	 by	 their	 parents.	 Adult
boarcupines	are	incredibly	dangerous,	with	powerful	tusks	and
long	quills	that	cover	their	backs.	Especially	when	their	children
are	present,	boarcupines	will	defend	their	families	at	all	costs.
Acupuncture.	 Despite	 these	 misgivings	 about	 people,

isolated	 boarcupine	 populations	 have	 been	 successfully
domesticated.	 Their	 immense	 size	 allows	 them	 to	 provide	 a
number	of	resources	 for	 the	people	charged	with	their	care.	 In
addition,	 juvenile	 boarcupine	 quills	 (which	 fall	 out	 with
regularity	and	can	be	easily	collected	from	pens)	are	often	used
for	acupuncture.
Diet	 of	 Convenience.	 The	 boarcupine	 is	 a	 highly	 versatile

omnivore,	whose	 diversity	 of	 choice	 in	 food	 is	 only	 rivaled	 by
people.	 Boarcupines	 will	 eat	 almost	 anything,	 from	 roots	 and
bulbs,	to	nuts	and	berries,	leaves	and	twigs,	worms	and	insects,
up	to	lizards	and	snakes	and	other	wild	game.
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Boarcupine
Large beast, unaligned

Armor Class 13 (natural armor)
Hit Points 84 (8d12 + 32)
Speed 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 8 (-1) 18 (+4) 2 (-4) 9 (-1) 6 (-2)

Damage Resistances bludgeoning and slashing from
nonmagical weapons

Senses passive Perception 9
Languages —
Challenge 5 (1,800 XP)

Charge. If the boarcupine moves at least 20 feet straight
toward a creature and then hits it with a quill slam attack
on the same turn, that target must succeed on a DC 15
Dexterity saving throw or be knocked prone. If the target
is prone, the boarcupine can make one gore attack
against it as a bonus action.

Keen Smell. The boarcupine has advantage on Wisdom
(Perception) checks that rely on smell.

Quilled Hide. A creature that hits the boarcupine with a
melee attack while within 5 feet of it takes 9 (2d6)
piercing damage.

Reckless. At the start of its turn, the boarcupine can gain
advantage on all melee weapon attack rolls it makes
during that turn, but attack rolls against it have advantage
until the start of its next turn.

Actions
Gore. Melee Weapon Attack: +6 to hit, one target. Hit: 11
(3d4 + 3) piercing damage.

Quill Slam. Melee Weapon Attack: +6 to hit, one target.
Hit: 20 (3d10 + 3) bludgeoning damage.
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Burrowing

Fringehead
The	 burrowing	 fringehead	 is	 a	 titanic	 predator	 that	 roams
underneath	 the	 surface	of	Quoya	Desert.	The	 fringehead	preys
on	almost	anything	that	moves,	moving	the	desert	from	simply	a
hostile	and	dif�icult	environment	 to	an	unlivable	nightmare	 for
all	but	the	most	prepared	and	resourceful.
Intimidating	 Fringe.	 The	 fringehead	 has	 an	 enormous

stretch	 of	 skin	 between	 its	 jaws,	 which	 it	 �lares	 to	 intimidate
prey	before	it	feasts	on	them,	as	well	as	to	intimidate	rivals.	The
fringe	appears	in	bright	primary	colors	such	as	red,	yellow,	and
blue,	 and	 is	 used	 to	 �ight	 with	 and	 attempt	 to	 frighten	 other
fringeheads	that	impose	on	its	territory.
Stalker	of	the	Desert.	Fringeheads	swim	through	loose	sand

as	 easily	 as	 a	 �ish	 swims	 in	water.	 It	 is	 unknown	whether	 the
fringehead	has	access	to	any	type	of	earthlacing	to	help	 in	this
regard,	 or	 whether	 their	 powerful	 �ins	 and	 tails	 are	 simply
strong	enough	to	propel	them	through	the	sand.	Like	a	shark,	a
fringehead	 can	 sometimes	 be	 seen	 approaching	when	 it	 nears
the	surface	of	 the	sand,	as	 its	 �ins	break	the	surface	and	reveal
its	position.
Deadly	 Encounters.	 Stories	 of	 burrowing	 fringeheads	 are

common	tales	to	encourage	children	from	wandering	away,	but
actual	 encounters	 have	 dwindled.	 No	 one	 knows	 what	 might
lead	 to	 the	 population	 loss	 of	 such	 a	 fearsome	 and	 powerful
predator,	 but	 no	 one	 assumes	 that	 the	 Quoya	 Desert	 is	 safe
because	of	it.
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Burrowing

Fringehead
Gargantuan beast, unaligned

Armor Class 17 (natural armor)
Hit Points 248 (16d20 + 80)
Speed 0 ft., burrow 60 ft.

STR DEX CON INT WIS CHA

22 (+6) 13 (+1) 20 (+5) 1 (-5) 10 (0) 5 (-3)

Skills Perception +6
Senses tremorsense 120 ft., passive Perception 16
Languages —
Challenge 11 (7,200 XP)

Surprise Attack. If the fringehead surprises a creature and
hits it with an attack during the first round of combat, the
target takes an extra 17 (3d10) damage from the attack.

Actions
Multiattack. The fringehead makes two attacks: one with
its bite and one to constrict. If the fringehead has a
creature swallowed, it instead makes two slam attacks.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 26 (3d12 + 6) piercing damage.

Slam. Melee Weapon Attack: +10 to hit, reach 15 ft., one
target. Hit: 23 (3d10 + 6) bludgeoning damage.

Constrict. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one Large or smaller creature. Hit: 17 (2d10 + 6)
bludgeoning damage plus 17 (2d10 + 6) slashing
damage. The target is grappled (escape DC 17) if the
fringehead isn't already constricting a creature, and the
target is restrained until the grapple ends.

Swallow. The fringehead 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. While
swallowed, the target is blinded and restrained, it has
total cover against attacks and other effects outside the
fringehead, and it takes 32 (9d6) acid damage at the start
of each of the fringehead's turns. A fringehead can have
only one creature swallowed at a time. 
    If the fringehead takes 40 damage or more on a single
turn from the swallowed creature, the fringehead must
succeed on a DC 16 Constitution saving throw at the end
of that turn or regurgitate the creature, which falls prone
in a space within 10 feet of the fringehead. If the
fringehead dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by using
15 feet of movement, exiting prone.

Chapter	9	|	Burrowing	Fringehead



4/5112

Burung Hantu
Huge fey, neutral

Armor Class 15 (natural armor)
Hit Points 85 (10d12 + 20)
Speed 50 ft., fly 60 ft.

STR DEX CON INT WIS CHA

16 (+3) 17 (+3) 14 (+2) 16 (+3) 13 (+1) 11 (+0)

Saving Throws Wis +9, Cha +8
Skills Insight +9, Perception +9
Senses darkvision 120 ft., passive Perception 19
Languages Common, Sylvan
Challenge 7 (2,900 XP)

Fey. The burung hantu cannot be charmed or put to sleep.

Knowledgeable. The burung hantu values knowledge above
anything else, and can be easily swain by shows of
intelligence. Creatures can use Intelligence instead of
Charisma to make Deception, Intimidation, Performance,
and Persuasion skill checks to influence the burung hantu.

Inscrutable. The burung hantu is immune to any effect that
would sense its emotions or read its thoughts, as well as
any divination spell that it refuses. Wisdom (Insight)
checks made to ascertain the burung hantu's intentions or
sincerity have disadvantage.

Legendary Resistance (3/Day). If the burung hantu fails a
saving throw, it can choose to succeed instead.  
 
 

Actions
Multiattack. The burung hantu can use its Frightful
Presence. It then makes two attacks: one bite attack and
one slam attack.

Bite. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 8 (1d8 + 3) bludgeoning damage.

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

Frightful Presence. Each creature of the burung hantu's
choice that is within 120 feet of the burung hantu and
aware of it must succeed on a DC 14 Wisdom saving
throw or become frightened 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 successs. If a creature's
saving throw is successful or the effect ends for it, the
creature is immune to the burung hantu's Frightful
Presence for the next 24 hours.

Legendary Actions
The burung hantu 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 burung hantu regains spent legendary
actions at the start of its turn.

Detect. The burung hantu makes a Wisdom (Perception) 
   check. 

Bite Attack. The burung hantu makes a bite attack. 
Thrash (Costs 2 Actions). The burung hantu begins 
   thrashing wildly. Each creature within 10 feet of the 
   burung hantu must succeed on a DC 14 Dexterity 
   saving throw or take 20 (3d10 + 3) bludgeoning 
   damage and be incapacitated for 1 round. The burung 
   hantu can then move up to half its speed.
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Burung Hantu
The	 burung	 hantu	 is	 an	 enigmatic	 creature.	 Burung	 hantu	 are
ancient,	and	no	one	knows	whether	they	are	simply	immortal,	of
if	there	are	multiple	burung	hantu	of	the	world.
The	hantu	appears	as	an	enormous	barn	owl	that	can	speak.

Above	all,	stories	of	the	hantu	describe	it	as	seeking	knowledge.
There	 are	 many	 stories	 of	 the	 hantu	 hoarding	 knowledge,
havings	 its	servants	collect	scrolls,	books,	and	other	sources	of
information	to	keep	them	for	itself.
Knowledge	Seeker.	The	burung	hantu	is	always	surrounded

by	 animals	 that	 it	 uses	 to	 steal	 sources	 of	 knowledge.	 These
almost	 always	 take	 the	 form	 of	 foxes.	 These	 foxes	 understand
their	 orders	 and	 are	 found	 in	 the	 far	 corners	 of	 the	 world,
�inding	 sources	 of	 knowledge	 and	 history	 and	 bringing	 them
back	to	their	master.	Many	stories	have	sprung	up	around	these
animals	with	a	strange	glint	in	their	eye	seeking	out	sources	of
knowledge	to	steal.
Altered	Form.	While	the	burung	hantu	is	often	described	as

a	 terrifying	 if	 neutral	 creature,	 it	 is	 rumored	 that	when	 angry,
the	hantu	grows	in	size	and	its	body	elongates	into	a	serpentine
form.	 It	 is	 said	 to	 chase	 down	 and	 devour	 those	 who	 would
disrespect	the	hantu	or	the	knowledge	it	has	collected.
Sharing	Knowledge.	While	the	hantu	is	a	reclusive	creature

(many	 rumor	 that	 it	 doesn't	 exist	 at	 all,	 and	 is	 only	 a	 mythic
creature),	the	hantu	is	typically	depicted	as	wanting	to	share	its
knowledge	 with	 those	 who	 seek	 it.	 So	 long	 as	 the	 traveler	 or
scholar	 seeks	 knowledge	 for	 learning's	 sake,	 and	 not	 to	 harm
others	or	the	environment,	 the	hantu	is	usually	happy	to	allow
others	to	peruse	its	vast	stores.	The	worst	thing	one	can	do	to	a
burung	hantu	 is	 to	steal	 from	it,	which	will	cause	 it	 to	become
angered	 and	 seek	 to	 destroy	 those	 who	 have	 pilfered	 its
knowledge.

A Burung Hantu's Lair

Depending	on	its	age,	a	burung	hantu	may	have	begun	to	collect
a	vast	hoard	of	scrolls,	books,	and	other	sources	of	information.
It	is	unknown	how	the	hantu	constructs	its	lair,	but	the	home	of
a	 burung	 hantu	 typically	 resembles	 a	 library,	 school,	 or	 other
source	of	knowledge.

Knowledge Seeker Template

The	 knowledge	 seeker	 is	 an	 animal,	 typically	 a	 fox,	 that	 the
hantu	has	coerced	 into	 its	service.	When	a	creature	becomes	a
knowledge	 seeker,	 it	 retains	 all	 its	 statistics	 except	 as	 noted
below.
Senses.	The	knowledge	seeker	gains	 truesight	with	a	radius

of	10	feet.
Spider	Climb.	The	seeker	gains	 the	ability	 to	 climb	dif�icult

surfaces,	including	upside	down	on	ceilings,	without	needing	to
make	an	ability	check.
Languages.	 The	 knowledge	 seeker	 understands	 Sylvan	 but

cannot	speak.
New	Action:	Charm.	The	knowledge	seeker	has	the	ability	to

charm	another	creature,	which	it	will	use	to	steal	knowledge	for
its	burung	hantu	master.

	

Sample Knowledge Seeker

Here	the	knowledge	seeker	template	has	been	applied	to	a	fox	to
create	a	knowledge	seeker	fox.
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Knowledge Seeker

Fox
Small beast, unaligned

Armor Class 13
Hit Points 3 (1d6)
Speed 40 ft.

STR DEX CON INT WIS CHA

8 (-1) 16 (+3) 11 (+0) 4 (-3) 12 (+1) 7 (-2)

Skills Perception +3
Senses truesight 10 ft., passive Perception 13
Languages understands Sylvan but cannot speak.
Challenge 0 (10 XP)

Keen Hearing and Smell. The knowledge seeker has
advantage on Wisdom (Perception) checks that rely on
hearing or smell.

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

Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4-1) piercing damage.

Charm. The knowledge seeker targets one humanoid or
beast that it can see within 30 feet of it. If the target can
see the seeker, it must succeed on a DC 11 Wisdom
saving throw or be magically charmed. The charmed
creature regards the seeker as a trusted friend to be
heeded and protected. Although the target isn't under
the seeker's control, it acts favorably toward the seeker,
and can understand its wants implicitly and attempts to
help it achieve its goals (usually stealing books or
scrolls). 
   Each time the seeker or its allies do anything harmful

to the target, it can repeat the saving throw, ending the
effect on itself on a success. Otherwise, the effect lasts
24 hours or until the seeker dies, is on a different plane
of existance from the target, or ends the effect as a
bonus action. If a target's saving throw is successful, the
target is immune to the seeker's Charm for the next 24
hours. 
   The seeker can have no more than one humanoid and

up to three beasts charmed at a time.
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Deer Lady
Travelers	who	have	passed	through	the	deepest	forests	of	Petan
tell	 tales	 of	 the	 deer	 lady,	 a	 malevolent	 spirit	 that	 seeks	 to
destroy	those	it	encounters.	It	entices	weary	people	deeper	into
the	woods	with	the	sound	of	a	friendly	voice	and	the	big,	brown,
innocent	eyes	of	a	deer.
Dancer.	 The	 deer	 lady	 is	 said	 to	 haunt	 forests	 and

surrounding	communities,	and	some	stories	say	that	they	can't
resist	a	dance.	Many	tales	are	told	of	the	deer	lady	having	to	join
communal	dances	when	it	sees	one,	going	completely	unnoticed,
and	leaving	only	when	the	music	ceases.
Vain.	While	 the	deer	 lady	can	use	her	magical	wiles	 to	 trick

others,	she	is	also	said	to	be	self-conscious	of	her	cloven	hooves.
She	hides	these	hooves	by	remaining	on	the	other	side	of	trees
and	 bushes,	 and	 sometimes	 �lees	 when	 discovered	 to	 be
inhuman.
Other	 things	 that	 can	 drive	 away	 a	 deer	 lady	 are	 said	 to	 be

tobacco,	 and	certain	 chants	which	are	 said	 to	hold	power	over
her	spiritual	nature.
Magical	 Lure.	 Tales	 of	 the	 deer	 lady	 say	 that	 she	 forces

people	 (usually	men)	 to	 fall	 in	 love	with	her,	 luring	 them	deep
into	the	forest	until	it	is	too	late	for	them	to	escape.	These	men
are	trapped	by	the	deer	lady's	magic,	forced	to	love	her	and	stay
with	her	until	they	eventually	waste	away.
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Deer Lady
Medium humanoid, neutral evil

Armor Class 13 (leather armor)
Hit Points 72 (16d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 14 (+2) 10 (+0) 9 (-1) 14 (+2) 16 (+3)

Skills Insight +4, Persuasion +5
Senses passive Perception 12
Languages Sylvan
Challenge 1 (200 XP)

Fey Ancestry. The deer lady has advantage on saving
throws against being charmed, and magic can't put the
deer lady to sleep.

Innate Spellcasting. The deer lady's innate spellcasting
ability is Wisdom (spell save DC 13). The lady can
innately cast the following spells, requiring no material
components:

At will: alter self, minor illusion 
3/day each: hideous laughter 
1/day each: hold person

Actions
Multiattack. The deer lady makes two attacks: one with its
gore and one with its quarterstaff.

Gore. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 7 (2d4 + 2) bludgeoning damage.

Quarterstaff. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 5 (1d6 + 2) bludgeoning damage, or 7
(1d8 + 2) bludgeoning damage if used with two hands to
make a melee attack.

Fey Charm. The deer lady targets one humanoid or beast
that she can see within 30 feet of her. If the target can
see the deer lady, it must succeed on a DC 14 Wisdom
saving throw or be magically charmed. The charmed
creature regards the deer lady as a trusted friend to be
heeded and protected. Although the target isn't under
the deer lady's control, it takes the deer lady's requests or
actions in the most favorable way it can. 

   Each time the deer lady or its allies do anything
harmful to the target, it can repeat the saving throw,
ending the effect on itself on a success. Otherwise, the
effect lasts for 24 hours or until the deer lady dies, is on
a different plane of existence from the target, or ends the
effect as a bonus action. If a target's saving throw is
successful, the target is immune to the deer lady's Fey
Charm for the next 24 hours. 
   The deer lady can have no more than one humanoid

and up to three beasts charmed at a time.
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Face Stealer
A	 face	 stealer	 is	 an	 ancient	 and	 powerful	 creature,	 with	 the
unique	ability	to	steal	the	face	of	its	victims.	Resembling	a	large
centipede,	the	face	stealer	wears	the	faces	of	those	unfortunate
souls	it	has	encountered.
Eternal	Memories.	 Face	 stealers	 are	 said	 to	 be	 impossibly

old.	 Residing	 almost	 exclusively	 in	 the	 Spirit	World,	 there	 are
many	tales	of	travelers	to	the	Shadowfell	who	encounter	a	face
stealer.	Stories	say	the	only	way	to	keep	your	face	is	to	show	no
emotion	 at	 all.	 The	 face	 stealer	 will	 attempt	 to	 surprise,
threaten,	or	scare	a	person	in	an	attempt	to	get	a	reaction	out	of
them.	Only	those	who	are	calm	and	strong	of	will	can	keep	their
face.
Stolen	 Lives.	 The	 face	 stealer's	 only	 purpose	 in	 life	 is	 to

collect	 the	 faces	of	 those	 it	encounters.	Sometimes	 it	will	wear
these	faces	around	the	surviving	loved	ones	of	its	victims,	in	an
attempt	 to	 add	 to	 its	 collection.	 A	 face	 stealer	 is	 said	 to	 shift
between	these	faces	rapidly.
The	 face	 stealer	 can	 take	 the	 face	 of	 almost	 any	 living

creature.	 Even	 though	 its	 face	 becomes	 a	 blank	 canvas,	 the
creature	does	not	die.	It	continues	to	live,	in	a	state	somewhere
between	 life	 and	 death.	 They	 are	 no	 longer	 truly	 alive,	 but
neither	do	they	perish.
Ancient	Lair.	Face	stealers	are	almost	never	found	outside	of

the	 Spirit	World.	 Due	 to	 the	 Spirit	World's	wild	 nature,	 a	 face
stealer	who	 �inds	 a	place	 to	 call	 its	 lair	will	 begin	 to	warp	 the
surrounding	area,	twisting	it	into	a	nightmarish	landscape.
A	 face	 stealer	 will	 typically	 make	 its	 home	 underneath	 the

roots	of	 a	 large	 tree.	This	 cave	 serves	 as	 the	 face	 stealer's	 lair,
who	 takes	 the	 face	 of	 any	 creature	 unfortunate	 enough	 to
stumble	upon	it.
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Face Stealer
Gargantuan fiend, lawful evil

Armor Class 16 (natural armor)
Hit Points 133 (14d12 + 42)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 17 (+3) 15 (+2) 14 (+2) 12 (+1)

Skills Arcana +5, History +5
Damage Resistances bludgeoning and slashing from

nonmagical weapons
Senses passive Perception 12
Languages Common, Sylvan, Infernal
Challenge 11 (7,200 XP)

Inscrutable. The face stealer is immune to any effect that
would sense its emotions or read its thoughts, as well as
any divination spell that it refuses. Wisdom (Insight)
checks made to ascertain the face stealer's intentions or
sincerity have disadvantage.

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

Actions
Multiattack. The face stealer makes three attacks: one
slam attack and two tail attacks.

Slam. Melee Weapon Attack: +7 to hit, reach 10 ft., one
target. Hit: 27 (5d8 + 4) bludgeoning damage.

Tail. Melee Weapon Attack: +7 to hit, reach 15 ft., one
target. Hit: 18 (4d6 + 4) slashing damage.

Steal Face (Recharge 5-6). The face stealer targets one
creature within 5 feet, which must make a DC 13
Charisma saving throw. On a failed save, the target takes
55 (10d10) necrotic damage and has its face stolen. On
a successful save, the target takes no damage and keeps
its face. 
    A creature without its face is blinded until the
condition ends and no longer breathes, but continues to
live. The creature also has its Charisma score reduced to
0, as it completely loses its sense of self. Such a creature
cannot make any Charisma skill checks, and does not
have the ability to charm another creature until it regains
at least 1 point of Charisma. 
    The only way to retrieve a face is to kill the face stealer.
Upon a face stealer's death, all of the faces it has
captured are released and instantly appear on the bodies
of their owners.
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Fenghuang
The	majestic	fenghuang	goes	by	many	names,	sometimes	known
as	the	dragon	phoenix.	This	creature	lives	almost	exclusively	in
the	 Spirit	World,	 and	 stories	 of	 its	 existence	 are	 only	 found	 in
the	 tales	 of	 those	 who	 have	 visited	 the	 Spirit	 World	 and
returned.
Loyal	Friend.	While	no	one	living	can	describe	a	fenghuang,

tales	 of	 those	 who	 have	 encountered	 it	 describe	 it	 as	 a
benevolent	 spirit.	 Stories	 of	 the	 fenghuang	 tell	 of	 it	 helping
those	in	need,	usually	after	needing	to	prove	themselves	in	some
way	 to	 the	 fenghuang.	 Some	 tales	 describe	 a	 traveler	 in	 the
Spirit	 World,	 which	 encountered	 a	 small	 purple	 bird	 spirit,
picked	it	up	and	cared	for	it,	journeying	far	and	wide	to	return	it
to	its	nest.	When	the	chick	was	�inally	returned,	it	was	revealed
to	 be	 the	 chick	 of	 the	 fenghuang,	 who	 then	 agreed	 to	 grant	 a
wish	to	the	traveler.
Growing	Spirit.	Stories	say	that	unlike	many	spirit	creatures,

the	fenghuang	goes	through	a	complete	life	cycle.	Its	chicks	are
tiny	 and	 purple	 in	 color,	 with	 long	 magni�icent	 tails.	 The
fenghuang	 slowly	 becomes	 more	 radiant	 and	 beautiful	 as	 it
grows,	sprouting	bright	yellow	feathers	and	antlers	which	grow
long	and	more	magni�icent	as	it	ages.
As	 it	 grows,	 the	 fenghuang	 becomes	more	 dragonlike	 in	 its

appearance,	 with	 large	 whiskers	 and	 a	 scaled	 underbelly.	 Its
birdlike	 features	 continue	 to	 grow	 as	well,	 developing	 a	 large,
powerful	beak,	and	razor-sharp	talons.
Enemy	of	Evil.	Stories	also	tell	of	the	Fenghuang	battling	evil

spirits	 to	 protect	 travelers	 who	 make	 a	 respectful	 passing
through	the	Spirit	World.	In	these	tales,	the	fenghuang	has	been
watching	 and	 following	 the	 traveler	 for	 a	 long	 time,	 subtly
helping	the	traveler	but	keeping	out	of	sight.	And	only	when	evil
spirits	 attack	 does	 the	 fenghuang	 reveal	 itself,	 protecting	 the
one	 who	 showed	 respect	 for	 the	 Spirit	World	 from	 those	 evil
spirits	who	would	harm	them.
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Fenghuang
Gargantuan fey, neutral good

Armor Class 16 (natural armor)
Hit Points 181 (19d12 + 57)
Speed 30 ft., fly 80 ft.

STR DEX CON INT WIS CHA

17 (+3) 18 (+4) 16 (+3) 5 (-3) 18 (+4) 17 (+3)

Saving Throws Wis +9, Cha +8
Skills Insight +9, Perception +9
Senses darkvision 120 ft., passive Perception 19
Languages —
Challenge 14 (11,500 XP)

Flyby. The fenghuang doesn't provoke an opportunity
attack when it flies out of the enemy's reach.

Legendary Resistance (3/Day). If the fenghuang fails a
saving throw, it can choose to succeed instead.

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

Actions
Multiattack. The fenghuang makes three attacks: one slam
attack and two talon attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 20 (3d10 + 3) bludgeoning damage.

Talon. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 11 (2d6 + 4) slashing damage.

Spirit Blast (Recharge 5-6). The fenghuang creates a beam
of spiritual energy in a 60-foot line that is 5 feet wide.
Each creature in that line must make a DC 18 Dexterity
saving throw, taking 33 (6d10) radiant damage on a
failed save, or half as much damage on a successful one.

Legendary Actions
The fenghuang can take 3 legendary ations, 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 fenghuang regains spent
legendary actions at the start of its turn.

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

Talon Attack. The fenghuang makes a talon attack. 
Spirit Burst (Costs 2 Actions). The fenghuang releases a 
   burst of spirit energy. Each creature within 10 feet of 
   the fenghuang must succeed on a DC 18 Constitution 
   saving throw or take 14 (3d8) radiant damage and be 
   blinded until the end of its next turn. The fenghuang 
   can then fly up to half its flying speed.
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Flying Tamaraw
The	 �lying	 tamaraw	 is	 a	 huge	 �lying	 creature	 with	 six	 legs.
Despite	 its	enormous	size	and	strength,	 the	tamaraw	is	able	 to
�loat	 in	 the	 air	 effortlessly.	 The	 tamaraw	 is	 a	 fairly	 intelligent
creature,	 and	 is	 able	 to	 be	 trained	 as	 a	 creature	 capable	 of
carrying	people	over	long	distances	very	quickly.
Vegetarians.	 A	 tamaraw	 begins	 its	 life	 at	 a	 fraction	 of	 its

adult	size.	Tamaraw	calves	cannot	�ly,	although	quickly	learn	the
skill	within	several	weeks	of	being	born.
Tamaraw	 use	 their	 ability	 to	 �loat	 to	 graze	 leaves	 from	 the

tops	 of	 trees	 that	 other	 animals	 would	 not	 be	 able	 to	 reach.
Their	hardy	constitutions	allows	them	to	eat	prickly	pinecones
and	other	vegetation	as	well.
The	Original	Airlacers.	It	is	said	that	the	airlacers	originally

learned	the	skill	from	the	tamaraw,	who	saw	them	�loating	in	the
sky	and	 learned	 to	do	 it	 themselves.	Airlacers	will	often	 tattoo
themselves	with	the	markings	of	the	tamaraw,	paying	homage	to
what	they	see	as	a	spirit	animal	for	all	airlacers.	The	four	great
air	 sanctuaries	 were	 constructed	 in	 the	 mountains	 in	 which
tamaraw	make	their	homes.
While	 the	 tamaraw	 do	 �loat	 in	 the	 air,	 many	 scholars	 have

noted	that	this	does	not,	in	the	strictest	sense,	seem	to	be	actual
airlacing.	To	remain	aloft	with	airlacing	would	require	powerful
winds	to	buffet	a	person	in	the	air,	even	moreso	for	a	creature	as
large	 as	 the	 tamaraw.	 Despite	 this,	 the	 winds	 around	 a	 �lying
tamaraw	are	always	described	as	calm,	and	peaceful.	They	seem
to	simply	hover,	defying	gravity.
Versatile	 Companions.	 As	 the	 tamaraw's	 home	 territory

overlaps	with	airlacing	sanctuaries,	these	sanctuaries	often	have
people	dedicated	to	the	taming	of	the	tamaraw.	The	tamaraw	are
loyal	companions,	and	can	come	to	see	people	as	part	of	its	own
herd.	 Tamaraw	 form	 powerful	 bonds	 with	 their	 human
companions,	and	will	defend	these	people	with	all	 their	power
in	the	face	of	danger.
Tamaraw	 are	 often	 used	 to	 travel	 across	 the	 world,	 their

ability	to	�ly	at	great	speeds	and	hold	hundreds	of	pounds	aloft
without	 issue	making	 them	 the	 perfect	 long-distance	 traveling
companion.	Tamaraw	are	happy	to	make	these	journeys,	and	are
at	home	in	the	skies.
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Flying Tamaraw
Huge beast, unaligned

Armor Class 15 (natural armor)
Hit Points 168 (16d12 + 64)
Speed 25 ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA

21 (+5) 11 (0) 18 (+4) 4 (-3) 12 (+1) 8 (-1)

Saving Throws Str +8, Con +7
Senses passive Perception 11
Languages —
Challenge 8 (3,900 XP)

Basic Airlacing. The tamaraw can initiate basic airlacing
effects as a 5th-level lacer.

Dive. If the tamaraw is flying and dives at least 30 feet
straight toward a target and then hits it with a slam
attack, the attack deals an extra 28 (5d10) bludgeoning
damage to the target. If the target is a creature, it must
succeed on a DC 15 Strength saving throw or be pushed
up to 10 feet away and knocked prone.

Sure-Footed. The tamaraw has advantage on Strength and
Dexterity saving throws made against effects that would
knock it prone.

Actions
Multiattack. The tamaraw makes two attacks: one slam
attack and one gore attack.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 25 (3d12 + 5) bludgeoning damage.

Gore. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 27 (4d10 + 5) piercing damage.

Air Blast (Recharge 5-6). The tamaraw lifts it tail and then
slams it down, blasting air in a 30-foot cone. Each
creature in the area must make a DC 15 Strength saving
throw. A creature takes 28 (5d10) bludgeoning damage
on a failed save and is pushed 30 feet away and knocked
prone. On a successful save, a creature takes half as
much damage and is not pushed or knocked prone.
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Foo Dog
Foo	 dogs	 appear	 prominently	 in	 tales	 of	 the	 Spirit	 World.
Sometimes	they	are	benevolent	creatures,	helping	lost	travelers
and	 those	 in	need.	 In	other	 tales	 they	are	evil	 creatures,	 set	 to
attack	those	who	would	enter	and	disrespect	the	Spirit	World.
Guardians.	Whether	they	are	told	of	as	evil	or	good,	foo	dogs

are	 said	 to	 be	 guardians.	 Sometimes	 they	 are	 guardians	 of
speci�ic	 places	 or	 items	 in	 the	 Spirit	 World,	 protecting	 those
things	 from	 travelers.	 Sometimes	 they	 are	 simply	 guardians	 of
the	Spirit	World	itself,	attacking	any	non-spirit	who	would	dare
enter	the	domain.
Tall	Tales.	Foo	dogs	are	an	 important	part	of	 the	culture	of

all	peoples,	and	representations	of	them	can	be	found	in	statues
adorning	the	entrances	of	temples,	and	on	rooftops	overlooking
prominent	 town	 squares.	 Even	 the	 name	 "foo	 dog"	 is	 a
colloquialism,	 as	 the	 creature's	 true	 name	 is	 said	 to	 be	 "shi,"
which	means	"lion."
Dual	Nature.	The	foo	dog	appears	differently	whenever	it	is

acting	to	protect,	and	acting	in	aggression.	When	protecting,	the
foo	dog	 is	 bright	 blue.	 It	 appears	 as	 a	 dog,	with	 a	 long,	 lolling
tongue	and	 large	 teeth.	The	hair	on	 its	head	 comes	 to	 a	point,
almost	 resembling	 a	 hat.	 Its	 face	 appears	 to	 be	 painted,	 with
prominent	white	and	red	lines	giving	it	a	mask-like	appearance.
Foo	 dogs	 also	 have	 a	 dark	 form,	 and	 when	 they	 act	 in

aggression	 their	 appearance	 is	 much	 more	 frightening.	 Their
color	appears	much	darker,	with	deep	blacks	and	purples	across
their	bodies.	Their	teeth	grow	larger,	so	large	that	they	don't	�it
inside	 of	 their	mouths	 any	 longer.	 Their	 arms	 grow	 large	 and
muscular,	 and	 the	 foo	dog	gains	 the	ability	 to	walk	on	 its	hind
legs.
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Foo Dog
Large fey, neutral

Armor Class 15 (natural armor)
Hit Points 168 (16d12 + 64)
Speed 40 ft.

STR DEX CON INT WIS CHA

19 (+4) 13 (+1) 18 (+4) 4 (-3) 10 (0) 9 (-1)

Saving Throws Str +8, Con +8
Senses passive Perception 10
Languages —
Challenge 9 (5,000 XP)

Fey. The foo dog cannot be charmed or put to sleep.

Keen Smell. The foo dog has advantage on Wisdom
(Perception) checks that rely on smell.

Actions
Multiattack. The foo dog makes three attacks: one with its
bite and two with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 24 (3d12 + 4) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 15 (2d10 + 4) slashing damage.

Teleport (Recharge 5-6). The foo dog magically teleports,
along with any equipment it is wearing or carrying, up to
120 feet to an unoccupied space it can see.

Chapter	9	|	Foo	Dog



3/5

Giant Caimant
The	giant	caimant	is	a	huge	animal	found	in	the	high	peaks	and
low	canyons	of	the	Salju	Mountains.	It	has	a	very	powerful	sense
of	smell,	and	strong	jaws	that	make	it	highly	dangerous.
Voracious.	 The	 giant	 caimant	 is	 known	 for	 its	 incredible

hunger.	It	is	said	that	travelers	who	enter	its	territory	with	food
are	in	incredible	danger	of	being	set	upon	by	the	caimant	and	its
colony.	Caimants	have	the	ability	scale	steep	canyon	walls,	and
allow	these	natural	barriers	to	catch	their	prey	for	them.
Armored	 Hide.	 The	 caimant	 is	 a	 chimerical	 creature	 that

resembles	 an	 ant	 grown	 to	 monstrous	 proportions.	 They	 dig
their	 tunnels	 into	 solid	 rock	 walls	 and	 live	 in	 huge	 colonies.
Giant	 caimants	 are	 feared	 creatures,	 and	 only	 those	 who	 can
hide	 from	them	can	hope	 to	make	 it	 through	caimant	 territory
unscathed.
Powerful	 Climbers.	 There	 are	 stories	 of	 those	 who	 have

managed	to	best	a	giant	caimant.	These	legends	tell	of	powerful
heroes	 who	 used	 earthlacing	 to	 turn	 the	 earth	 to	 their	 own
advantage,	 putting	 them	 on	 equal	 footing	 with	 the	 caimants,
closing	 off	 their	 colony	 tunnels	 and	 making	 the	 earth	 too
dif�icult	for	the	caimant	to	climb.
It	 is	unknown	 if	 these	stories	are	 true,	but	what	 is	known	 is

that	the	only	safe	way	to	pass	through	caimant	country	is	to	be
invisible.	 Food	 is	 immediately	 identi�iable	 to	 the	 caimant's
sensitive	 nose,	 and	 anyone	 who	 brings	 food	 into	 a	 caimant
canyon	will	surely	�ind	themselves	set	upon	by	the	creatures.
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Giant Caimant
Huge beast, unaligned

Armor Class 13 (natural armor)
Hit Points 77 (9d12 + 18)
Speed 40 ft., burrow 10 ft.

STR DEX CON INT WIS CHA

18 (+4) 8 (-1) 15 (+2) 2 (-4) 10 (+0) 4 (-3)

Senses passive Perception 10
Languages —
Challenge 4 (1,100 XP)

Keen Smell. The caimant has advantage on Wisdom
(Perception) checks that rely on smell.

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

Tunneler. The caimant can burrow through solid rock at
half its burrowing speed and leaves a 10-foot-wide, 10-
foot-high tunnel in its wake.

Actions
Multiattack. The caimant makes two bite attacks.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 18 (3d8 + 4) piercing damage.
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Giant Mouldywarp
The	mouldywarp	 is	 a	 huge,	 blind	 creature	 native	 to	 the	 Intan
Mountains.	Mouldywarps	spend	their	entire	lives	underground,
and	 are	 known	 as	 the	 original	 earthlacers,	 able	 to	 creature
tunnels	and	caverns	at	will.
Blindness	in	the	Dark.	The	mouldywarp	has	eyes	which	are

functionally	 useless.	 As	 they	 spend	 their	 entire	 lives
underground,	 the	 mouldywarps	 have	 no	 need	 for	 eyes,	 and
instead	feel	their	way	around	through	earthlacing.	They	can	feel
the	 tiniest	vibrations	and	 tremors	of	 the	earth,	 and	while	 they
cannot	see	in	the	traditional	sense,	those	who	have	encountered
the	mouldywarps	in	their	own	territory	have	said	that	they	can
see	as	well	as	any	other	creature.
Original	Earthlacers.	As	the	only	animals	known	to	be	able

to	 earthlace,	 giant	 mouldywarps	 are	 seen	 as	 a	 kind	 of	 spirit
animal	 to	 earthlacers.	 They	 embody	 power,	 spirit,	 and	 might,
and	many	earthlacers	get	tattoos	commemorating	the	animal.	In
earthlacing	 �ighting	rings,	 it	 is	very	common	for	combatants	 to
take	on	names	that	embody	the	spirit	of	the	mouldywarp.
The	Two	Lovers.	The	oldest	story	featuring	the	mouldywarp

is	 the	 tale	of	 the	 two	 lovers.	 In	 this	 story,	 the	 two	 lovers	 come
from	 two	 different	 societies.	 Their	 peoples	 hated	 one	 another,
and	 they	 were	 forbidden	 from	 meeting.	 But	 their	 love	 was
strong,	 and	 in	 the	 dead	 of	 night,	 they	 each	 entered	 the
mouldywarp	 tunnels	 that	 crossed	 the	 mountain	 that	 divided
them.	They	never	held	a	lantern,	for	they	feared	that	their	secret
would	be	discovered.
After	 many	 years,	 they	 learned	 to	 lace	 the	 earth	 from	 the

mouldywarps.	 They	 were	 the	 original	 earthlacers,	 and	 passed
this	knowledge	down	to	their	own	peoples.
But	when	their	secret	was	discovered,	they	were	not	spared,

and	were	instead	killed	and	left	in	the	tunnels	they	had	created
to	meet	with	one	another.

	

Secret Tunnel

The "secret tunnels" spoken about in the following tune
are said to be those created by giant mouldywarps in a
mountain that separated the villages of the lovers. The
following verse is the only piece of the song to survive
into the current age, although many expansions on the
song have been created in recent times.

~~~~~~~~~~~~~~~~~~~~~~~~~~~

♫ Two lovers, forbidden from one another,

a war divides their people,

and a mountain divides them apart.

Built a path to be together,

and die...

Secret tunnel!

Secret tunnel!

Through the mountain! 

Secret~ secret~ secret~ secret~ tunnel! ♫
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Giant Mouldywarp
Huge beast, unaligned

Armor Class 15 (natural armor)
Hit Points 150 (13d12 + 65)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 9 (-1) 20 (+5) 2 (-4) 10 (+0) 13 (+1)

Skills Perception +4
Damage Resistances bludgeoning damage from

nonmagical weapons
Senses tremorsense 120 ft. (blind beyond this radius),

passive Perception 14
Languages —
Challenge 6 (2,300 XP)

Basic Earthlacing. The mouldywarp can initiate basic
earthlacing effects as a 5th-level lacer.

Siege Monster. The mouldywarp deals double damage to
objects and structures.

Sure-Footed. The mouldywarp has advantage on Strength
and Dexterity saving throws made against effects that
would knock it prone.

Tunneler. The giant mouldywarp can burrow through solid
rock at its full burrowing speed and leaves a 10-foot-
wide, 10-foot-high tunnel in its wake.

Actions
Multiattack. The moudlywarp makes two earth slam
attacks.

Earth Slam. Melee Weapon Attack: +6 to hit, reach 10 ft.,
one target. Hit: 21 (4d8 + 3) bludgeoning damage.

Rock Blast (Recharge 5-6). The mouldwarp launches a 10-
foot radius boulder at a target location within 60 feet.
Each creature in the area must make a DC 15 Dexterity
saving throw. On a failed save, a creature takes 17
(3d10) bludgeoning damage and is knocked prone. On a
successful save, a creature takes half as much damage
and remains standing.
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Grootslang
Gargantuan monstrosity, neutral evil

Armor Class 17 (natural armor)
Hit Points 193 (11d20 + 77)
Speed 40 ft.

STR DEX CON INT WIS CHA

22 (+6) 13 (+1) 25 (+7) 15 (+2) 8 (-1) 6 (-2)

Saving Throws Str +12, Con +13
Damage Resistances bludgeoning, piercing, slashing from

nonmagical weapons
Senses tremorsense 60 ft., passive Perception 9
Languages Deep Speech, Primordial
Challenge 17 (18,000 XP)

Legendary Resistance (3/Day). If the grootslang fails a
saving throw, it can choose to succeed instead.

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

Actions
Multiattack. The grootslang can use its Frightful Presence.
It then makes two attacks: one with its bite and one to
constrict.

Slam. Melee Weapon Attack: +12 to hit, reach 15 ft., one
target. Hit: 19 (2d12 + 6) bludgeoning damage.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 20 (3d8 + 6) piercing damage.

Constrict. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one Large or smaller creature. Hit: 17 (2d10 + 6)
bludgeoning damage plus 17 (2d10 + 6) slashing damage.
The target is grappled (escape DC 20) if the grootslang
isn't already constricting a creature, and the target is
restrained until the grapple ends.

Frightful Presence. Each creature of the grootslang's choice
that is within 120 feet of the grootslang and aware of it
must succeed on a DC 20 Wisdom saving throw or
become frightened 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. If a creature's saving throw is
successful or the effect ends for it, the creature is immune
to the grootslang's Frightful Presence for the next 24
hours.

Swallow. The grootslang 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. While
swallowed, the target is blinded and restrained, it has total
cover against attacks and other effects outside the
grootslang, and it takes 21 (6d6) acid damage at the start
of each of the grootslang's turns. A grootslang can have
only one creature swallowed at a time. 
   If the grootslang takes 30 damage or more on a single

turn from the swallowed creature, the grootslang must
succeed on a DC 20 Constitution saving throw at the end
of that turn or regurgitate the creature, which falls prone
in a space within 10 feet of the grootslang. If the
grootslang dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by using
15 feet of movement, exiting prone.

Legendary Actions
The grootslang 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 grootslang regains spent legendary
actions at the start of its turn.

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

Slam Attack. The grootslang makes a slam attack. 
Thrash (Costs 2 Actions). The grootslang begins thrashing 
   wildly. Each creature within 10 feet of the grootslang 
   must succeed on a DC 20 Dexterity saving throw or 
   take 12 (1d12 + 6) bludgeoning damage and be 
   knocked prone. The grootslang can then move up to 
   half its speed.

Chapter	9	|	Grootslang



2/5

Grootslang
The	 grootslang	 is	 an	 ancient	 and	 powerful	 creature,	 although
there	 are	 few	who	 have	 encountered	 one	 and	 lived	 to	 tell	 the
tale.	No	juvenile	grootslang	has	ever	been	seen,	leading	some	to
wonder	 whether	 the	 creature	 simply	 appears,	 fully	 formed	 in
the	world,	or	whether	grootslang	simply	do	not	die.
Its	 body	 is	 described	 as	 a	 cross	 between	 an	 elephant	 and	 a

serpent,	with	a	huge,	coiling	body,	and	the	large	tusks	and	trunk
of	an	elephant.	The	creature	strikes	fear	into	all	who	observe	it,
and	only	the	craftiest	and	cleverest	of	people	have	encountered
it	and	escaped	with	their	lives.
Ancient	 Evil.	 According	 to	 legend,	 the	 grootslang	 was	 a

primordial	creature,	as	old	as	the	world	itself.	Tales	say	that	the
spirits,	seeing	the	terrifying	power	of	the	creature,	attempted	to
split	 it	 in	 two,	 for	 it	 had	 tremendous	 strength,	 as	 well	 as	 a
cunning	 intellect.	 From	 this	 split,	 two	 creatures	 emerged,
elephants	and	serpents.
But	 one	 of	 the	 original	 grootslangs	 escaped	 this	 split,	 and

lived	 on,	 siring	 more	 of	 its	 kind.	 This	 grootslang	 became	 the
original	progenitor	to	all	grootslang	that	survive	to	this	day.
Bottomless	Pit.	The	lair	of	a	grootslang	is	said	to	be	avoided

at	all	costs.	However,	the	lure	is	typically	too	much	for	entrepid
adventurers	 to	 ignore,	especially	as	a	 living	grootslang	has	not
been	seen	for	many	centuries.	Stories	tell	of	their	lairs,	referring
to	them	a	"wonder	holes,"	because	while	 they	are	 fraught	with
danger	(even	without	the	grootslang	around),	they	are	said	to	be
�illed	 to	 the	 brim	 with	 diamonds.	 The	 grootslang	 craves
diamonds,	 for	 its	 own	 reasons,	 and	 is	 said	 to	 collect	 a	 vast
fortune	of	the	gem	during	its	life,	�illing	its	lair.
Diamond	 Hoarder.	 While	 the	 grootslang	 is	 an	 evil	 beast,

stories	say	that	someone	who	encounters	it	can	bargain	for	their
freedom	 with	 the	 exchange	 of	 precious	 gemstones,	 especially
diamonds.	While	 searching	 for	 treasure	 in	 the	wilds	 of	 Jambu
Dweepam,	the	adventurer	Taro	Zota	disappeared	when	his	party
was	 attacked,	 prompting	 legends	 that	 he	 had	 been	 killed	 by	 a
grootslang.

A Grootslang's Lair

Grootslang	 dwell	 in	 the	 deepest	 of	 underground	 caverns,	 far
from	 civilization.	 A	 grootslang's	 lair	 is	 a	 dismal	 cave	 that	 is	 at
least	 partially	 �looded,	 providing	 pools	 where	 the	 grootslang
rests,	 and	where	 its	victims	can	 ferment.	The	 lair	 littered	with
the	 bones	 and	 corpses	 of	 those	 creatures	 it	 had	 ingested,	 and
the	only	living	things	in	the	cave	aside	from	the	grootslang	will
be	 those	 creatures	 too	 small	 and	 insigni�icant	 to	 catch	 its
attention.
It	 is	said	 that,	no	matter	where	a	grootslang's	 lair	 lies,	 there

exists	an	underwater	path	that	leads	to	the	open	ocean.

Lair Actions

On	 initiative	 count	 20	 (losing	 initiative	 ties),	 the	 grootslang
takes	 a	 lair	 action	 to	 cause	 one	 of	 the	 following	 effects;	 the
grootslang	can't	use	the	same	effect	two	rounds	in	a	row:

Part	 of	 the	 ceiling	 collapses	 above	 one	 creature	 that	 the
grootslang	 can	 see	within	120	 feet	of	 it.	 The	 creature	must
succeed	on	a	DC	15	Dexterity	saving	throw	or	take	10	(3d6)
bludgeoning	damage	and	be	knocked	prone	and	buried.	The
buried	target	is	restrained	and	unable	to	breathe	or	stand	up.
A	 creature	 can	 take	 an	 action	 to	 make	 a	 DC	 10	 Strength
check,	ending	the	buried	state	on	a	success.

	

A	 tremor	 shakes	 the	 lair	 in	 a	 60-foot	 radius	 around	 the
grootslang.	 Each	 creature	 other	 than	 the	 grootslang	 on	 the
ground	 in	 that	 area	 must	 succeed	 on	 a	 DC	 15	 Dexterity
saving	throw	or	be	knocked	prone.
Freezing	fog	�ills	a	20-foot-radius	sphere	centered	on	a	point
the	grootslang	can	see	within	120	feet	of	it.	The	fog	spreads
around	 corners,	 and	 its	 area	 is	 heavily	 obscured.	 Each
creature	 in	 the	 fog	 when	 it	 appears	 must	 make	 a	 DC	 10
Constitution	saving	throw,	taking	10	(3d6)	cold	damage	on	a
failed	 save,	 or	 half	 as	much	 damage	 on	 a	 successful	 one.	 A
creature	 that	 ends	 its	 turn	 in	 the	 fog	 takes	 10	 (3d6)	 cold
damage.	A	wind	of	at	 least	20	miles	per	hour	disperses	 the
fog.	The	fog	otherwise	lasts	until	the	grootslang	uses	this	lair
action	again	or	until	the	grootslang	dies.
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Hakuturi
The	 hakuturi	 are	 a	 wondrous	 race	 of	 spirits	 with	 birdlike
qualities.	They	appear	in	many	disguises,	and	are	a	seldom-seen
or	 encountered	 people.	 The	 hakuturi	 see	 themselves	 as	 the
guardians	of	forests,	and	will	drive	out	intruders	and	those	who
do	not	respect	it.
Spirit	 Life.	 While	 the	 hakuturi	 inhabit	 the	 deepest	 and

darkest	parts	of	the	world's	largest	forests,	they	come	from	the
Spirit	 World.	 Those	 who	 have	 encountered	 them	 and	 left	 on
friendly	terms	say	that	the	hakuturi	have	access	to	portals	which
open	directly	 to	 the	 Spirit	World,	 and	 so	 for	 them,	 there	 is	 no
division	between	the	planes.	The	hakuturi	spend	some	time	on
the	 Material	 Plane,	 and	 some	 time	 in	 the	 Spirit	 World,	 living
seemlessly	between	the	two.
Quiet	 Trees.	 While	 the	 hakuturi	 resemble	 birds	 in	 many

ways,	stories	about	 them	say	that	 the	 forests	where	they	make
their	 homes	 are	 unnaturally	 quiet.	 It	 is	 unknown	whether	 the
hakuturi	 convince	 the	 other	 animals	 to	 keep	 silent	 in	 their
presence,	or	whether	it	is	some	effect	of	a	rift	to	the	Spirit	World
being	open	at	all	times.
Gentle	 Guardians.	 The	 hakuturi	 see	 themselves	 as

guardians	 of	 the	 forest,	 and	 are	 occassionally	 said	 to	 become
violent	 in	 the	 presence	 of	 those	who	would	 do	 a	 forest	 harm.
Often,	however,	 they	use	 their	abilities	 to	confuse,	befuddle,	or
trick	 people	 instead,	 driving	 them	 from	 the	 forest	 or	 teaching
them	respect	for	it.
The	 oldest	 stories	 of	 the	 hakuturi	 tell	 of	 a	 man,	 Seok,	 who

entered	the	forest	and	felled	a	tree	to	build	a	canoe.	However,	he
did	 not	 follow	 the	 proper	 incantations	 and	 rituals,	 and	 the
hakuturi	drew	 ire	 from	this.	While	Seok	slept,	 the	hakuturi	 re-
erected	the	tree.
Upon	 waking,	 Seok	 knew	 what	 had	 happened,	 and	 showed

remorse.	He	made	a	pledge	to	respect	the	natural	world,	and	to
live	 his	 life	 in	 harmony	 with	 nature.	 The	 next	 night	 while	 he
slept,	 the	hakuturi	 felled	 the	 tree	 for	him,	 and	 turned	 it	 into	 a
canoe	in	a	single	night.
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Hakuturi
Medium fey, neutral

Armor Class 13 (shield, 16 with barkskin)
Hit Points 28 (8d8 - 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 13 (+1) 9 (-1) 7 (-2) 16 (+3) 12 (+1)

Skills Nature +2, Survival +3
Senses passive Perception 13
Languages Sylvan
Challenge 1 (200 XP)

Fey. The hakuturi cannot be charmed or put to sleep.

Innate Spellcasting. The hakuturi's innate spellcasting
ability is Wisdom (spell save DC 13). The hakuturi can
innately cast the following spells, requiring no material
components:

At will: druidcraft, shillelagh 
3/day each: goodberry, pass without trace 
1/day each: barkskin

Actions
Club. Melee Weapon Attack: +2 to hit (+5 to hit with
shillelagh), reach 5 ft., one target. Hit: 2 (1d4)
bludgeoning damage, or 7 (1d8 + 3) bludgeoning
damage with shillelagh.
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Jiangshi
The	jiangshi,	also	known	as	the	"hopping	vampire,"	is	a	creature
of	folklore	known	throughout	the	islands	of	Wa.	It	is	said	to	be	a
corpse	 that	 has	 had	 life	 returned	 to	 it,	which	 haunts	 the	 dark
places	 of	 the	 world.	 The	 jiangshi	 is	 said	 to	 be	 a	 ki	 vampire,
sucking	 ki	 out	 of	 creatures	 to	 keep	 itself	 alive,	 and	 to	 give	 it
incredible	magical	abilities	which	is	can	use	to	make	itself	even
stronger.
Undead	Rebirth.	Unlike	some	undead	creatures,	the	jiangshi

is	said	to	be	created	through	a	number	of	different	means.	These
include:

The	use	of	supernatural	arts	to	resurrect	the	dead,
Spiritual	possession	of	a	dead	body,
A	corpse	absorbing	enough	ki	to	return	to	life,
A	dead	person	not	being	buried	after	their	funeral,	or
A	person	whose	soul	fails	to	leave	their	body

	

Weaknesses.	Jiangshi	are	said	to	be	so	frightening	that	they	are
even	 scared	 of	 their	 own	 re�lections.	 As	 for	 their	weakness	 to
peach	tree	wood	and	vinegar,	the	jiangshi's	violent	reactions	to
these	substances	is	not	completely	understood,	having	been	lost
to	the	ages.
Proper	 Form.	 While	 the	 jiangshi	 could	 be	 any	 person

returned	to	life	through	nefarious	means,	the	jiangshi	is	always
depicted	 in	 ceremonial	 garbs	 be�itting	 of	 upper	 society.	 The
jiangshi's	 appearance	 can	 range	 from	 unremarkable	 (as	 a
recently-deceased	 person	 might	 look),	 to	 horrifying	 (with
rotting	�lesh).
The	 word	 "jiangshi"	 literally	 means	 "hard"	 or	 "stiff,"	 with	 a

case	of	rigor	mortis	so	strong	that	 the	 jiangshi	cannot	bend	 its
body,	and	it	must	resort	to	hopping	instead.	Jiangshi	always	have
their	arms	stretched	forward,	reaching	for	their	prey.
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Jiangshi
Medium undead, neutral evil

Armor Class 15 (natural armor)
Hit Points 91 (14d8 + 28)
Speed 20 ft.

STR DEX CON INT WIS CHA

16 (+3) 16 (+3) 15 (+2) 3 (-4) 5 (-3) 12 (+1)

Damage Vulnerabilities fire
Damage Resistances necrotic; bludgeoning, piercing, and

slashing from nonmagical weapons
Senses darkvision 60 ft., passive Perception 7
Languages –
Challenge 5 (1,800 XP)

Ki. The jiangshi has 5 ki points, but no ki point maximum.
It can spend its ki to take special actions (outlined below).

Jiangshi Weaknesses. The jiangshi has the following flaws: 
    Mirrors. The jiangshi is terrified of its own reflection. If 
        it sees its reflection, it becomes frightened and must 
        move away from the mirror until the end of its next 
        turn. 
    Peach Tree Wood. The jiangshi takes 20 radiant 
        damage when it touches the wood of a peach tree. 
    Vinegar. The jiangshi takes 20 acid damage when it 
        touches vinegar.  
 
 

Actions
Multiattack. The jiangshi makes two attacks, only one of
which can be a bite attack.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 8 (2d4 + 3) slashing damage. Instead of
dealing damage, the jiangshi can grapple the target
(escape DC 13).

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
willing creature or a creature that is grappled by the
jiangshi, incapacitated, or restrained. Hit: 10 (2d6 + 3)
piercing damage plus 10 (2d6 + 3) necrotic damage. The
target is drained of 2 ki points, or one of the lowest-level
spell slots the target has available. The jiangshi gains 2 ki
points. The target's ki points or the spell slot drained by
the jiangshi in this way does not regenerate until the
target finishes a long rest. 
   If a target has no ki points or spell slots available, the

bite deals double its normal damage.

Ki Actions
The jiangshi can use its ki points to take one of the
following actions as a bonus action on its turn. The
jiangshi does not require material components for any
spell it casts. Charisma is the jiangshi's spellcasting ability.

Claw Attack (1 ki). The jiangshi makes one claw attack. 
Jump (1 ki). The jiangshi casts jump. 
Longstrider (1 ki). The jiangshi casts longstrider. 
Wild Strikes (2 ki). The jiangshi makes two claw attacks. 
Misty Step (2 ki). The jiangshi casts misty step. 
Fear (3 ki). The jiangshi casts fear.
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Jubokko
The	jubokko,	also	known	as	the	"vampire	tree,"	is	a	carnivorous
plant	said	to	be	 infested	with	a	malevolent	spirit.	 In	 its	resting
form	 it	 appears	 as	 an	ordinary	 tree,	 albeit	 one	without	 leaves,
whose	 branches	 seem	 to	 entertwine	 like	 serpents.	 When	 it
attacks,	 however,	 it	 begins	 swinging	 wildly,	 grasping	 any
creature	unlucky	enough	to	stumble	across	its	roots.
Blood	Sap.	 The	 jubokko	 is	 a	 very	 rare	 plant,	 and	 there	 are

many	 stories	 as	 to	 its	 origin.	 Most	 of	 these	 tales	 say	 that	 the
jubokko	was	 a	 normal	 tree	 at	 the	 site	 of	 a	 violent	 and	 bloody
battle.	 This	 blood	 seeped	 into	 the	 plant's	 roots,	 until	 it
developed	a	thirst	for	blood,	and	learned	to	hunt	for	itself.	The
stories	say	that	it	now	feasts	on	the	�lesh	of	all	living	creatures,
but	truly	hungers	for	human	blood.
When	a	 jubokko	 is	 cut,	 the	 thick,	 red	sap	 that	 trickles	out	 is

said	to	be	human	blood.
Surprise	Attack.	The	jubokko	lies	in	silent	wait	for	a	victim

to	pass	underneath	its	branches.	Only	when	a	creature	is	within
its	 grasp	will	 it	 attack,	 snatching	up	 its	 prey	with	 long,	 �inger-
like	 branches,	 and	 hoisting	 it	 up	 into	 its	 boughs.	 The	 jubokko
pierces	 the	 creature's	 skin	 with	 its	 branches,	 sucking	 up	 its
blood	 through	 special	 twigs.	 After	 the	 body	 is	 drained	 of
everything	the	jubokko	can	take,	the	rest	is	consumed	by	birds,
insects,	and	other	animals,	until	only	the	dry	bones	fall	back	to
the	earth.	By	the	time	most	victims	recognize	these	bones	at	the
base	of	the	tree,	it	is	already	too	late	to	escape.
Healing	 Branches.	 While	 the	 jubokko	 is	 a	 voracious

predator	which	rarely	leaves	its	victims	alive,	 it	 is	said	that	the
jubokko	can	have	a	certain	understanding	of	living	creatures.	To
those	 who	 acquire	 the	 branch	 of	 a	 jubokko	 tree	 with	 its
permission,	it	is	said	that	the	branch	is	a	powerful	item	that	can
be	used	to	heal	and	purify.	It	is	unknown	whether	these	rumors
are	 true,	 or	 whether	 they	 are	 simply	 another	 tale	 that	 was
connected	with	that	of	the	jubokko.
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Jubokko
Huge plant, unaligned

Armor Class 17 (natural armor)
Hit Points 193 (11d20 + 77)
Speed 0 ft.

STR DEX CON INT WIS CHA

18 (+4) 10 (+0) 17 (+3) 2 (-4) 6 (-2) 5 (-3)

Condition Immunities blinded, deafened
Senses blindsight 60 ft. (blind beyond this radius),

passive Perception 8
Languages –
Challenge 4 (1,100 XP)

False Appearance. While the jubokko remains motionless,
it is indistinguishable from a large tree.

Actions
Multiattack. The jubokko makes two attacks: one with its
vine slam and one to constrict.

Slam. Melee Weapon Attack: +6 to hit, reach 20 ft., one
target. Hit: 15 (2d10 + 4) bludgeoning damage.

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

Constrict. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one Large or smaller creature. Hit: 8 (1d6 + 4)
bludgeoning damage plus 8 (1d6 + 4) slashing damage.
The target is grappled (escape DC 14) if the jubokko isn't
already constricting a creature, and the target is
restrained until the grapple ends.

Swallow. The jubokko 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. While
swallowed, the target is blinded and restrained, it has
total cover against attacks and other effects outside the
jubokko, and it takes 9 (2d8) acid damage at the start of
each of the jubokko's turns. A jubokko can have only one
creature swallowed at a time. 
    If the jubokko takes 20 damage or more on a single
turn from the swallowed creature, the jubokko must
succeed on a DC 14 Constitution saving throw at the end
of that turn or regurgitate the creature, which falls prone
in a space within 10 feet of the jubokko. If the jubokko
dies, a swallowed creature is no longer restrained by it
and can escape from the corpse by using 15 feet of
movement, exiting prone.

Entangling Roots (Recharge 5-6). Grasping roots and vines
sprout in a 15-foot radius centered on the jubokko,
withering away after 1 minute. For the duration, that area
is difficult terrain for nonplant creatures. In addition, each
creature of the jubokko's choice in that area when the
plants appear must succeed on a DC 14 Strength saving
throw or become restrained. A creature can use its action
to make a DC 14 Strength check, freeing itself or another
entangled creature within reach on a success.
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	Kamaitachi
The	 kamaitachi	 is	 an	 animal	 that	 has	 very	 slight	 airlacing
abilities.	It	is	a	sickle-clawed	beast	about	the	size	of	a	large	cat,
which	rides	on	whirlwinds	 to	ambush	 its	prey.	The	kamaitachi
resembles	a	weasel,	but	has	enormous	claws	and	a	spiky	coat.
Wind	 Riders.	 The	 kamaitachi's	 most	 de�ining	 trait	 is	 its

ability	to	summon	a	dust	devil,	which	it	rides	in	the	eye	of,	able
to	swing	its	claws	about	to	slash	its	enemies.
In	 some	 regions,	 kamaitachi	 is	 the	 name	 given	 to	 the

whirlwind	 itself.	 The	 actual	 animal	 is	 a	 rare	 encounter,	 and	 it
typically	avoids	people	if	it	can.
No	Bleeding,	No	Pain.	Many	 legends	 about	 the	 kamaitachi

say	that	its	claws	cause	no	bleeding,	and	anyone	who	is	slashed
by	it	will	feel	no	pain.	It	is	unknown	how	these	rumors	started,
as	the	kamaitachi	has	no	ability	to	heal	or	see	to	the	wounds	of
its	victims.
Some	 legends	 say	 that	 the	 kamaitachi	 and	 its	 whirlwind	 is

actually	 the	 work	 of	 three	 evil	 spirits.	 One	 which	 pushes	 a
person	 down,	 one	who	 cuts	 them	with	 a	 blade,	 and	 the	 other
which	heals	their	wound.
Rise	of	Folklore.	There	are	many	different	stories	about	the

origin	and	habits	of	 the	kamaitachi.	The	most	probable	reason
for	 this	 might	 be	 the	 fact	 that	 the	 kamaitachi's	 territory	 is
widespread.	They	 appear	 all	 over	 the	world,	 in	many	different
environments.	They	make	their	homes	in	the	highest	mountains,
to	the	deepest	valleys,	from	the	coldest	tundras	to	the	warmest
tropics.	Kamaitachi	can	be	encountered	almost	anywhere.
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Kamaitachi
Small beast, unaligned

Armor Class 13
Hit Points 38 (15d6 - 15)
Speed 40 ft.

STR DEX CON INT WIS CHA

9 (-1) 16 (+3) 8 (-1) 2 (-4) 12 (+1) 10 (+0)

Senses passive Perception 11
Languages –
Challenge 1/2 (100 XP)

Ambusher. The kamaitachi has advantage on attack rolls
against any creature it has surprised.

Actions
Multiattack. The kamaitachi makes two claw attacks.

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

Dust Devil (Recharge 5-6). The kamaitachi moves in a 60-
foot long, 5-foot wide line in a dust devil. Each creature
in the line must succeed on a DC 13 Dexterity saving
throw. On a failed save, a creature takes 7 (1d6 + 3)
slashing damage, or half as much damage on a successful
save. The kamaitachi ends this action at the end of the
line.
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Kuro Shiro
The	kuro	shiro,	also	known	as	the	black-white	spirit,	is	a	forest
spirit	 that	 normally	 takes	 the	 form	 of	 a	 docile	 panda	 bear.
However,	the	kuro	shiro	has	the	ability	to	transform	into	a	large
four-armed	monster.	It	sees	itself	a	protector	of	its	forest	home,
and	will	viciously	attack	those	who	threaten	it.
Forest	Guardian.	 The	kuro	 shiro	 is	 a	 guardian	of	 its	 forest

home.	 It	 is	 unknown	 whether	 there	 are	 multiple	 kuro	 shiro
guarding	multiple	forests	of	the	world,	or	whether	it	is	a	single
spirit	which	sees	 itself	moving	among	 the	 forests	of	 the	world.
The	 kuro	 shiro	 is	 known	 to	 keep	 out	 of	 the	 path	 of	 humans,
however	other	animals	seem	to	be	drawn	to	its	presence.

Stories	 of	 Old.	 Stories	 of	 a	 panda-like	 spirit	 guarding	 the
wilds	of	 the	world	 are	 as	old	 as	 civilization	 itself.	As	 such,	 the
panda	 is	 a	 revered	 animal,	 and	 statues	 dedicated	 to	 the	 kuro
shiro	 can	 be	 found	 in	 almost	 every	 forest	 in	 the	 world.	 Some
statues	are	new,	kept	in	bustling	town	squares	as	a	reminder	to
the	 people	 that	 they	must	 try	 to	 live	 in	 harmony	with	 nature,
lest	 they	 incur	 the	 kuro	 shiro's	 wrath.	 Other	 statues	 can	 be
found	deep	in	the	darkest	parts	of	the	wilds,	with	no	explanation
as	to	how	they	might	have	got	there.
Immense	Strength.	While	the	kuro	shiro	often	appears	as	a

normal	 panda	 bear	 (albeit	 one	 of	 enormous	 size),	 when	 it	 is
angered	 the	 kuro	 shiro	 turns	 into	 a	monster.	 It	 remains	 black
and	 white,	 but	 its	 paws	 grow	 longer	 digits,	 and	 its	 power
increases	 immensely.	 It	 also	 gains	 the	 ability	 to	 �ire	 a	 cone	 of
spiritual	energy	to	destroys	evil	things.
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Kuro Shiro
Huge fey, neutral

Armor Class 16 (natural armor)
Hit Points 180 (19d12 + 57)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 16 (+3) 3 (-4) 16 (+3) 12 (+1)

Senses passive Perception 13
Languages –
Challenge 8 (3,900 XP)

Fey. The kuro shiro cannot be charmed or put to sleep.

Innate Spellcasting. The kuro shiro's innate spellcasting
ability is Wisdom (spell save DC 14). The kuro shiro can
innately cast the following spells, requiring no material
components:

At will: druidcraft, mending 
3/day each: fog cloud, misty step, purify food and drink 
1/day each: enlarge/reduce, plane shift (only to the Feywild
or Shadowfell), plant growth

Actions
Slam. Melee Weapon Attack: +7 to hit, reach 10 ft., one
target. Hit: 32 (5d10 + 4) bludgeoning damage.

Fey Charm. The kuro shiro targets one humanoid or beast
that it can see within 30 feet of it. If the target can see the
kuro shiro, it must succeed on a DC 14 Wisdom saving
throw or be magically charmed. The charmed creature
regards the kuro shiro as a trusted friend to be heeded and
protected. Although the target isn't under the kuro shiro's
control, it takes the kuro shiro's actions in the most
favorable way it can. 

   Each time the kuro shiro or its allies do anything
harmful to the target, it can repeat the saving throw,
ending the effect on itself on a success. Otherwise, the
effect lasts 24 hours or until the kuro shiro dies, is on a
different plane of existence from the target, or ends the
effect as a bonus action. If a target's saving throw is
successful, the target is immune to the kuro shiro's Fey
Charm for the next 24 hours. 
   The kuro shiro can have no more than one humanoid

and up to three beasts charmed at a time.

Spirit Blast (Recharge 5-6). The kuro shiro exhales spirit
energy in a 30-foot cone. Each creature in the area must
make a DC 14 Dexterity saving throw, taking 46 (7d12)
radiant damage on a failed save, or half as much damage
on a successful one.
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	Lucky Piggy
The	 lucky	piggy	 is	 said	 to	be	a	 spirit	who	brings	 luck	 to	 those
who	can	catch	it.	The	lucky	piggy	is	a	tiny	spirit	that	resembles	a
hedgehog,	and	runs	away	from	people	when	it	sees	them.	But	if
a	person	is	able	to	catch	it,	the	piggy	will	form	a	close	bond	with
the	person,	and	its	mere	presence	will	have	a	magical	effect	on
those	it	spends	time	with.
Forest	 Piggy.	 Unlike	 many	 true	 spirits,	 the	 lucky	 piggy	 is

only	 known	 to	 reside	 on	 the	Material	 Plane.	 Despite	 this,	 they
are	incredibly	rare,	and	never	seem	to	fall	victim	to	predation	by
normal	animals.	It	resembles	a	normal	hedgehog,	although	there
always	seem	to	�lecks	of	green	vegetation	between	its	quills,	and
it	is	said	to	have	a	gleam	of	underestanding	in	its	eye.
Old	 Tales.	 There	 are	 many	 stories	 about	 the	 lucky	 piggy,

including	tales	 that	confuse	 it	with	an	actual	pig.	These	stories
are	widespread,	and	are	often	due	to	translation	errors	between
languages	 as	 the	 story	 of	 the	 lucky	 piggy	 spread.	 The	 most
widespread	rumors	are	those	which	say	that	the	 lucky	piggy	is
white,	with	 red	eyes.	These	 stories	are	describing	albino	 lucky
piggies,	but	they	come	in	any	color	a	normal	hedgehog	may	be.
Bond	of	 the	Piggy.	 It	 is	said	that	 if	you	catch	a	 lucky	piggy,

you	 will	 always	 �ind	 a	 silver	 piece	 in	 your	 pocket.	 This	 is
partially	 true,	 as	 the	 piggy's	 power	 manifests	 in	 a	 variety	 of
ways.	 This	 silver	 coin,	 like	 all	 of	 the	 piggy's	magical	 effects,	 is
temporary,	and	it	will	disappear	the	next	time	the	person	takes	a
rest.

Lucky Bond

A piggy can form a special bond with another creature.
The specifics of this bond are left to the DM's discretion. 
   The piggy initiates one of the following effects each

time the piggy's bonded creature completes a short or
long rest. Determine the effect by rolling a d6. When the
piggy initiates a new effect, the previous effect is lost,
even if it goes unused or unnoticed:

1: A silver coin appears in the pocket of the piggy's
bonded creature (if it has pockets).

2: The piggy's bonded creature has advantage on the
next initiative check it makes.

3: The piggy's bonded creature has advantage on the
next ability check it makes.

4: The piggy's bonded creature has advantage on the
next attack roll it makes.

5: The piggy's bonded creature has advantage on the
next saving throw it makes.

6: The piggy's bonded creature comes under the effect
of a sanctuary spell.
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Lucky Piggy
Tiny fey, neutral

Armor Class 13 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 25 ft.

STR DEX CON INT WIS CHA

6 (-2) 14 (+2) 13 (+1) 4 (-3) 13 (+1) 10 (+0)

Senses passive Perception 11
Languages –
Challenge 1/8 (25 XP)

Fey. The piggy cannot be charmed or put to sleep.

Innate Spellcasting. The piggy's innate spellcasting ability
is Wisdom (spell save DC 13). The piggy can innately cast
the following spells, requiring no material components:

At will: druidcraft, mending 
3/day each: charm person, detect evil and good 
1/day each: purify food and drink

Keen Smell. The piggy has advantage on Wisdom
(Perception) checks that rely on smell.

Spiny Body. A creature that touches the lucky piggy or
hits it with a melee attack while within 5 feet of it takes 2
(1d4) piercing damage. The lucky piggy can cease or
initiate this effect as a bonus action.

Actions
Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 2) piercing damage.
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Mandrake
The	 mandrake	 is	 a	 plant	 with	 an	 ancient	 relationship	 with
people.	 While	 the	 top	 of	 its	 stalk	 resembles	 normal	 purple
�lowers,	the	roots	take	the	form	of	a	living	creature,	one	with	a
cry	 so	 terrible	 it	 can	 cause	 sickness	 and	 even	death	 in	people.
The	creature	isn't	truly	aware	of	its	surroundings,	but	it	knows
when	it	has	been	removed	from	soil,	and	will	let	loose	its	cry	any
time	it	is	plucked.
Dangerous	 Cry,	 Dangerous	 Roots.	 The	 properties	 of	 the

mandrake	are	well-known	in	the	areas	in	which	it	grows.	There
is	 a	 lot	 to	 know	 as	 it	 is	 a	 very	 dangerous	 plant.	 The	 most
important	thing	to	know	is	that	if	a	mandrake	is	uprooted,	it	will
emit	an	ear-piercing	cry	that	will	cause	pain	or	possibly	death	to
those	 who	 are	 around.	 The	 other	 feature	 of	 note	 is	 the
mandrake's	dangerous	poison.	Only	 those	who	prepare	 it	with
the	utmost	care	and	respect	can	hope	 to	keep	 it	 in	a	workable
form.	 Those	 who	 do	 use	 the	 mandrake	 to	 help	 with	 pains,
melancholy,	convulsions,	and	mania.
Love	 Plant.	 Despite	 its	 dangerous	 and	 fatal	 nature,	 the

mandrake	is	sometimes	referred	to	as	the	"love	plant,"	due	to	its
romantic	purple	�lowers,	and	an	ancient	story	about	it	being	the
tie	 between	 two	 lovers	 long	 ago.	 However,	 people	 who	 work
with	 mandrakes	 would	 heavily	 advise	 against	 picking	 a
mandrake	 �lower,	 as	 its	 cry	 even	 from	 underground	 might	 be
enough	to	cause	extreme	pain.
Witchcraft.	Due	to	 their	 fatal	nature,	 the	mandrake	 is	often

associated	with	witchcraft	 and	magic.	 Some	 people	 think	 that
the	mandrake	is	an	evil	spirit	which	has	possessed	a	plant,	and
that	 if	 prepared	 in	 the	 right	 way,	 it	 could	 be	 formed	 into	 an
amulet	which	can	bring	good	fortune.

	

	

Harvesting a Mandrake

A FURROW MUST BE DUG AROUND THE ROOT UNTIL ITS LOWER
PART IS EXPOSED, THEN A DOG IS TIED TO IT, AFTER WHICH THE
PERSON TYING THE DOG MUST GET AWAY. THE DOG THEN
ENDEAVORS TO FOLLOW HIM, AND SO EASILY PULLS UP THE ROOT,
BUT DIES SUDDENLY INSTEAD OF HIS MASTER. AFTER THIS, THE
ROOT CAN BE HANDLED WITHOUT FEAR.

129

Mandrake
Small plant, neutral

Armor Class 13 (natural armor)
Hit Points 46 (7d6 + 21)
Speed 10 ft.

STR DEX CON INT WIS CHA

14 (+2) 12 (+1) 12 (+1) 2 (-4) 6 (-2) 1 (-5)

Damage Immunities poison
Condition Immunities blinded, charmed, frightened,

paralyzed, poisoned
Senses blindsight 30 ft. (blind beyond this radius),

passive Perception 8
Languages —
Challenge 1 (200 XP)

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

Terrible Cry (Recharge 5-6). The mandrake lets out an ear-
splitting cry, affecting all creatures within a 30 foot
radius. Each creature in the area must succeed on a DC
11 Constitution saving throw. On a failed save, a creature
takes 11 (3d6) psychic damage and is deafened. On a
successful save, a creature takes half as much damage
and isn't deafened.
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Moon Beast
"Moon	 beast"	 is	 a	 name	 given	 to	 a	 creature	 who	 has	 been
infested	 with	 a	 spirit	 that	 gives	 it	 power	 when	 the	 full	 moon
rises.	A	moon	beast	 is	 one	who	has	 joined	with	 a	 spirit	 of	 the
moon.	These	creatures	gain	enhanced	intelligence	and	cunning
whenever	the	full	moon	is	in	the	sky.	These	spirits	can	infest	any
creature,	but	often	do	so	with	creatures	that	are	already	seen	as
cunning,	such	as	foxes	and	rats.
Curse	 of	 the	 Moon.	 These	 creatures	 are	 talked	 about	 in

hushed	whispers,	with	parents	telling	children	the	stories	of	the
moon	beasts.	It	is	said	that	the	moon	brings	out	the	cunning	of
these	 creatures,	 who	 even	 learn	 to	 speak,	 plan,	 and	 form
complex	societies,	but	only	for	a	while.
Rise	 and	 Fall.	 The	 truth	 about	 moon	 beasts	 is	 that	 their

intelligence	 waxes	 and	 wanes	 with	 the	 moon.	 The	 fuller	 the
moon	 is,	 the	 smarter	 they	 become,	 until	 the	 night	 of	 the	 full
moon,	 when	 they	 can	 even	 speak	 to	 each	 other.	 Beasts	 often
don't	 have	 much	 to	 do	 with	 this	 newfound	 and	 temporary
intelligence	 unless	 another	 force	 acts	 upon	 them	 to	 in�luence
their	decisions.	However,	whenever	one	hears	a	hushed	whisper
in	the	night,	on	a	lonely	road	in	a	dark	forest,	it	is	said	to	be	the
work	 of	 the	 moon	 beasts,	 speaking	 to	 one	 another	 about	 the
traveler.
It	 is	 said	 that	 at	 these	 times,	 the	 traveler	must	 remain	 still,

and	quiet.	Eventually,	the	moon	beasts	will	decide	to	ignore	the
traveler,	looking	for	more	interesting	creatures	to	bother.
Spirit	Joined.	It	is	unknown	exactly	how	an	animal	becomes

a	moon	beast,	nor	is	it	known	how	a	creature	ceases	to	be	one.
Some	 say	 that	 once	 a	 creature	 becomes	 a	moon	 beast,	 that	 it
stays	that	way	forever.
People	also	rarely	speak	with	these	creatures,	to	�ind	out	what

they	want,	leaving	their	lives	as	a	complete	mystery	outside	the
realm	of	folklore.

Moon Beast Template

A	 beast	 or	 monstrosity	 can	 become	 a	 moon	 beast.	 When	 a
creature	becomes	a	moon	beast,	it	retains	all	its	statistics	except
as	noted	below.
Mob	Tactics.	The	moon	beast	gains	the	ability	to	coordinate

with	others	of	 its	kind.	All	creatures	with	mob	tactics	can	gain
increased	 attack	 bonuses	 when	 near	 other	 creatures	 with	 the
trait.
Waxing	Intelligence.	The	creature's	intelligence	varies	with

the	 phase	 of	 the	 moon.	 As	 the	 moon	 grows	 more	 full,	 the
creature	 becomes	 more	 cunning,	 culminating	 in	 the	 ability	 to
speak	when	the	moon	is	full.	This	intelligence	then	wanes	with
the	moon,	 until	 eventually	 the	 beast	 is	 itself	 again	 during	 the
new	moon.
Languages.	 The	 creature	 gains	 the	 ability	 to	 speak	 Sylvan,

but	only	during	the	full	moon.

	

Sample Moon Beast

Here	the	moon	beast	template	has	been	applied	to	a	rat	to	create
a	moon	beast	rat.
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Moon Beast Rat
Tiny beast, unaligned

Armor Class 12
Hit Points 7 (2d4 + 2)
Speed 20 ft.

STR DEX CON INT WIS CHA

2 (-4) 14 (+2) 10 (+0) 2 (-4) 10 (+0) 4 (-3)

Senses darkvision 30 ft., passive Perception 10
Languages —
Challenge 1/8 (25 XP)

Keen Smell. The rat has advantage on Wisdom
(Perception) checks that rely on smell.

Mob Tactics. Moon beasts gain a cumulative +1 bonus to
attack rolls for each friendly creature that also has this
trait and is within 5 feet of its target, to a maximum of
+5.

Waxing Intelligence. The intelligence of a moon beast
grows with the moon. With each phase of the waxing and
waning moon, their Intelligence score is increased as
follows:

   New Moon: No change 
   Waxing Crescent: +2 
   First Quarter: +4 
   Waxing Gibbous: +6 
   Full Moon: +8 
   Waning Gibbous: +6 
   Third Quarter: +4 
   Waning Crescent: +2

When the moon is full, the creature gains the ability to
speak Sylvan.

Actions
Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one
target. Hit: 1 piercing damage.
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Nian
The	nian	is	a	huge	chimerical	creature	that	spends	most	of	the
year	in	the	Spirit	World.	It	is	said	to	only	appear	once	a	year,	on
the	 �irst	 day	 of	 the	 New	 Year.	 The	 nian	 resembles	 a	 cross
between	a	lion,	an	elk,	and	an	ox	with	powerful	armor	covering
its	body.
Yearly	 Hunting.	 The	 stories	 of	 the	 nian	 say	 that	 it	 only

appears	once	in	a	year.	It	always	shows	up	on	the	�irst	day	of	the
New	Year,	although	no	one	knows	precisely	why.	It	is	impossible
to	predict	the	nian's	attack,	as	the	location	it	appears	each	year
is	random	throughout	 the	world.	Otherwise,	 it	spends	all	of	 its
time	 in	 the	 Spirit	World,	 although	 no	 one	 knows	what	 it	 does
while	it's	there.
New	Year	Traditions.	Due	 to	 this	yearly	hunt,	 several	New

Year	traditions	have	sprung	forth,	in	an	effort	to	keep	the	beast
at	bay.	While	 it	seems	to	be	nigh	 invulnerable,	 the	truth	 is	 that
the	nian	has	several	weaknesses,	namely	�ire	and	loud	noises.	It
also	seems	to	be	repelled	by	the	color	red.
Due	 to	 these	weaknesses,	 it	 is	now	 tradition	 that	people	 set

off	 loud	 �ireworks	 well	 into	 the	 night	 on	 the	 �irst	 of	 the	 New
Year.	As	a	combination	of	colorful	�ire	and	loud	banging	sounds,
the	nian	can't	stand	to	be	near,	and	it	is	said	that	the	�ireworks
will	drive	it	away.
Missing	Beast.	These	traditions	have	led	to	a	state	where	no

one	 has	 actually	 seen	 a	 nian	 in	 centuries.	 The	 tale	 is	 now
repeated	 as	 simply	 a	 folkloric	 anecdote,	 to	 explain	New	Year's
customs.	 Windows	 and	 doors	 are	 decorated	 with	 red	 paper
cutouts	 with	 popular	 themes	 like	 "good	 fortune,"	 "happines,"
"longevity,"	or	"wealth."
The	most	apparent	tradition	that	has	been	started	is	referred

to	as	the	nian	dance.	In	such	a	dance,	a	troupe	of	performers	don
a	 large,	 oversized	 nian	 costume,	 and	 dance	 around	 the	 village
square.	This	is	a	symbolic	ritual,	meant	to	usher	in	the	New	Year
as	well	as	evict	evil	spirits	from	the	town.

131

Nian
Huge monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 95 (10d12 + 30)
Speed 50 ft.

STR DEX CON INT WIS CHA

22 (+6) 9 (-1) 17 (+3) 2 (-4) 11 (+0) 5 (-3)

Damage Vulnerabilities fire, thunder
Damage Resistances bludgeoning, piercing, and slashing

from nonmagical weapons
Senses passive Perception 10
Languages —
Challenge 5 (1,800 XP)

Trampling Charge. If the nian moves at least 20 feet
straight toward a creature and then hits it with a gore
attack on the same turn, that target must succeed on a
DC 13 Strength saving throw or be knocked prone. If the
target is prone, the nian can make one stomp attack
against it as a bonus action.

Actions
Gore. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 24 (4d8 + 6) piercing damage.

Stomp. Melee Weapon Attack: +9 to hit, reach 5 ft., one
prone creature. Hit: 22 (3d10 + 6) bludgeoning damage.
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Nightmarcher
The	 nightmarcher	 is	 the	 ghost	 of	 an	 ancient	warrior,	who	 still
roams	the	world	with	the	need	to	�inish	its	�inal	battle,	in	which
it	was	killed.	The	nightmarcher	wanders	endlessly,	with	a	single-
minded	obsession	of	turning	the	tide,	and	winning	the	battle	in
which	it	lost	its	life.
The	Sound	of	Drums.	The	procession	of	 the	nightmarchers

is	 always	 accompanied	by	a	drumming	beat.	These	 are	part	 of
the	 nightmarchers'	 parade,	 and	 it	 is	 said	 that	when	 one	 hears
the	sound	of	drums	on	a	dark,	lonely	night,	they	should	�lee	the
place	immediately,	lest	they	are	beset	by	the	nightmarchers.
Unending	 Battle.	 The	 nightmarcher	 often	 travels	 with

others	of	its	battalion	that	it	was	killed	with.	They	rise	at	sunset,
and	march	until	just	before	the	sun	rises,	searching	for	the	one
who	 had	 slain	 them	 in	 battle,	 as	 well	 as	 any	 other	 perceived
enemies.
Nightmarchers	are	 incredibly	dangerous,	and	will	attack	any

person	 they	 meet.	 It	 is	 said	 that	 one	 can	 tell	 when	 the
nightmarchers	 are	 on	 the	 move,	 as	 one	 can	 see	 their	 small
�irelacing	 torches	as	 they	roam	their	old	battlegrounds.	Stories
warn	 �iercely	 against	 following	 strange	 lights	 in	 the	 dark,	 lest
one	come	across	the	nightmarchers.
Escaping	 Death's	 Gaze.	 While	 a	 nightmarcher	 will	 attack

anything	 it	 perceives	 as	 an	 enemy,	which	 is	 almost	 all	 people,
they	still	retain	some	of	their	human	memories.	It	is	said	that	if
a	person	has	a	 relative	among	 the	 ranks	of	 the	nightmarchers,
they	 will	 be	 allowed	 to	 pass	 by	 unharmed.	 Likewise,	 small
children	 are	 rarely	 attacked	 by	 nightmarchers	 unless	 they	 are
accompanied	by	adults.
Other	 than	 these,	 the	 only	 advice	 given	 on	 getting	 past	 a

nightmarcher	 is	 to	 lie	 face-down	on	 the	ground,	not	 looking	at
the	nightmarchers.	It	is	said	that	this	is	a	sign	of	submission,	and
as	the	nightmarcher	looks	for	enemies,	they	see	such	as	a	sign	as
a	noncombatant,	and	will	ignore	such	a	person.

	

March in the Night

"The first thing you will hear is drums in the distance,
then you will smell a foul and musky odor, and you will
hear a conch shell being blown, for fair warning to get out
of the way, and you will see torches getting brighter and
brighter as they get closer. Your best chance is to have an
acenstor that recognizes you, they will call out, "Kuang!"
which means "mine." But if you are in the nightmarchers'
bloodline, no one in the procession can harm you. No
matter what you build in their path, they go straight
through it. The nightmarchers are the vanguard for a
sacred chief or chiefess who unusually have a high station
in life."

- Professor Zei, Hauntings of the Wako Islands
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Nightmarcher
Medium undead, neutral evil

Armor Class 13 (armor scraps)
Hit Points 13 (2d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 15 (+2) 6 (-2) 8 (-1) 5 (-3)

Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened,

grappled, paralyzed, petrified, poisoned, prone,
restrained

Senses darkvision 60 ft., passive Perception 9
Languages any languages it knew in life
Challenge 3 (700 XP)

Ethereal Sight. The nightmarcher can see 60 feet into the
Ethereal Plane when it is on the Material Plane, and vice
versa.

Incorporeal Movement. The nightmarcher can move
through other creatures and objects as if they were
difficult terrain. It takes 5 (1d10) force damage if it ends
its turn inside an object.

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

Element Strike. Ranged Weapon Attack: +4 to hit, range
20/60 ft., one target. Hit: 12 (3d6 + 2) bludgeoning
damage.

Etherealness. The nightmarcher enters the Ethereal Plane
from the Material Plane, or vice versa. It is visible on the
Material Plane while it is in the Border Ethereal, and vice
versa, yet it can't affect or be affected by anything on the
other plane.
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Qilin
The	qilin	is	a	spiritual	creature,	one	said	to	arrive	heralding	the
appearance	 of	 a	 sage	 or	 illustrious	 ruler.	 Tales	 of	 the	 qilin	 are
well-known	 amongst	 �ire	 folk,	 who	 say	 that	 the	 sighting	 of	 a
qilin	is	a	good	omen.
The	qilin	 is	a	chimerical	creature,	one	with	that	 is	said	to	be

part	dragon,	part	ox,	part	carp,	and	part	unicorn.	It	is	also	said	to
be	covered	in	a	spiritual	�ire,	yet	it	never	burns.
Good	 Omen.	 As	 the	 qilin	 is	 believed	 to	 be	 a	 benevolent

creature,	 its	 appearance	 is	 usually	 regarded	 as	 an	 auspicious
sign.	 Some	 stories	 say	 that	 the	 qilin	 only	 appears	 during	 the
reign	of	a	particularly	good	ruler,	or	shortly	before	the	birth	or
death	of	a	beloved	sage.
As	 it	 is	 a	 sign	 of	 good	 fortune,	 many	 �ire	 folk	 lords	 have

attempted	 to	 fabricate	 a	 qilin	 appearance	 during	 their	 own
reign.	The	qilin	bares	a	passing	resemblance	to	the	dragon	elk,
and	 �ire	 folk	 lords	 have	 been	 known	 to	 try	 and	 use	 them	 as
fraudulent	qilin	to	signal	their	good	rule.

	

Magic	 and	 Folklore.	 Despite	 its	 somewhat	 fearsome
appearance,	the	qilin	is	said	to	be	a	gentle	and	peaceful	creature.
In	some	depictions	of	the	creature,	 it	 is	said	to	walk	on	clouds,
as	it	refuses	to	harm	even	a	single	blade	of	grass	by	stepping	on
it.
In	other	stories,	the	qilin	is	capable	of	incinerating	people	in

�ire,	 and	 burning	 them	 with	 spiritual	 energy.	 The	 qilin	 only
reveals	these	abilities,	however,	when	it	 is	 forced	to	defend	the
innocent	against	the	malice	of	evil-doers.
Ritual	Dances.	 In	most	 stories,	 the	qilin	are	kept	as	 sacred

pets	 of	 the	 spirits.	 Therefore,	 in	 the	 heiarchy	 of	 dances
performed	 by	 the	 �ire	 folk,	 the	 qilin	 are	 ranked	 third,	 only
behind	the	dragon	and	phoenix.
In	 the	 qilin	 dance,	 movements	 are	 characterized	 by	 fast,

powerful	strokes	of	the	head.	The	qilin	dance	is	often	regarded
as	 a	 very	 dif�icult	 dance	 to	 perform,	 due	 to	 the	 weight	 of	 the
head,	the	stances	involved,	and	the	emphasis	on	sudden	bursts
of	energy.
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Qilin
Large fey, neutral good

Armor Class 15 (natural armor)
Hit Points 210 (28d10 + 56)
Speed 40 ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA

16 (+3) 13 (+2) 15 (+2) 7 (-2) 16 (+3) 19 (+4)

Skills Insight +7, Perception +7
Damage Immunities fire
Senses passive Perception 17
Languages Sylvan
Challenge 10 (5,900 XP)

Fire Aura. A creature that touches the qilin or hits it with a
melee attack while within 5 feet of it takes 10 (3d6) fire
damage.

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

Overrun. If the qilin moves at least 20 feet straight toward
a target and then hits it with a gore attack on the same
turn, that target must succeed on a DC 16 Strength saving
throw or be knocked prone. If the target is prone, the qilin
can make a trample attack against it as a bonus action.

Spiritual Weapons. The qilin's attacks are magical. When
the qilin hits with any weapon, the weapon deals an extra
13 (2d12) radiant damage (included in the attack).

Actions
Multiattack. The qilin makes two attacks: one gore attack
and one trample attack.

Gore. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 12 (2d8 + 3) piercing damage plus 13 (2d12)
radiant damage.

Trample. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 14 (3d6 + 3) bludgeoning damage plus 13
(2d12) radiant damage.

Spirit Blast (Recharge 5-6). The qilin makes a blast of
spiritual energy in a 60-foot long, 5-foot wide line. Each
creature in the area must succeed on a Constitution saving
throw. On a failed save, a creature takes 26 (4d12) radiant
damage and is blinded for 1 minute. On a successful save,
a creature takes half as much damage and isn't blinded. 
   At the end of each of its turns, a creature can make a

new Constitution saving throw. On a successful save, a
creature is no longer blinded.
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Raiju
The	raiju	is	a	spirit	creature,	one	which	resembles	an	enormous
wolf.	However,	the	raiju	is	mostly	white,	with	blue	streaks	in	its
fur.	 The	 raiju	 is	 a	 creature	 which	 is	 rarely	 encountered,	 and
those	who	do	attempt	to	stay	clear	of	its	path.
Cry	of	Thunder.	The	raiju	is	a	spirit	creature	which	is	said	to

either	be	drawn	to	thunderstorms,	or	to	cause	them.	The	raiju	is
rarely	 seen,	 although	 the	 damage	 from	 lightning	 is	 said	 to	 be
caused	 by	 it.	 Trees	 that	 are	 struck	 by	 lightning	 are	 said	 to	 be
scratched	by	the	raiju's	claws.	The	sound	of	thunder	is	said	to	be
its	cry.
Navel	Nest.	 It	 is	unknown	where	the	stories	came	from,	but

some	say	that	the	raiju	likes	to	sleep	in	the	navels	of	those	who
sleep	outside.	The	stories	say	that	the	spirit	of	lightning	throws
lightning	 bolts	 at	 the	 raiju	while	 it	 sleeps,	 accidentaly	 striking
the	 person	 on	 whom	 the	 raiju	 sleeps.	 This	 is	 why	 those	 who
sleep	outside	should	always	sleep	face	down.
Crackling	 Energy.	 Those	 who	 have	 encountered	 the	 raiju

say	that	it	bounds	around	uncontrollably.	It	is	said	to	travel	as	a
ball	of	crackling	electricity,	and	�lash	like	lightning.	While	some
stories	say	that	raiju	have	fallen	from	the	sky	and	been	set	upon
and	killed	by	farmers,	there	is	very	little	truth	to	such	tales.
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Raiju
Large fey, neutral

Armor Class 15 (natural armor)
Hit Points 163 (25d10 + 25)
Speed 60 ft.

STR DEX CON INT WIS CHA

14 (+2) 19 (+4) 16 (+3) 3 (-4) 11 (+0) 15 (+2)

Saving Throws Dex +7, Cha +6
Damage Immunities lightning
Senses passive Perception 10
Languages —
Challenge 9 (5,000 XP)

Electric Weapons. The raiju's weapon attacks are magical.
When the raiju hits with any weapon, the weapon deals
an extra 10 (4d4) lightning damage (included in the
attack).

Keen Senses. The raiju has advantage on Wisdom
(Perception) checks that rely on smell.

Lightning Aura. A creature that touches the raiju or hits it
with a melee attack while within 5 feet of it takes 9 (2d8)
lightning damage.

Actions
Multiattack. The raiju makes three attacks: one with its
bite and two with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 11 (2d6 + 4) piercing damage plus 10 (4d4)
lightning damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 8 (1d6 + 4) slashing damage plus 10 (4d4)
lightning damage.

Lightning Flash (Recharge 5-6). The raiju chooses a
direction as a 60-foot-long, 5-foot-wide bolt of lightning
flashes from it. Each creature in the area must make a DC
16 Dexterity saving throw. On a failed save, a creature
takes 35 (10d6) lightning damage and is incapacitated
until the end of its next turn. On a successful save, a
creature takes half as much damage and isn't
incapacitated. 
    The raiju magically teleports to the space at the end of
the line.

Ball Lightning. The raiju can take an action to shift into a
ball of lightning. In this form, the raiju gains a fly speed of
80 feet and can hover, but cannot make any attacks other
than its lightning flash. The raiju also gains resistance to
nonmagical bludgeoning, piercing, and slashing damage.
The raiju can shift back to its normal form as an action.
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Shui Gui
Also	 known	 as	 the	 "water	 ghost,"	 shui	 gui	 are	 the	 spirits	 of
people	who	have	drowned.	They	 lurk	 in	 the	places	where	 they
died,	dragging	unsuspecting	victims	underwater	to	drown	them
and	take	possession	of	their	bodies.
Cycle	 of	 Death.	 This	 cycle	 is	 said	 to	 continue	 perpetually,

with	 each	 new	 shui	 gui	 created	 becoming	 obsessed	 with
returning	to	 life.	 In	this	way,	the	shui	gui	create	an	aura	of	bad
luck	and	dangerous	places,	and	even	if	people	don't	understand
why,	they	learn	to	avoid	these	places,	only	feeding	the	shui	gui's
desperation	for	victims.

Waterborne.	Despite	their	considerable	powers,	the	shui	gui
remain	in	the	shadows	of	lakes	and	ponds,	only	pulling	on	those
too	 foolhardy	 to	 remain	 clear	 of	 its	 edges.	 It	 is	 unknown	why
they	choose	to	remain	in	these	places,	whether	it	is	a	condition
of	their	drowning	deaths,	or	whether	they	are	afraid	to	leave	the
water	outside	of	a	living	body.
Ti	 Shen.	 "Ti	 shen,"	 means	 "replace	 the	 body,"	 and	 is	 the

process	 by	which	 shui	 gui	 replace	 people.	 It	 is	 said	 that	 those
who	 drown	 near	 shui	 gui	 join	 them,	 but	 long	 to	 return	 to	 the
land	of	the	living.	Shui	gui	therefore	seek	to	possess	those	who
would	come	too	close	to	their	waters,	and	take	over	their	bodies,
trapping	 the	 living	 in	 the	 shui	 gui's	 corpselike	 visage,	 and
allowing	the	shui	gui	to	return	to	life	in	a	living	body.
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Shui Gui
Medium undead, neutral evil

Armor Class 11
Hit Points 45 (10d8)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA

7 (-2) 13 (+1) 10 (+0) 10 (+0) 12 (+1) 17 (+3)

Damage Resistances acid, fire, lightning, thunder;
bludgeoning, piercing, and slashing from nonmagical
weapons

Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened,

grappled, paralyzed, petrified, poisoned, prone,
restrained

Senses darkvision 60 ft., passive Perception 11
Languages any languages it knew in life
Challenge 4 (1,100 XP)

Ethereal Sight. The shui gui can see 60 feet into the
Ethereal Plane when it is on the Material Plane, and vice
versa.

Actions
Withering Touch. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 17 (4d6 + 3) necrotic damage.

Horrifying Visage. Each non-undead creature within 60 feet
of the shui gui that can see it must succeed on a DC 13
Wisdom saving throw or be frightened for 1 minute. If the
save fails by 5 or more, the target also ages 1d4 x 10
years. A frightened target can repeat the saving throw at
the end of each of its turns, ending the frightened
condition on itself on a success. If a target's saving throw
is successful or the effect ends for it, the target is immune
to this shui gui's Horrifying Visage for the next 24 hours.
The aging effect can be reversed with the greater
rejuvenation form or greater restoration spell, but only
within 24 hours of it occurring.

Possession (Recharge 6). If the shui gui reduces a creature
to 0 hit points with its Withering Touch, the creature must
succeed on a DC 13 Charisma saving throw. On a failed
save, the spirit of the target and the shui gui switch
places, with the target inhabiting the shui gui's body at 0
hit points (but automatically stabilized), and the shui gui
replacing the target. The shui gui is subject to turn
undead, and retains its current and maximum hit points,
alignment, Intelligence, Wisdom, Charisma, and immunity
to being charmed and frightened. It otherwise uses the
possessed target's statistics, but doesn't gain access to
the target's knowledge, class features, or proficiencies. 
   The possession lasts until the body drops to 0 hit

points, the shui gui ends it as a bonus action, or the shui
gui is turned or forced out by an effect like the dispel evil
and good spell. When the possession ends, the shui gui
and the target are returned to their original bodies, so long
as they are on the same plane of existence (otherwise the
shui gui dies in its target's body). The target is immune to
this shui gui's Possession for 24 hours after succeeding
on the saving throw after the possession ends.
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Spirit
The	spirits	are	a	class	of	supernatural	creatures,	monsters,	and
demons	 who	 mostly	 reside	 in	 the	 Spirit	 World.	 Spirits	 range
from	the	malevolent	to	the	mischievious,	as	well	as	being	omens
of	good	luck	and	fortune.	Spirits	are	usually	untrusting	of	non-
fey	 creatures,	 but	 lean	 towards	 neutrality,	 and	 can	 often	 be
convinced	to	work	with	others	who	share	their	goals.
Animals.	One	 type	of	 spirit	 is	 that	which	 seems	 to	 take	 the

form	 of	 an	 animal,	 whether	 it	 looks	 like	 an	 exact	 duplicate	 of
that	 animal,	 or	 whether	 it	 retains	 some	 of	 its	 own	 features.
Many	spirits	who	 join	or	remain	on	the	Material	Plane	take	on
animal	forms.	Sometimes	there	will	be	little	hints	or	clues	that	a
creature	is	not	exactly	what	it	appears	to	be.
Objects.	 Some	 spirits	 instead	 choose	 to	 take	on	 the	 form	of

inanimate	household	objects,	or	else	possess	the	form	of	such.	It
is	unknown	why	a	spirit	might	choose	to	do	this,	but	 is	always
said	to	happen	on	the	one-hundredth	anniversary	of	the	object's
birthday.	This	process	 is	not	entirely	understood,	and	it	almost
de�ies	classi�ication	of	any	sort.
Humans.	Many	spirits	choose	to	take	on	human	form,	or	else

possess	the	bodies	of	living	humans.	Tales	say	that	humans	are
at	 their	 most	 vulnerable	 during	 their	 most	 emotional	 and
fragile.	 People	 possessed	 by	 the	 spirits	 are	 said	 to	 take	 on
horri�ic	 and	 grotesque	 forms,	 although	 these	 are	 rarely
permanent,	as	the	spirit	will	eventually	choose	to	move	on.

A Spirit's Life

While	the	spirits	are	typically	an	enigma,	some	basic	things	are
known.	 Spirits	 begin	 life	 the	 size	 of	 a	 person	 or	 smaller,	 but
continue	 to	grow	as	 they	age.	While	 they	do	 live	 through	time,
spirits	do	not	die	of	old	age,	they	simply	grow	larger	and	more
powerful.
It	 is	rare	for	a	person	and	a	spirit	to	truly	interact,	but	some

people	have	formed	bonds	with	the	spirits.	They	are	said	to	have
an	 air	 of	 aloofness,	 and	 yet	 one	 of	 deep	 respect	 for	 nature.
Spirits	are	creatures	that	must	remain	in	harmony	with	nature,
as	they	are	not	only	a	part	of	it,	but	its	natural	extension	in	the
world.	 Spirits	 are	 those	 creatures	 who	 come	 from	 the	 Spirit
World,	the	Feywild	and	the	Shadowfell.
It	 is	 unknown	where	 the	 Spirit	World	 came	 from,	 but	many

see	 it	 as	 a	 necessary	 extension	 of	 the	 natural	 world.	 Many
people,	while	 they	 don't	worship	 spirits,	 do	 pay	 them	homage
and	 show	 respect	 for	 them.	 Most	 of	 the	 time,	 people	 want	 to
keep	the	spirits	at	a	healthy	distance,	not	meeting	them	directly,
but	hoping	they	watch	over	them	all	the	same.

	

	

Spirits of the World

While other entries in this chapter detail different kinds
of specific spirits, the catch-all entries for "spirit" cover a
wide, vast expanse of different kinds of creatures.
Different kinds of powers can be added to (or taken away
from) these spirits, but their basic abilities should remain
the same. The most fundamental aspects of a spirit are its
immunity to being charmed or being put to sleep, its
ability to change its form, and its ability to possess the
bodies of other creatures.
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Spirit Seedling
Medium fey, neutral

Armor Class 12
Hit Points 44 (8d8 + 8)
Speed 40 ft.

STR DEX CON INT WIS CHA

15 (+2) 14 (+2) 13 (+1) 10 (+0) 13 (+1) 11 (+0)

Saving Throws Dex +4, Con +3, Wis +3, Cha +2
Skills Animal Handling +3, Nature +2, Perception +3
Senses blindsight 10 ft., passive Perception 13
Languages Sylvan
Challenge 2 (450 XP)

Fey. The spirit cannot be charmed or put to sleep.

Speak with Beasts and Plants. The spirit can communicate
with beasts and plants as if they shared a language.

Actions
Multiattack. The spirit makes two claw attacks.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 9 (2d6 + 2) slashing damage.

Change Shape. The spirit magically polymorphs into a
humanoid, beast, or fey that has a challenge rating no
higher than its own, or back into its true form. It reverts
to its true form if it dies. Any equipment it is wearing or
carrying is absorbed or borne by the new form (the
spirit's choice). In a new form, the spirit retains its
alignment, hit points, Hit Dice, ability to speak,
proficiencies, and Intelligence, Wisdom, and Charisma
scores, as well as this action and its Possession ability. Its
statistics and capabilities are otherwise replaced by those
of the new form, except any class features or legendary
actions of that form.

Possession. One humanoid that the spirit can see within
5 feet of it must succeed on a DC 13 Charisma saving
throw or be possessed by the spirit; the spirit then
disappears, and the target is incapacitated and loses
control of its body. The spirit now controls the body but
doesn't deprive the target of awareness. The spirit can't
be targeted by any attack, spell, or other effect, and it
retains its alignment, Intelligence, Wisdom, Charisma,
and immunity to being charmed. It otherwise uses the
possessed target's statistics, but doesn't gain access to
the target's knowledge, class features, or proficiencies. 
   The possession lasts until the body drops to 0 hit

points, the spirit ends it as a bonus action, or the spirit is
forced out by an effect like the dispel evil and good spell.
When the possession ends, the spirit reappears in an
unoccupied space within 5 feet of the body. The target is
immune to this spirit's Possession for 24 hours after
succeeding on the saving throw or after the possession
ends.
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Spirit Sapling
Large fey, neutral

Armor Class 15 (natural armor)
Hit Points 85 (10d10 + 30)
Speed 40 ft., burrow 20 ft., fly 20 ft. (hover), swim 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 14 (+2) 17 (+3) 12 (+1) 15 (+2) 11 (+0)

Saving Throws Dex +5, Con +6, Wis +5, Cha +3
Skills Animal Handling +5, Nature +4, Perception +5
Senses blindsight 30 ft., passive Perception 15
Languages Sylvan
Challenge 7 (2,900 XP)

Fey. The spirit cannot be charmed or put to sleep.

Innate Spellcasting. The spirit's innate spellcasting ability is
Wisdom (spell save DC 15). The spirit can innately cast
the following spells, requiring no material components:

At will: druidcraft 
3/day each: goodberry, purify food and drink 
1/day each: entangle

Speak with Beasts and Plants. The spirit can communicate
with beasts and plants as if they shared a language.

Actions
Multiattack. The spirit makes three attacks: one slam attack
and two claw attacks.

Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 18 (3d8 + 4) bludgeoning damage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 15 (3d6 + 4) slashing damage.

Change Shape. The spirit magically polymorphs into a
humanoid, beast, or fey that has a challenge rating no
higher than its own, or back into its true form. It reverts to
its true form if it dies. Any equipment it is wearing or
carrying is absorbed or borne by the new form (the spirit's
choice). In a new form, the spirit retains its alignment, hit
points, Hit Dice, ability to speak, proficiencies, and
Intelligence, Wisdom, and Charisma scores, as well as this
action and its Possession ability. Its statistics and
capabilities are otherwise replaced by those of the new
form, except any class features or legendary actions of
that form.

Possession. One humanoid that the spirit can see within 5
feet of it must succeed on a DC 15 Charisma saving throw
or be possessed by the spirit; the spirit then disappears,
and the target is incapacitated and loses control of its
body. The spirit now controls the body but doesn't deprive
the target of awareness. The spirit can't be targeted by any
attack, spell, or other effect, and it retains its alignment,
Intelligence, Wisdom, Charisma, and immunity to being
charmed. It otherwise uses the possessed target's
statistics, but doesn't gain access to the target's
knowledge, class features, or proficiencies. 
   The possession lasts until the body drops to 0 hit

points, the spirit ends it as a bonus action, or the spirit is
forced out by an effect like the dispel evil and good spell.
When the possession ends, the spirit reappears in an
unoccupied space within 5 feet of the body. The target is
immune to this spirit's Possession for 24 hours after
succeeding on the saving throw or after the possession
ends.
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Adult Spirit
Huge fey, neutral

Armor Class 19 (natural armor)
Hit Points 138 (12d12 + 60)
Speed 60 ft., burrow 60 ft., fly 60 ft. (hover), swim 60 ft.

STR DEX CON INT WIS CHA

23 (+6) 14 (+2) 21 (+5) 14 (+2) 17 (+3) 13 (+1)

Saving Throws Dex +7, Con +10, Wis +8, Cha +6
Skills Animal Handling +8, Nature +7, Perception +8
Damage Resistances radiant, necrotic
Senses blindsight 30 ft., passive Perception 18
Languages Sylvan
Challenge 14 (11,500 XP)

Fey. The spirit cannot be charmed or put to sleep.

Innate Spellcasting. The spirit's innate spellcasting ability is
Wisdom (spell save DC 18). The spirit can innately cast
the following spells, requiring no material components:

At will: druidcraft, minor illusion 
3/day each: fog cloud, goodberry, purify food and drink 
1/day each: enlarge/reduce, entangle

Legendary Resistance (3/Day). If the spirit fails a saving
throw, it can choose to succeed instead.

Speak with Beasts and Plants. The spirit can communicate
with beasts and plants as if they shared a language.

Actions
Multiattack. The spirit makes three attacks: one slam attack
and two claw attacks.

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage.

Claw. Melee Weapon Attack: +4 to hit, reach 10 ft., one
target. Hit: 17 (2d10 + 6) slashing damage.

Change Shape. The spirit magically polymorphs into a
humanoid, beast, or fey that has a challenge rating no
higher than its own, or back into its true form. It reverts to
its true form if it dies. Any equipment it is wearing or
carrying is absorbed or borne by the new form (the spirit's
choice). In a new form, the spirit retains its alignment, hit
points, Hit Dice, ability to speak, proficiencies, and
Intelligence, Wisdom, and Charisma scores, as well as this
action and its Possession ability. Its statistics and
capabilities are otherwise replaced by those of the new
form, except any class features or legendary actions of
that form.

Possession. One humanoid that the spirit can see within 5
feet of it must succeed on a DC 18 Charisma saving throw
or be possessed by the spirit; the spirit then disappears,
and the target is incapacitated and loses control of its
body. The spirit now controls the body but doesn't deprive
the target of awareness. The spirit can't be targeted by any
attack, spell, or other effect, and it retains its alignment,
Intelligence, Wisdom, Charisma, and immunity to being
charmed. It otherwise uses the possessed target's
statistics, but doesn't gain access to the target's
knowledge, class features, or proficiencies. 
   The possession lasts until the body drops to 0 hit

points, the spirit ends it as a bonus action, or the spirit is
forced out by an effect like the dispel evil and good spell.
When the possession ends, the spirit reappears in an
unoccupied space within 5 feet of the body. The target is
immune to this spirit's Possession for 24 hours after
succeeding on the saving throw or after the possession
ends.

Legendary Actions
The spirit 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 spirit regains spent legendary actions at the start
of its turn.

Detect. The spirit makes a Wisdom (Perception) check. 
Slam Attack. The spirit makes a slam attack. 
Spirit Bomb (Costs 2 Actions). The spirit releases a burst of 
   powerful spirit magic, which batters all creatures 
   around. Each creature within 10 feet of the spirit must 
   succeed on a DC 19 Dexterity saving throw or take 11 
   (2d10) radiant damage and be blinded for 1 round. The 
   spirit can then fly up to half its flying speed.
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Ancient Spirit
Gargantuan fey, neutral

Armor Class 22 (natural armor)
Hit Points 193 (11d20 + 77)
Speed 60 ft., burrow 60 ft., fly 60 ft. (hover), swim 60 ft.

STR DEX CON INT WIS CHA

27 (+8) 14 (+2) 25 (+7) 16 (+3) 19 (+4) 15 (+2)

Saving Throws Dex +9, Con +14, Wis +11, Cha +9
Skills Animal Handling +11, Nature +10, Perception +11
Damage Immunities radiant, necrotic
Senses blindsight 60 ft., passive Perception 21
Languages Sylvan
Challenge 21 (27,500 XP)

Fey. The spirit cannot be charmed or put to sleep.

Innate Spellcasting. The spirit's innate spellcasting ability is
Wisdom (spell save DC 20). The spirit can innately cast
the following spells, requiring no material components:

At will: druidcraft, minor illusion 
3/day each: create food and water, daylight, fog cloud,
goodberry, purify food and drink 
1/day each: conjure animals, enlarge/reduce, entangle

Legendary Resistance (3/Day). If the spirit fails a saving
throw, it can choose to succeed instead.

Speak with Beasts and Plants. The spirit can communicate
with beasts and plants as if they shared a language.

Actions
Multiattack. The spirit makes three attacks: one slam attack
and two claw attacks.

Slam. Melee Weapon Attack: +15 to hit, reach 10 ft., one
target. Hit: 19 (2d10 + 8) bludgeoning damage.

Claw. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 21 (2d12 + 8) slashing damage.

Change Shape. The spirit magically polymorphs into a
humanoid, beast, or fey that has a challenge rating no
higher than its own, or back into its true form. It reverts to
its true form if it dies. Any equipment it is wearing or
carrying is absorbed or borne by the new form (the spirit's
choice). In a new form, the spirit retains its alignment, hit
points, Hit Dice, ability to speak, proficiencies, and
Intelligence, Wisdom, and Charisma scores, as well as this
action and its Possession ability. Its statistics and
capabilities are otherwise replaced by those of the new
form, except any class features or legendary actions of
that form.

Possession. One humanoid that the spirit can see within 5
feet of it must succeed on a DC 20 Charisma saving throw
or be possessed by the spirit; the spirit then disappears,
and the target is incapacitated and loses control of its
body. The spirit now controls the body but doesn't deprive
the target of awareness. The spirit can't be targeted by any
attack, spell, or other effect, and it retains its alignment,
Intelligence, Wisdom, Charisma, and immunity to being
charmed. It otherwise uses the possessed target's
statistics, but doesn't gain access to the target's
knowledge, class features, or proficiencies. 
   The possession lasts until the body drops to 0 hit

points, the spirit ends it as a bonus action, or the spirit is
forced out by an effect like the dispel evil and good spell.
When the possession ends, the spirit reappears in an
unoccupied space within 5 feet of the body. The target is
immune to this spirit's Possession for 24 hours after
succeeding on the saving throw or after the possession
ends.

Legendary Actions
The spirit 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 spirit regains spent legendary actions at the start
of its turn.

Detect. The spirit makes a Wisdom (Perception) check. 
Slam Attack. The spirit makes a slam attack. 
Spirit Bomb (Costs 2 Actions). The spirit releases a burst of 
   powerful spirit magic, which batters all creatures 
   around. Each creature within 10 feet of the spirit must 
   succeed on a DC 23 Dexterity saving throw or take 17 
   (3d10) radiant damage and be blinded for 1 round. The 
   spirit can then fly up to half its flying speed.
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Talpatian
The	talpatian	 is	a	huge,	quadrupedal	creature	 found	 in	Kokaha
Steppes.	It	is	brown,	with	a	black	stripe	going	down	its	back.	It
has	 a	 star-nose,	 a	 series	 of	 feelers	 on	 the	 end	 of	 its	 nose.
Otherwise,	 the	 animal	 is	 completely	 blind,	 relying	 only	 on	 its
sense	of	smell.
Near-Perfect	Tracking.	 The	 talpatian's	 incredible	 sense	 of

smell	 is	what	makes	it	a	perfect	animal	for	tracking	scents	and
smells.	 Bounty	 hunters	 are	 known	 to	 tame	 talpatians,	 as	 their
nose	is	capable	of	tracking	smells	across	vast	distances.
A	 talpatian	 can	 only	 be	 tamed	 by	 someone	 with	 a	 strong

personality,	as	it	is	not	a	creature	to	be	taken	in	lightly.	It	takes	a
long	 time	and	a	 strong	hand	 to	 train	a	 talpatian,	but	once	 it	 is
trained,	it	one	of	the	most	loyal	companions	that	exists.
Paralyzing	Venom.	The	talpatian's	biggest	asset,	aside	from

its	enormous	size	and	power,	is	the	paralyzing	venom	it	excretes
in	its	saliva.	Anyone	who	comes	into	contact	with	the	talpatian's
spit	 becomes	 numb,	 and	 it	 is	 possible	 to	 become	 completely
paralyzed.
It	is	dif�icult	to	avoid	the	talpatian	when	it	chooses	to	paralyze

an	enemy,	as	it	has	an	extended	tongue	which	it	can	use	to	lash
others.	 This	 tongue	 tucks	 into	 the	 talpatian's	mouth	 normally,
but	it	can	whip	it	up	to	20	feet	to	knock	its	enemies	prone.
Digging.	 While	 the	 talpatian's	 nose	 resembles	 a	 mole's,	 it

does	not	use	its	nose	to	dig.	The	talpatian	is	a	very	accomplished
digger,	using	 its	powerful	 front	paws	 to	 clear	away	almost	any
obstruction.	It	is	this	ability	to	get	into	places	it	should	be	kept
out	of,	as	well	as	 its	 intimidating	nature	and	ability	to	sniff	out
speci�ic	 smells,	 that	make	 the	 talpatian	 a	 common	 companion
for	bounty	hunters.
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Talpatian
Huge beast, unaligned

Armor Class 15 (natural armor)
Hit Points 162 (17d12 + 51)
Speed 50 ft.

STR DEX CON INT WIS CHA

18 (+4) 16 (+3) 17 (+3) 3 (-4) 12 (+1) 7 (-2)

Skills Perception +4, Stealth +6
Damage Immunities poison
Senses blindsight 60 ft. (blind beyond this radius),

passive Perception 14
Languages —
Challenge 7 (2,900 XP)

Blind. The talpatian can't use its blindsight while its sense
of smell is overloaded.

Keen Senses. The talpatian has advantage on Wisdom
(Perception) checks that rely on hearing or smell.

Actions
Multiattack. The talpatian makes three attacks: one bite
and two claw attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 26 (4d10 + 4) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 18 (4d6 + 4) slashing damage.

Paralyzing Venom. The talpatian targets one creature
within 20 feet and strikes it with its paralyzing tongue.
The target must succeed on a DC 15 Constitution saving
throw. On a failed save, the creature is paralyzed and
knocked prone for 1d4 rounds.
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Tizheruk
The	 tizheruk	 is	 an	 enormous	 serpent,	 one	 which	 has	 been
encountered	in	Tangjiashan	and	all	of	its	connected	waterways.
It	 has	 green,	 armored	 skin,	 and	 a	 huge	 frill	 which	 it	 uses	 to
intimidate	its	prey.
Pier	Preyer.	The	most	widespread	stories	of	the	tizheruk	tell

of	 it	 snatching	 people	 off	 of	 piers,	 those	 who	 are	 not	 paying
attention.	 They	 are	 said	 to	 do	 so	 silently,	 without	 others	 even
realizing	the	person	has	been	taken	until	its	too	late.
Despite	 the	 popularity	 of	 the	 stories,	 anyone	 who	 has

encountered	a	true	tizheruk	can	speak	to	the	absurdity	of	them.
The	tizheruk	is	an	enormous	monster,	and	is	not	known	for	 its
subtlety.
Madness	 of	 the	 Serpent.	 There	 are	 few	 who	 could	 face	 a

tizheruk	 and	 live	 to	 tell	 the	 tale.	 It	 is	 said	 that	 a	 tizheruk	 has
never	 been	 slain	 before,	 only	 driven	 off	 temporarily.	 The
tizheruk	enters	a	kind	of	frenzy	if	it	feels	it	is	close	to	death,	and
enters	a	bloodlust	which	rarely	 leaves	survivors	 in	 its	wake.	 In
such	a	state,	 the	tizheruk	will	no	longer	�ight	attempting	to	eat
prey,	but	will	simply	destroy	everything	around	it	until	nothing
is	left,	and	only	then	will	it	move	on.
Encircling	 the	World.	Some	stories	say	that	the	tizheruk	is

an	ancient	beast,	as	old	as	the	world	itself.	These	tales	say	that
the	 tizheruk	 is	 so	 huge	 that	 it	 encircles	 the	world	 completely.
These	 stories	 are	 fed	 by	 the	 creature's	 enormous	 size	 and
power.

	

Encounters with the Tizheruk

"Those who sail up along the coast of Turtle Bay to trade
or to fish, all tell the remarkable story of how a serpent of
fearsome size, 200 feet long and 20 feet wide, resides in
rifts and caves outside of the Serpent's Pass. On bright
summer nights this serpent leaves the caves to eat calves,
lambs, and pigs, or it fares out to the sea and feeds on sea
nettles, crabs, and similar marine animals. It has ell-long
hair hanging from its neck, sharp green scales, and
flaming red eyes. It attacks vessels, grabs and swallows
people, as it lifts itself up like a column from the water."

- Professor Zei, Hauntings of the Wako Islands
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Tizheruk
Gargantuan monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 247 (15d20 + 90)
Speed 0 ft., swim 80 ft.

STR DEX CON INT WIS CHA

28 (+9) 7 (-2) 22 (+6) 3 (-4) 8 (-1) 4 (-3)

Saving Throws Con +11, Wis +4
Senses passive Perception 9
Languages —
Challenge 15 (11,500 XP)

Aggressive. As a bonus action, the tizheruk can move up
to its speed toward a hostile creature that it can see.

Amphibious. The tizheruk can breathe air and water.

Wounded Fury. While it has 62 hit points or fewer, the
tizheruk has advantage on attack rolls. In addition, it deals
an extra 27 (6d8) damage to any target it hits with a
melee attack.

Actions
Multiattack. The tizheruk makes two attacks: one with its
bite and and one with its tail slam.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 22 (3d8 + 9) piercing damage. If the target is
a Large or smaller creature, it must succeed on a DC 19
Dexterity saving throw or be swallowed by the tizheruk. A
swallowed creature is blinded and restrained, it has total
cover against attacks and other effects outside the worm,
and it takes 21 (6d6) acid damage at the start of each of
the tizheruk's turns. 
   If the tizheruk takes 30 damage or more on a single

turn from a creature inside it, the tizheruk 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 o fthe tizheruk. If the
tizheruk dies, a swallowed creatures is no longer
restrained by it and can escape from the corpse by using
20 feet of movement, exiting prone.

Slam. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 42 (6d10 + 9) bludgeoning damage.
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	Tsuchigumo
The	tsuchigumo,	also	know	as	the	"earth	spider,"	is	an	enormous
beast	that	builds	its	burrow	into	the	ground	in	forests	and	near
mountains.	The	 tsuchigumo	resembles	a	burrowing	spider,	but
one	 which	 is	 at	 least	 50	 feet	 long,	 with	 legs	 that	 splay	 even
longer.	 Its	 burrow	 resembles	 nothing	 more	 than	 a	 somewhat
deep	depression	in	the	ground,	but	the	tsuchigumo	lies	 in	wait
at	 the	 center,	 quickly	 snapping	 up	 any	 who	 would	 haplessly
wander	into	it.
The	 Burrow.	 The	 tsuchigumo	 builds	 a	 lair	 that	 is	 a

depression	in	the	ground	with	steep	angles.	The	angles	are	steep
enough	 that	 creatures	 who	 accidentaly	 wander	 into	 it	 will
typically	 fall	 to	 the	 center.	 The	 tsuchigumo	 lies	 in	 wait	 at	 the
center	 underneath	 the	 ground,	 for	 a	 victim	 to	 fall	 in.	 Once	 a
creature	has	 entered	 the	burrow,	 it	 is	 typically	 too	 late,	 as	 the
tsuchigumo	strikes	with	lightning	speed,	devouring	its	victim.

	

	 	 	Barbarians.	 The	 term	 "tsuchigumo"	 comes	 from	 an	 older
word,	 "tsuchigomori,"	 which	 means	 "those	 who	 hide	 in	 the
ground."	 This	 was	 used	 as	 a	 derogatory	 term	 for	 barbarian
tribes	 of	 earthlacers,	 who	 would	 spring	 out	 of	 the	 ground	 to
surprise	enemies.	The	word	was	later	adapted	when	the	spider
was	encountered,	as	it	employs	a	very	similar	hunting	style.
Jorogumo.	Due	to	their	similar	apppearance	to	spiders,	there

is	 some	 confusion	 amongst	 people	 of	 the	 difference	 between
jorogumo	 and	 tsuchigumo.	 Some	 stories	 have	 been	 confused,
with	 tsuchigumo	 given	 the	 ability	 to	 turn	 into	 a	 beautiful
woman,	 or	 wear	 a	 person's	 face.	 There	 are	 some	 stories	 that
take	this	further,	saying	that	the	tsuchigumo	can	speak,	and	lure
unsuspecting	men	 to	 vast	mansions	 in	 order	 to	 prey	 on	 them.
These	stories	are	pulled	from	many	sources,	until	they	no	longer
resemble	the	beast	they	are	actually	based	on.
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Tsuchigumo
Gargantuan monstrosity, unaligned

Armor Class 18 (natural armor)
Hit Points 261 (18d20 + 72)
Speed 50 ft., burrow 10 ft.

STR DEX CON INT WIS CHA

20 (+5) 18 (+4) 19 (+4) 2 (-4) 13 (+1) 6 (-2)

Skills Intimidation +5, Perception +6
Senses darkvision 60 ft., tremorsense 60 ft., passive

Perception 16
Languages —
Challenge 14 (11,500 XP)

Burrow Sense. While in contact with its burrow, the
tsuchigumo knows the exact location of any other
creature in contact with its burrow.

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

Trampling Charge. If the tsuchigumo moves at least 20 feet
straight toward a creature and then hits it with a trample
attack on the same turn, that target must succeed on a DC
18 Strength saving throw or be knocked prone. If the
target is prone, the tsuchigumo can make one bite attack
against it as a bonus action.

Actions
Multiattack. The tsuchigumo makes two attacks: one with
its bite and one to constrict.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 15 (2d10 + 5) piercing damage, and the target
must make a DC 18 Constitution saving throw, taking 22
(4d10) poison damage on a failed save, or half as much
damage on a successful one. If the poison damage
reduces the target to 0 hit points, the target is stable but
poisoned for 1 hour, even after regaining hit points, and is
paralyzed while poisoned in this way.

Trample. Melee Weapon Attack: +10 to hit, reach 20 ft.,
one target. Hit: 49 (8d10 + 5) bludgeoning damage.

Constrict. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one Large or smaller creature. Hit: 14 (2d8 + 5)
bludgeoning damage plus 14 (2d8 + 5) slashing damage.
The target is grappled (escape DC 18) by webbing, and is
restrained until the grapple ends.
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Umibozu
The	umibozu	 is	a	 frightening	and	mysterious	creature	that	can
be	 encountered	 on	 especially	 dark	 and	 stormy	 nights	 on	 the
Yellow	Sea.	Otherwise	known	as	the	"sea	monk,"	the	umibozu	is
an	 enormous	 creature	 that	 appears	 to	 have	 a	 humanoid	 body,
although	 it	 is	 enormous,	 and	 solid	 black,	 with	 only	 a	 pair	 of
glowing	 eyes	 for	 features.	 It	 is	 unknown	 how	 truly	 large	 the
umibozu	is,	but	it	is	said	to	always	be	able	to	stand	up	above	the
water	no	matter	how	deep	the	ocean.
Mysterious	Life.	Most	of	an	umibozu's	life	is	not	understood.

They	have	only	ever	been	seen	in	the	Yellow	Sea,	and	are	known
to	occasionally	capsize	ships.	Other	times,	however,	they	simply
watch	 as	 ships	 pass	 by.	 It	 is	 unknown	how	 they	 choose	which
ships	 are	 allowed	 to	 pass	 in	 peace,	 whether	 some	 have	made
some	kind	of	slight	against	the	umibozu	or	if	there	is	something
else	that	in�luences	their	decisions.
Bottomless	Barrel.	In	some	stories,	the	umibozu	demands	a

barrel	from	the	crews	of	ships,	which	it	intends	to	use	to	drown
the	 ship.	 In	 these	 stories,	 it	 is	 possible	 to	 give	 the	 umibozu	 a
barrel	with	holes	in	it,	saving	the	ship.
Sea	 Monk.	 It	 is	 said	 that	 the	 umibozu	 are	 the	 spirits	 of

drowned	 priests,	 cast	 into	 the	 sea	 by	 angry	 villagers.	 These
priests	 were	 then	 transformed	 into	 monstrosities	 due	 to	 the
violent	nature	of	their	deaths.

	

An Umibozu's Territory

While	it	is	unknown	if	the	umibozu	is	simply	an	ocean	wanderer,
or	whether	they	have	their	own	territories,	the	umibozu	always
appears	 on	 stormy	 and	 dangerous	 nights,	 leading	 many	 to
believe	that	they	cause	these	conditions.

Regional Effects

The	region	containing	an	umibozu	 is	warped	by	the	umibozu's
magic,	which	creates	one	or	more	of	the	following	effects:

Fog	 lightly	obscures	the	surface	of	 the	water	within	6	miles
of	the	umibozu.
Precipitation	falls	within	6	miles	of	the	umibozu,	sometimes
forming	hurricane	conditions	when	the	umibozu	is	at	rest.
Images	of	Large	or	smaller	monsters	haunt	the	waters	within
1	mile	of	the	umibozu.	These	illusions	move	and	appear	real,
although	they	can	do	no	harm.	A	creature	that	examines	an
image	 from	 a	 distance	 can	 tell	 it's	 an	 illusion	 with	 a
successful	 DC	 20	 Intelligence	 (Investigation)	 check.	 Any
physical	interaction	with	an	image	reveals	it	to	be	an	illusion,
because	objects	pass	through	it.
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Umibozu
Gargantuan undead, neutral

Armor Class 20 (natural armor)
Hit Points 93 (6d20 + 30)
Speed 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA

20 (+5) 11 (+0) 20 (+5) 8 (-1) 6 (-2) 5 (-3)

Saving Throws Dex +6, Wis +9, Cha +7
Damage Resistances bludgeoning, piercing, and slashing

from magic weapons
Damage Immunities cold, necrotic, poison, psychic;

bludgeoning, piercing, and slashing from nonmagical
weapons

Condition Immunities deafened, exhaustion, frightened,
paralyzed, petrified, poisoned, prone, stunned

Senses darkvision 120 ft., passive Perception 13
Languages Primordial (Aquan)
Challenge 17 (18,000 XP)

Avoidance. If the umibozu is subject to an effect that
allows it to make a saving throw to take only half damage,
it instead takes no damage if it succeeds on the saving
throw, and only half damage if it fails.

Legendary Resistance (3/Day). If the umibozu fails a saving
throw, it can choose to succeed instead.

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

Turn Immunity. The umibozu is immune to effects that
turn undead.

Actions
Howl (Recharge 5-6). The umibozu emits a primal howl.
Each creature within 120 feet of the umibozu that can
hear the howl must succeed on a DC 15 Constitution
saving throw or become frightened until the end of the
umibozu's next turn.

Ki Drain. The umibozu targets up to three creatures that it
can see within 30 feet of it. Each target must succeed on
a DC 19 Constitution saving throw or take 21 (6d6)
necrotic damage, and the umibozu regains hit points
equal to the total damage dealt to all targets.

Legendary Actions
The umibozu 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 umibozu regains spent legendary actions at the
start of its turn.

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

Vortex (Costs 2 Actions). Water surges to a point the 
   umibozu can see within 120 feet. Any creature in a 
   10-foot radius must succeed on a DC 15 Strength 
   saving throw or be pulled up to 20 feet into the water 
   and knocked prone. 

Vile Curse (Costs 3 Actions). The umibozu targets one 
   creature it can see within 30 feet of it. The target 
   must succeed on a DC 15 Wisdom saving throw or 
   be magically cursed. Until the curse ends, the target 
   has disadvantage on attack rolls and saving throws. 
   The target can repeat the saving throw at the end of 
   each of its turns, ending the curse on a success.
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Ushabti
The	ushabti	is	a	funerary	�igure,	seen	accompanying	the	dead	all
across	 the	 world.	 Also	 called	 "answerers,"	 the	 ushabti	 are
created	 to	 serve	 those	 who	 have	 died	 in	 the	 afterlife.	 Great
rulers	 and	 powerful	 lords	 are	 buried	 with	 many	 ushabti	 to
continue	 to	 serve	 them	 in	 death,	 but	 even	 common	 folk	 are
usually	buried	with	an	ushabti	or	two,	in	order	to	make	their	life
more	pleasant	once	they	pass	on	to	the	Spirit	World.
Serving	the	Dead.	Ushabti	are	created	by	artisans,	and	while

each	is	customized	for	the	person	who	has	died,	there	are	many
similarities.	 Most	 ushabti	 are	 designed	 holding	 farming
equipment,	 as	 they	 are	 meant	 to	 pose	 as	 servants	 that	 assist
their	dead	masters	once	 they	pass	on	 to	 the	Spirit	World.	 It	 is
also	 necessary	 to	 inscribe	 the	 owner's	 name	 onto	 the	 ushabti,
because	 it	 is	 said	 that	 without	 the	 name,	 an	 ushabti	 will	 not
know	who	its	master	is.
The	 ushabti	 is	 called	 "answerer"	 because	 it	 is	 expected	 to

perform	all	of	the	routine	chores	of	daily	life	for	its	master	in	the
Spirit	World,	allowing	the	master	to	lead	their	afterlife	in	luxury.
Back	to	Life.	Normally,	ushabti	are	simple	statues,	and	most

remain	 that	way	 and	 are	 buried	with	 those	 they	were	 created
for.	 Some	ushabti,	 however,	 have	been	 seen	 to	move,	 acting	 as
guardians	and	protectors	of	those	who	have	died,	usually	when
they	appear	in	great	number,	in	the	service	of	buried	kings	and
rulers.	It	is	unknown	what	causes	the	ushabti	to	return	to	life	in
this	way.
Some	 theorize	 that	 the	ushabti	are	possessed	by	evil	 spirits.

Others	 say	 that	 magical	 spells	 known	 only	 to	 the	 rich	 and
powerful	bring	these	workers	to	life,	to	protect	their	riches	even
after	 they've	 passed	 on.	 Other	 tales	 say	 that	 simply	 the
congregation	of	many	ushabti	in	the	same	place	causes	them	to
wake	up	and	continue	to	serve	their	masters.
Orders	in	Death.	While	the	ushabti	can't	speak,	they	seem	to

follow	orders	that	have	been	given	to	them.	It	is	unknown	who
issues	 these	 orders,	 or	whether	 the	 ushabti	 decide	 upon	 their
orders	 for	 themselves.	 In	 extremely	 rare	 cases,	 usually	 when
confronted	 by	 a	 family	 member	 of	 the	 master	 they	 serve	 in
death,	ushabti	have	been	known	to	change	their	service,	obeying
the	will	of	a	new	master.
Most	 often,	 however,	 the	 ushabti	 remain	 in	 burial	 tombs,

defending	their	dead	master	against	all	instrusions	for	eternity.
These	 tombs	 become	 known	 for	 being	 dangerous,	 and	 stories
exaggerate	the	abilities	of	the	ushabti	until	entering	such	a	place
is	seen	as	instant	death.
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Ushabti Worker
Tiny construct, lawful neutral

Armor Class 12 (natural armor)
Hit Points 7 (5d4 - 5)
Speed 25 ft.

STR DEX CON INT WIS CHA

10 (+0) 13 (+1) 8 (-1) 4 (-3) 10 (+0) 5 (-3)

Damage Resistances slashing from nonmagical weapons
Senses darkvision 60 ft., passive Perception 10
Languages understands Primordial but can't speak
Challenge 1/8 (25 XP)

Disintegration. If the ushabti dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

Inscrutable Mind. The ushabti can't be compelled to act in
a manner contrary to its nature or its instructions.

Actions
Sickle. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 3 (1d4 + 1) piercing damage.

Ushabti Warden
Small construct, lawful neutral

Armor Class 13 (natural armor, shield)
Hit Points 52 (15d6)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 13 (+1) 10 (+0) 5 (-3) 12 (+1) 7 (-2)

Damage Resistances slashing from nonmagical weapons
Senses darkvision 60 ft., passive Perception 11
Languages understands Primordial but can't speak
Challenge 1/2 (100 XP)

Disintegration. If the ushabti dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

Inscrutable Mind. The ushabti can't be compelled to act in
a manner contrary to its nature or its instructions.

Actions
Handaxe. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 5 (1d6 + 2) slashing damage.
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Ushabti Guard
Medium construct, lawful neutral

Armor Class 15 (natural armor, shield)
Hit Points 88 (16d8 + 16)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 12 (+1) 5 (-3) 12 (+1) 7 (-2)

Damage Resistances slashing from nonmagical weapons
Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages understands Primordial but can't speak
Challenge 2 (450 XP)

Disintegration. If the ushabti dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

Inscrutable Mind. The ushabti can't be compelled to act in
a manner contrary to its nature or its instructions.

Actions
Multiattack. The ushabti makes two longsword attacks.

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10
+ 3) slashing damage if used with two hands.

Ushabti Champion
Large construct, lawful neutral

Armor Class 16 (natural armor)
Hit Points 120 (16d10 + 32)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 14 (+2) 6 (-2) 14 (+2) 8 (-1)

Damage Resistances slashing from nonmagical weapons
Condition Immunities deafened, exhaustion, frightened,

poisoned
Senses darkvision 120 ft., passive Perception 12
Languages understands Primordial but can't speak
Challenge 4 (1,100 XP)

Disintegration. If the ushabti dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

Inscrutable Mind. The ushabti can't be compelled to act in
a manner contrary to its nature or its instructions.

Actions
Multiattack. The ushabti makes three greatsword attacks.

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 11 (2d6 + 4) slashing damage.
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White Stag
The	white	stag	is	a	pure	spirit	which	appears	around	the	world
in	good	times	and	periods	of	fortune.	It	resembles	an	enormous,
snow-white	stag,	albeit	one	with	piercing	blue	eyes,	and	which
seems	to	have	magic	following	it	wherever	it	goes.
Messengers	of	 the	Spirit	World.	The	oldest	legends	of	the

white	 stag	 say	 that	 it	 is	 a	messenger	 from	 the	 Spirit	World.	 It
was	believed	 that	 the	white	stag	would	appear	when	someone
was	 making	 a	 kind	 of	 transgression	 against	 nature.	 Some
legends	stated	that	the	creature	had	the	supernatural	ability	to
evade	 any	 capture,	 and	 that	 pursuit	 of	 the	white	 stag	 actually
represented	mankind's	spiritual	quest	for	truth.
True	Mounts	of	the	Forest.	While	the	white	stag	has	its	own

agenda	in	the	world,	the	greatest	champions	of	nature	are	said
to	have	found	a	white	stag	and	formed	a	bond	with	it,	using	it	as
a	mount.	Anyone	who	is	able	to	gain	the	trust	of	a	white	stag	is
seen	as	a	great	hero	of	the	natural	world.
These	mounts	are	very	faithful	and	loyal	to	their	companions.

But	should	that	person	turn	away	from	championing	the	natural
world,	 and	 away	 from	 truth	 and	 goodness,	 the	white	 stag	will
depart,	 and	 continue	 its	 quest	 to	 protect	 the	 natural	 world
alone.
Protectors	 of	 Nature.	 With	 or	 without	 a	 companion,	 the

white	 stag	 is	 drawn	 to	 truly	 spiritual	 places,	 including	 places
that	 cross	 into	 the	 Spirit	 World.	 It	 is	 unknown	 whether	 the
white	stag	is	a	normal	stag	that	was	joined	with	a	spirit	of	light,
or	whether	 the	white	 stag	 is	 a	 native	 of	 the	 Spirit	World	 that
chose	 to	 cross	 over	 to	 protect	 these	 crossing	points	 and	other
spiritual	places	from	those	who	would	do	them	harm.
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White Stag
Large celestial, lawful good

Armor Class 18 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 60 ft.

STR DEX CON INT WIS CHA

20 (+5) 16 (+3) 16 (+3) 11 (+0) 17 (+3) 16 (+3)

Condition Immunities charmed, paralyzed, poisoned
Senses truesight 120 ft., passive Perception 15
Languages Celestial, Sylvan, telepathy 60 ft.
Challenge 3 (700 XP)

Charge. If the stag moves at least 20 feet straight toward
a target and then hits it with a gore attack on the same
turn, the target takes an extra 9 (2d8) piercing damage. If
the target is a creature, it must succeed on a DC 13
Strength saving throw or be knocked prone.

Magic Weapons. The stag's weapon attacks are magical.

Actions
Multiattack. The stag makes two attacks: one with its
antlers and one with its hooves.

Gore. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 15 (3d6 + 5) piercing damage.

Hooves. Melee Weapon Attack: +7 to hit, reach 5 ft., one
prone creature. Hit: 8 (1d6 + 5) bludgeoning damage.

Charm. The stag targets one humanoid it can see within
30 feet of it. If the target can see the stag, the target
must succeed on a DC 13 Wisdom saving throw against
this magic or be charmed by the stag. The charmed
target regards the stag as a trusted friend to be heeded
and protected. Although the target isn't under the stag's
control, it takes the stag's requests or actions in the most
favorable way it can. 

   Each time the stag or the stag's companions do
anything harmful to the target, it can repeat the saving
throw, ending the effect on itself on a success.
Otherwise, the effect lasts 24 hours or until the stag is
destroyed, is on a different plane of existence than the
target, or takes a bonus action to end the effect.

Misty Step (Recharge 5-6). The stag can teleport up to 30
feet to an unoccupied space it can see as a bonus action.
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Zhi Ren
The	zhi	 ren,	 also	known	as	 "paper	persons,"	 are	dolls	made	 in
the	image	of	people	which	are	usually	burnt	as	offerings	to	the
dead	 to	 become	 their	 servants.	 These	 dolls	 typically	 come	 in
pairs—one	male	and	one	female—and	are	sometimes	called	the
"jade	 girl"	 and	 "golden	 boy."	 These	 dolls	 are	 not	 spirits
themselves,	but	 rather	dolls	 that	have	been	 infested	by	an	evil
spirit
Protectors.	 Zhi	 ren	 are	 usually	 folded	 pieces	 of	 paper.

Sometimes	they	are	more	elaborate,	with	bright	colors	and	faces
painted	on	them.	More	often,	however,	they	are	simply	origami
crafts	of	small	people.
The	zhi	 ren	comes	 to	 life	when	an	evil	 spirit	 infests	 the	doll

and	 takes	 its	 form.	As	 a	 small	 paper	 doll,	 zhi	 ren	 are	 typically
very	weak,	but	often	work	 in	 tandem	 to	 take	down	 those	 they
see	as	their	enemies.	They	view	their	work	as	being	protectors
of	 a	 house	 or	 temple,	 but	 being	 servants	 to	 those	 who	 have
moved	on,	see	the	living	as	adversaries,	and	will	attack	on	sight.
Jade	Girl	 and	Golden	Boy.	The	more	elaborate	zhi	 ren	are

decorated,	 and	 usually	 designed	 in	 pairs.	 The	 jade	 girl	 is	 the
female,	 which	 has	 digni�ied	 features	 but	 an	 ancient	 and	 pure
manner.	 The	 golden	 boy,	 on	 the	 other	 hand,	 is	 often	 depicted
holding	a	sign	of	money	or	wealth.
Bad	 Luck.	 Despite	 their	 frightening	 nature	 and	 aggressive

tendencies,	it	is	seen	as	bad	luck	to	destroy	a	zhi	ren	which	has
come	to	life.	As	the	zhi	ren	are	infested	with	spirits,	and	as	the
working	 of	 spirits	 are	 not	 intimately	 understood,	 people	 will
simply	 run	 from	 living	 zhi	 ren	who	attack	 them	as	opposed	 to
�ighting	back.
There	are	many	ancient	stories	of	people	who	wandered	into

an	 abandoned	 temple	 and	 were	 set	 upon	 by	 zhi	 ren.	 In
defending	themselves,	the	zhi	ren	were	destroyed.	Feeling	safe,
the	traveler,	tired	after	their	battle,	chose	to	stay	in	the	temple,
hoping	 the	 spirits	would	watch	 over	 them.	 Instead,	 angry	 and
larger	 spirits	 appeared,	 dragging	 the	 unfortunate	 traveler	 into
the	Spirit	World	to	eventually	return	as	a	zhi	ren	themselves.
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Zhi Ren
Tiny construct, neutral evil

Armor Class 10
Hit Points 3 (2d4 - 2)
Speed 25 ft.

STR DEX CON INT WIS CHA

3 (-4) 10 (+0) 7 (-2) 3 (-4) 6 (-2) 7 (-2)

Damage Vulnerabilities fire
Damage Resistances bludgeoning from nonmagical

weapons
Senses passive Perception 8
Languages —
Challenge 0 (10 XP)

False Appearance. While the zhi ren remains motionless, it
is indistinguishable from normal paper.

Actions
Rake. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 1 slashing damage.

Chapter	9	|	Zhi	Ren



4/5

Appendix A: Miscellaneous

Creatures

T
his	 appendix	 contains	 statistics	 for	 various
animals,	 vermin,	 and	 other	 critters.	 The	 stat
blocks	are	organized	in	ascending	order	of	 their
challenge	rating,	and	then	alphabetically.

CR 0
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Aukter
Small beast, unaligned

Armor Class 12
Hit Points 3 (1d6)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 11 (+0) 3 (-4) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages —
Challenge 0 (10 XP)

Hold Breath. The aukter can hold its breath for 15
minutes.

Actions
Beak. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

Dog
Small beast, unaligned

Armor Class 12
Hit Points 3 (1d6)
Speed 40 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 12 (+1) 3 (-4) 12 (+1) 10 (+0)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 0 (10 XP)

Keen Hearing and Smell. The dog has advantage on
Wisdom (Perception) checks that rely on hearing or
smell.

Pack Tactics. The dog has advantage on an attack roll
against a creature if at least one of the dog's allies is
within 5 feet of the creature and the ally isn't
incapacitated.

Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

Elkrabbit
Tiny beast, unaligned

Armor Class 13
Hit Points 1 (1d4 - 1)
Speed 30 ft.

STR DEX CON INT WIS CHA

3 (-4) 17 (+3) 8 (-1) 2 (-4) 12 (+1) 3 (-4)

Skills Perception +3
Senses passive Perception 13
Languages —
Challenge 0 (10 XP)

Keen Hearing. The elkrabbit has advantage on Wisdom
(Perception) checks that rely on hearing.

Actions
Gore. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 1 piercing damage.
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Embermine
Tiny beast, unaligned

Armor Class 13
Hit Points 1 (1d4 - 1)
Speed 30 ft.

STR DEX CON INT WIS CHA

3 (-4) 16 (+3) 9 (-1) 3 (-4) 12 (+1) 5 (-3)

Skills Perception +3, Stealth +5
Senses passive Perception 13
Languages —
Challenge 0 (10 XP)

Keen Hearing and Smell. The embermine has advantage on
Wisdom (Perception) checks that rely on hearing or
smell.

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

Flying Marmoset
Small beast, unaligned

Armor Class 12
Hit Points 3 (1d6)
Speed 30 ft., climb 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 11 (+0) 4 (-3) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages —
Challenge 0 (10 XP)

Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

Fox
Small beast, unaligned

Armor Class 12
Hit Points 3 (1d6)
Speed 40 ft.

STR DEX CON INT WIS CHA

8 (-1) 16 (+3) 11 (+0) 4 (-3) 11 (+0) 7 (-2)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 0 (10 XP)

Keen Hearing and Smell. The fox has advantage on
Wisdom (Perception) checks that rely on hearing or
smell.

Actions
Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

Koi
Tiny beast, unaligned

Armor Class 13
Hit Points 1 (1d4-1)
Speed 0 ft., swim 30 ft.

STR DEX CON INT WIS CHA

2 (-4) 16 (+3) 9 (-1) 1 (-5) 7 (-2) 2 (-4)

Senses darkvision 60 ft., passive Perception 8
Languages –
Challenge 0 (10 XP)

Water Breathing. The koi can breathe only underwater.
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Meowl
Tiny beast, unaligned

Armor Class 11
Hit Points 1 (1d4 - 1)
Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA

3 (-4) 13 (+1) 8 (-1) 2 (-4) 12 (+1) 7 (-2)

Skills Perception +3, Stealth +3
Senses darkvision 120 ft., passive Perception 13
Languages —
Challenge 0 (10 XP)

Flyby. The meowl doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

Keen Hearing and Sight. The meowl has advantage on
Wisdom (Perception) checks that rely on hearing or
sight.

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

Talons. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 1 slashing damage.

Messenger Falcon
Tiny beast, unaligned

Armor Class 11
Hit Points 1 (1d4 - 1)
Speed 5 ft., fly 60 ft.

STR DEX CON INT WIS CHA

3 (-4) 12 (+1) 8 (-1) 4 (-3) 12 (+1) 7 (-2)

Skills Perception +3
Senses passive Perception 13
Languages —
Challenge 0 (10 XP)

Find Location. The falcon has the supernatural ability to
locate creatures or places it has been ordered to find,
unless that place is specially hidden.

Keen Sight. The falcon has advantage on Wisdom
(Perception) checks that rely on sight.

Actions
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

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

Otter
Tiny beast, unaligned

Armor Class 13
Hit Points 1 (1d4 - 1)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA

3 (-4) 16 (+3) 8 (-1) 2 (-4) 12 (+1) 5 (-3)

Skills Perception +3, Stealth +5
Senses passive Perception 13
Languages –
Challenge 0 (10 XP)

Keen Hearing and Smell. The otter has advantage on
Wisdom (Perception) checks that rely on hearing or
smell.

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

Porcumeleon
Tiny beast, unaligned

Armor Class 10
Hit Points 1 (1d4 - 1)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA

1 (-5) 11 (+0) 8 (-1) 1 (-5) 8 (-1) 3 (-4)

Skills Perception +1, Stealth +2
Senses passive Perception 11
Languages –
Challenge 0 (10 XP)

Spiny Body. A creature that touches the porcumeleon or
hits it with a melee attack while within 5 feet of it takes 2
(1d4) piercing damage. The porcumeleon can squelch or
initiate this effect as a bonus action.
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Silver Septapus
Tiny beast, unaligned

Armor Class 12
Hit Points 2 (1d4)
Speed 5 ft., swim 30 ft.

STR DEX CON INT WIS CHA

4 (-3) 15 (+2) 11 (+0) 3 (-4) 10 (+0) 4 (-3)

Skills Perception +2
Senses passive Perception 12
Languages –
Challenge 0 (10 XP)

Hold Breath. While out of water, the septapus can hold its
breath for 30 minutes.

Water Breathing. The septapus can breathe only
underwater.

Actions
Tentacles. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 1 bludgeoning damage, and the target is
grappled (escape DC 10). Until this grapple ends, the
septapus can't use its tentacles on another target.

Ink Cloud (Recharges after a Short or Long Rest). A 5-foot-
radius cloud of ink extends all around the septapus if it is
underwater. The area is heavily obscured for 1 minute,
although a significant current can disperse the ink. After
releasing the ink, the septapus can use the Dash action
as a bonus action.

Tanuki
Small beast, unaligned

Armor Class 10
Hit Points 3 (1d4 + 1)
Speed 20 ft., climb 10 ft.

STR DEX CON INT WIS CHA

4 (-3) 10 (+0) 13 (+1) 2 (-4) 11 (+0) 7 (-2)

Senses darkvision 30 ft., passive Perception 10
Languages –
Challenge 0 (10 XP)

Keen Smell. The tanuki has advantage on Wisdom
(Perception) checks that rely on smell.

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

Bactrian Elephant
Large beast, unaligned

Armor Class 9
Hit Points 15 (2d10 + 4)
Speed 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 8 (-1) 14 (+2) 3 (-4) 8 (-1) 5 (-3)

Senses passive Perception 9
Languages —
Challenge 1/8 (25 XP)

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 2 (1d4) piercing damage.

Dromedary Dzo
Large beast, unaligned

Armor Class 9
Hit Points 15 (2d10 + 2)
Speed 40 ft.

STR DEX CON INT WIS CHA

17 (+3) 8 (-1) 14 (+2) 2 (-4) 8 (-1) 5 (-3)

Senses passive Perception 9
Languages —
Challenge 1/8 (50 XP)

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 2 (1d4) piercing damage.
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Reindog
Small beast, unaligned

Armor Class 12
Hit Points 3 (1d6)
Speed 40 ft.

STR DEX CON INT WIS CHA

8 (-1) 14 (+2) 12 (+1) 3 (-4) 12 (+1) 10 (+0)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 1/8 (25 XP)

Charge. If the reindog moves at least 20 feet straight
toward a target and then hits it with a ram attack on the
same turn, the target takes an extra 3 (1d6) damage. If
the target is a creature, it must succeed on a DC 13
Strength saving throw or be knocked prone.

Keen Hearing and Smell. The reindog has advantage on
Wisdom (Perception) checks that rely on hearing or
smell.

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

Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 1 (1d4 - 1) piercing damage.

Basigoose
Large beast, unaligned

Armor Class 12
Hit Points 16 (3d10)
Speed 60 ft.

STR DEX CON INT WIS CHA

16 (+3) 14 (+2) 11 (+0) 2 (-4) 11 (+0) 7 (-2)

Senses passive Perception 10
Languages —
Challenge 1/4 (50 XP)

Water Skimming. The basigoose can run across the
surface of the water so long as it doesn't stop moving.

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (2d4 + 3) piercing damage.

Cassopony
Large beast, unaligned

Armor Class 10
Hit Points 13 (2d10 + 2)
Speed 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 12 (+1) 2 (-4) 11 (+0) 7 (-2)

Senses passive Perception 10
Languages —
Challenge 1/4 (50 XP)

Actions
Beak. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 8 (2d4 + 3) piercing damage.

Talons. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) slashing damage.

Flying Adderfox
Tiny beast, unaligned

Armor Class 13
Hit Points 22 (4d10)
Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA

2 (-4) 16 (+3) 11 (+0) 2 (-4) 10 (+0) 3 (-4)

Senses blindsight 60 ft., passive Perception 10
Languages —
Challenge 1/4 (50 XP)

Echolocation. The flying adderfox can't use its blindsight
while deafened.

Keen Hearing. The flying adderfox has advantage on
Wisdom (Perception) checks that rely on hearing.

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 1 piercing damage, and the target must make
a DC 10 Constitution saving throw, taking 5 (2d4)
poison damage on a failed save, or half as much damage
on a successful one.
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Flying Swine
Small beast, unaligned

Armor Class 11 (natural armor)
Hit Points 13 (3d6 + 3)
Speed 40 ft., fly 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 11 (+0) 12 (+1) 2 (-4) 9 (-1) 5 (-3)

Senses passive Perception 9
Languages —
Challenge 1/4 (50 XP)

Charge. If the flying swine moves at least 20 feet straight
toward a target and then hits it with a tusk attack on the
same turn, the target takes an extra 3 (1d6) slashing
damage. If the target is a creature, it must succeed on a
DC 11 Strength saving throw or be knocked prone.

Relentless (Recharges after a Short or Long Rest). If the
flying swine takes 7 damage or less that would reduce it
to 0 hit points, it is reduced to 1 hit point instead.

Actions
Tusk. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 4 (1d6 + 1) slashing damage.

Jackaby
Medium beast, unaligned

Armor Class 10
Hit Points 11 (2d8 + 2)
Speed 50 ft.

STR DEX CON INT WIS CHA

14 (+2) 11 (+0) 12 (+1) 3 (-4) 9 (-1) 7 (-3)

Skills Athletics +4
Senses passive Perception 9
Languages –
Challenge 1/4 (50 XP)

Powerful Leap. If the jackaby moves at least 10 feet
before jumping, its jump distance is tripled.

Actions
Kick. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 4 (1d4 + 2) slashing damage.

Yakalo
Large beast, unaligned

Armor Class 10
Hit Points 15 (2d10 + 4)
Speed 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 14 (+2) 2 (-4) 10 (+0) 6 (-2)

Senses passive Perception 10
Languages –
Challenge 1/4 (50 XP)

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

Actions
Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage.

Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., one
prone target. Hit: 8 (2d4 + 3) bludgeoning damage
damage.

Dragon Elk
Large beast, unaligned

Armor Class 10
Hit Points 19 (3d10 + 3)
Speed 50 ft.

STR DEX CON INT WIS CHA

18 (+4) 10 (+0) 12 (+1) 2 (-4) 11 (+0) 7 (-2)

Senses passive Perception 10
Languages —
Challenge 1/2 (100 XP)

Charge. If the dragon elk moves at least 20 feet straight
toward a target and then hits it with a gore attack on the
same turn, the target takes an extra 5 (2d4) piercing
damage. If the target is a creature, it must succeed on a
DC 15 Strength saving throw or be knocked prone.

Actions
Gore. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) piercing damage.

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
prone creature. Hit: 8 (2d4 + 3) bludgeoning damage.
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Whiskergator
Large beast, unaligned

Armor Class 12 (natural armor)
Hit Points 19 (3d10 + 3)
Speed 20 ft., swim 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 10 (+0) 13 (+1) 2 (-4) 10 (+0) 5 (-3)

Skills Stealth +2
Senses passive Perception 10
Languages –
Challenge 1/2 (100 XP)

Hold Breath. The whiskergator can hold its breath for 15
minutes.

Actions
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 7 (1d10 + 2) piercing damage, and the target
is grappled (escape DC 12). Until this grapple ends, the
target is restrained, and the whiskergator can't bite
another target.

Cougar Goat
Large beast, unaligned

Armor Class 12 (natural armor)
Hit Points 19 (3d10 + 3)
Speed 40 ft.

STR DEX CON INT WIS CHA

17 (+3) 11 (+0) 12 (+1) 3 (-4) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages —
Challenge 1 (200 XP)

Charge. If the cougar goat moves at least 20 feet straight
toward a target and then hits it with a ram attack on the
same turn, the target takes an extra 5 (2d4) bludgeoning
damage. If the target is a creature, it must succeed on a
DC 13 Strength saving throw or be knocked prone.

Sure-Footed. The cougar goat has advantage on Strength
and Dexterity saving throws made against effects that
would knock it prone.

Actions
Multiattack. The cougar goat makes two attacks: one with
its bite and one with its claws.

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) slashing damage.

Claws. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 8 (1d10 + 3) slashing damage.

Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (2d4 + 3) piercing damage.
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Flying Fishifuru
Huge beast, unaligned

Armor Class 12 (natural armor)
Hit Points 90 (12d12 + 12)
Speed 0 ft., fly 60 ft., swim 60 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+3) 13 (+1) 2 (-4) 11 (+0) 6 (-2)

Senses passive Perception 10
Languages —
Challenge 1 (50 XP)

Amphibious. The flying fishifuru can breathe air and
water.

Heavy. The flying fishifuru can fly its full speed, but it
must then return to the water before it can fly further.

Actions
Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 11 (3d4 + 4) bludgeoning damage.

Platybear
Large beast, unaligned

Armor Class 11 (natural armor)
Hit Points 34 (4d10 + 12)
Speed 40 ft., swim 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 16 (+3) 2 (-4) 13 (+1) 7 (-2)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 1 (200 XP)

Keen Smell. The platybear has advantage on Wisdom
(Perception) checks that rely on smell.

Actions
Multiattack. The platybear makes two attacks: one with its
bite and one with its claws.

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

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

Saber-Tooth Caribou
Large beast, unaligned

Armor Class 12 (natural armor)
Hit Points 52 (8d10 + 8)
Speed 40 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 12 (+1) 2 (-4) 10 (+0) 6 (-2)

Senses passive Perception 10
Languages –
Challenge 1 (200 XP)

Charge. If the caribou moves at least 20 feet straight
toward a target and then hits it with a ram attack on the
same turn, the target takes an extra 5 (1d10) damage. If
the target is a creature, it must succeed on a DC 13
Strength saving throw or be knocked prone.

Actions
Ram. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 14 (2d10 + 3) piercing damage.

Bite. Melee Weapon Attack: +1 to hit, reach 5 ft., one
target. Hit: 16 (2d12 + 3) piercing damage.

Giant Kohaku
Huge beast, unaligned

Armor Class 12
Hit Points 60 (8d12 + 8)
Speed 0 ft., swim 60 ft.

STR DEX CON INT WIS CHA

19 (+4) 14 (+2) 12 (+1) 1 (-5) 10 (+0) 3 (-4)

Senses passive Perception 10
Languages –
Challenge 2 (450 XP)

Water Breathing. The giant kohaku can breathe only
underwater

Actions
Slam. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 11 (2d6 + 4) bludgeoning damage.
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Goatrilla
Large beast, unaligned

Armor Class 12
Hit Points 90 (9d10 + 18)
Speed 40 ft., climb 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 15 (+2) 14 (+2) 6 (-2) 12 (+1) 7 (-3)

Skills Athletics +6, Perception +3
Senses passive Perception 13
Languages –
Challenge 2 (450 XP)

Actions
Multiattack. The goatrilla makes two fist attacks.

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

Rock. Ranged Weapon Attack: +6 to hit, range 30/60 ft.,
one target. Hit: 8 (1d8 + 4) bludgeoning damage.

Komodoceratops
Large beast, unaligned

Armor Class 11
Hit Points 45 (6d10 + 12)
Speed 40 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 15 (+2) 2 (-4) 12 (+1) 6 (-2)

Senses passive Perception 11
Languages –
Challenge 2 (450 XP)

Charge. If the komodoceratops moves at least 20 feet
straight toward a target and then hits it with a gore attack
on the same turn, the target takes an extra 9 (2d8)
bludgeoning damage. If the target is a creature, it must
succeed on a DC 15 Strength saving throw or be
knocked prone.

Actions
Gore. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 14 (2d8 + 4) bludgeoning damage.

Liondillo
Large beast, unaligned

Armor Class 14 (natural armor)
Hit Points 52 (7d10 + 14)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 15 (+2) 3 (-4) 12 (+1) 8 (-1)

Skills Perception +3, Stealth +6
Senses passive Perception 13
Languages –
Challenge 2 (450 XP)

Keen Smell. The liondillo has advantage on Wisdom
(Perception) checks that rely on smell.

Pounce. If the liondillo moves at least 20 feet straight
toward a creature and then hits it with a claw attack on
the same turn, that target must succeed on a DC 14
Strength saving throw or be knocked prone. If the target
is prone, the liondillo can make one bite attack against it
as a bonus action.

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

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 8 (2d4 + 4) slashing damage.
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Moray Hound
Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 42 (5d12 + 10)
Speed 70 ft., swim 60 ft.

STR DEX CON INT WIS CHA

18 (+4) 16 (+3) 14 (+2) 4 (-3) 11 (+0) 8 (-1)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 2 (450 XP)

Keen Smell. The hound has advantage on Wisdom
(Perception) checks that rely on smell.

Endurance. The hound has advantage on saving throws
against becoming exhausted.

Actions
Multiattack. The hound makes two attacks: one with its
bite and one with its tail.

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

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

Polar Caniform
Large beast, unaligned

Armor Class 12 (natural armor)
Hit Points 42 (5d10 + 15)
Speed 50 ft., swim 30 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 16 (+3) 2 (-4) 13 (+1) 8 (-1)

Skills Perception +3
Senses passive Perception 13
Languages –
Challenge 2 (450 XP)

Keen Smell. The caniform has advantage on Wisdom
(Perception) checks that rely on smell.

Actions
Multiattack. The caniform makes two attacks: one with its
bite and one with its claws.

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

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

Armabear
Large beast, unaligned

Armor Class 14 (natural armor)
Hit Points 77 (9d12 + 18)
Speed 40 ft.

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 18 (+4) 2 (-4) 13 (+1) 7 (-2)

Skills Perception +3
Damage Resistances bludgeoning, piercing, and slashing

from nonmagical weapons
Senses passive Perception 13
Languages —
Challenge 3 (700 XP)

Keen Smell. The armabear has advantage on Wisdom
(Perception) checks that rely on smell.

Actions
Multiattack. The armabear makes two attacks: one with its
bite and one with its claws.

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

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 11 (2d6 + 4) slashing damage.
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Elephoceros Beetle
Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 66 (7d12 + 21)
Speed 40 ft., burrow 30 ft.

STR DEX CON INT WIS CHA

20 (+5) 7 (-2) 18 (+4) 2 (-4) 11 (+0) 6 (-2)

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons

Senses passive Perception 10
Languages —
Challenge 3 (450 XP)

Actions
Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 18 (3d8 + 5) bludgeoning damage.

Eleboon
Huge beast, unaligned

Armor Class 12
Hit Points 76 (8d12 + 24)
Speed 40 ft.

STR DEX CON INT WIS CHA

22 (+6) 9 (-1) 17 (+3) 3 (-4) 11 (+0) 6 (-2)

Senses passive Perception 10
Languages —
Challenge 4 (1,100 XP)

Trampling Charge. If the eleboon moves at least 20 feet
straight toward a creature and then hits it with a gore
attack on the same turn, that target must succeed on a
DC 12 Strength saving throw or be knocked prone. If the
target is prone, the eleboon can make one stomp attack
against it as a bonus action.

Actions
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 16 (2d10 + 5) piercing damage.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 18 (3d8 + 5) bludgeoning damage.

Stomp. Melee Weapon Attack: +8 to hit, reach 5 ft., one
prone creature. Hit: 21 (3d10 + 5) bludgeoning damage.
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Appendix B: Nonplayer Characters

T
his	 appendix	 contains	 statistics	 for	 various
humanoid	 player	 characters	 (NPCs)	 that
adventurers	might	encounter	during	a	campaign
set	 in	 the	 world	 of	 Incarnate,	 including	 lowly
commoners	and	mighty	lacers.	These	stat	blocks
(along	 with	 those	 presented	 in	 the	 Monster
Manual)	 can	 be	 used	 to	 represent	 both	 human

and	 nonhuman	 NPCs.	 These	 stat	 blocks	 are	 presented	 in
ascending	order	of	their	Challenge	Rating,	in	order	to	be	easier
to	�ind.
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Novice Airlacer
Medium humanoid (air monk), any alignment

Armor Class 10
Hit Points 9 (2d8)
Speed 35 ft.

STR DEX CON INT WIS CHA

10 (+0) 11 (+0) 10 (+0) 10 (+0) 14 (+2) 12 (+1)

Skills Stealth +3
Senses passive Perception 12
Languages Common and Primordial (Auran)
Challenge 1/4 (50 XP)

Lacing. The novice is a 1st-level airlacer, and has 2 ki
points. Its ki ability is Wisdom (ki save DC 12, +4 to hit
with ki attacks). The novice can initiate basic airlacing,
and knows the following forms: 
 
1st level (2 ki points): shield of the sky, thunderburst,
wind bolts

Actions
Elemental Strike. Ranged Weapon Attack: +2 to hit, range
20/60 ft., one target. Hit: 2 (1d4) bludgeoning damage.

Novice Earthlacer
Medium humanoid (earth kin), any alignment

Armor Class 10
Hit Points 9 (2d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 10 (+0) 10 (+0) 10 (+0) 12 (+1) 14 (+2)

Skills Perception +3
Senses passive Perception 13
Languages Common and Primordial (Terran)
Challenge 1/4 (50 XP)

Lacing. The novice is a 1st-level earthlacer, and has 2 ki
points. Its ki ability is Charisma (ki save DC 12, +4 to hit
with ki attacks). The novice can initiate basic earthlacing,
and knows the following forms: 

1st level (2 ki points): burst ring, dust cloud, grasping
earth

Actions
Elemental Strike. Ranged Weapon Attack: +2 to hit, range
20/60 ft., one target. Hit: 2 (1d4) bludgeoning damage.

Novice Firelacer
Medium humanoid (fire folk), any alignment

Armor Class 10
Hit Points 9 (2d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 11 (+0) 10 (+0) 10 (+0) 12 (+1) 14 (+2)

Skills Persuasion +4
Senses passive Perception 11

Languages Common and Primordial (Ignan)
Challenge 1/4 (50 XP)

Lacing. The novice is a 1st-level firelacer, and has 2 ki
points. Its ki ability is Charisma (ki save DC 12, +4 to hit
with ki attacks). The novice can initiate basic firelacing,
and knows the following forms: 

1st level (2 ki points): backfire, blinding spray, searing ray

Actions
Elemental Strike. Ranged Weapon Attack: +2 to hit, range
20/60 ft., one target. Hit: 2 (1d4) bludgeoning damage.
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Novice Waterlacer
Medium humanoid (water clan), any alignment

Armor Class 10
Hit Points 9 (2d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 10 (+0) 10 (+0) 10 (+0) 14 (+2) 12 (+1)

Skills Medicine +4
Senses passive Perception 12
Languages Common and Primordial (Aquan)
Challenge 1/4 (50 XP)

Lacing. The novice is a 1st-level waterlacer, and has 2 ki
points. Its ki ability is Wisdom (ki save DC 12, +4 to hit
with ki attacks). The novice can initiate basic waterlacing,
and knows the following forms: 
 
1st level (2 ki points): freezing strike, healing waters,
water whip

Actions
Elemental Strike. Ranged Weapon Attack: +2 to hit, range
20/60 ft., one target. Hit: 2 (1d4) bludgeoning damage.

Apprentice Airlacer
Medium humanoid (air monk), any alignment

Armor Class 12
Hit Points 33 (6d8 + 6)
Speed 35 ft.

STR DEX CON INT WIS CHA

10 (+0) 16 (+3) 12 (+1) 10 (+0) 14 (+2) 13 (+1)

Skills Stealth +4
Senses passive Perception 12
Languages Common and Primordial (Auran)
Challenge 2 (450 XP)

Lacing. The apprentice is a 5th-level airlacer, and has 6 ki
points. Its ki ability is Wisdom (ki save DC 12, +4 to hit
with ki attacks). The apprentice can initiate basic
airlacing, and knows the following forms:

1st level (2 ki points): aether burst, theft of the south, 
   thunderburst, zephyr onslaught 

2nd level (3 ki points): disorienting blast, gust

Actions
Multiattack. The apprentice makes two elemental strike
attacks.

Elemental Strike. Ranged Weapon Attack: +6 to hit, range
20/60 ft., one target. Hit: 6 (1d6 + 3) bludgeoning
damage.

Apprentice

Earthlacer
Medium humanoid (earth kin), any alignment

Armor Class 12
Hit Points 33 (6d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 12 (+1) 10 (+0) 13 (+1) 14 (+2)

Skills Perception +4
Senses passive Perception 14
Languages Common and Primordial (Terran)

Challenge 2 (450 XP)

Lacing. The apprentice is a 5th-level earthlacer, and has 6
ki points. Its ki ability is Charisma (ki save DC 12, +4 to hit
with ki attacks). The apprentice can initiate basic
earthlacing, and knows the following forms:

1st level (2 ki points): battering earth, gravel shot, 
   quicksand, terror firma  

2nd level (3 ki points): stone hammer, the trembler

Actions
Multiattack. The apprentice makes two elemental strike
attacks.

Elemental Strike. Ranged Weapon Attack: +6 to hit, range
20/60 ft., one target. Hit: 6 (1d6 + 3) bludgeoning
damage.
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Apprentice Firelacer
Medium humanoid (fire folk), any alignment

Armor Class 12
Hit Points 33 (6d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 16 (+3) 12 (+1) 10 (+0) 13 (+1) 14 (+2)

Skills Persuasion +4
Senses passive Perception 11
Languages Common and Primordial (Ignan)
Challenge 2 (450 XP)

Lacing. The apprentice is a 5th-level firelacer, and has 6 ki
points. Its ki ability is Charisma (ki save DC 12, +4 to hit
with ki attacks). The apprentice can initiate basic
firelacing, and knows the following forms:

1st level (2 ki points): backfire, flametongue arrow, 
    flashbang, smoke cloud 
2nd level (3 ki points): fiery leap, whirling sphere

Actions
Multiattack. The apprentice makes two elemental strike
attacks.

Elemental Strike. Ranged Weapon Attack: +6 to hit, range
20/60 ft., one target. Hit: 6 (1d6 + 3) bludgeoning
damage.

Apprentice

Waterlacer
Medium humanoid (water clan), any alignment

Armor Class 12
Hit Points 33 (6d8 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 16 (+3) 12 (+1) 10 (+0) 14 (+2) 13 (+1)

Skills Medicine +4
Senses passive Perception 12
Languages Common and Primordial (Aquan)
Challenge 2 (450 XP)

Lacing. The apprentice is a 5th-level waterlacer, and has 6
ki points. Its ki ability is Wisdom (ki save DC 12, +4 to hit
with ki attacks). The apprentice can initiate basic
waterlacing, and knows the following forms:

1st level (2 ki points): grasping ice, healing waters, 
   hydro shield, water whip 
2nd level (3 ki points): refraction, tidal push

Actions
Multiattack. The apprentice makes two elemental strike
attacks.

Elemental Strike. Ranged Weapon Attack: +6 to hit, range
20/60 ft., one target. Hit: 6 (1d6 + 3) bludgeoning
damage.

Journeyman

Airlacer
Medium humanoid (air monk), any alignment

Armor Class 12 (14 with wind shield)
Hit Points 40 (9d8)
Speed 35 ft.

STR DEX CON INT WIS CHA

9 (-1) 14 (+2) 11 (+0) 11 (+0) 17 (+3) 12 (+1)

Saving Throws Wis +6, Cha +4
Skills Arcana +3, Insight +6
Senses passive Perception 13

Languages Common and Primordial (Auran)
Challenge 6 (2,300 XP)

Lacing. The journeyman is an 11th-level airlacer, and has
10 ki points. Its ki ability is Wisdom (ki save DC 14, +6 to
hit with ki attacks). The journeyman can initiate basic
airlacing, and knows the following forms:

1st level (2 ki points): aether burst, protection of the east, 
   theft of the south, thunderburst 

2nd level (3 ki points): air scooter, reciprocating gale, 
   vortex 

3rd level (4 ki points): heart of the sky, resounding blow

Actions
Elemental Bolt. Ranged Ki Attack: +6 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 10 (3d6)
bludgeoning damage.
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Journeyman

Earthlacer
Medium humanoid (earth kin), any alignment

Armor Class 12 (14 with earth shield)
Hit Points 40 (9d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 9 (-1) 11 (+0) 11 (+0) 12 (+1) 17 (+3)

Saving Throws Wis +4, Cha +6
Skills Arcana +3, Insight +4
Senses passive Perception 11
Languages Common and Primordial (Terran)
Challenge 6 (2,300 XP)

Lacing. The journeyman is an 11th-level earthlacer, and
has 10 ki points. Its ki ability is Charisma (ki save DC 14,
+6 to hit with ki attacks). The journeyman can initiate
basic earthlacing, and knows the following forms:

1st level (2 ki points): battering earth, burst ring, 
    quicksand, terror firma 
2nd level (3 ki points): stronq's earthen grasp, sudden 
    wall, terra cotta armor 
3rd level (4 ki points): earth launch, landslide

Actions
Elemental Bolt. Ranged Ki Attack: +6 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 10
(3d6) bludgeoning damage.

Journeyman

Firelacer
Medium humanoid (fire folk), any alignment

Armor Class 12 (14 with flametongue shield)
Hit Points 40 (9d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 9 (-1) 11 (+0) 11 (+0) 12 (+1) 17 (+3)

Saving Throws Wis +4, Cha +6
Skills Arcana +3, Insight +4
Senses passive Perception 11
Languages Common and Primordial (Ignan)
Challenge 6 (2,300 XP)

Lacing. The journeyman is an 11th-level firelacer, and has
10 ki points. Its ki ability is Charisma (ki save DC 14, +6
to hit with ki attacks). The journeyman can initiate basic
firelacing, and knows the following forms:

1st level (2 ki points): backfire, blazing missile, shield of 
   flame, smoke cloud 
2nd level (3 ki points): burn metal, flame falchion, 
   mirage 

3rd level (4 ki points): dragonshield, pyreball

Actions
Elemental Bolt. Ranged Ki Attack: +6 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 10
(3d6) bludgeoning damage.

Journeyman

Waterlacer
Medium humanoid (water clan), any alignment

Armor Class 12 (14 with water shield)
Hit Points 40 (9d8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (-1) 9 (-1) 11 (+0) 11 (+0) 17 (+3) 12 (+1)

Saving Throws Wis +6, Cha +4
Skills Arcana +3, Insight +6
Senses passive Perception 13

Languages Common and Primordial (Aquan)
Challenge 6 (2,300 XP)

Lacing. The journeyman is an 11th-level waterlacer, and
has 10 ki points. Its ki ability is Wisdom (ki save DC 14,
+6 to hit with ki attacks). The journeyman can initiate
basic waterlacing, and knows the following forms:

1st level (2 ki points): echoing strike, flash freeze, ice 
   slick, water whip 

2nd level (3 ki points): creeping ice, ice spear, refraction 
3rd level (4 ki points): ice bullets, water drill

Actions
Elemental Bolt. Ranged Ki Attack: +6 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 10 (3d6)
bludgeoning damage.
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Master Airlacer
Medium humanoid (air monk), any alignment

Armor Class 12 (14 with wind shield)
Hit Points 99 (18d8 + 8)
Speed 35 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 12 (+1) 15 (+2) 20 (+5) 16 (+3)

Saving Throws Wis +9, Cha +7
Skills Arcana +6, Insight +13
Senses passive Perception 15
Languages Common and Primordial (Auran)
Challenge 12 (8,400 XP)

Lacing. The master is an 18th-level airlacer, and has 18 ki
points. Its ki ability is Wisdom (ki save DC 17, +9 to hit
with ki attacks). The master can initiate basic airlacing,
and knows the following forms:

1st level (2 ki points): aether burst, protection of the 
    east, theft of the south, thunderburst 
2nd level (3 ki points): air scooter, earsplitting ring, 
    reciprocating gale, vortex 
3rd level (4 ki points): heart of the sky, resounding blow, 
    wind wall 
4th level (5 ki points): sandstorm, spirit of air 
5th level (6 ki points): tornado, windspout

Actions
Elemental Bolt. Ranged Ki Attack: +9 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 14
(4d6) bludgeoning damage.

Master Earthlacer
Medium humanoid (earth kin), any alignment

Armor Class 12 (14 with earth shield)
Hit Points 99 (18d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 12 (+1) 15 (+2) 16 (+3) 20 (+5)

Saving Throws Wis +7, Cha +9
Skills Arcana +6, Insight +13
Senses passive Perception 13
Languages Common and Primordial (Terran)
Challenge 12 (8,400 XP)

Lacing. The master is an 18th-level earthlacer, and has 18
ki points. Its ki ability is Charisma (ki save DC 17, +9 to
hit with ki attacks). The master can initiate basic
earthlacing, and knows the following forms:

1st level (2 ki points): battering earth, burst ring, 
   quicksand, terror firma 

2nd level (3 ki points): mountain strike, stronq's earthen 
   grasp, sudden wall, terra cotta armor 

3rd level (4 ki points): earth launch, landslide, sandwall 
4th level (5 ki points): aftershock, landwave 
5th level (6 ki points): dustspout, fresh grave

Actions
Elemental Bolt. Ranged Ki Attack: +9 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 14
(4d6) bludgeoning damage.
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Master Firelacer
Medium humanoid (fire folk), any alignment

Armor Class 12 (14 with flametongue shield)
Hit Points 99 (18d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 12 (+1) 15 (+2) 16 (+3) 20 (+5)

Saving Throws Wis +7, Cha +9
Skills Arcana +6, Insight +13
Senses passive Perception 13
Languages Common and Primordial (Ignan)
Challenge 12 (8,400 XP)

Lacing. The master is an 18th-level firelacer, and has 18 ki
points. Its ki ability is Charisma (ki save DC 17, +9 to hit
with ki attacks). The master can initiate basic firelacing,
and knows the following forms:

1st level (2 ki points): backfire, blazing missile, shield of 
    flame, smoke cloud 
2nd level (3 ki points): burn metal, flame falchion, 
    mirage, whirling sphere 
3rd level (4 ki points): dragonshield, fire whip, pyreball 
4th level (5 ki points): burning coals, dragonflight 
5th level (6 ki points): bonform, fire spout

Actions
Elemental Bolt. Ranged Ki Attack: +9 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 14
(4d6) bludgeoning damage.

Master Waterlacer
Medium humanoid (water clan), any alignment

Armor Class 12 (14 with water shield)
Hit Points 99 (18d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 12 (+1) 15 (+2) 20 (+5) 16 (+3)

Saving Throws Wis +9, Cha +7
Skills Arcana +6, Insight +13
Senses passive Perception 15
Languages Common and Primordial (Aquan)
Challenge 12 (8,400 XP)

Lacing. The master is an 18th-level waterlacer, and has 18
ki points. Its ki ability is Wisdom (ki save DC 17, +9 to hit
with ki attacks). The master can initiate basic waterlacing,
and knows the following forms:

1st level (2 ki points): echoing strike, flash freeze, ice 
   slick, water whip 

2nd level (3 ki points): creeping ice, ice spear, lesser 
   rejuvenation, refraction 

3rd level (4 ki points): ice bullets, water drill, waterwall 
4th level (5 ki points): aqua prison, water gimbal 
5th level (6 ki points): blizzard, waterspout

Actions
Elemental Bolt. Ranged Ki Attack: +9 to hit, range 60 ft.,
one or two targets within 5 ft. of each other. Hit: 14
(4d6) bludgeoning damage.
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Appendix C: Monster Lists

Monsters by Environment

The	following	tables	organize	monsters	by	challenge	rating	and
the	environments	in	the	world	of	Incarnante.	These	tables	omit
monsters	 that	 don't	 customarily	 inhabit	 the	 environments
included	here,	such	as	elementals	or	aberrations.

	
Arctic Monsters

MONSTERS CHALLENGE RATING (XP)

AUKTER, COMMONER, ELKRABBIT, OWL 0 (10 XP)

BANDIT, DROMEDARY DZO, REINDOG, TRIBAL

WARRIOR
1/8 (25 XP)

ADLET, GIANT OWL, NOVICE WATERLACER,
YAKALO

1/4 (50 XP)

SCOUT 1/2 (100 XP)

BROWN BEAR 1 (200 XP)

APPRENTICE WATERLACER, POLAR CANIFORM,
SABER-TOOTH TIGER, SPIRIT SEEDLING

2 (450 XP)

AKHLUT, VETERAN, WINTER WOLF 3 (700 XP)

SHUI GUI 4 (1,100 XP)

JOURNEYMAN WATERLACER, MAMMOTH 6 (2,300 XP)

SPIRIT SAPLING 7 (2,900 XP)

ABOMINABLE YETI 9 (5,000 XP)

MASTER WATERLACER 12 (8,400 XP)

ADULT SPIRIT 14 (11,500 XP)

TIZHERUK 15 (13,000 XP)

UMIBOZU 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)

Coastal Monsters

MONSTERS CHALLENGE RATING (XP)

AUKTER, COMMONER, CRAB, KOI, OTTER, SILVER

SEPTAPUS
0 (10 XP)

BANDIT, GIANT CRAB, GUARD, POISONOUS

SNAKE, TRIBAL WARRIOR
1/8 (25 XP)

GIANT LIZARD, GIANT WOLF SPIDER, NOVICE

FIRELACER OR WATERLACER
1/4 (50 XP)

SCOUT, WHISKERGATOR 1/2 (100 XP)

FLYING FISHIFURU, GIANT EAGLE, GIANT TOAD 1 (200 XP)

APPRENTICE FIRELACER OR WATERLACER, BANDIT

CAPTAIN, BERSERKER, GIANT KOHAKU, MORAY

HOUND

2 (450 XP)

SHUI GUI 4 (1,100 XP)

WATER ELEMENTAL 5 (1,800 XP)

JOURNEYMAN FIRELACER OR WATERLACER 6 (2,300 XP)

ROC 11 (7,200 XP)

ABAIA, MASTER FIRELACER OR WATERLACER 12 (8,400 XP)

TIZHERUK 15 (13,000 XP)

DRAGON TURTLE, UMIBOZU 17 (18,000 XP)

	Desert Monsters

MONSTERS CHALLENGE RATING (XP)

CAT, COMMONER, HYENA, JACKAL, SCORPION,
VULTURE

0 (10 XP)

BACTRIAN ELEPHANT, BANDIT, FLYING SNAKE,
GUARD, TRIBAL WARRIOR

1/8 (25 XP)

GIANT LIZARD, GIANT POISONOUS SNAKE,
JACKABY, NOVICE EARTHLACER

1/4 (50 XP)

CACTUS CAT, SCOUT, SWARM OF INSECTS 1/2 (100 XP)

GIANT HYENA, GIANT SPIDER, GIANT VULTURE 1 (200 XP)

APPRENTICE EARTHLACER, BANDIT CAPTAIN,
BERSERKER, GIANT CONSTRICTOR SNAKE

2 (450 XP)

ARMABEAR, ELEPHOCEROS BEETLE, GIANT

SCORPION
3 (700 XP)

GIANT CAIMANT 4 (1,100 XP)

EARTH ELEMENTAL, FIRE ELEMENTAL 5 (1,800 XP)

JOURNEYMAN EARTHLACER, YOUNG BRASS

DRAGON
6 (2,300 XP)

BURROWING FRINGEHEAD, ROC 11 (7,200 XP)

MASTER EARTHLACER 12 (8,400 XP)

ADULT BRASS DRAGON 17 (18,000 XP)

ANDROSPHINX 17 (18,000 XP)

ANCIENT BRASS DRAGON 17 (18,000 XP)

Forest Monsters

MONSTERS CHALLENGE RATING (XP)

COMMONER, EMBERMINE, FLYING MARMOSET,
FOX, MEOWL, PORCUMELEON, TANUKI

0 (10 XP)

BANDIT, GUARD, LUCKY PIGGY, TWIG BLIGHT 1/8 (25 XP)

GIANT FROG, NEEDLE BLIGHT, NOVICE

EARTHLACER OR FIRELACER, SWARM OF RAVENS
1/4 (50 XP)

APE, SCOUT, SWARM OF INSECTS, VINE BLIGHT 1/2 (100 XP)

DEER LADY, HAKUTURI, PLATYBEAR 1 (200 XP)

APPRENTICE EARTHLACER OR FIRELACER, BANDIT

CAPTAIN, BARKING BEAST, SPIRIT SEEDLING
2 (450 XP)

OWLBEAR, WHITE STAG 3 (700 XP)

JUBOKKO 4 (1,100 XP)

BOARCUPINE, SHAMBLING MOUND, REVENANT,
UNICORN

5 (1,800 XP)

JOURNEYMAN EARTHLACER OR FIRELACER 6 (2,300 XP)

GIANT APE, SPIRIT SAPLING, TALPATIAN 7 (2,900 XP)

TREANT 9 (5,000 XP)

QILIN, YOUNG GOLD DRAGON 10 (5,900 XP)

MASTER EARTHLACER OR FIRELACER 12 (8,400 XP)

ADULT SPIRIT, TSUCHIGUMO 14 (11,500 XP)

ADULT GOLD DRAGON 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)

ANCIENT GOLD DRAGON 24 (36,500 XP)
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Grassland Monsters

MONSTERS CHALLENGE RATING (XP)

CAT, COMMONER, FOX, MEOWL, MESSENGER

FALCON, VULTURE
0 (10 XP)

FLYING SNAKE, GIANT WEASEL, TRIBAL WARRIOR 1/8 (25 XP)

AXE BEAK, BASIGOOSE, CASSOPONY, GIANT WOLF

SPIDER, JACKABY, NOVICE FIRELACER
1/4 (50 XP)

COCKATRICE, DRAGON ELK, GIANT WASP, SCOUT,
SWARM OF INSECTS

1/2 (100 XP)

GIANT EAGLE, HIPPOGRIFF, MANDRAKE, SABER-
TOOTH CARIBOU

1 (200 XP)

APPRENTICE FIRELACER, GIANT ELK, GRIFFON,
KOMODOCERATOPS, LIONDILLO, MORAY HOUND

2 (450 XP)

ARMABEAR, NIGHTMARCHER, VETERAN 3 (700 XP)

ELEBOON, JUBOKKO 4 (1,100 XP)

BOARCUPINE, NIAN 5 (1,800 XP)

CHIMERA, JOURNEYMAN FIRELACER 6 (2,300 XP)

TALPATIAN 7 (2,900 XP)

RAIJU 9 (5,000 XP)

YOUNG GOLD DRAGON 10 (5,900 XP)

MASTER FIRELACER 12 (8,400 XP)

ADULT GOLD DRAGON 17 (18,000 XP)

ANCIENT GOLD DRAGON 24 (36,500 XP)

Hill Monsters

MONSTERS CHALLENGE RATING (XP)

COMMONER, EAGLE, EMBERMINE, MESSENGER

FALCON, RAVEN
0 (10 XP)

BACTRIAN ELEPHANT, BANDIT, BLOOD HAWK,
TRIBAL WARRIOR

1/8 (25 XP)

BASIGOOSE, CASSOPONY, FLYING ADDERFOX,
NOVICE FIRELACER OR AIRLACER

1/4 (50 XP)

DRAGON ELK, GIANT GOAT, SCOUT 1/2 (100 XP)

COUGAR GOAT, HIPPOGRIFF, MANDRAKE, SABER-
TOOTH CARIBOU

1 (200 XP)

APPRENTICE FIRELACER OR AIRLACER, BANDIT

CAPTAIN, BERSERKER, GOATRILLA, GRIFFON,
KOMODOCERATOPS

2 (450 XP)

NIGHTMARCHER, PHASE SPIDER, VETERAN 3 (700 XP)

ELEBOON 4 (1,100 XP)

CHIMERA, JOURNEYMAN FIRELACER OR AIRLACER,
WYVERN

6 (2,300 XP)

RAIJU 9 (5,000 XP)

YOUNG RED DRAGON 10 (5,900 XP)

ROC 11 (7,200 XP)

MASTER FIRELACER OR AIRLACER 12 (8,400 XP)

TSUCHIGUMO 14 (11,500 XP)

ADULT RED DRAGON 17 (18,000 XP)

ANCIENT RED DRAGON 24 (36,500 XP)

	

Mountain Monsters

MONSTERS CHALLENGE RATING (XP)

EAGLE, ELKRABBIT, FLYING MARMOSET, TANUKI 0 (10 XP)

BLOOD HAWK, GUARD, LUCKY PIGGY 1/8 (25 XP)

FLYING ADDERFOX, FLYING SWINE, NOVICE

AIRLACER, SWARM OF BATS
1/4 (50 XP)

GIANT GOAT, KAMAITACHI, SCOUT 1/2 (100 XP)

COUGAR GOAT, GIANT EAGLE, HIPPOGRIFF 1 (200 XP)

APPRENTICE AIRLACER, GOATRILLA, GRIFFON,
SPIRIT SEEDLING

2 (450 XP)

GIANT CAIMANT 4 (1,100 XP)

AIR ELEMENTAL 5 (1,800 XP)

GIANT MOULDYWARP, JOURNEYMAN AIRLACER,
WYVERN

6 (2,300 XP)

SPIRIT SAPLING 7 (2,900 XP)

FLYING TAMARAW 8 (3,900 XP)

FOO DOG 9 (5,000 XP)

YOUNG RED DRAGON 10 (5,900 XP)

FACE STEALER, ROC 11 (7,200 XP)

MASTER AIRLACER 12 (8,400 XP)

ADULT SPIRIT, FENGHUANG 14 (11,500 XP)

ADULT RED DRAGON, GROOTSLANG 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)

ANCIENT RED DRAGON 24 (36,500 XP)

Spirit World

MONSTERS CHALLENGE RATING (XP)

DOG, ELKRABBIT, FOX, KOI, MEOWL, TANUKI 0 (10 XP)

LUCKY PIGGY, REINDOG 1/8 (25 XP)

ADLET, FLYING SWINE 1/4 (50 XP)

DRAGON ELK, KAMAITACHI 1/2 (100 XP)

DEER LADY, HAKUTURI, MANDRAKE 1 (200 XP)

BARKING BEAST, GIANT KOHAKU, SPIRIT SAPLING 2 (450 XP)

AKHLUT, NIGHTMARCHER, WHITE STAG 3 (700 XP)

JUBOKKO, SHUI GUI 4 (1,100 XP)

NIAN 5 (1,800 XP)

BURUNG HANTU, SPIRIT SEEDLING 7 (2,900 XP)

KURO SHIRO 8 (3,900 XP)

FOO DOG, RAIJU 9 (5,000 XP)

QILIN 10 (5,900 XP)

FACE STEALER 11 (7,200 XP)

ABAIA 12 (8,400 XP)

ADULT SPIRIT, FENGHUANG, TSUCHIGUMO 14 (11,500 XP)

TIZHERUK 15 (13,000 XP)

GROOTSLANG, UMIBOZU 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)
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Swamp Monsters

MONSTERS CHALLENGE RATING (XP)

COMMONER, OTTER, PORCUMELEON, SILVER

SEPTAPUS
0 (10 XP)

GIANT RAT, POISONOUS SNAKE, TRIBAL WARRIOR 1/8 (25 XP)

FLYING SWINE, GIANT FROG, GIANT LIZARD,
NOVICE WATERLACER

1/4 (50 XP)

SCOUT, SWARM OF INSECTS, WHISKERGATOR 1/2 (100 XP)

GIANT SPIDER, HAKUTURI, PLATYBEAR 1 (200 XP)

APPRENTICE WATERLACER, SPIRIT SAPLING, WILL-
O'-WISP

2 (450 XP)

SHUI GUI 4 (1,100 XP)

GIANT CROCODILE, REVENANT, SHAMBLIND

MOUND, WATER ELEMENTAL
5 (1,800 XP)

JOURNEYMAN WATERLACER 6 (2,300 XP)

SPIRIT SEEDLING 7 (2,900 XP)

HYDRA 8 (3,900 XP)

MASTER WATERLACER 12 (8,400 XP)

ADULT SPIRIT 14 (11,500 XP)

GROOTSLANG 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)

Underwater Monsters

MONSTERS CHALLENGE RATING (XP)

KOI, QUIPPER 0 (10 XP)

CONSTRICTOR SNAKE 1/4 (50 XP)

GIANT SEA HORSE, REEF SHARK 1/2 (100 XP)

FLYING FISHIFURU, GIANT OCTOPUS, SWARM OF

QUIPPERS
1 (200 XP)

GIANT CONSTRICTOR SNAKE, GIANT KOHAKU,
HUNTER SHARK, SPIRIT SAPLING

2 (450 XP)

KILLER WHALE 3 (700 XP)

GIANT SHARK, WATER ELEMENTAL 5 (1,800 XP)

SPIRIT SEEDLING 7 (2,900 XP)

ABAIA 12 (8,400 XP)

ADULT SPIRIT 14 (11,500 XP)

TIZHERUK 15 (13,000 XP)

DRAGON TURTLE, UMIBOZU 17 (18,000 XP)

ANCIENT SPIRIT 21 (33,000 XP)

KRAKEN 23 (50,000 XP)

	

Urban Monsters

MONSTERS CHALLENGE RATING (XP)

CAT, COMMONER, DOG, RAT, ZHI REN 0 (10 XP)

BANDIT, FLYING SNAKE, GIANT RAT, NOBLE,
USHABTI WORKER

1/8 (25 XP)

CASSOPONY, GIANT CENTIPEDE, SWARM OF RATS,
NOVICE LACER (ANY ELEMENT) 1/4 (50 XP)

GIANT WASP, SHADOW, USHABTI WARDEN 1/2 (100 XP)

GIANT SPIDER, SPY 1 (200 XP)

APPRENTICE LACER (ANY ELEMENT), BANDIT

CAPTAIN, CULT FANATIC, USHABTI GUARD
2 (450 XP)

KNIGHT, VETERAN, WATER WEIRD 3 (700 XP)

GHOST, USHABTI CHAMPION 4 (1,100 XP)

GLADIATOR, JIANGSHI, NIAN, REVENANT 5 (1,800 XP)

JOURNEYMAN LACER (ANY ELEMENT) 6 (2,300 XP)

ASSASSIN 8 (3,900 XP)

MASTER LACER (ANY ELEMENT) 12 (8,400 XP)
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Appendix D: Lacing History

W
hat	follows	is	a	timeline	of	events	relevant	to	the
rise	 of	 lacing	 magic,	 elemental	 races,	 and	 the
Incarnate.	 For	 simplicity's	 sake,	 all	 years	 are
represented	 in	 the	 Dalereckoning	 (DR)	 system
of	 yearly	progress,	 even	when	others	 related	 to
certain	 locations	 (such	 as	 the	 Shou	 calendar)
would	be	more	applicable.

This	 section	presents	a	 set	of	 important	 events,	 as	well	 as	 a
list	 of	 every	 Incarnate	which	 has	 lived	 since	 the	 �irst	 time	 the
light	spirit,	Guang,	bonded	with	Diyi	to	help	bring	balance	to	the
world.

	

The Days of Thunder

					-35,000	DR	to	-30,000	DR	
These	 are	 the	 earliest	 days	 of	 recorded	 history,	 following	 the
great	Ice	Age.	None	of	the	civilized	people	of	the	world	exist	yet.
This	is	the	time	where	the	magic	of	the	world	is	fractured,	giving
rise	to	the	related	magic	of	lacing.
-34,000	DR.	

The	�irst	obake	are	created	alongside	korreds,	pixies,	and	sprites
to	inhabit	the	Feywild.
-31,500	DR.	

The	catatrophe	that	led	to	the	Sea	of	Fallen	Stars	strikes	not	only
the	world,	but	its	very	foundational	core.	Scholars	speculate	this
is	 the	 incident	that	splits	arcane	magic	 from	lacing.	For	a	 time,
lacing	magic	exists,	but	no	living	races	understand	how	to	wield
its	power.

The Dawn Ages

					-30,000	DR	to	-24,000	DR	
The	 creator	 races	 fall,	 giving	 rise	 to	 con�licts	 between	dragons
and	giants	for	rule	of	the	world.	Elves	in	this	age	enter	the	world
and	 form	 communities,	 with	 some	 discovering	 the	 ability	 to
harness	the	magic	of	lacing.
-25,400	DR.	

The	 �irst	 tribes	 of	 sun	 elves	 and	 moon	 elves	 split	 from	 one
another.	 A	 contingent	 of	 sun	 elves	 become	 the	 �irst
practictioners	of	�irelacing.
-25,200	DR.	

Small	communities	of	moon	elves	begin	to	unlock	the	secrets	of
airlacing.
-24,500	DR.	

Moon	elf	 communities	 create	Sharlarion,	 a	 center	of	 trade	and
commerce.	These	moon	elves	begin	to	understand	waterlacing.
-24,400	DR.	

The	sun	elf	city	of	Occidian	is	attacked	by	orcs	led	by	Haeshkarr,
an	 abyssal	 �iend.	 Some	 elves	 unlock	 the	 ability	 to	 earthlace	 in
the	midst	of	battle,	and	 they	are	ultimately	victorious	over	 the
orcs	at	great	cost.

	
Incarnates

INCARNATE ELEMENT LIFESPAN

DIYI 火 (FIRE) -10,032 DR TO -9,726 DR

QINGWA 气 (AIR) -9,726 DR TO -9,421 DR

BO 水 (WATER) -9,421 DR TO -9,008 DR

YAN 土 (EARTH) -9,008 DR TO -8,862 DR

RE 火 (FIRE) -8,862 DR TO -8,793 DR

TAIFENG 气 (AIR) -8,793 DR TO -8,534 DR

XUE 水 (WATER) -8,534 DR TO -8,289 DR

SHAN 土 (EARTH) -8,289 DR TO -7,768 DR

XIYUE 火 (FIRE) -7,768 DR -7,540 DR

WEILI 气 (AIR) -7,540 DR TO -7,435 DR

KEAI 水 (WATER) -7,435 DR TO -7,287 DR

YONG'GAN 土 (EARTH) -7,287 DR TO -7,012 DR

MEINU 火 (FIRE) -7,012 DR TO -6,905 DR

MINGZHI 气 (AIR) -6,905 DR TO -6,722 DR

RECORDS OF THIS TIME HAVE BEEN LOST.

INCARNATE ELEMENT LIFESPAN

MEINU 火 (FIRE) -2,317 DR TO -2,056 DR

ZHENGYI 气 (AIR) -2,056 DR TO -1,798 DR

AOMAN 水 (WATER) -1,798 DR TO -1,636 DR

CONGMING 土 (EARTH) -1,636 DR TO -1,401 DR

LENGJING 火 (FIRE) -1,401 DR TO -1,354 DR

JINGJI 气 (AIR) -1,354 DR TO -1,154 DR

DAN'DA 水 (WATER) -1,154 DR TO -930 DR

XIAOXIN 土 (EARTH) -930 DR TO -786 DR

ZIYOU 火 (FIRE) -786 DR TO -600 DR

TONGQING 气 (AIR) -600 DR TO -547 DR

ZHANSHI 水 (WATER) -547 DR TO -321 DR

GONGLU 土 (EARTH) -321 DR TO -200 DR

ZHISHI 火 (FIRE) -200 DR TO -139 DR

YOUSHAN 气 (AIR) -139 DR TO -21 DR

JIUZHU 水 (WATER) -21 DR TO 141 DR

DA 土 (EARTH) 141 DR TO 301 DR

WENHE 火 (FIRE) 301 DR TO 398 DR

MINGZHI 气 (AIR) 398 DR TO 573 DR

BUCUO 水 (WATER) 573 DR TO 749 DR

JUEXIN 土 (EARTH) 749 DR TO 964 DR

HAIYANG 火 (FIRE) 964 DR TO 1,090 DR

XINXIN 气 (AIR) 1,090 DR TO 1,255 DR

KUAILE 水 (WATER) 1,255 DR TO 1,376 DR

XIN 土 (EARTH) 1,376 DR TO PRESENT
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The First Flowering

					-24,000	DR	to	-12,000	DR	
Great	 elf	 civilizations	 reach	 their	 peak	 during	 this	 time.	 As	 a
result	 of	 their	 success	 against	 dragons,	 giants,	 and	 orcs,	 other
races	begin	to	thrive	and	begin	the	climb	to	forming	civilizations
of	their	own.
This	 time	 includes	 the	 rise	 of	 the	 genasi,	 an	 elemental	 race

who	become	the	progenitors	of	the	existing	lacing	races.
-23,900	DR.	

Arrival	of	the	�irst	known	�ire	genasi	in	Aryvandaar	(present-day
High	Forest).
-23,6000	DR.	

Arrival	 of	 the	 �irst	 known	 air	 genasi	 at	 Ardeep	 (present-day
Green	Fields).
-22,500	DR.	

Arrival	of	the	�irst	known	water	genasi	at	Orishaar	(present-day
Duskwood	and	the	Shaar).
-21,400	DR.	

Arrival	of	the	�irst	known	earth	genasi	at	Thearnytaar	(present-
day	Thornwood).
-17,800	DR.	

The	 �irst	 obake	 cross	 from	 the	 Feywild	 to	 join	 communities	 of
green	 elves	 in	 Keltormir	 (present-day	 Forest	 of	 Tethyr	 that
spanned	 all	 of	 Tethyr,	 Amn,	 Erlkazar,	 and	 Calimshan).	 They
integrate	 into	 these	 communities,	 seeking	 peace	 and	 simple
lives	away	from	con�lict	and	strife.
-17,500	DR.	

The	 elf	 realms	 of	 Thearnytaar,	 Eiellûr,	 and	 Syòrpiir	 begin
discussing	 the	 uni�ication	 of	 elves	 of	 the	 Satyrwood	 (present-
day	Thornwood/Chondalwood).	Several	kitsune	obake	are	said
to	be	instrumental	in	these	negotiations.
-17,100	DR	to	-16,800	DR	

War	 of	 Three	 Leaves.	 Dark	 elf	 Ilythiiri	 spies	 and	 assassins
�ight	the	uni�ication	of	the	Satyrwood,	plunging	the	realms	into	a
multifront	 war.	 Ilythiir's	 in�luence	 in	 this	 con�lict	 is	 not
discovered	 for	 centuries.	Many	 obake	 perish	 in	 the	 chaos,	 and
start	a	history	of	reclusion	from	other	races.
-14,000	DR.	

Tribal	 barbarian	 clans	 of	 humans	 begin	 to	 roam	 Keltormir.
These	 clans	 begin	 to	 discover	 lacers	 among	 their	 number,	 and
start	to	segregate	themselves	into	elemental	groups.

The Crown Wars

					-12,000	DR	to	-9,000	DR	
The	 tumultuous	 time	 known	 as	 the	 Crown	 Wars	 of	 the	 Elves
pitted	nearly	four	generations	of	elves	against	one	another.	The
most	important	event	of	this	time	was	the	Dark	Disaster,	which
destroyed	the	forest	realm	of	Miyeritar	and	left	it	a	blasted	plain
known	 as	 the	 High	 Moor.	 It	 was	 at	 this	 point	 that	 the	 obake
resolved	 to	 �lee	 from	 other	 races,	 ultimately	 coming	 to	 rest	 in
the	lands	of	Kara-Tur.
-11,450	DR	

The	 Sable	Wars.	 Pressured	 by	 their	 elvish	 neighbors	 to	 help
�ight	their	wars,	the	genasi	peoples	instead	begin	to	break	away,
leaving	the	elves	behind	and	ultimately	 integrating	 into	human
barbarian	populations.	These	genasi	separate	into	the	barbarian
tribes	which	have	access	 to	 the	 lacing	element	that	 they	share,
and	ultimately	begin	to	propogate	with	them.

	

-10,500	DR	
The	Dark	Disaster.	Miyeritar	 is	 engulfed	 in	 storms,	 reducing
the	 entire	 forest	 and	 realm	 to	 a	 barren	 wasteland	 over	 the
course	 of	 three	 months.	 Obake	 �lee	 from	 the	 killing,	 heading
eastward	to	begin	to	�ind	their	own	way.	The	obake	resolve	that
they	 should	 form	 their	 own	 communities	 and	 remain	 hidden,
using	their	magic	to	conceal	themselves	from	all	other	races.
-10,300	DR	

Obake	begin	to	enter	the	lands	of	Kara-Tur	through	the	Wu	Pi	Te
Shao	(also	known	as	the	Yehimal	Mountains).	Some	locations	in
this	 area	 still	 hang	 on	 to	 names	 given	 to	 them	 by	 the	 obake
communities	 which	 originally	 passed	 through	 there,	 including
the	Web	Mountains,	Serpent	Valley,	and	Valley	of	the	Dogmen.
-10,000	DR	

Descent	 of	 the	Drow.	Corellon's	magic,	which	 transforms	 the
dark	 into	 the	 drow,	 also	 severs	 the	 elves'	 ability	 to	 lace	 the
elements.	Human	barbarians	and	their	genasi	brethren	are	 the
only	known	lacers	of	this	time.
–	Reign	 of	 Heian.	 This	 infusion	 of	 dark	 magic	 causes	 the

emergence	 of	 Heian,	 a	 dark	 spirit	 who	 crosses	 from	 the
Shadowfell.	 Heian	 opens	 multiple	 portals	 to	 the	 Shadowfell,
allowing	 dark	 spirits	 to	 enter	 the	world.	 Dark	 spirits	 begin	 to
attack	human	and	elven	civilizations.
–	The	Incarnate.	Guang,	a	powerful	light	spirit,	feels	Heian's

entrance	 to	 the	 world	 and	 follows	 from	 the	 Feywild.	 Guang
chooses	 to	 bond	 itself	 to	 a	 child	 of	 �ire	 barbarians,	 Diyi,	 one
possessing	great	courage	and	spirit.	Guang	infuses	Diyi	with	the
power	of	energy,	giving	her	the	ability	to	lace	all	four	elements.
Diyi	becomes	the	�irst	Incarnate.
-9,950	DR	

Diyi	begins	to	�ight	against	the	forces	of	Heian	and	its	evil	spirits.
Diyi	 is	 able	 to	 successfully	 repel	Heian	back	 to	 the	Shadowfell,
and	lock	it	within	a	spiritual	tree	to	imprison	it.

The Founding Time

				-9,000	DR	to	-3,000	DR	
This	 is	 the	 era	 of	 the	 rise	 of	 humanoid	 civilizations.	 Once
dragons	and	giants	were	defeated,	and	the	threat	of	constant	elf
wars	was	no	 longer	present.	The	 �irst	elemental	races	begin	to
appear	during	this	time.
-8,900	DR	

The	�irst	�ire	folk	identify	themselves	as	a	new	people	and	begin
to	 break	 away	 from	 their	 barbarian	 forebears.	 they	 begin
journeying	east	towards	the	lands	of	Kara-Tur.
-8,830	DR	

The	 �irst	 people	 identifying	 themselves	 as	 air	monks	 begin	 to
segregate	 themselves	 from	 barbarian	 tribes.	 Some	 head	 west,
isolating	 themselves	 in	 the	 Storm	 Horns,	 using	 their	 airlacing
abilities	to	fend	off	the	sometimes	cruel	weather.
-8,500	DR	

Two	 groups,	 both	 identifying	 themselves	 as	 members	 of	 the
water	 clan,	 break	 off	 from	 barbarian	 tribes.	 The	 �irst	 group
heads	west,	chasing	stories	of	air	monks	and	eventually	settling
in	 the	 bayous	 of	 the	 the	 Farsea	 Marshes.	 The	 second	 group
heads	north	to	the	Cold	Ocean	(present-day	Great	Glacier).
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				-8,350	DR	
A	 group	 of	 earthlacers	 name	 themselves	 the	 earth	 kin	 and
separate	from	barbarian	tribes,	heading	east	to	escape	con�lict.
-8,211	DR	

Construction	 of	 the	 Great	 Air	 Sanctuary	 is	 completed	 in	 the
Storm	Horns.
-7,995	DR	to	-5,376	DR	

The	 �ire	 folk	 begin	 a	 dynastic	 system	 of	 government,	 settling
most	heavily	around	 the	Fochu	Peninsula.	A	 capital	 called	Huo
Cheng	is	established.
-7,955	DR	

Following	 the	 example	 of	 the	 �ire	 folk,	 the	 earth	 kin	 begin	 to
establish	 their	 own	 kingdoms.	 The	 �irst	 of	 these	 kingdoms,
Chongtu,	is	established	around	Sorghum	Fields.
-7,846	DR	

Fire	folk	describing	themselves	as	"dragons"	�ind	that	they	don't
belong	 in	 large	 cities,	 and	 isolate	 themselves.	 They	 eventually
found	a	community	 in	the	Salju	Mountains,	on	the	eastern	side
of	the	Razi	Pass.
-7,187	DR	

Construction	 of	 a	 second	 air	 sanctuary,	 referred	 to	 as	 the
Southern	Air	Sanctuary	and	located	in	the	Himasla	Mountains,	is
completed.
-6,884	DR	

Two	warring	groups	of	earth	kin	almost	annihilate	one	another
until	the	Incarnate	of	the	age,	Yuanliang,	intervenes.
-6,562	DR	

A	 second	 earth	 kingdom,	Qiang	 Shi,	 is	 founded	 on	 the	 eastern
shore	of	Taihu	Lake.
-6,421	DR	

Another	air	sanctuary,	this	one	located	on	the	island	of	Paikai,	is
established,	and	is	referred	to	as	the	Eastern	Air	Sanctuary.	The
name	of	 the	Great	Air	Sanctuary	 is	changed	to	the	Western	Air
Sanctuary,	and	the	air	monks	resolve	to	complete	their	work	and
create	a	northern	sanctuary	as	well.
-5,839	DR	

The	 �inal	 air	 sanctuary,	 referred	 to	 as	 the	 Northern	 Air
Sanctuary,	is	completed	amidst	the	Mountains	of	Amara.
-5,672	to	-1,844	DR	

The	Golden	Age	of	the	air	monk	society.
-5,376	DR	

The	 �ire	 king	 is	 killed	 by	 a	 rival	 family	 which	 takes	 over	 the
throne	of	the	�ire	folk.	This	new	leader	refers	to	himself	simply
as	the	Phoenix	King.
–	The	Incarnate	makes	himself	known	to	the	�ire	folk,	warning

against	such	senseless	aggression.
-3,700	DR	

The	members	 of	 the	water	 clan	 located	 in	 the	 Farsea	Marshes
expand,	 coming	 to	 occupy	 the	 Marsh	 of	 Tun	 and	 the	 Vast
Swamp.

	

Age of Humanity

				-3,000	DR	to	1,000	DR	
With	elven	and	dwarven	populations	in	sharp	decline,	humanity
spreads	across	Toril.	The	elemental	nations	attempt	 to	rise	up,
but	are	ultimately	overshadowed	by	the	more	powerful	empires
of	Calimshan,	Mulhorand,	and	Unther.
-2,550	DR	

Ulutiu,	a	deity	of	the	sea,	exiles	himself	to	the	Astral	Plane.	His
necklace	of	 ice	 sinks	 to	 the	bottom	of	 the	Cold	Ocean,	 creating
the	Great	Glacier.
–	 The	water	 clan	 living	 along	 the	 Cold	Ocean	 remain	 on	 the

Great	Glacier,	establishing	the	�irst	cities	there.
-2,208	to	-1,003	DR	

The	Golden	Age	of	the	Qiang	Shi	earth	kingdom.
-1,844	DR	

In	 a	 misguided	 attempt	 to	 consume	 the	 other	 nations,	 the
Phoenix	King	uses	the	power	of	the	Tailless	Comet	to	massacre
the	air	monks	living	at	the	Eastern	Air	Sanctuary.	The	air	monk
Incarnate	 Zhengyi	 is	 encouraged	 to	 kill	 the	 Phoenix	 King,	 but
instead	resolves	to	remove	his	lacing	ability.
-988	DR	

A	 third	 earth	 kingdom	 named	 Dan	 is	 established	 north	 of	 the
Nunjiang	River.
-635	DR	Year	of	the	Dog	

A	community	of	Inugami	obake	are	discovered	by	the	northern
water	 clan	 and	 killed.	 The	 Incarnate	 of	 the	 time,	 Tongqing,
appears	to	the	water	clan	and	attempts	to	in�luence	their	society
away	from	war	and	con�lict.	The	water	clan	dedicates	the	year	to
the	dog	as	a	sign	of	newfound	respect.
-621	DR	Year	of	Alignment	

The	earth	kingdoms	of	Chongtu,	Qiang	Shi,	and	Dan	convene	to
create	 a	 centralized	 system	of	 government.	Qiang	Shi	becomes
the	 true	 capital	 city	 of	 the	 earth	 kin,	 with	 Chongtu	 and	 Dan
maintaining	 distinct	 kingdoms	 that	 fall	 under	 the	 umbrella	 of
Qiang	Shi.
-478	DR	Year	of	New	Lands	

The	 Incarnate	 of	 the	 age,	 Zhanshi,	 uses	 her	 power	 to	 separate
Shihan	 Island	 from	 the	 mainland,	 to	 protect	 its	 people	 from
Zhengfu	the	Conqueror.
-444	DR	Year	of	Painted	Faces	

Incarnate	Zhanshi	establishes	the	Shihan	Warriors,	protectors	of
the	common	folk.
-421	DR	to	-3	DR	

The	Golden	Age	of	the	�ire	folk.
-336	DR	Year	of	the	Downward	Sky	

Wild	magics	in	the	Storm	Horns	completely	inverts	the	Western
Air	 Sanctuary,	 leaving	 it	 in	 place	 but	 �lipping	 the	 entire
sanctuary	upside-down.	The	air	monks	refuse	to	abandon	their
home	and	begin	to	learn	to	live	in	their	upside-down	sanctuary.
-303	DR	Year	of	Frozen	Fortune	

The	 capital	 city	 of	 the	 northern	 water	 folk,	 called	 Leng,	 is
established	on	the	border	of	Icelace	Lake	on	the	Great	Glacier.
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				-297	DR	Year	of	Broken	Records	
Researchers	 from	 the	 Southern	 Air	 Sanctuary	 attempt	 to
perform	 a	 census	 of	 existing	 obake	 populations.	 After	 several
fruitless	 months,	 the	 endeavor	 is	 considered	 a	 failure.	 It	 is
unknown	whether	 obake	 populations	were	 not	 found	 because
they	 had	 gotten	 better	 at	 hiding	 themselves,	 or	whether	 there
were	simply	no	obake	left	to	�ind.
-277	DR	Year	of	Crossing	Over	

Several	 portals	 to	 the	Feywild	 and	 Shadowfell	 open	near	 large
concentrations	of	 lacers.	The	elemental	peoples	visit	 the	Spirit
World	cautiously.
-228	DR	Year	of	Howling	Winds	

A	contingent	of	air	monks	decide	to	forgo	their	peaceful	culture
and	 attempt	 to	 overthrow	 the	 council	 of	 elder	 air	monks	who
acted	 as	 governors	 of	 the	 air	 temples.	 These	 rebels	 were
repelled	by	the	normally	peaceful	air	monks,	but	all	records	of
this	 time	 are	 expunged	 from	 air	 monk	 libraries	 without
explanation.
-211	DR	Year	of	the	White	Blossom	

A	 small	 group	 calling	 itself	 the	 Order	 of	 the	 White	 Blossom
attempt	to	subvert	the	authority	of	Gonglu,	the	Incarnate	of	the
time.	 Their	 attempt	 to	 kill	 the	 Incarnate	 while	 he	 was	 in	 the
Incarnate	state,	thus	ending	the	Incarnate	forever,	was	foiled.
-210	DR	Year	of	the	Cherry	Blossom	

Gonglu	 establishes	 a	 society	 of	 powerful,	 experienced	 lacers,
called	 the	 Order	 of	 the	 Cherry	 Blossom.	 Their	 purpose	 is	 to
welcome	 each	 new	 Incarnate	 into	 their	 role	 as	 protectors	 of
nature.
-191	DR	Year	of	Great	Uni�ication	

The	city	of	Qiang	Shi	attempts	to	collect	more	land	for	itself	and
expand,	but	is	halted	by	the	nearby	city	of	Banang.
-141	DR	Year	of	Disturbed	Seas	

Pirates	 in	 the	 Yellow	 Sea	 unify	 and	 declare	war	 on	 the	 city	 of
Huo	Cheng.
-109	DR	Year	of	Past	Lives	

For	 the	 �irst	 time,	 an	 Incarnate	 is	 put	 on	 trial	 for	 the	 alleged
crimes	of	one	of	their	past	lives.	The	Incarnate	Youshan	attends
the	trial	willingly,	and	is	eventually	cleared	of	all	charges.
-85	DR	Year	of	Lost	Sons	

The	 �irstborn	 son	 of	 the	 �ire	 folk	 royal	 family	 is	 accused	 of
becoming	a	vigilante,	posing	as	a	spirit	and	taking	the	law	into
his	own	hands.	The	situation	is	dealt	with	internally,	but	attacks
attributed	to	this	spirit	cease.
-63	DR	Year	of	Renewed	Fire	

A	prominent	general	of	the	�ire	folk	army	abandons	it	and	seeks
out	 the	 dragon	 folk	who	 have	 been	 in	 hiding	 for	 thousands	 of
years.	It	is	unknown	if	he	is	successful	in	joining	them.
-41	DR	Year	of	Forgotten	Dreams	

The	Incarnate	of	the	age,	Zhishi,	suffers	a	head	injury	and	loses
her	memory,	passing	away	shortly	thereafter.
-17	DR	Year	of	Great	Fire	

An	 enormous	 �ire	 sweeps	 through	 the	 earth	 kingdoms	 of
Chongtu	 and	 Dan	 simultaneously.	 Survivors	 �lee	 to	 Qiang	 Shi,
whose	 earthlacers	 build	 an	 enormous	 rock	wall	 encircling	 the
entire	city	 for	protection.	Allegations	are	made	against	 the	 �ire
folk,	 and	 although	nothing	 can	be	proven,	 the	 earth	 kin	 blame
them	for	the	�ire.

	

-1	DR	Year	of	Shattered	Relics	
Return	 of	 Heian.	Heian,	 imprisoned	 in	 the	 Shadowfell	 by	 the
�irst	Incarnate,	breaks	free	of	its	prison	and	enters	the	Material
Plane.	 Impatient	 after	 its	 long	 imprisonment,	 Heian	 amasses
dark	spirits	and	immediately	attacks	the	largest	concentrations
of	lacers	that	exist:	the	water	clan	city	of	Leng,	the	remaining	air
sanctuaries,	the	�ire	city	of	Huo	Cheng,	and	the	earth	kingdom	of
Qiang	Shi.	Those	that	remain	of	the	elemental	nations	scatter.
1	DR	Year	of	Sunrise	

The	 Incarnate	of	 this	 time,	 Jiuzhu,	 is	able	 to	push	back	against
Heian,	destroying	it.	As	an	element	of	darkness,	Heian	can	never
be	completely	eradicated,	but	its	menace	was	contained	for	the
time.	 It	was	 far	 too	 late	 to	 save	 the	majority	of	 lacers,	most	of
whom	perished	in	the	initial	attack.
2	DR	Year	of	Great	Upheaval	

The	remaining	lacers,	along	with	those	among	them	without	the
ability	 to	 lace,	 scatter	 across	 Kara-Tur.	 Some	 try	 to	 regain	 the
lives	they	had	once	lived	in	their	greatest	cities,	but	for	the	most
part,	these	cities	are	shadows	of	their	former	selves,	with	small
populations	living	in	spaces	far	too	accommodating	for	so	few	a
number.
56	DR	Year	of	Black	Moon	

In	a	misguided	attempt	to	bring	together	the	human	and	Spirit
World,	the	water	clan	murders	the	moon	spirit	which	resides	at
a	 spiritual	 oasis	 near	 their	 largest	 city,	 Leng.	 The	 moon	 is
darkened,	 and	 only	 the	 sacri�ice	 of	 the	 water	 clan's	 princess,
Liang,	is	able	to	save	it.
73	DR	Year	of	Linking	Chains	

Some	of	the	remaining	lacers	�ind	common	ground	and	establish
Gongheguo	 City	 on	 the	 eastern	 shores	 of	 Wak'an.	 Varying
districts	 are	 set	 up	 for	 different	 elemental	 peoples,	 but	 these
lines	become	blurry	and	unfocused,	creating	a	single	uni�ied	city
of	lacers.	Wary	of	expansion,	the	people	of	Gongheguo	city	keep
to	 themselves,	 avoiding	 the	 ire	 of	 other	 nations	 and	 cities
whenever	possible.
119	Year	of	Metal	

An	 earthlacer,	 Zuida,	 living	 in	 a	 small	 community	 on	 the
outskirts	of	Qiang	Shi	becomes	the	world's	�irst	metallacer.
195	Year	of	Broken	Walls	

The	 Shou	Lung	 empire	 attempts	 to	 take	over	 the	 city	 of	Qiang
Shi	by	breaching	its	massive	walls.	The	Incarnate	Jiuzhu	helps	to
repel	the	invaders.
242	DR	Year	of	Burning	Knowledge	

A	group	of	barbarians	of	the	Horse-Plain	stumble	across	the	vast
knowledge	 stores	 of	 an	 ancient	 Burung	Hantu.	 They	 intend	 to
use	 its	 information	 to	attack	 the	T'u	Lung,	and	once	 they	have
the	information	they	seek,	they	burn	the	library	completely.
327	DR	Year	of	Refreshed	Waters	

A	 spirit	 referring	 to	 itself	 as	 the	 "Painted	 One,"	 angered	 by
pollution	 in	 the	 Ch'ing-Tung	 River,	 makes	 itself	 known	 and
implores	 the	 peoples	 living	 along	 its	 banks	 to	 treat	 the	 river
with	 respect.	A	massive	 cleanup	 is	 organized	by	 the	 city	 of	 Lo
Shan,	and	the	spirit	disappears,	seemingly	appeased.
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				456	DR	Year	of	Earth,	Fire,	and	Water	
A	pro-lacing	tournament	is	attacked	by	terrorists,	who	claim	to
seek	peace.	Lacers	become	the	minority	in	Gongheguo	City,	and
some	attempt	to	cling	to	power	through	shady	means.
593	DR	Year	of	New	Beginnings	

The	Incarnate	Bucuo	leaves	the	care	of	the	Order	of	the	Cherry
Blossom	 and	moves	 to	 Gongheguo	 City	 to	 try	 to	 broker	 peace
between	lacers	and	non-lacers.
613	DR	Year	of	Poison	Blood	

A	 powerful	 bloodlacer	 named	Du	 begins	 to	 use	 his	 abilities	 to
remove	lacing	from	people	in	Gongheguo	City.
761	DR	Year	of	Great	Storms	

This	 is	 the	 last	 sighting	 of	 the	 Incarnate	 Heping	 for	 over	 one
hundred	years.
793	DR	Year	of	Frozen	Spirits	

The	chief	of	the	water	clan,	Lingdao,	is	banished	from	the	city	of
Leng	for	angering	the	spirits	of	the	Great	Glacier.
861	DR	Year	of	the	Tailless	Comet	

A	man	referring	to	himself	as	a	descendent	of	the	Phoenix	King
line	of	�ire	folk	use	the	power	of	the	Tailless	Comet	to	burn	large
swaths	of	Kara-Tur	to	the	ground,	in	an	attempt	to	bring	lacers
back	to	their	 former	power.	The	Incarnate	Heping	appears	 just
as	young	as	his	last	sighting,	and	stops	the	Phoenix	King.
914	DR	Year	of	Lost	Faces	

A	 group	 of	 face	 stealers	 enter	 the	 Material	 Plane	 during	 the
winter	solstice,	bent	on	stealing	as	many	faces	as	possible.	The
Incarnate	 Juexin,	 along	 with	 a	 group	 from	 the	 Order	 of	 the
Cherry	 Blossom,	 is	 able	 to	 end	 the	 lives	 of	 the	 face	 stealers,
returning	the	faces	to	all	those	who	had	been	stolen	from.
996	DR	Year	of	Twisted	Metal	

A	group	of	earthlacers,	all	well-versed	in	the	ability	to	metallace,
break	away	from	Qiang	Shi	and	form	their	own	city	in	the	forests
south	of	Qiang	Shi,	called	Jinshu,	which	is	made	almost	entirely
of	metal.

	

The Present Age

				1,000	DR	to	Present	
In	this	age	of	exploration	and	discovery,	the	larger	nations	of	the
world	began	to	expand.	New	continents	were	discovered	to	the
west,	and	trade	was	reestablished	with	the	east.	The	elemental
nations	and	 lacers,	however,	began	 to	shrink	 in	 this	 time,	until
only	small	populations	of	true	lacers	remain.
1,038	DR	Year	of	Spreading	Spring	

The	 Great	 Glacier	 begins	 to	 retreat	 from	 the	 lands	 of	 Damara,
Vaasa,	and	upper	Narfell.	The	water	clan	abandons	their	ice	city
Leng,	 along	with	 the	 surrounding	 villages,	 and	 retreat	 further
north	 to	 remain	 with	 the	 cold,	 and	 avoid	 the	 encroaching
Impiltur	and	Thesk	peoples.
1,107	DR	Year	of	Ocean	Monks	

A	 rash	 of	 umi	 bozu	 attacks	 erupt	 on	 all	 ships	 traveling	 the
Celestial	Sea.	Various	ideas	are	brought	forth,	and	the	Incarnate
Xinxin	is	asked	to	intervene.	As	mysteriously	as	they	began,	the
attacks	ceased.
1,194	DR	Year	of	Flight	

A	group	of	Maraloi	 �ind	an	abandoned	Northern	Air	Sanctuary
and	take	up	residence	in	it.
1,239	DR	Year	of	Raining	Ash	

The	 city	 of	 Huo	 Cheng	 is	 accosted	 by	 an	 erupting	 volcano,
forcing	 what	 few	 remained	 there	 to	 �lee.	 Most	 end	 up	 at
Gongheguo	City.
1,309	DR	Year	of	Spirit	Crossing	

A	portal	to	the	Feywild	opens	in	the	center	of	Gongheguo	City,	a
portal	 which	 the	 Incarnate	 Kuaile	 chooses	 to	 keep	 open.	 The
Feywild	 begins	 to	 encroach	 on	 the	 city,	 encircling	 it	 with
spiritual	 vines.	 This	 is	 a	 deliberate	 act	 by	 the	 Incarnate	 to
attempt	to	bring	the	human	world	and	the	Spirit	World	into	true
balance.
1,342	DR	Year	of	Joined	Hands	

People	 tentatively	 begin	 to	 return	 to	 Gongheguo	 City,
sequestering	a	large	portion	to	remain	in	�lux	between	the	Spirit
World	and	the	Material	Plane.	The	people	learn	to	live	amongst
the	spirits	with	the	help	of	the	Incarnate	Kuaile.
1,376	DR	Year	of	the	Bent	Blade	

Riots	break	out	in	Gongheguo	City	in	regards	to	living	amongst
spirits	when	a	dark	 spirit	 goes	on	 a	 rampage	 and	kills	 several
people.	The	Incarnate	Kuaile	attempts	to	keep	the	peace	but	 is
killed	in	the	confusion.
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Appendix E: Incarnate Changelog
	

Races
Fire Folk

Pro�iciency	 in	 the	 Persuasion	 skill	 has	 been	 replaced	 with
pro�iciency	in	Intimidation.
The	 dragon	 �ire	 folk's	 pro�iciency	 in	 the	 Religion	 skill	 has
been	removed.
The	dragon	�ire	folk's	advantage	against	fear	effects	has	been
replaced	 with	 the	 ability	 to	 cast	 cause	 fear	 and	 calm
emotions.

Air Monk

Pro�iciency	 in	 the	 Stealth	 skill	 has	 been	 replaced	 with
pro�iciency	in	Acrobatics.
The	nomad's	pro�iciency	in	Performance	has	been	removed.

Water Clan

The	 polar	 clan's	 pro�iciency	 in	 the	 Survival	 skill	 has	 been
replaced	with	the	ability	to	succeed	on	a	saving	throw	from
natural	environmental	effects.

Earth Kin

The	desert	dweller's	pro�iciency	in	the	Survival	skill	has	been
replaced	with	the	feature	of	not	becoming	exhausted	by	hot
environments.

Obake

The	 additional	 spells	 granted	 by	 Spirit	 Magic	 apart	 from
druidcraft	have	been	removed.
Transformation	 -	 This	 new	 ability	 allows	 an	 obake	 to
assume	an	animal	form	based	on	their	subrace.
The	 Statue	 Form	 feature	 is	 now	 exclusive	 to	 the	 bake-
danuki.
The	bake-danuki's	pro�iciency	in	the	Deception	skill	has	been
replaced	with	the	Statue	Form	feature.

Classes
Barbarian

Elemental	 Rage	 has	 been	 replaced	 with	 a	 feature	 called
Elemental	Fury.	 At	 3rd	 level,	 the	 feature	works	 the	 same
for	lacers	of	all	types,	dealing	extra	damage	as	a	bonus	action
to	creatures	around	the	barbarian.
Boon	 of	 the	 Elements	 -	 The	 water	 ability	 changes	 the
amount	of	temporary	hit	points	gained	by	the	barbarian.
Boon	of	the	Elements	-	The	earth	ability	now	additionally
grants	an	ability	identical	to	spider	climb.
Spiritual	Might	 -	The	water	ability	no	 longer	 requires	 the
barbarian's	reaction.

Fighter

An	entirely	new	subclass,	the	Pro-Lacer,	has	been	added.

Lacer

The	lacer's	maximum	number	of	ki	points	have	been	reduced
to	16	(from	20).
The	lacer	gains	an	additional	5	forms	learned	over	the	course
of	20	levels.
The	lacer's	elemental	strike	deals	more	damage,	beginning	at
a	d6	damage	die	and	progressing	to	a	d12	by	17th	level.
Bonus	 Skill	 Pro�iciencies	 -	 Fire	 has	 been	 changed	 to
Acrobatics,	and	water	has	been	changed	to	Athletics.	A	new
clause	 was	 added	 which	 gives	 the	 lacer	 double	 their
pro�iciency	 bonus	 if	 they	 already	 have	 the	 skill	 from	 their
bonus	pro�iciency.
The	 restrictions	 regarding	 weapon	 use	 in	 making	 an
elemental	 strike	have	been	removed,	and	 the	Fighting	Style
dedicated	to	that	option	has	been	replaced.
The	 "Power	Strikes"	Fighting	Style,	which	previously	added
to	 the	 damage	 of	 a	 lacer's	 attacks,	 now	works	 as	 the	Great
Weapon	Fighting	style,	allowing	the	lacer	to	reroll	1s	and	2s
for	their	elemental	strike.
A	new	Fighting	Style	allowing	the	lacer	better	range	on	their
elemental	strike	has	been	added.
Prana	Burst	now	allows	the	player	to	spend	an	additional	ki
point	for	more	power	at	5th,	11th,	and	17th	level	(instead	of
5th,	9th,	13th,	and	17th	level).
Improved	Prana	Burst	and	Improved	Push	It	have	been
removed.
The	 additional	 movement	 speed	 previously	 afforded	 to
airlacers	 at	 their	 various	 skandha	 levels	 are	 now	 instead
folded	 into	 basic	 airlacing,	 allowing	 the	 samsari	 to	 take
advantage	of	increased	movement	as	well.

Skandha Features

Matter	Skandha	 -	 Firelacers	must	 now	 spend	 2	 ki	 points
for	the	effect.
Matter	Skandha	-	Airlacers	must	now	spend	2	ki	points	to
Disengage	and	move	away	from	a	target	as	a	reaction.
Matter	Skandha	-	Earthlacers	can	now	spend	1	ki	point	to
gain	 temporary	 hit	 points	 equal	 to	 their	 Constitution
modi�ier	(not	including	their	lacer	level).
Cognition	Skandha	 -	The	�irelacer,	airlacer	and	earthlacer
discernment	skandha	effects	have	been	moved	here.
Cognition	Skandha	-	The	waterlacer	has	a	new	effect	here,
allowing	 them	 to	 spend	 1	 ki	 to	 take	 the	 Help	 action	 as	 a
bonus	action	to	aid	an	ally	in	attack	against	a	creature	within
20	feet	of	the	waterlacer.
Volition	 Skandha	 -	 Earthlacers	 now	 add	 double	 their
pro�iciency	for	any	spells	which	alter	the	earth	as	well.
Discernment	 Skandha	 -	 Firelacers	 have	 a	 new	 effect,
allowing	 a	 second	 elemental	 strike	 as	 a	 bonus	 action	 by
spending	1	ki	point.
Discernment	Skandha	-	Airlacers	have	a	new	effect,	where
all	 ranged	 attack	 rolls	 against	 them	 are	 made	 with
disadvantage.
Discernment	 Skandha	 -	 Waterlacers	 have	 a	 new	 effect
which	allows	them	to	negate	being	surprised	 for	1	ki	point,
granting	them	advantage	during	the	�irst	round	of	combat	on
all	 attack	 rolls,	 and	 forcing	 all	 targets	 to	have	disadvantage
on	saving	throws	against	them.
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Discernment	 Skandha	 -	 Earthlacers	 have	 a	 new	 effect
which	 gives	 them	 immunity	 to	 nonmagical	 bludgeoning
damage,	and	resistance	to	magical	bludgeoning	damage.

Elemental Arts

Ten Animal Style

Animal	Strike	has	been	renamed	to	Bestial	Strike.
The	 Dragon	 Breath	 option	 for	 Bestial	 Strike	 has	 had	 its
ranged	reduced	to	5	feet	from	the	targeted	creature	instead
of	10	 feet.	The	damage	done	 to	additional	creatures	 is	now
equal	 to	 your	 ki	 ability	 modi�ier,	 as	 opposed	 to	 half	 the
strike's	damage.
Animal	Fighting	 (renamed	Savage	Fighter)	and	Animal	Arts
(renamed	Animalian	Arts)	have	changed	the	levels	at	which
the	character	gains	them,	with	Savage	Fighter	being	granted
at	10th	level,	and	Animalian	Arts	at	14th	level.
Animal	Mastery	has	been	renamed	to	Beast	Mastery.
Beast	Mastery	-	Jaws	of	the	Whiskergator	now	requires	3	ki
points	 to	 utilize,	 and	 only	 maximizes	 damage	 from	 the
character's	elemental	strikes.

Eastern Shaolin Style

Dancing	 Dragon	 now	 no	 longer	 forces	 opponents	 to	 attack
the	�irelacer	with	disadvantage.
Dancing	Dragon	effects	have	been	changed	 to	empower	 the
player,	instead	of	forcing	a	target	to	roll	with	disadvantage.
Dancing	Dragon	 -	Low	Stance	now	empowers	a	�irelacer's
attacks	against	prone	targets.
Draconic	 Power	 -	 Now	 adds	 an	 amount	 of	 �ire	 damage
equal	to	the	�irelacer's	Charisma	modi�ier	to	one	opportunity
attack	the	�irelacer	makes.

Eight Palms Style

Leaf	 in	 the	Wind	 now	 grants	 the	 airlacer	 additional	 speed
and	 jump	distance	 instead	of	granting	a	copy	of	 the	rogue's
Cunning	Action.
Resting	Storm	has	been	removed,	and	replaced	with	Blind
Monk	(which	was	formally	the	14th-level	ability).
This	 style	 now	has	 Twinkle	 Toes	 at	 14th	 level,	which	 gives
the	 airlacer	pro�iciency	 (or	double	 their	 pro�iciency	bonus)
on	all	Dexterity	ability	checks.
The	 previous	 18th-level	 ability,	 Twinkle	 Toes,	 has	 been
replaced	with	Air	Master,	which	grants	a	�ly	speed.

Moon Style

Push	and	Pull	now	costs	2	ki	points	instead	of	1.
Eternal	Dance	has	been	rewritten	to	refer	to	1st	and	2nd-
level	forms	instead	of	the	previous	terms	of	Shu	and	Ha.

Western Mantis Style

Neutral	 Jing	 has	 now	 been	 simpli�ied,	 granting	 the
earthlacer	 the	 bene�its	 of	 having	 taken	 the	 Dodge	 action
whenever	 they	 take	 the	 Ready	 action,	 until	 they	 use	 their
reaction.
Sure-Footed	now	simply	allows	an	earthlacer	to	spend	1	ki
point	as	a	reaction	to	resist	being	moved	or	knocked	prone.
Earth's	Embrace	 -	Now	grants	the	earthlacer	tremorsense
to	a	range	of	20	feet.

Monk

Ki Blocker

Pressure	 Points	 -	 This	 ability	 has	 been	 rewritten	 to	 not
allow	monks	to	stack	multiple	of	the	same	effect	on	a	target.
It	 instead	now	keys	 off	 of	 the	monk's	 Flurry	 of	Blows,	 so	 a
maximum	of	2	disadvantages	 can	be	put	on	 the	 target.	The
"Forms	and	Spells"	option	has	been	removed.
Ki	Block	-	This	ability	now	costs	3	ki	points.

Way of the Four Elements

The	previous	Way	of	the	Lacer	subclass	has	been	replaced
by	 allowing	 the	Way	 of	 the	 Four	 Elements	 subclass	 to
choose	lacing	forms	as	elemental	disciplines.
The	disciplines	have	been	rewritten	to	re�lect	the	change	to	5
form	levels	instead	of	3.
Basic	 Lacing	 and	 the	 samsari's	 elemental	 bolt	 have	 been
added	as	discipline	options.

Way of the Shihan Warrior

Gold	 Threads	 -	 Instead	 of	 granting	 a	 Fighting	 Style,	 this
ability	 now	 allows	 a	 shihan	 warrior	 to	 use	 their	 De�lect
Missiles	reaction	against	melee	attacks,	as	well	as	giving	the
warrior	a	chance	to	disarm	the	attacker.

Rogue

An	entirely	new	subclass,	the	Triple	Threat,	has	been	added.

Samsari

The	 samsari	 gains	 �ive	 additional	 forms	 known	 over	 the
course	of	20	levels.
Synergy	 -	 This	 ability	 has	 been	 rewritten	 to	 allow	 the
samsari	 to	 aid	 in	 forms	 of	 any	 element,	 as	 well	 as	 magic
spells	by	spending	ki	points,	making	this	ability	much	more
useful	to	the	average	party	instead	of	being	focused	only	on
the	samsari's	element.
Ki	 Infusion	 -	 This	 new	 ability	 allows	 a	 samsari	 to	 boost
their	 forms	 beyond	 5th	 level,	 the	 normal	 maximum	 level.
This	 allows	 a	 samsari	 to	 boost	 a	 form's	 level	 to	 6	 at	 11th
level,	7	at	13th	level,	8	at	15th	level,	and	9	at	17th	level.
Form	Mastery	 -	 This	 ability	 has	 been	 rewritten	 to	 re�lect
that	there	are	now	5	levels	of	forms.

Paths to Enlightenment

Path of the Boatman

Divine	Blessing	 -	Now	allows	the	samsari	 to	cast	warding
bond	without	material	components.
Aura	of	Serenity	 -	Now	allows	 the	samsari	 to	 spend	 their
Hit	Dice	 to	heal	allies,	and	 for	allies	 to	be	able	 to	spend	Hit
Dice	to	heal	the	samsari.
Inspiring	Presence	 -	Now	grants	the	samsari	and	any	ally
who	 spends	 a	 long	 rest	 in	 their	 presence	 to	 raise	 their	 hit
points	and	hit	point	maximum	for	8	hours.

Path of the King

Burst	 of	 Power	 -	 Now	 allows	 the	 samsari	 to	 choose	 two
effects	 from	 enhance	 ability,	 which	 both	 activate
simultaneously.
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Path of the Shepherd

Inspiring	 Presence	 -	 Has	 been	 renamed	 to	 Enhance
Power,	 and	allows	 the	 samsari	 to	use	 their	 Synergy	ability
for	1	ki	point	less	than	normal.
Aura	 of	 Virility	 -	Has	 been	 replaced	 by	Shared	 Burden,
which	allows	the	samsari	to	grant	a	dying	creature	advantage
on	 death	 saving	 throws,	 at	 the	 cost	 of	 making	 their	 own
saving	throws	with	disadvantage.
Shared	 Burden	 -	 This	 has	 been	 replaced	 with	Take	 the
Pain,	 which	 allows	 the	 samsari	 to	 take	 on	 harmful
conditions	from	a	target.

Equipment
Weapons

The	poison	knife	is	now	a	martial	weapon.
The	elemental	sword's	power	has	been	toned	down,	and	can
no	longer	be	used	for	two-weapon	�ighting.

	

Customization
Feats

Feats	 have	 been	 completely	 overhauled.	 Many	 feats	 have
been	 removed,	 and	 the	 entire	 concept	 of	 feat	 chains	 have
been	 removed.	 While	 I	 appreciated	 the	 goal	 they	 were
working	toward	when	this	work	was	originally	written,	they
simply	don't	�it	well	with	5e's	design	philosophy.
All	 feats	 that	 grant	 special	 types	 of	 lacing	 still	 have
prerequisites,	 but	 no	 feat	 requires	 another	 feat	 as	 a
prerequisite.

Lacing
Like	 feats,	 forms	 have	 been	 completely	 overhauled	 and
rewritten.
Forms	have	been	split	from	3	levels	into	5	levels.	This	allows
more	 variability	 in	 the	 amount	 of	 ki	 required,	 and	 have
allowed	 forms	 to	 be	 split	 to	 better	 suit	 their	 power	 levels.
Many	 minor	 text	 �ixes	 throughout	 the	 book	 have
accompanied	this	change.
All	forms	have	been	reworked	and	rewritten	to	�it	into	the	5-
level	structure.
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Appendix F: Art Credits

T
he	 incredible	 cover	 art	 was	 does	 by	 Ctreuse109,
who	 has	 worked	 on	 the	 covers	 for	 all	 of	 my
homebrew	projects.	Ctreuse's	work	is	phenomenal,
and	I	couldn't	be	happier	about	the	design	process
and	working	together	or	with	the	�inished	product.
Ctreuse's	 style	brings	 a	 lot	 to	 this	project	 that	 just
wouldn't	 be	 there	 otherwise,	 and	 deserves	 all	 the

praise	for	bringing	those	characters	to	life.
All	 art	 credits	 for	 the	book	are	 listed	below	 in	page	order,	 and

includes	both	 the	piece	 and	where	 it	was	pulled	 from,	 as	well	 as
the	artist.	All	images	below	are	stock	images	which	were	licensed
for	this	project.

	 Cover	—	Incarnate	~	Ctreuse109
p.	 003	 —	 fantasy	 forest	 with	 colorful	 trees,landscape	 digital
painting	~	grandfailure
p.	 004	 —	 woman	 in	 �lower	 �ields	 next	 to	 red	 castle	 and
mountain,illustration	painting	~	grandfailure
p.	005	—	ドラクエっぽいRPGのヒーローシルエット 	 ~
actionplanet
p.	005	—	旅をするアジア女性のイラスト	~	actionplanet
p.	005	—	女暗殺者のシルエット	~	actionplanet
p.	006	—	お寺	~	nancy10
p.	007	—	young	man	standing	against	ancient	temple	with	red
lights,illustration	painting	~	grandfailure
p.	008	—	Chinese	style	fantasy	scenes.	~	liuzishan
p.	009	—	boy	 running	and	holding	up	colorful	 smoke	 �lare	on
dark	background,illustration	painting	~	grandfailure
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NextMars
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the	hill	~	Alexandra	Petruk

	

p.	027	—	 the	man	walking	 in	 beautiful	 forest	 with	 digital	 art
style,	illustration	painting	~	grandfailure
p.	 028	 —	 calling	 of	 the	 dragon,magician	 summoning
monster,sorcerer	casts	a	spell	~	grandfailure
p.	029	—	moon	~	juanjo
p.	030	—	 Chinese	martial	 arts-Kung	 fu	 Awaiting	 validation	 ~
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p.	031	—	Geisha	~	Stefan
p.	 032	 —	 Fantasy	 warrior	 armored	 woman	 attack	 with	 �ire
chains	action	illustration.	~	breakermaximus
p.	032	—	�ire	works	sword	isolated	on	black	~	foxaon
p.	033	—	Meditation	power	~	rafo
p.	033	—	Sahasrara	chakra.	Sacred	Geometry.	One	of	the	energy
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yoga.	Watercolor.	Raster	copy.	~	aksiniya
p.	 034	 —	 Creative	 Illustration	 and	 Innovative	 Art:	 Ancient
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p.	037	—	Yin	And	Yang	Fire	Water	Hand	~	Comfreak
p.	038	—	Chakra	Spheres	~	Dirk	Czarnota
p.	039	—	Temple	sunset	house	landscape	~	Dirk	Czarnota
p.	040	—	Road	town	old	town	black	white	~	Unknown
p.	041	—	Christmas,	snow	~	darkmoon1968
p.	041	—	Ice	Crystal	Ice	Form	Frost	~	geralt
p.	042	—	Handcuffs	Bondage	Constraint	~	OpenClipart-Vectors
p.	043	—	Okefenokee	Swamp,	Swamp	Trees	~	12019
p.	044	—	Fruits,	Vegetables,	Artichoke,	Banana	~	OpenClipart-
Vectors
p.	045	—	Armor	Dragon	Helm	Helmet	~	werner22brigitte
p.	 046	 —	 Medieval	 Knight	 Armor	 Helmet	 ~	 OpenClipart-
Vectors
p.	047	—	Лиса	кицуне	в	кимоно	и	с	восточным	зонтиком	~
gekata1989
p.	048	—	Landscape	Clouds	Mountain	Lake	~	DasWortgewand
p.	049	—	Water	Architecture	Colorful	Church	~	tyler	hendy
p.	050	—	illustration	painting	of	night	landscape	with	glowing
tree	~	grandfailure
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~	grandfailure
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background,illustration	painting	~	grandfailure
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p.	061	—	Fire	Hot	Instagram	Burn	~	Tierney
p.	063	—	Fractal	Light	Light	Fractal	Fire	~	darksouls1
p.	065	—	Fireball	Ring	of	Fire	Fire	Burn	~	Free-Photos
p.	066	—	a	red	cloak	sorcerer	�lying	in	the	air,	the	moon	above
top	of	mountain,	digital	art	illustration	painting.	~	thanawong
p.	068	—	man	jumping	up	from	lot	of	colorful	balls,illustration
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p.	070	—	Sunset	Cloud	Meditation	Buddhism	~	geralt
p.	072	—	Fantasy	Beautiful	Dawn	Sunset	Sky	~	peter_pyw
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grunge,illustration	painting	~	grandfailure
p.	076	—	man	with	magic	spear	makes	a	swirling	sea	in	the	sky,
digital	art	style,	illustration	painting	~	grandfailure
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p.	077	—	Fish	shoal	under	the	sun	~	Matt	Kieffer
p.	081	—	Landscape	Brook	Running	Frozen	~	ErnstbeJ
p.	082	—	Woman	 reading	 and	 surrounded	 by	 waves	 ~	 Kevin
Carden
p.	084	—	night	scenery	of	man	standing	in	swamp	with	�ire�lies
and	 full	 moon	 on	 background,illustration	 painting	 ~
grandfailure
p.	087	—	World	 collapse,	 doomsday	 scene,	 digital	 painting.	 ~
liuzishan
p.	088	—	boy	standing	on	the	edge	of	the	cliff	looking	at	eclipse
and	 rocks	 �loating	 in	 the	 sky,	 digital	 art	 style,	 illustration
painting	~	grandfailure
p.	 090	 —	 The	 Mystery	 Buddhist	 Sanctuary,	 a	 Holy	 Place	 in
Forest	 Valley.	 Video	 Game's	 Digital	 CG	 Artwork,	 Concept
Illustration,	Realistic	Cartoon	Style	Background	~	NextMars
p.	093	—	Mesa	Verde	National	Park	America	~	dassel
p.	096	—	Aztec	temple	~	Christopher
p.	097	—	Balanced	Rock	Landscape	Geology	~	skeeze
p.	098	—	man	standing	on	a	rock	in	the	world	without	gravity,
digital	art	style,	illustration	painting	~	grandfailure
p.	099	—	Cartoon	 illustration	 of	 a	warrior	 girl	 blasting	magic
power	attack	to	women	witch	and	sorcerer	in	Japanese	manga
fantasy	concept.	~	gow27
p.	101	—	man	training	karate	~	diavolessa
p.	104	—	Landscape	Boy	Grass	Turtle	~	Comfreak
p.	105	—	Fantasy	Dragon	Creature	Fairy	~	Lilawind
p.	106	—	Lair	 of	 the	 Sea	 Serpent	~	Elihu	 Vedder,	 gift	 of	 Mrs.
Harold	G.	Henderson,	1976
p.	107	—	Werewolf	Wolf	Monster	Creature	~	Viergacht
p.	 108	—	 Orca	 Killer	Whale	Whale	 Fish	 Ocean	 ~	 Clker-Free-
Vector-Images
p.	109	—	The	Questing	Beast	~	Arthur	Rackham
p.	110	—	Wild	Boar	Pig	Animal	Wildlife	~	azazelok
p.	 111	 —	 Sarcastic	 fringehead	 (Neoclinus	 blanchardi)	 ~
Wikistudent348
p.	112	—	Owl	Metallizer	Art	Glass	Factory	~	2497381
p.	114	—	young	woman	and	 impala	 looking	at	 each	other,	 the
legendary	animal	with	light	horns	in	the	snow,	digital	art	style,
illustration	painting	~	grandfailure
p.	115	—	Face	Woman	Mask	Hand	Stress	~	geralt
p.	116	—	Phoenix-Fabelwesen	~	Friedrich	Justin	Bertuch
p.	117	—	A	 bison	walking	 in	 the	 snow	 towards	 you.	 ~	 Bryan
Minear
p.	118	—	Stone	statue	of	a	Chinese	guardian	lion	at	Mount	Emei
in	China	~	Chris	Feser
p.	 119	 —	 The	 head	 of	 an	 ant	 seen	 very	 close	 up.	 ~	 Steve
Jurvetson
p.	120	—	Mole	Nature	Animals	Molehills	~	Beeki
p.	121	—	Eye	of	Aspic	Viper	(Vipera	aspis	zinnikeri)	~	Bernard
DUPONT
p.	 122	—	 Artist	 rendition	 of	 a	 Grootslang	 or	 Grote	 Slang	 (in
Afrikaans)	 a	 mythical	 creature	 from	 South	 Africa.	 ~	 Jeff
McArthur
p.	123	—	Sirin	and	Alkonost	–	Birds	of	Joy	and	Sorrow.	~	Viktor
Mikhailovich	Vasnetsov
p.	124	—	Vampire	Bat	Horror	Halloween	~	Capri23auto
p.	125	—	Fantasy	Creepy	Doll	Skull	Root	~	kellepics
p.	 126	—	 Kamaitachi	 (the	 slashing	 sickle-weasel	 that	 haunts
the	mountains)	~	from	Kyōka	Hyaku	Monogatari

	
p.	127	—	Panda	Bear	Japan	Animal	Cute	~	Imagine_Images
p.	128	—	Erinaceus	europaeus,	European	hedgehog	~	Charles-
Philibert	 de	 Lasteyrie,	 out	 of	 the	 Histoire	 Naturelle	 des
Mammifères,	T.III
p.	129	—	Mandrake	Plant	Root	Character	~	eriktx
p.	130	—	Moon	Deer	Sky	Animal	Silhouette	~	Firas_Samir
p.	131	—	dragons	Figure	Statue	Chinese	~	strecosa
p.	 132	 —	 zombie	 crowd	 walking	 at	 night,halloween
concept,illustration	painting	~	grandfailure
p.	133	—	Qilin	~	Carnat	Joel
p.	134	—	Sky	Wolf	~	XxHigh�irexX
p.	135	—	A	Christian	Martyr	Drowned	in	the	Tiber	During	the
Reign	of	Diocletian	~	Paul	Delaroche
p.	137	—	fantasy	scenery	of	man	on	boat	looking	at	the	jumping
glowing	 green	 whale	 in	 the	 sea,	 digital	 art	 style,	 illustration
painting	~	grandfailure
p.	138	—	Seagull	Sea	Gull	Bird	Fly	Flying	~	ataribravo99
p.	139	—	the	giant	owl	and	its	owner	standing	on	a	branch	in
night	forest	with	green	sky,	digital	art	style,	digital	illustration	~
grandfailure
p.	140	—	mole-star-nosed-4	~	Brandon	Motz
p.	141	—	Dinokonda	Snake	monster	Creature	~	Rachaelmarie
p.	142	—	dark	 fantasy	 concept	 showing	 the	 boy	with	 a	 torch
facing	 giant	 spider	 in	 mysterious	 forest,	 digital	 art	 style,
illustration	painting	~	grandfailure
p.	144	—	Shabti	of	Seniu	~	Metropolitan	Museum	of	Art
p.	145	—	Shabti	23d-26d	(RMO,	Leiden)	~	rob	koopman
p.	146	—	Dark	Light	Skittish	Nature	Deer	~	photos_pixels
p.	147	—	Japanese	Paper	Dolls	Karuta	~	rumpleteaser
p.	148	—	Dog	Animal	Domestic	Animal	Doggie	~	Gorkhs
p.	149	—	Ermine	White	Summer	Winter	~	iirliinnaa
p.	149	—	Fish	Koi	Carps	Carp	Black	Ink	East	~	monstreh
p.	150	—	Otter	~	Shelly	ʕ•ᴥ•ʔ
p.	151	—	Octopus	 Sketch	Drawing	 Squid	~	Clker-Free-Vector-
Images
p.	152	—	Alligator	 Reptile	 Animal	 Angry	~	Clker-Free-Vector-
Images
p.	154	—	Alligator	 Reptile	 Animal	 Angry	~	Clker-Free-Vector-
Images
p.	155	—	Koi	Carp	Fish	~	kacsoeszti
p.	156	—	Rhinoceros	Wild	Horn	Animal	Mammal	~	Clker-Free-
Vector-Images
p.	157	—	Vintage	Antique	Art	Bear	~	PublicDomainPictures
p.	158	—	Rhynocéros	Insect	Beetles	Beetle	~	Painter06
p.	163	—	Hell	tornado	~	Ig0rZh
p.	164	—	Magic	Yoga	-	Moonlight	Meditation	~	Detelina	Petkova
p.	167	—	Illustration:	The	girl	 lost	 in	dark	forest.	Monster	will
eat	her	at	any	time.	Just	in	the	moment,	she	found	the	mystery
book	shinning	in	a	tree	hole.	-	Realistic	/	Fantastic	Scene	Design
~	NextMars
p.	 172	 —	 the	 castaway	 man	 standing	 on	 island
beach,illustration	painting	~	grandfailure
p.	 175	 —	 illustration	 painting	 of	 king	 walking	 through	 sea
beach	next	to	fantasy	castle	in	background	~	grandfailure
p.	 177	 —	 �ire	 and	 water	 -	 yin	 yang	 concept	 -	 tao	 symbol	 ~
Romolo	Tavani
Page	 Borders	 —	 Victorian	 Art	 Deco	 Corner	 Border	 ~
rebeccaread
Page	 Borders	 —	 Victorian	 Art	 Deco	 Frame	 Border	 ~
rebeccaread
Page	 Borders	 —	 Victorian	 Art	 Deco	 Corner	 Border	 ~
rebeccaread
Page	 Borders	 —	 Victorian	 Art	 Deco	 Corner	 Frame	 ~
rebeccaread
Page	 Borders	 —	 Victorian	 Vine	 Art	 Deco	 Corner	 ~
rebeccaread
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