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NightsnareThe nightsnare is a cruel fey creature that slipped into Everden 
through the weak veil between dreams and reality in the Pearl 
Caves. It lurks in the cavern that was once the shrine of Temik 
the Dreamer. Its narrow head rests at the end of a long, flexible 
neck, allowing it to hunt for living creatures in tight spaces.  
As a creature of dreams, its appearance shifts to inspire terror 
in beholders, but it always has far too many teeth. This power-
ful fey warps the reality around it, bringing dream logic into 
the waking world and making the rules governing spaces and 
distances flimsy and bendable. The nightsnare likes to eat the 
minds of the creatures it traps before devouring their bodies. It 
is a patient creature. The nightsnare knows that by occupying 
a sacred site, heroes will come to it and be easy hunting.lair actionS

In its lair, the nightsnare is able to reach through the weakness 
in the veil between dreams and the waking world to draw 
forth terrible things. On initiative count 20 (losing initiative 
ties), the nightsnare takes a lair action to cause one of the 
following effects; the nightsnare can’t use the same effect two 
rounds in a row.  l The nightsnare targets a creature it can see within 60 

feet of it and summons forth one of its nightmares. The 
nightmare uses the statistics of a sea hag, but its appear-
ance reflects the fears of the target. The nightsnare can’t 
summon more than 3 nightmares at one time, and all the 
nightmares vanish when the nightsnare is defeated. 

 l Until initiative count 20 on the next round, any human-
oids that can see the nightsnare must succeed on a DC 16 
Charisma saving throw or have their speed reduced to 0 
until the end of its next turn.  l The geography of the lair shifts. Each creature the 

nightsnare can see must make a DC 16 Charisma saving 
throw. On a failed save, a target is teleported to an unoccu-
pied space the nightsnare can see.

regional effectS The nightsnare’s presence transforms its lair into a waking 
nightmare causing any of the following effects:
 l Within 10 miles of the lair, creatures sleep poorly, plagued 

by nightmares. 
 l Creatures within 1 mile of the lair have disadvantage on 

Wisdom (Perception) checks as they see things that are not 
there moving in shadows. l Divination spells targeting the lair do not show reality, but 

the spell caster’s worst fears of what might be in the area.

Nightsnare large fey, chaotic evilaArmor Class  18 (natural armor)
Hit Points  195 (26d10 + 52)Speed  30 ft., swim 40 ft.a

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 16 (+3) 18 (+4) 20 (+5) 22 (+6)
aSaving Throws Dex +9, Con +8, Int +9, Cha +11

Skills Deception +11, Insight +10, Intimidation +11, 
Perception +10
Damage Immunities psychic; bludgeoning, piercing, and 

slashing from nonmagical attacksCondition Immunities charmed, frightened
Senses blindsight 30 ft., darkvision 120 ft., passive 
Perception 20
Languages all, telepathy 120 ft. Challenge 15 (500,000 XP)aAmphibious. The nightsnare can breathe air and water.

Creature of Darkness. The nightsnare can’t use its 

legendary actions or lair actions while it is in sunlight.
Legendary Resistance (3/Day). If the nightsnare fails a 

saving throw, it can choose to succeed instead.Actions
Multiattack. The nightsnare uses its Morbid Snare and 

makes two Bite attacks. Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one 

creature. Hit: The target takes 20 (3d10 + 4) piercing 

damage plus 21 (6d6) psychic damage. 
Morbid Snare. The nightsnare targets up to six creatures 

within 120 feet of it that can see it. Each target must 

succeed on a DC 19 Charisma saving throw or become 

charmed by the nightsnare. While charmed in this way, 

a creature must use its movement to move toward the 

nightsnare and can’t willingly move away from the 

nightsnare. 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 

nightsnare's Morbid Snare for the next 24 hours.
Nightmare Wave (Recharge 5–6). The nightsnare releases 

a pulse of dark energy in a 40-foot radius centered on 

itself. Each creature in the area must make a DC 19 
Charisma saving throw, taking 22 (5d8) force damage plus 

24 (7d6) psychic damage and being pushed 15 feet away 

from the nightsnare on a failed save, or take half as much 

damage and not being pushed on a successful one. 
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PEXIAN TRAITS
Ability Score Increases. Increase one ability score by 2 and 
another ability score by 1. To play a typical cave pexian, 
choose Charisma and Dexterity. To play a typical swamp 
pexian, choose Strength and Wisdom.

Alignment. Pexian’s changeable nature leads them toward 
chaotic alignments as they easily adopt varying points of view. 

Speed. Your base walking speed is 30 feet. You have a swim 
speed equal to your walking speed. 

Age. Pexians are slow to reach maturity, reaching adult-
hood at 25. They can live up to 100 years. All pexians begin 
life as cave pexians. 

Size. Cave pexians stand around 3 to 4 feet tall on their 
hind legs or 4 to 5 feet tall on their tails. Swamp pexians are 
typically taller and broader, reaching heights of around 5 and 
½  to 6 feet. Your size is Medium.

Amphibious. You are able to breathe both air and water.
Regeneration. You are able to regenerate your body to heal 

wounds and restore lost limbs, though the process is taxing. 
As an action, you can enter a regenerative state, which lasts for 
one hour. During this time, you restore a number of hit points 
equal to your proficiency bonus every 10 minutes. While in 
your regenerative state, you can regrow lost limbs, but take a 
level of exhaustion for each body part regrown in this way. You 
are incapacitated while in your regenerative state but can end 
it at any time as a bonus action. Once used, this feature can’t 
be used again until you complete a long rest.

Languages. You can speak, read, and write Pexian and 
one other language. You can understand Aquan, but you 
can’t speak it.

Origin. Choose either the swamp pexian or cave pexian 
origin option.

Cave Pexians
Cave pexians are inspired by the juvenile forms of axolotls and 
olms. They have smooth skin and brightly colored frills. Cave 
pexians have a wide range of vibrant skin tones, including 
pink, gold, and luminescent green.

Soft Body. Your pliable body can fit into places most 
others can’t. You can fit through an opening as narrow as 1 
foot wide without squeezing.

Swamp Pexian Transformation. You can choose to 
become a swamp pexian by carrying out a ritual that takes 
24 hours to complete. At the end of this ritual, you lose your 
cave pexian traits and gain the swamp pexian traits. When you 
make this shift, you can change one or both of your choice of 
Ability Score increases that you made at 1st level.

Tail and Feet. Your long, thick tail can support your body 
weight, as well as the weight of any carried equipment, as long 
as you are unencumbered. You can spend 10 feet of movement 
to stand on your tail or dismount from it. While standing on 
your tail, your speed becomes 0, but you can use your feet 
with a bonus action to interact with objects, quaff a potion, 
make a Dexterity (Sleight of Hand) check, or retrieve an item 
from your bag. When you engage in two weapon fighting and 
make a melee weapon attack using your feet, you can add your 
ability modifier to the damage of the second attack.

Swamp Pexians
Swamp pexians are inspired by the adult form of axolotls as 
well as other salamanders and newts. They tend towards builds 
that are bulky and powerfully muscled. Swamp pexians are 
less brightly colored than their cave pexian kin and have rough 
skin in shades of green, brown, and grey, though their head 
and tail frills are often vibrant shades of orange, red, or blue.
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Cave Pexian Concept Art.
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In this month’s playtest, we’re diving deep into the webpaw mustels. These otter-inspired folk are the water-loving 

counterparts of the brightfang and longdance mustels that we playtested last year, who will be appearing in their final form 

in Humblewood: Beyond the Canopy. We’ve made some changes to the base mustel species for the book based on the 

playtesting, which are reflected here. 

The second part of the playtest takes you to the floating city of Patternraft. Explore a settlement that shifts and changes as its 

residents come and go on their ships. 

The final part introduces the Seaborn background, which lets you play as someone who grew up with the sea as your playground.

Let us know what you think about this content here: https://forms.gle/Aktku5uQFA9P2REv5

Mustel, Webpaw
mustel, webpaw

Webpaw mustels are folk who resemble otters. Their long 

bodies, webbed hands and feet, and slick fur make them 

powerful swimmers, as comfortable in the water as they are on 

the land. Like all mustels, webpaws have strong jaws that can 

deliver a crushing bite. 

Water Wanderers
The origin myth of the webpaws involves three mustel siblings 

who lived on land, named Su, Thu, and Femu. The middle 

sibling, Thu, was fascinated by the light of the full moon 

reflected on the water that formed a glittering road over the 

horizon. They longed to see what lay at the end of it, but they 

were reluctant to leave their siblings alone on the land and face 

the trials of the sea alone. Thu knew that their siblings were 

happy on the land, and so hid their dream. But Su and Femu 

saw through Thu’s deception and recognized their longing. 

They went to Ranzang, patron of the mustels, and asked him 

to give Thu the shape and skills needed to explore the water. 

Ranzang, seeing the bonds between the siblings were strong 

enough to stretch across the entire ocean, agreed. He trans-

formed Thu into the first webpaw mustel, thickening their 

fur to keep them dry and giving them strong webbed paws to 

swim through the turbulent waters. In gratitude, Thu swore an 

oath that they would venture out and someday return to tell 

Su and Femu what lay over the water. In some versions of the 

tale, Thu is still exploring as they haven’t yet discovered all of 

the water’s deep secrets. 

Today, many webpaws live on the seas or close to rivers as 

they carry a strong connection with water. Seafaring webpaws 

roam far and wide across the oceans of Everden, visiting many 

lands, while others navigate up and down rivers, particularly 

in Esden. Webpaw vessels are recognizable by the paw-shaped 

cleats along their sides, which allow them to securely moor  

up as part of flotilla settlements, such as the floating city  

of Patternraft. 
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Webpaw Mustel 
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https://forms.gle/PrnkjsfqLaaX667s9
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Join our Discord server!
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Get your claws dirty with this month’s Patreon release, featuring the mole-like talpo! The talpo are a hardy species who live 
deep underground, building expansive burrows and tunnel networks with their keen engineering talents. Accompanying 
the talpo is a new fight subclass: the Workhand! Wield your tools like weapons and turn your crafting skills into combat 

prowess!
Let us know what you think about this content here: [https://forms.gle/PrnkjsfqLaaX667s9] 

New Race: Talpo
new race talpo

Strong As Diamond
The talpos follow a version of the amaranthine Altus, who they 
portray as a brawny mole with claws made of diamond. They 
believe that this incarnation carved the talpos from solid rock, 
instilling them with Altus’s resilience and tenacity. 

To show reverence to Altus, many talpos carry an uncut 
diamond and use it to etch Altus’s mark into solid rock in 
their homes and mines.

Life Underground
More than any other folk in Everden, talpos are the most 
comfortable and most adapted to living beneath the earth. 
Their homes and cities are almost exclusively subterranean, 
often deeper than the deepest burrows of other subterranean 
species.Their tunnel systems go for miles, and they travel along 
the longer stretches in wagons pulled by large beetles.

Talpo settlements protect access to their tunnels, though 
they recognize the usefulness and will sometimes offer passage 

to travelers for a fee. Some settlements who live on the surface 
above talpo tunnels are uncomfortable with the presence of 
the earth being dug up beneath them. To put those folk at 
ease, talpos will sometimes give tours of their tunnels to show 
that they are safe and sound.

Industrial Minds
The talpo have become known for their engineering skills, 
building mechanical devices at large scale to help them dig 
better and better tunnels. Unlike the scrappy scoungecraft of 
the mapach or the elementally-driven gadgets of the Fizzar, 
talpo machinery is driven purely by carefully constructed 
gears, wheels and levers. There is currently an undertaking in 
progress to replace the wagon and beetle tunnel transports 
with a system of more efficient rails.

Recently, talpo engineers have begun research into ways to 
harness the natural heat of the earth to power their machines, 
to varying degrees of success. 
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Talpo Names 
Talpo have names that are as short and sturdy as they are.

Female names: Aelga, Crett, Firmi, Jorga, Limbi, Nebs, 
Pressa, Storli, Umbra, Wonda

Male names: Bunk, Drim, Grodd, Klem, Morg, Ongo, Quaz, 
Rokko, Trumm, Velb

Neutral names: Alga, Clima, Elbhi, Fayl, Hebba, Jayi, Lore, 
Noda, Plem, Sello

SPECIES TRAITS
Ability Score Increases. Increase one ability score by 2 and 
another ability score by 1. To play a typical dirtsnout talpo 
choose Strength and Wisdom. To play a typical starsnout talpo 
choose Charisma and Strength.

Speed. Your base walking speed is 30.
Age. Talpo reach adulthood at 20, and their resilient nature 

gives them an above average lifespan, living sometimes to be 
95-100 years old. 

Size. Most talpo are on the shorter side, coming in 
between five and five-and-a-half feet tall. Your size is Medium.

Born To Dig. You have a burrowing speed of 20 feet. 
Anything that increases your movement speed also increases 
your burrowing speed.

Claws. Your powerful fore-claws can work as weapons 
in a pinch. You can choose to attack with your claws as an 
unarmed strike that deals 1d6 points of slashing damage, 
which can be calculated using either your Strength or 
Dexterity modifier for both the attack roll and damage bonus. 
 

Darkvision. You have darkvision out to 60 feet.
Efficient Breathers. The number of minutes you can hold 

your breath and the number of rounds you can go without air 
is doubled.

Languages. You can speak, read, and write Birdfolk and 
can read and write in the tunnel glyph language of the talpos.

Lineage Options. You can choose the Dirtsnout or 
Starsnout lineage option.

Dirtsnout
Inspired by european moles, the dirtsnout talpos are the most 
comfortable underground, able to navigate the dark with ease.

Deep Detection. You have tremorsense out to 10 feet and 
you always know what way is north regardless of how deep 
below ground you are.

Strong Hands. You have proficiency in athletics and your 
choice of jeweler’s tools, mason’s tools or potter’s tools. 

Starsnout
Inspired by star-nosed moles, starsnout talpos have a uniquely 
flared snout that makes them particularly good at sniffing out 
poisons, plants and even other’s feelings.

Empath. You have proficiency with the Insight skill.
Sensitive Nose. You can cast detect poison and disease as 

a 1st level spell with this trait, and regain the ability to do so 
when you finish a long rest. When you reach 3rd level, you 
can cast locate animal or plants as a 2nd level spell with this 
trait, and regain the ability to do so when you finish a long 
rest. Charisma is your spellcasting ability for these spells.
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Fighter Archetype
fighter archetype

WORKHAND
You may be a retired soldier who took up a hammer and anvil, 
or simply a carpenter who has had to take up arms to defend 
what is right. Either way, you’ve learned to use the tools of 
your trade as hearty weapons, pushing them to their limits 
in combat. Wielding mallets and scissors as implements of 
battle also causes your foes to put their guards down around 
you, as no one suspects the smith with only a toolbelt to be 
fully armed.

Bonus Proficiencies
Beginning when you choose this archetype at 3rd level, 
you gain proficiency with your choice of carpenter’s tools, 
mason’s tools or smith’s tools. You also gain proficiency with 
improvised weapons.

Ready For Anything
Additionally at 3rd level you’ve learned how to use your tools 
as weapons in combat. During a Short or Long Rest, you can 
prepare a set of tools you are proficient with for battle to be 
used as one of the following:

	l Two improvised melee weapons that do 1d6 piercing 
damage and have the light and finesse properties.

	l An improvised melee weapon that does 1d10 bludgeoning 
damage and has the two-handed and heavy properties.

Strong Arms, Light Work
Starting at 7th level, your skill with your tools in combat pays 
dividends when crafting with them as well. When crafting 
non-magical items with tools you are proficient with, the time 
required to craft them is quartered (ex. A project that would 
normally take eight hours would only take two.)

Improved Tools
At 10th level, you have learned how to use your tools in 
ways far beyond how they were designed to be used. You can 
prepare your tools as one of the following upgraded options:

	l Four improvised melee weapons that do 1d8 piercing 
damage and have the light, finesse and thrown (range 
20/60) properties.

	l An improvised melee weapon that does 1d12 bludgeon-
ing damage and has the two-handed, heavy and reach 
properties.

Additionally, when you deal damage with an improvised 
weapon, you can add your proficiency bonus to the 
damage roll.

Craftsman’s Shield
Starting at 15th level, your tools don’t just arm you, but also 
protect you. While wielding tools you are proficient with, 
you gain the benefits of a shield without needing a free hand 
to use it. 

The Flurry of Creation
At 18th level, when you use your action to attack with your 
tools, you can make one weapon attack as a bonus action.
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