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T
his appendix explores a number of options that 
can help you run encounters and adventures 
in Blackclaw Mountain. Use these tools as a 
way to shape and share stories that show o# 

the in$nite depths of the mountain and the mysteries 
contained within it. You can use these tools while 
running any of the ten adventures in this book or 
when building your own adventures in the mountain.

Expanding the Journey
!e ten adventures in this book each include a journey 
from Deepdelver’s Enclave to the primary location 
of the adventure. You can expand or condense the 
representation of this journey depending on the pace 
of the adventure and the time you have to run it. 
!ese journeys typically include navigating natural 
passageways, traversing underground rivers, scaling 
the walls of deep ri%s, and exploring the ancient ruins 
within the mountain.
 !is chapter presents a number of interesting 
locations, fantastic features, and potential encounters 
the characters might stumble into during their 
journeys. !ese encounters can open up interesting 
opportunities for roleplaying, exploration, or combat. 
Using such encounters randomly can help add a 
unique edge to any adventure, creating situations and 
scenarios that might surprise even you.

BLACKCLAW MOUNTAIN 
GAMEMASTER’S TOOLKIT
Blackclaw Mountain holds mysteries as endless as the imaginations of those who dare to explore it.

APPENDIX B

 !e way in which you use the locations, features, 
e#ects, and encounters in this chapter gives you a 
way to increase or decrease the amount of time an 
adventure takes, or to increase or decrease the pace 
and challenge of the adventure. Use these options to 
help you build the story you want to build.

SHORT SESSIONS

For sessions taking roughly two to three hours, you 
can describe a location through which the characters 
travel without having them run into any creatures. For 
example, they might come upon an abandoned goblin 
ruin surrounding a strange angelic statue. !ough they 
$nd no actual creatures there, the characters might 
uncover a secret or clue while studying the statue. 
Such a scene usually takes about ten minutes to run. 

LONGER SESSIONS

If you’re running a session of three to four hours or 
longer, you might expand a location with one of the 
encounters from the “Blackclaw Encounters” section 
below. Each encounter can o#er opportunities for 
roleplaying, combat, or exploration. Such a scene 
usually takes from thirty to sixty minutes to run, 
depending on how hard the encounter is and how long 
the players spend at the location.
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LOCATIONS IN BLACKCLAW

Limitless caverns, tunnels, and chambers $ll 
Blackclaw Mountain. You can roll on the Blackclaw 
Locations table to quickly set up a new location for 
the characters to pass through, or use the table for 
inspiration to develop locations of your own. 

BLACKCLAW LOCATIONS

!"# >ŽĐĂƟŽŶ �ĞƐĐƌŝƉƟŽŶ
! "#$%&'#(( ��ƚĂůů�ǁĂƚĞƌĨĂůů�ĞƌƵƉƚƐ�ĨƌŽŵ�ƚŚĞ�ƌŽĐŬ�ǁĂůů�ƚŽ�ĨĂůů�ƚŽ�Ă�ƉŽŽů�Žƌ�ƌŝǀĞƌ͘

) >ĂƌŐĞ�ƌŝŌ ��ůĂƌŐĞ�ĐƌĂĐŬ�ŝŶ�ƚŚĞ�ƐƚŽŶĞ�ŇŽŽƌ�ŽĨ�ƚŚŝƐ�ĂƌĞĂ�ůĞĂĚƐ�ĚŽǁŶ�ŝŶƚŽ�ĚĂƌŬŶĞƐƐ͘

* �ŶĐŝĞŶƚ�ƌƵŝŶ +,%-.%/$,0-1'-$,%-2134$#54-,5.%-#4-13$/10$-1'-$,%-6&.%&-1'-$,%-",5$%-7348-#-$%2/(%-$1-
ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ�Žƌ�ƚŚĞ��ůĂĐŬ�^ƚĂƌ͕ �Ă�ƉƌŝŵŝƟǀĞ�ƐĞƩůĞŵĞŶƚ�ĞƐƚĂďůŝƐŚĞĚ�ŝŶ�ĂŶĐŝĞŶƚ�ĐĂǀĞƐ͕�Žƌ�ĂŶ�
ĂďĂŶĚŽŶĞĚ�ŬŽďŽůĚ�ŵŝŶŝŶŐ�ĞǆƉĞĚŝƟŽŶ͘

9 :140$&130-(#5& EĂƚƵƌĂů�ĐĂǀĞƌŶƐ�ŐŝǀĞ�ǁĂǇ�ƚŽ�ƚŚĞ�ůĂŝƌ�ŽĨ�ĂŶ�ƵŶĚĞƌŐƌŽƵŶĚ�ŵŽŶƐƚĞƌ�ƐƵĐŚ�ĂƐ�Ă�ďƵůĞƩĞ͕�ĐŚŝŵĞƌĂ͕�
ƐƉŚŝŶǆ͕�Žƌ�ĚƌĂŐŽŶ͘

; <4.%&=&134.-(#>% ��ůĂƌŐĞ�ůĂŬĞ�ŚŝĚĞƐ�ĂŶĐŝĞŶƚ�ŵǇƐƚĞƌŝĞƐ�ŝŶ�ŝƚƐ�ďůĂĐŬ�ĚĞƉƚŚƐ͘

? @#&=%-054>,1(% ��ĐŽůůĂƉƐĞĚ�ĐĂǀĞƌŶ�ŇŽŽƌ�ŽƉĞŶƐ�ƵƉ�ƚŽ�Ă�ƐŚĂŌ�ůĞĂĚŝŶŐ�ĚŽǁŶ͘

A �ŚĂƌŶĞů�Ɖŝƚ dŚĞ�ďŽŶĞƐ�ŽĨ�ĐƌĞĂƚƵƌĞƐ�ďŽƚŚ�ŚƵŵĂŶŽŝĚ�ĂŶĚ�ŵŽŶƐƚƌŽƵƐ�Įůů�Ă�ĚĞĞƉ�Ɖŝƚ͘

B hŶĐŽǀĞƌĞĚ�ďƵƌŝĂů�ĐĂŝƌŶ dŚĞ�ĐĂŝƌŶ�ŽĨ�Ă�ƉƌŝŵĞǀĂů�ŚĞƌŽ�ŚĂƐ�ďĞĞŶ�ƌĞǀĞĂůĞĚ�ďǇ�ƌĞĐĞŶƚ�ĞǆƉůŽƌĞƌƐ͘

C D#&>-.&35.5E-E5&E(% ��ĐŝƌĐůĞ�ŽĨ�ďůĂĐŬ�ŵĞƚĂů�ƚƌĞĞƐ�ĐŚĂŶŶĞůƐ�ĚĂƌŬ�ŶĂƚƵƌĞ�ŵĂŐŝĐ͘

!F �ŽůůĂƉƐĞĚ�ĐĞŝůŝŶŐ ��ůĂƌŐĞ�ŵŽƵŶĚ�ŽĨ�ƐŚĂƩĞƌĞĚ�ƌŽĐŬ�ƌŝƐĞƐ�ƵŶĚĞƌŶĞĂƚŚ�ĂŶ�ŽƉĞŶ�ƐŚĂŌ�ĞǆƚĞŶĚŝŶŐ�ŚŝŐŚĞƌ�ƵƉ�ŝŶƚŽ�
ƚŚĞ�ŵŽƵŶƚĂŝŶ͘

!! G1H(5415.-(#5& dǁŝƐƚĞĚ�ĐĂǀĞƐ�ĂŶĚ�ŵĂŬĞƐŚŝŌ�ƐƚŽŶĞ�ŚŽǀĞůƐ�ŵĂƌŬ�ƚŚĞ�ĞǆƚĞŶƚƐ�ŽĨ�Ă�ŐŽďůŝŶ�ǁĂƌƌĞŶ͘

!) �ŚĂƐŵͲƐƉĂŶŶŝŶŐ�ďƌŝĚŐĞ ��ŶĂƌƌŽǁ͕�ĐƌĂĐŬĞĚ�ƐƚŽŶĞ�ďƌŝĚŐĞ�ĐƌŽƐƐĞƐ�ŽǀĞƌ�Ă�ǁŝĚĞ�ĐŚĂƐŵ͘

!* +1I%&54=-0/5&#(-0$#5&0 ��ƐĞƚ�ŽĨ�ƐƉŝƌĂůŝŶŐ�ƐƚĂŝƌƐ�ĐĂƌǀĞĚ�ĨƌŽŵ�ƌŽĐŬ�ĂƌĞ�ƚŽŽ�ůĂƌŐĞ�ĨŽƌ�Ă�ŶŽƌŵĂů�ŚƵŵĂŶŽŝĚ�ǁŚĞƌĞ�ƚŚĞǇ�
ƌŝƐĞ�ƵƉ�ŝŶƚŽ�ĚĂƌŬŶĞƐƐ�ĂďŽǀĞ͘

!9 �ŽůŽƐƐĂů�ƌŝď�ĐĂŐĞ ��ŵĂƐƐŝǀĞ�ƉĞƚƌŝĮĞĚ�ƌŝď�ĐĂŐĞ�ĨŽƌŵƐ�ƐƵƉƉŽƌƟŶŐ�ƉŝůůĂƌƐ�ŝŶ�ƚŚŝƐ�ĂƌĐŚĞĚ�ĐŚĂŵďĞƌ͘

!; D&#=14J0-(#5& dŚĞ�ĐĂǀĞƌŶ�ŐŝǀĞƐ�ǁĂǇ�ƚŽ�ƚŚĞ�ĐůĞĂƌ�ƐŝŐŶƐ�ŽĨ�Ă�ĚƌĂŐŽŶ Ɛ͛�ůĂŝƌͶĨƌĞĞǌŝŶŐ�ŝĐĞ͕�ƉŽŝƐŽŶ�ŐĂƐ͕�ƐƚĂůĂĐK
ƟƚĞƐ�ĂƌĐŝŶŐ�ůŝŐŚƚŶŝŶŐ͕�ƉŽŽůƐ�ŽĨ�ĂĐŝĚ͕�Žƌ�ƌŝǀĞƌƐ�ŽĨ�ƌĞĚͲŚŽƚ�ŵĂŐŵĂ͘�

!? >ĂǀĂ�ŇŽǁ �Ŷ�ŽƉĞŶ�ƌŝŌ�ďĞůĐŚĞƐ�ŽƵƚ�Ă�ƌŝǀĞƌ�ŽĨ�ƌĞĚͲŚŽƚ�ŵĂŐŵĂ͘

!A �ƌǇƐƚĂůůŝŶĞ�ĐĂǀĞ ,ƵŐĞ�ĐƌǇƐƚĂůůŝŶĞ�ŐƌŽǁƚŚƐ�ũƵƚ�ŽƵƚ�ŽĨ�ƚŚĞ�ƌŽĐŬ�ǁĂůůƐ�ŽĨ�ƚŚŝƐ�ĐĂǀĞƌŶ͕�Ăůů�ŽĨ�ƚŚĞŵ�ŚƵŵŵŝŶŐ͘

!B &ůŽĂƟŶŐ�ĞĂƌƚŚŵŽƚĞ ��ůĂƌŐĞ�ƉŝĞĐĞ�ŽĨ�ĐĂƌǀĞĚ�ƌŽĐŬ�ŇŽĂƚƐ�ŝŶ�ƚŚĞ�ĐĞŶƚĞƌ�ŽĨ�Ă�ǀĂƐƚ�ĐĂǀĞƌŶ͘

!C &ĞǇ�ƌŝŌ ��ƐŵĂůů�ƚĞĂƌ�ŝŶ�ƌĞĂůŝƚǇ�ůĞĂĚƐ�ŝŶƚŽ�Ă�ƐĞĐƌĞƚ�ƵŶĚĞƌŐƌŽƵŶĚ�ĨĞǇ�ŐƌŽǀĞ�ĨƌŽŵ�ǁŚŝĐŚ�ĂůůƵƌŝŶŐ�ŵƵƐŝĐ�
ĐĂŶ�ďĞ�ŚĞĂƌĚ͘

)F DƵƐŚƌŽŽŵ�ŐƌŽƩŽ DƵƐŚƌŽŽŵƐ�ŽĨ�Ăůů�ĚŝīĞƌĞŶƚ�ƐŝǌĞƐ�ĂŶĚ�ĐŽůŽƌƐ�Įůů�ƚŚŝƐ�ŵƵůƟůĞǀĞů�ŐƌŽƩŽ͘�dŚĞ�ůĂƌŐĞƐƚ�ŽĨ�ƚŚĞŵ�
ŚĂǀĞ�ďĞĞŶ�ŚŽůůŽǁĞĚ�ŽƵƚ�ƚŽ�ƐĞƌǀĞ�ĂƐ�ĚǁĞůůŝŶŐƐ�ĨŽƌ�ŐŶŽŵĞƐ͕�ŚĂůŇŝŶŐƐ͕�ŐŽďůŝŶƐ͕�Žƌ�ŽƚŚĞƌ�ƐŵĂůů�
ŚƵŵĂŶŽŝĚƐ͘
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RUINED STRUCTURES OF SHADOWREACH

Deepdelver’s Enclave sits on a high plateau that marks 
the edge of the ruined city of Shadowreach. Use the 
Shadowreach Structures table when you need to 
describe key structures for players whose characters 
are exploring the ruins.

SHADOWREACH STRUCTURES

!"# $%&'(%'&) �ĞƐĐƌŝƉƟŽŶ
! ^ůĂǀĞ�ĐĞůůƐ ��ƐĞƚ�ŽĨ�ƐƵŶŬĞŶ�ĐĞůůƐ�ŽŶĐĞ�ŚĞůĚ�ƐŽŵĞ�ŽĨ�ƚŚĞ�ŵĂŶǇ�ƐůĂǀĞƐ�ĨŽƌĐĞĚ�ƚŽ�ƐĞƌǀĞ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ͘ �

) L1&=%- ^ŵŝƚŚƐ�ĐƌĂŌĞĚ�ƚŚĞ�ǁĞĂƉŽŶƐ�ŽĨ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ Ɛ͛�ĂƌŵŝĞƐ�ŝŶ�ƚŚĞƐĞ�ŚƵŐĞ�ĨŽƌŐĞƐ͘

* �ƌŵŽƌǇ� ^ŽůĚŝĞƌƐ͕�ďŽƚŚ�ůŝǀŝŶŐ�ĂŶĚ�ƵŶĚĞĂĚ͕�ƐƚŽƌĞĚ�ƚŚĞŝƌ�ǁĞĂƉŽŶƐ�ŝŶ�Ă�ŶƵŵďĞƌ�ŽĨ�ĂƌŵŽƌŝĞƐ�ƐƚƌĂƚĞŐŝĐĂůůǇ�
ƉůĂĐĞĚ�ƚŚƌŽƵŐŚŽƵƚ�ƚŚĞ�ĐŝƚǇ͘

9 M5$E,%40- sĂƐƚ�ĂŶĚ�ĞĸĐŝĞŶƚ�ŬŝƚĐŚĞŶƐ�ĐŽŽŬĞĚ�ƚŚĞ�ƚĂƐƚĞůĞƐƐ�ƐƵƐƚĞŶĂŶĐĞ�ƚŚĂƚ�ĨĞĚ�ŵŽƐƚ�ŽĨ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ Ɛ͛�
ůŝǀŝŶŐ�ƐůĂǀĞƐ�ĂŶĚ�ƐĞƌǀĂŶƚƐ͘

; �ƉĂƌƚŵĞŶƚƐ� ^ŬŝůůĞĚ�ůĂďŽƌĞƌƐ�ǁĞƌĞ�ƉĞƌŵŝƩĞĚ�ƚŽ�ƐƚĂǇ�ŝŶ�ƟŶǇ͕ �ƐƚĂƌŬ�ĂƉĂƌƚŵĞŶƚƐ�ƐƚĂĐŬĞĚ�ŝŶƚŽ�ƚĂůů�ƚŽǁĞƌƐ�ĂĐƌŽƐƐ�
ƚŚĞ�ĐŝƚǇ͘

? EŽďůĞ Ɛ͛�ǀŝůůĂ dŚĞ�ĨĞǁ�ĂƌŝƐƚŽĐƌĂƚƐ�ŽĨ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ�ǁĞƌĞ�ƉĞƌŵŝƩĞĚ�ƚŽ�ƐƚĂǇ�ŝŶ�ƐŵĂůů�ǀŝůůĂƐ͕�ǁŚĞƌĞ�ƚŚĞǇ�ĐŽƵůĚ�
ĞƐĐĂƉĞ�ŝŶƚŽ�ŚĞĚŽŶŝƐƟĐ�ƉůĞĂƐƵƌĞƐ͘

A "#$E,$1I%&- dŚĞ�ŐƵĂƌĚŝĂŶƐ�ŽĨ�^ŚĂĚŽǁƌĞĂĐŚ�ƐƚŽŽĚ�ƐĞŶƟŶĞů�ŝŶ�ƚŚĞ�ŵĂŶǇ�ǁĂƚĐŚƚŽǁĞƌƐ�ƚŚƌŽƵŐŚŽƵƚ�ƚŚĞ�ĐŝƚǇ͕ �Ăůů�
ĚĞĐŽƌĂƚĞĚ�ǁŝƚŚ�ŝĐŽŶŽŐƌĂƉŚǇ�ŽĨ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ͘

B 7$#$3%- +,%-454%-#&E,2#=%0-1'-$,%-N(#E>-7$#&-E&%#$%.-,3=%8-=&52-0$#$3%0-54-$,%5&-1I4-52#=%08-$1-&%K
ŵŝŶĚ�ƚŚĞ�ƉĞŽƉůĞ�ŽĨ�^ŚĂĚŽǁƌĞĂĐŚ�ǁŚŽ�ƚŚĞǇ�ƐĞƌǀĞĚ͘

C G&#4#&O- >ĂƌŐĞ�ƐŝůŽƐ�ƐƚŽƌĞĚ�ƚŚĞ�ŐƌĂŝŶ�ƚŚĂƚ�ƉƌŽǀŝĚĞĚ�ŵŝŶŝŵĂů�ƐƵƐƚĞŶĂŶĐĞ�ƚŽ�ƚŚĞ�ƉĞŽƉůĞ�ŽĨ�^ŚĂĚŽǁƌĞĂĐŚ͘

!F :5((- sĂƐƚ�ŵŝůůƐ�ŐƌŽƵŶĚ�ŐƌĂŝŶƐ�ĨŽƌ�ďĂŬŝŶŐ�ŝŶƚŽ�ŇĂƚďƌĞĂĚ�Žƌ�ĚŝƐƟůůĂƟŽŶ�ŝŶƚŽ�ďƌĞĂĚͲďĞĞƌ͕ �ƚŽ�ƐƵƐƚĂŝŶ�ƚŚĞ�
ǁŽƌŬĞƌƐ�ŽĨ�^ŚĂĚŽǁƌĞĂĐŚ͘

!! 7$1&#=%-E%((#&0 ��ǀĂƐƚ�ŶĞƚǁŽƌŬ�ŽĨ�ŝŶƚĞƌĐŽŶŶĞĐƚĞĚ�ĐĞůůĂƌƐ�ƐƚŽƌĞĚ�ĨŽŽĚ�ĂŶĚ�ƐƵƉƉůŝĞƐ�ĨŽƌ�ƚŚĞ�ƉĞŽƉůĞ�ŽĨ�ƚŚĞ�ĐŝƚǇ͘

!) �ŝƚĂĚĞů� ,ƵŐĞ�ĐŝƚĂĚĞůƐ�ǁĞƌĞ�ŚŽŵĞ�ƚŽ�ƚŚĞ�ŚĂůĨͲĚƌĂŐŽŶ�ŐƵĂƌĚŝĂŶƐ�ǁŚŽ�ƌƵůĞĚ�ŽǀĞƌ�^ŚĂĚŽǁƌĞĂĐŚ�ŽŶ�ďĞŚĂůĨ�
ŽĨ�ƚŚĞŝƌ�ĂƌĐŚŵĂŐĞ�ŵĂƐƚĞƌƐ͘

!* �ŽƵƌƚŚŽƵƐĞ� �ƵƌƐŽƌǇ�ƚƌŝĂůƐ�ĂŶĚ�ƋƵŝĐŬ�ĞǆĞĐƵƟŽŶƐ�ƐĞƌǀĞĚ�ďǇ�ĐŽƌƌƵƉƚ�ĂƌŝƐƚŽĐƌĂƚƐ�ĂŶĚ�ďůŽŽĚƚŚŝƌƐƚǇ�ĞǆĞĐƵƟŽŶĞƌƐ�
$11>-/(#E%-.#5(O-54-7,#.1I&%#E,8-0$#5454=-$,%-0$14%0-54-'&14$-1'-%#E,-1'-$,%-E5$OJ0-E13&$,130%0-
ǁŝƚŚ�ďůŽŽĚ͘

!9 +%2/(%- +%2/(%0-$1-'#(0%-=1.0->%/$-$,%-/%1/(%-1'-7,#.1I&%#E,-54-#-/%&/%$3#(-0$#$%-1'-,1/%-#4.-.%K
ƐƉĂŝƌ͘

!; +12H- 'ƵĂƌĚŝĂŶƐ�ĂŶĚ�ŐĞŶĞƌĂůƐ�ǁŚŽ�ƐĞƌǀĞĚ�ƚŚĞ�ŵĂŐŽĐƌĂĐǇ�ǁĞƌĞ�ƐŽŵĞƟŵĞƐ�ŐŝǀĞŶ�ĞůĂďŽƌĂƚĞ�ƚŽŵďƐ�
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FANTASTIC FEATURES

For any of the previous locations in Blackclaw 
Mountain and Shadowreach (or any locations of your 
own design), you can use the Blackclaw Features table 
to add an interesting centerpiece feature. Such features 
might reveal a secret or clue from your adventure, 
might act as the source of a strange environmental 
e#ect, or could show o# the unusual discoveries to be 
made within the mountain. 

BLACKCLAW FEATURES
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ENVIRONMENTAL EFFECTS

Many locations in Blackclaw Mountain contain 
environmental e#ects, whether natural or unnatural. 
Use the Blackclaw Environment table to add an e#ect 
to any location as desired. 
 You choose how the e#ect manifests and what kind 
of game e#ects it might have. Many e#ects can simply 
provide "avor to exploration or combat, with no 
mechanical bene$t or detriment. Other e#ects might 
provide advantage or impose disadvantage to certain 
types of attacks or checks, or might mirror the e#ect 
of a spell. Some e#ects might result in a particular 
monster showing up, or could deal damage of their 
own. 

BLACKCLAW ENVIRONMENT
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Blackclaw Encounters
To add a quick encounter to any location as the 
characters travel through Blackclaw Mountain, roll 
or select an option from the Blackclaw Encounters 
table, then see the encounter descriptions that follow. 
You can use the scenario described in the encounter 
directly, build your own encounter based on the 
creatures noted in the encounter description, or let 
these encounters inspire your own ideas. Any details 
not provided in the encounter description (including 
the race of some NPCs and the alignment of NPCs 
and intelligent monsters) is le% to your determination.

!e di&culty of these encounters varies. All are built 
to accommodate a group of four characters of 2nd 
through 5th level. If the characters are at the low end 
of that level range and you roll (or simply want to use) 

the maximum number of monsters, give the characters 
advance notice of the encounter and opportunities to 
deal with the situation without automatically entering 
combat.

ABYSSAL CULT LEADER

A cult fanatic is seen surrounded by humanoid 
corpses. As the cultist completes a ritual, 1d4 + 3 of 
the corpses explode and transform into dretches, then 
attack.

ACOLYTE OF SPIDERS

A cultist prays at a web-covered idol of a spider 
queen. If attacked or threatened, she yells out, “I am 
delivered!” !en her body bursts and 1d2 + 1 swarm 
of insects (spiders) pour out, joined by 1d4 + 1 giant 

BLACKCLAW ENCOUNTERS
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spiders that drop down from the ceiling to attack the 
characters.

ANKHEG TUNNELS

Numerous tunnels break through the walls, ceiling, 
and "oor of this area. As the characters explore, the 
ground bursts upward and 1d2 + 1 ankhegs attack.

BASILISK

A cavern or chamber is $lled with half-destroyed 
statues, all of which depict humanoids in combat. One 
of the statues is known to the characters as an explorer 
missing from Deepdelver’s Enclave. A basilisk lurks 
among the statues, hoping to make a new meal out of 
the characters. One of the statues holds an unpetri$ed 
relic in its petri$ed hand.

BLACK PUDDING

A black pudding lurks in this cavern or chamber. Roll 
a d4 or choose one of the following setups:
1: !e ooze surrounds a cracked statue of a draconic 

wizard, like a moat of black water.
2: !e pudding hides on the ceiling among stalactites 

and drops down on its victims.
3: !e black pudding covers a small Grendleroot spire, 

giving the spire an oily sheen.
4: !e black pudding has been split into a number 

of smaller puddings, which are in the process of 
devouring 1d4 kobolds.

BUGBEAR AMBUSH

A pack of 1d6 + 3 goblins appear to be surprised when 
the characters meet them. However, the goblins are 
bait, and allied with 1d4 + 1 bugbears that attack from 
the shadows.

CURSED LIZARDFOLK

!e sound of combat is revealed to be 2d6 lizardfolk 
merchants battling 1d4 + 1 minotaur skeletons. !e 
disembodied voice of Yolon of the Void (see chapter 
2) whispers that the lizardfolk must return a relic 
they possess to the lich’s vault or su#er a curse of a 
thousand years.

DARKMANTLES’ TEMPTATION

A relic lying at the center of a cluster of Grendleroot 
spires is surrounded by a pile of bones—including 
a hand that reaches for the relic. !is site is a 
hunting ground for 1d4 + 1 darkmantles that use 
the relic as bait. Some of the creatures hang among 
stalactites above, while others stand hidden within the 

Grendleroot spires. When any creature comes close, 
they use their Darkness Aura and attack.

DEFENDING OWLBEAR

An owlbear viciously defends an archway depicting 
elven royalty from any creatures that approach it. !e 
archway was once a gate to the realms of the fey.

DROW SPIES

A scout party of 2d4 drow is en route to Deepdelver’s 
Enclave. !ey pretend to be merchants hoping to sell 
a relic in the enclave, but that relic is secretly the focus 
for a scrying ritual.

DUERGAR SHRINE

A work party of 1d4 + 1 duergar are forging a new 
shrine to an archdevil with four heads and a draconic 
body. !ey do not take kindly to interruptions or 
criticism of their work, and are happy to make the 
characters their $rst sacri$ces.

ECHOING MINSTRELS

A band of 1d3 + 2 minstrels play beautiful music 
in a chamber or cavern with perfect acoustics. !e 
minstrels might be commoners who became lost 
while seeking out this perfect performance place, or 
they might be specters spawned by explorers who 
were lost and died centuries earlier.

FROM IRON TO RUST

Some kind of iron construct is covered with corrosive 
rust and posed as if cowering from something. If 
examined, the construct bursts apart to reveal 1d2 + 1 
rust monsters.

GARGOYLES

A pair of gargoyles follow and torment a known spy 
kicked out of Deepdelver’s Enclave. !e spy begs the 
characters for help.

GHAST’S LURE

!e screams of three explorers (all commoners) echo 
from the shadows ahead. !e explorers have been 
ambushed by 1d4 + 2 ghouls and a ghast, which will 
consume them unless the characters intervene.

GIBBERING MOUTHER

A statue of a wizard stands in a pool of red-black 
liquid. As the characters approach, eyes and mouths 
appear in the pool, revealing it to be a gibbering 
mouther.
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GNOME WALL BREAKERS

!e characters spot 1d4 + 2 rock gnome bandits 
attempting to use a clockwork machine to break 
through a worked wall of iron. As they break through 
the wall, roll a d4 or choose a result:
1: !e rotted hand of an ogre zombie reaches out.
2: A specter "ows out.
3: A vampire spawn posing as a commoner calls 

out from behind the wall, claiming to have been 
magically trapped there for centuries. 

4: !e clawed hand of a bearded devil lashes out.

GRICK AMBUSH

!e decayed bodies of four armored knights have been 
piled into the center of this area. On the ceiling above 
the bodies, 1d4 + 2 gricks wait to ambush anyone who 
draws close to investigate.

GUARDIANS OF MEMORY

A band of 1d6 + 4 tribal warriors protects a stone 
giant embedded into the wall of this area in a state of 
magical slumber, leaving only the giant’s occasionally 
moving legs exposed. !e warriors demand that 
each character touch a magic stone they carry, which 
bestows the e#ect of a modify memory spell to erase 
the characters’ knowledge of what they’ve seen—if 
they wish to leave the area alive.

HAG’S CHILD

!e characters come across Bibi Redorchard, a child 
who has escaped from the lair of a green hag named 
Auntie Blacktongue. Bibi is cursed by the hag, which 
must be slain to undo the curse. But at the hag’s lair, 
the child reveals itself to be a younger rival green hag 
who wanted to get rid of its vexing foe.

HELL KNIGHT

A knight prays to her archdevil patron at a gore-
covered altar while her pet hell hound lurks nearby. 
She is not immediately hostile, but does not hide her 
worship of the devil. !e power of the altar grants 
the knight an extra 3 (1d6) $re damage on successful 
attacks, and grants her the ability to cast the !re shield 
spell once per day as a bonus action. !e altar has AC 
15 and 25 hit points, and it can be destroyed with a 
successful DC 13 Strength (Athletics) or Intelligence 
(Arcana or Religion) check. If the knight is defeated, 
she is revealed to possess an evil relic.

HOBGOBLINS PREPARING FOR WAR

A band of 1d6 + 3 hobgoblins prepares for battle, 
practicing formations and sharpening weapons. 
!ey plan to attack a nearby chimera that guards a 
relic they desire. !e hobgoblins might attack the 
characters, or they might attempt to recruit them for 
the coming battle.

HUNGRY LIKE A WOLF

An explorer named Rogan Rockstomper (a hill dwarf 
veteran with 10 hit points remaining) cowers in the 
shadows. He claims that a dire wolf named Blacktooth 
leads a pack of 1d6 + 3 wolves in the tunnels, and is 
hunting him and the characters alike. Roll a d6. On a 
1–3, Rogan is telling the truth. On a 4–6, he is actually 
a werewolf who leads the described pack, and who 
attacks the characters in hybrid form once the pack 
arrives.

HUNTERS

!e characters stumble across 1d6 cultists willingly 
letting themselves be devoured by 2d4 hyenas, under 
the command of 1d6 + 3 gnolls. !e cultists and 
gnolls are conducting this dark ritual in the service of 
their demonic lord, who they believe walks the tunnels 
of Blackclaw Mountain.

INCUBUS FIGHT

Two thugs $ght over an incubus who loves the 
attention it’s getting. !e incubus turns its attention 
randomly to one of the characters, and the thugs do 
not take kindly to being upstaged.

KOBOLD TRAPS

A scout party of 3d6 kobolds work to set up a 
complicated series of traps. To determine the types of 
traps, roll a d8 twice, rerolling duplicates, or choose 
from the following options: 
1: Moldy crossbows
2: Firepots
3: Sharp rocks
4: Bags of snakes
5: Fungus-encrusted caltrops
6: Acidic snares
7: Barbed nets
8: Diseased spears
 !en roll a d4 or choose from the following options 
to set the scene:
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1: !e characters arrive while the kobolds are still 
setting up their traps. 

2: !e characters arrive with the kobolds ready and 
waiting to spring the traps on them. 

3: !e kobolds are busy springing the traps on 1d6 
orcs. 

4: !e kobolds have all been killed by their own traps.

LIVES OF THE DEAD

!is cavern or chamber is occupied by 1d4 specters, 
which move around conducting what appear to be 
daily activities—eating, bathing, sleeping, and the like. 
!ese restless spirits do not realize they are undead, 
and do not react well to $nding out the truth.

LOST ACTOR

A famous actor named Antovio Delemonte (a 
commoner) has gotten lost while exploring the 
mountain in search of inspiration. He begs the 
characters to help him $nd his missing boots of striding 
and springing. Roll a d4 or choose who stole the boots:
1: Boot-worshiping kobolds
2: A stylish wererat
3: A gray ooze
4: His biggest fan, the scarred gladiator Marsha 

Crowdstomper 
 If Antovio’s boots are recovered and the characters 
lead him to safety, he gi%s the boots to the party in 
thanks.

MAD MAGE

A wandering mage who has burned out her own 
eyes wants to share the secrets she’s uncovered. She 
whispers into the ear of any character who allows 
it, with that character forced to succeed on a DC 16 
Charisma saving throw or su#er a random form of 
both short-term and long-term madness. “Now you 
know the truth,” the mage says as she wanders o#.

MIMIC STATUES

A lone treasure chest sits in the middle of a cavern or 
chamber, "anked by two statues. !e chest is real but 
the statues are a pair of mimics. 

OGRE METAPHYSICS

!ree ogres argue about the nature of reality, and 
whether they truly exist or are simply $gures in a 
grand illusion created by Ulon the Mind Dancer (see 
chapter 2). !ey demand that the characters prove 
whether or not they dwell in an illusory world.

OOZE LURE

A gelatinous cube sits in the middle of this chamber 
or cavern, with a relic suspended within it.

ORC RAIDERS

A group of 2d4 orcs prowls the tunnels of Blackclaw, 
hoping to jump unwary explorers and take any loot 
they might have.

PHASE SPIDERS

!e area around the characters appears to shi% in and 
out of reality, as a result of phase spiders lurking in the 
ethereal darkness. Roll a d4 or choose the nature of the 
encounter:
1: 1d2 phase spiders are busy wrapping up a human 

scout from Deepdelver’s Enclave.
2: 1d2 + 1 phase spiders are hidden and waiting to 

ambush the characters.
3: 1d2 + 1 phase spiders are making handy work of a 

band of 2d4 orcs.
4: 1d2 phase spiders guard 1d4 drow hunting for a 

powerful relic.

PILGRIMS OF THE DARK RELIC

A group of 1d6 + 3 cultists is led by a cult fanatic 
leader, and protecting a relic they hope to use to 
conduct a dark ritual. !e relic is di&cult to destroy, 
and members of the cult constantly seek it if it is taken. 
No one in Deepdelver’s Enclave will purchase the relic.

PRIEST AND KNIGHT

A priest and a knight are traveling through the 
mountain on a pilgrimage. Roll a d4 or choose one of 
the following options:
1: !e pair are benevolent, and aid the characters with 

blessings and healing.
2: !ey are suspicious of the characters, and are 

secretly transporting an evil relic.
3: !e two are followers of a $endish god, and seek to 

capture the power of the Grendleroot.
4: !e priest and the knight are both found slain. 

Roll again on the Blackclaw Encounters table to 
determine who was responsible.

REGARDING DOPPELGANGERS

An NPC the characters recently met in Deepdelver’s 
Enclave is found wandering, looking bedraggled 
and much older. Roll a d6. On a 1–2, the NPC is a 
doppelganger. On a 3–4, this is the real NPC and the 
characters previously met the doppelganger. On a 5–6, 
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this is the doppelganger, but the actual NPC is secretly 
evil and the doppelganger is good.

SHADY VENDOR

A wraith cloaked and hooded in black o#ers to sell the 
location of a powerful relic for 10 gp—and a drop of 
each character’s blood.

SKELETAL WATCH

A group of 4d6 skeletons stands in tight, unmoving 
formation. !eir rotting armor and rusted weapons 
are from the age of the Magocracy of the Black Star 
(see chapter 2). If any skeleton is attacked, all of them 
shi% into $ghting stance and enter the fray. !ey 
otherwise ignore intruders.

SPY AND ETTERCAP

A spy is enjoying a sumptuous picnic lunch as the 
characters arrive, while his ettercap partner lurks 
in the shadows. !e two hate all fey and fey-related 
creatures, and have been sent to kill a prominent elf in 
Deepdelver’s Enclave.

SQUIRMING PILLAR

A twisted pillar of the Grendleroot appears to be 
squirming in the distant shadows. !e pillar is actually 
surrounded by 3d6 stirges that swarm into violence if 
disturbed. Once the Grendleroot pillar is exposed, the 
characters can see a humanoid form half encased in its 
black metal.

STATUE MAKERS

Statues visible ahead turn out to be 2d4 petri$ed 
orcs standing as if in the middle of combat. As the 
characters approach or retreat, they are attacked by 
1d2 + 1 cockatrices.

THERE-RATS

!e party encounters a band of 1d2 + 1 wererats. Roll 
a d4 or choose one of the following options to set the 
scene:
1: !e wererats are in humanoid form and want to sell 

a relic to the characters.
2: !e wererats are in hybrid form and attempt to 

ambush the characters.
3: !e wererats spy on the characters in rat form, 

waiting to steal from them when the characters rest.
4: !e wererats are in battle with another foe. Roll 

again on the Blackclaw Encounters table or choose 
their adversary.

THIEVES OF THE AGES

A group of 2d6 bandits work at the behest of a 
bandit captain, trying to put jeweled eyes back into 
a draconic statue. When asked why, they reply, “!e 
curse, of course!”

VAMPIRE THRALLS

A party of 2d6 bandits searches for a speci$c child 
to bring to Redstone, a settlement in Blackclaw that 
worships the White Queen (see the “Vault of the 
White Queen” adventure). !e bandits have been 
charmed and sent by !rex, the queen’s vampire 
spawn guard. !e White Queen’s reasons for wanting 
the child are le% to your determination.

VOICE OF THE DEAD

!e ancient corpse of a stone giant is half buried in 
rock and surrounded by 2d4 will-o’-wisps. As the 
wisps "utter about, the characters hear the voice of the 
giant calling out to them for help. !is might be a trick 
the will-o’-wisps use to move closer to their victims. 
Or perhaps the giant wants to pass along ancient 
lore—or doesn’t realize it’s dead.

WEBBED HOBGOBLINS

Tight webbing holds 1d4 hobgoblins plastered to a 
cavern wall. !e two ettercaps and 1d4 swarms of 
insects (spiders) that overwhelmed and placed the 
hobgoblins there attack anyone else who comes close.

WET RATS

A mob of 1d4 swarms of rats "ee from a water 
elemental that threatens to drown them.

WORM RIDERS

!e wall of the cavern ahead explodes outward as a 
purple worm emerges and roars past. !e worm is 
followed by 3d6 goblin worm riders, who carry hooks, 
ropes, skis, and sleds that let them ride behind the 
great monstrosity.

WORSHIPFUL RATS

A podium holding a relic is surrounded by 2d6 giant 
rats, all standing motionless and twitching. !e relic 
sends strange vibrations through the minds of those 
near it.



159

!"# DƵƚĂƟŽŶ �īĞĐƚ
A �ƌĐĂŶĞ�

0,5%(.
+,50-E&%#$3&%J0-H14.-$1-$,%-%4%&=O-1'-
$,%-2134$#54-(%$0-5$-E#0$-$,%-0,5%(.-
ƐƉĞůů͘�dŚŝƐ�ĨĞĂƚƵƌĞ�ƌĞĐŚĂƌŐĞƐ�ǁŚĞŶ�ƚŚĞ�
ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ƐŚŽƌƚ�ƌĞƐƚ͘

B 7/5&%-
E(#I0

dŚŝƐ�ĐƌĞĂƚƵƌĞ Ɛ͛�ĐůĂǁƐ�ŚĂǀĞ�ƚĂŬĞŶ�ŽŶ�ƚŚĞ�
344#$3&#(-0$&%4=$,-1'-$,%-0/5&%0-1'-$,%-
'ƌĞŶĚůĞƌŽŽƚ͘�tŚĞŶ�ƚŚĞ�ĐƌĞĂƚƵƌĞ�ŚŝƚƐ�
I5$,-5$0-E(#I0-1&-#4-34#&2%.-0$&5>%8-$,%-
ĂƩĂĐŬ�ĚĞĂůƐ�ĂŶ�ĞǆƚƌĂ�ϯ�;ϭĚϲͿ�ƐůĂƐŚŝŶŐ�
ĚĂŵĂŐĞ͘

C ^ƟĐŬǇ�
/#I0

+,50-E&%#$3&%J0-(52H0-#&%-E1#$%.-54-#-
ƐƚƌĂŶŐĞ͕�ƚĂĐŬǇ�ƐůŝŵĞ�ƚŚĂƚ�ůĞƚƐ�ŝƚ�ŵŽǀĞ�
ĂƐ�ƚŚŽƵŐŚ�ŝƚ�ǁĞƌĞ�ƵŶĚĞƌ�ƚŚĞ�ĞīĞĐƚ�ŽĨ�Ă�
ƐƉŝĚĞƌ�Đůŝŵď�ƐƉĞůů͘

!F dǁŝƐƚ�ƟŵĞ NO-$#//54=-54$1-$,%-/1I%&-1'-$,%-2134K
ƚĂŝŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĂůƚĞƌ�ƚŚĞ�ŇŽǁ�ŽĨ�
ƟŵĞ�ĂƌŽƵŶĚ�ŝƚƐĞůĨ͘ ��Ɛ�Ă�ďŽŶƵƐ�ĂĐƟŽŶ͕�
$,%-E&%#$3&%-E#4-E#0$-$,%-,#0$%-0/%((-
14-5$0%('8-&%V35&54=-41-2#$%&5#(-E12/1K
ŶĞŶƚƐ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�ƌĞĐŚĂƌŐĞƐ�ǁŚĞŶ�ƚŚĞ�
ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!! 6/%4-
254.

+,50-E&%#$3&%J0-(14=-%X/103&%-$1-$,%-E#((-
ŽĨ�ƚŚĞ�'ƌĞŶĚůĞƌŽŽƚ�ŚĂƐ�ŐŝǀĞŶ�ŝƚ�ƚĞůĞƉĂK
ƚŚǇ�ŽƵƚ�ƚŽ�Ă�ƌĂŶŐĞ�ŽĨ�ϲϬ�ĨĞĞƚ͘

!) ^ŚŽŽƟŶŐ�
0/54%0

�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĮƌĞ�Ă�
ǀŽůůĞǇ�ŽĨ�'ƌĞŶĚůĞƌŽŽƚ�ƐŚĂƌĚƐ�ŝŶ�Ă�ϭϱͲ
ĨŽŽƚ�ĐŽŶĞ͘��ĂĐŚ�ĐƌĞĂƚƵƌĞ�ŝŶ�ƚŚĞ�ĂƌĞĂ�
ŵƵƐƚ�ŵĂŬĞ�Ă��ĞǆƚĞƌŝƚǇ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�
;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�
ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞͿ͘���ƚĂƌŐĞƚ�ĐƌĞĂK
ƚƵƌĞ�ƚĂŬĞƐ�ϭϬ�;ϯĚϲͿ�ƉŝĞƌĐŝŶŐ�ĚĂŵĂŐĞ�ŽŶ�
Ă�ĨĂŝůĞĚ�ƐĂǀĞ͕�Žƌ�ŚĂůĨ�ĂƐ�ŵƵĐŚ�ĚĂŵK
ĂŐĞ�ŽŶ�Ă�ƐƵĐĐĞƐƐĨƵů�ŽŶĞ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�
&%E,#&=%0-I,%4-$,%-23$#$%.-E&%#$3&%-
ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!* P15014%.-
I%#/140

+,%-4#$3&#(-I%#/140-1'-$,50-E&%#$3&%-
ĂƌĞ�ĐŽĂƚĞĚ�ŝŶ�Ă�ƐƟĐŬǇ�ďůĂĐŬ�ƉŽŝƐŽŶ͘�
64E%-/%&-$3&48-I,%4-$,50-E&%#$3&%-,5$0-
Ă�ƚĂƌŐĞƚ�ǁŝƚŚ�Ă�ŶĂƚƵƌĂů�ǁĞĂƉŽŶ�ĂƩĂĐŬ�
1&-#4-34#&2%.-0$&5>%8-$,%-$#&=%$-230$-
ƐƵĐĐĞĞĚ�ŽŶ�Ă��ŽŶƐƟƚƵƟŽŶ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�
;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�
ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞͿ�Žƌ�ďĞ�ƉŽŝƐŽŶĞĚ͘�
�Ŷ�ĂīĞĐƚĞĚ�ƚĂƌŐĞƚ�ĐĂŶ�ƌĞƉĞĂƚ�ƚŚŝƐ�
ƐĂǀŝŶŐ�ƚŚƌŽǁ�Ăƚ�ƚŚĞ�ĞŶĚ�ŽĨ�ĞĂĐŚ�ŽĨ�ŝƚƐ�
ƚƵƌŶƐ͕�ĞŶĚŝŶŐ�ƚŚĞ�ƉŽŝƐŽŶĞĚ�ĐŽŶĚŝƟŽŶ�
ŽŶ�Ă�ƐƵĐĐĞƐƐ͘

!9 7E&%#2-1'-
ƚŚĞ�ǀŽŝĚ

�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�
$%(%/#$,5E#((O-0E&%#2-13$-$,%-.#&>-
$,13=,$0-1'-$,%-G&%4.(%&11$-$1-4%#&HO-
ĐƌĞĂƚƵƌĞƐ͘��ĂĐŚ�ĐƌĞĂƚƵƌĞ�ǁŝƚŚŝŶ�ϭϱ�ĨĞĞƚ�
ŽĨ�ŝƚ�ŵƵƐƚ�ŵĂŬĞ�Ă�tŝƐĚŽŵ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�
;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�
ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞͿ͕�ƚĂŬŝŶŐ�ϭϬ�;ϯĚϲͿ�
ƉƐǇĐŚŝĐ�ĚĂŵĂŐĞ�ŽŶ�Ă�ĨĂŝůĞĚ�ƐĂǀĞ͕�Žƌ�
,#('-#0-23E,-.#2#=%-14-#-03EE%00'3(-
ŽŶĞ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�ƌĞĐŚĂƌŐĞƐ�ǁŚĞŶ�ƚŚĞ�
ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

Twenty Grendleroot 
Mutations
Creatures that dwell in Blackclaw Mountain for 
generations sometimes begin to mutate due to their 
longtime proximity to the power of the Grendleroot. If 
you want to add new features to the monsters within 
the mountain, roll on or choose from the Grendleroot 
Mutations table. !ese traits might increase the 
challenge rating of the monster to which they are 
applied, so use them carefully in large numbers or 
against low-level characters.

GRENDLEROOT MUTATIONS 
!"# DƵƚĂƟŽŶ �īĞĐƚ
! N(#E>-

/(#$%0
7$&#4=%-/(#$%0-1'-H(#E>-0$14%-1&-2%$#(-
ĐŽǀĞƌ�ƉĂƌƚƐ�ŽĨ�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ Ɛ͛�ďŽĚǇ͕ �
ŐƌĂŶƟŶŐ�Ă�нϮ�ďŽŶƵƐ�ƚŽ�ŝƚƐ��ƌŵŽƌ��ůĂƐƐ͘

) �ĂƌŬĮƌĞ� +,50-E&%#$3&%-50-I&%#$,%.-54-344#$3&#(-
ǀŝŽůĞƚ�ŇĂŵĞƐ͘�tŚĞŶ�ĂŶŽƚŚĞƌ�ĐƌĞĂƚƵƌĞ�
0$&5>%0-$,50-E&%#$3&%-I5$,-#-2%(%%-
ĂƩĂĐŬ͕�ƚŚĞ�ĂƩĂĐŬĞƌ�ƚĂŬĞƐ�ϯ�;ϭĚϲͿ�ĮƌĞ�
ĚĂŵĂŐĞ͘�dŚŝƐ�ĚĂŵĂŐĞ�ŝŶĐƌĞĂƐĞƐ�ƚŽ�ϳ�
;ϮĚϲͿ�ŝĨ�ƚŚĞ�ĐƌĞĂƚƵƌĞ�ŝƐ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�
ϯ�ƚŽ�ϱ͕�Žƌ�ϭϰ�;ϰĚϲͿ�ŝĨ�ƚŚĞ�ĐƌĞĂƚƵƌĞ�ŝƐ�
ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ϲ�Žƌ�ŚŝŐŚĞƌ͘

* ^ĂǀĂŐĞ�
0E&%#2

",%4-$,50-E&%#$3&%-'%%(0-/#548-5$0-
H&1>%4-254.-0E&%#20-13$-$1I#&.-$,%-
ƐŽƵƌĐĞ�ŽĨ�ƚŚĂƚ�ƉĂŝŶ͘��Ɛ�Ă�ƌĞĂĐƟŽŶ�ǁŚĞŶ�
5$-$#>%0-.#2#=%-'&12-#-E&%#$3&%-I5$,54-
?F-'%%$-1'-5$8-$,%-23$#$%.-E&%#$3&%-
ĚĞĂůƐ�ϳ�;ϮĚϲͿ�ƉƐǇĐŚŝĐ�ĚĂŵĂŐĞ�ƚŽ�ƚŚĞ�
ĐƌĞĂƚƵƌĞ�ƚŚĂƚ�ĚĂŵĂŐĞĚ�ŝƚ͘

9 P0OE,5E-
5((305140

+,%-#H41&2#(-%4%&=O-1'-$,%-2134$#54-
#((1I0-$,50-E&%#$3&%-$1-E&%#$%-.3/(5E#$%-
ŝŵĂŐĞƐ�ŽĨ�ŝƚƐĞůĨ͘ �dŚĞ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĐĂƐƚ�
$,%-25&&1&-52#=%-0/%((-#0-#-H1430-#EK
ƟŽŶ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�ƌĞĐŚĂƌŐĞƐ�ǁŚĞŶ�ƚŚĞ�
ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

; :%4$#(-
$&%21&

+,50-E&%#$3&%J0-H&1>%4-254.-E#4-54'%E$-
$,10%-#&134.-5$8-1H0E3&54=-5$-'&12-$,%5&-
ǀŝƐŝŽŶ͘�dŚĞ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĐĂƐƚ�ƚŚĞ�ďůƵƌ�
ƐƉĞůů�ĂƐ�Ă�ďŽŶƵƐ�ĂĐƟŽŶ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�
&%E,#&=%0-I,%4-$,%-23$#$%.-E&%#$3&%-
ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

? �ƌĐĂŶĞ�
0/(54$%&0

+,50-E&%#$3&%J0-H14.-I5$,-$,%-0$&#4=%-
%4%&=O-54-$,%-2134$#54-(%$0-5$-E#0$-$,%-
ŵĂŐŝĐ�ŵŝƐƐŝůĞ�ƐƉĞůů͕�Ăƚ�Ă�ůĞǀĞů�ĞƋƵĂů�ƚŽ�
ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�ƚŚĞ�ĐƌĞĂK
ƚƵƌĞ�;ŵŝŶŝŵƵŵ�ϭƐƚ�ůĞǀĞůͿ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�
&%E,#&=%0-I,%4-$,%-23$#$%.-E&%#$3&%-
ĮŶŝƐŚĞƐ�Ă�ƐŚŽƌƚ�ƌĞƐƚ͘
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!"# DƵƚĂƟŽŶ �īĞĐƚ
!; �Ăůů�ƚŽ�ƚŚĞ�

G&%4.(%K
&11$

�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ƐƵŵK
214-#-G&%4.(%&11$-0/5&%-'&12-$,%-&1E>-
ďĞŶĞĂƚŚ�ĂŶ�ĞŶĞŵǇ�ǁŝƚŚŝŶ�ϱϬ�ĨĞĞƚ�ŽĨ�ŝƚ͘�
dŚĞ�ƚĂƌŐĞƚ�ŵƵƐƚ�ŵĂŬĞ�Ă��ĞǆƚĞƌŝƚǇ�ƐĂǀK
ŝŶŐ�ƚŚƌŽǁ�;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�
ƌĂƟŶŐ�ŽĨ�ƚŚĞ�ĐƌĞĂƚƵƌĞͿ͘�KŶ�Ă�ĨĂŝůĞĚ�ƐĂǀĞ͕�
$,%-$#&=%$-$#>%0-/5%&E54=-.#2#=%-%V3#(-
ƚŽ�ϳ�;ϮĚϲͿ�ƟŵĞƐ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�
1'-$,%-23$#$%.-E&%#$3&%8-#4.-5$0-0/%%.-
ŝƐ�ŚĂůǀĞĚ�ƵŶƟů�ŝƚ�ƌĞŐĂŝŶƐ�Ăƚ�ůĞĂƐƚ�ϭ�Śŝƚ�
ƉŽŝŶƚ�Žƌ�ĮŶŝƐŚĞƐ�Ă�ƐŚŽƌƚ�ƌĞƐƚ͘�tŚĞƌĞ�
$,%-G&%4.(%&11$-0/5&%-$,&30$0-3/-13$-1'-
$,%-=&134.8-5$-50-#-/%&2#4%4$-#4.-34K
ďƌĞĂŬĂďůĞ�DĞĚŝƵŵ�ŽďũĞĐƚ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�
&%E,#&=%0-I,%4-$,%-23$#$%.-E&%#$3&%-
ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!? N&%#$,-1'-
ƚŚĞ�ǀŽŝĚ

�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ďƌĞĂƚŚĞƐ�Ă�
ďůĂƐƚ�ŽĨ�ŶĞĐƌŽƟĐ�ĞŶĞƌŐǇ�ŝŶ�Ă�ϭϱͲĨŽŽƚ�
ĐŽŶĞ͘��ĂĐŚ�ĐƌĞĂƚƵƌĞ�ŝŶ�ƚŚĞ�ĂƌĞĂ�ŵƵƐƚ�
ŵĂŬĞ�Ă��ŽŶƐƟƚƵƟŽŶ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�;���
ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�ƚŚĞ�
ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞͿ͕�ƚĂŬŝŶŐ�ϭϬ�;ϯĚϲͿ�ŶĞK
ĐƌŽƟĐ�ĚĂŵĂŐĞ�ŽŶ�Ă�ĨĂŝůĞĚ�ƐĂǀĞ͕�Žƌ�ŚĂůĨ�
ĂƐ�ŵƵĐŚ�ĚĂŵĂŐĞ�ŽŶ�Ă�ƐƵĐĐĞƐƐĨƵů�ŽŶĞ͘���
ĐƌĞĂƚƵƌĞ�ƚŚĂƚ�ĨĂŝůƐ�ƚŚĞ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�ŚĂƐ�
ƚŚĞ�ǀĞŝŶƐ�ŝŶ�ŝƚƐ�ĞǆƉŽƐĞĚ�ƐŬŝŶ�ƚƵƌŶ�ďůĂĐŬ�
ƵŶƟů�ŝƚ�ŚĂƐ�ĮŶŝƐŚĞĚ�Ă�ůŽŶŐ�ƌĞƐƚ͘�dŚŝƐ�
'%#$3&%-&%E,#&=%0-I,%4-$,%-23$#$%.-
ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!A W50514-
1'-$,%-
H%O14.

�Ɛ�Ă�ďŽŶƵƐ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�
ŝŵƉĂƌƚ�Ă�ǀŝƐŝŽŶ�ďĞǇŽŶĚ�ŵŽƌƚĂů�ĐŽŵƉƌĞK
,%40514-$1-#-$#&=%$-5$-E#4-0%%-I5$,54-?F-
ĨĞĞƚ�ŽĨ�ŝƚ͘�dŚĞ�ƚĂƌŐĞƚ�ŵƵƐƚ�ƐƵĐĐĞĞĚ�ŽŶ�Ă�
tŝƐĚŽŵ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�
ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂK
ƚƵƌĞͿ�Žƌ�ƐƵīĞƌ�Ă�ƌĂŶĚŽŵ�ĨŽƌŵ�ŽĨ�ƐŚŽƌƚͲ
ƚĞƌŵ�ŵĂĚŶĞƐƐ͘��Ŷ�ĂīĞĐƚĞĚ�ĐƌĞĂƚƵƌĞ�
ĐĂŶ�ƌĞƉĞĂƚ�ƚŚĞ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�Ăƚ�ƚŚĞ�ĞŶĚ�
ŽĨ�ĞĂĐŚ�ŽĨ�ŝƚƐ�ƚƵƌŶƐ͕�ĞŶĚŝŶŐ�ƚŚĞ�ĞīĞĐƚ�
ŽŶ�ŝƚƐĞůĨ�ŽŶ�Ă�ƐƵĐĐĞƐƐ͘�dŚĞ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�
ĂƵƚŽŵĂƟĐĂůůǇ�ƐƵĐĐĞĞĚ�ŽŶ�ĂŶǇ�ƐĂǀŝŶŐ�
ƚŚƌŽǁ�ĂŐĂŝŶƐƚ�ƚŚŝƐ�ĞīĞĐƚ�ŝĨ�ŝƚ�ǁŝůůŝŶŐůǇ�
ƚĂŬĞƐ�ϭϬ�;ϯĚϲͿ�ƉƐǇĐŚŝĐ�ĚĂŵĂŐĞ͘�dŚŝƐ�
'%#$3&%-&%E,#&=%0-I,%4-$,%-23$#$%.-
ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!B Y2/#&$-$,%-
2#>%&J0-
E3&0%

�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚŝƐ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĐĂƵƐĞ�
02#((-/5%E%0-1'-G&%4.(%&11$-2#$%&5#(-$1-
$%#&-13$-$,&13=,-$,%-0>54-1'-#-E&%#$3&%-
ǁŝƚŚŝŶ�ϯϬ�ĨĞĞƚ�ŽĨ�ŝƚ͘�dŚĞ�ƚĂƌŐĞƚ�ŵƵƐƚ�
ƐƵĐĐĞĞĚ�ŽŶ�Ă��ŽŶƐƟƚƵƟŽŶ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�
;���ϭϬ�н�ŚĂůĨ�ƚŚĞ�ĐŚĂůůĞŶŐĞ�ƌĂƟŶŐ�ŽĨ�
ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞͿ�Žƌ�ƚĂŬĞ�ϭϬ�;ϯĚϲͿ�
ƉŝĞƌĐŝŶŐ�ĚĂŵĂŐĞ͘�dŚĞ�'ƌĞŶĚůĞƌŽŽƚ�
ƉŝĞĐĞƐ�ƚŚĞŶ�ĐƌƵŵďůĞ�ƚŽ�ĚƵƐƚ͘�dŚŝƐ�
'%#$3&%-&%E,#&=%0-I,%4-$,%-23$#$%.-
ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�ůŽŶŐ�ƌĞƐƚ͘

!"# DƵƚĂƟŽŶ �īĞĐƚ
!C N3&0$-1'-

$,%-14%-
H%(1I

+,50-E&%#$3&%-E#4-E#((-3/14-$,%-
'ƌĞŶĚůĞƌŽŽƚ Ɛ͛�ƚŚŽƵŐŚƚƐ�ŽĨ�ĚĞƐƚƌƵĐƟŽŶ͘�
�Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚĞ�ĐƌĞĂƚƵƌĞ�ĐĂŶ�ĐĂƐƚ�ƚŚĞ�
ƐŚĂƩĞƌ�ƐƉĞůů͕�ƌĞƋƵŝƌŝŶŐ�ŶŽ�ŵĂƚĞƌŝĂů�
ĐŽŵƉŽŶĞŶƚƐ͘�dŚŝƐ�ĨĞĂƚƵƌĞ�ƌĞĐŚĂƌŐĞƐ�
ǁŚĞŶ�ƚŚĞ�ŵƵƚĂƚĞĚ�ĐƌĞĂƚƵƌĞ�ĮŶŝƐŚĞƐ�Ă�
ůŽŶŐ�ƌĞƐƚ͘

)F �Ăůů�ƚŽ�ƚŚĞ�
ŽŶĞ�ĂďŽǀĞ

dŚŝƐ�ĐƌĞĂƚƵƌĞ�ŚĂƐ�Ă�ĐŽŶŶĞĐƟŽŶ�ƚŽ�Ă�
H%54=-H%O14.-21&$#(5$O->41I4-#0-$,%-
�ůĂĐŬ�^ƚĂƌ͘ ��Ɛ�ĂŶ�ĂĐƟŽŶ͕�ƚŚĞ�ĐƌĞĂƚƵƌĞ�
ĐĂŶ�ĐĂƐƚ�ƚŚĞ�ƐĂĐƌĞĚ�ŇĂŵĞ�ĐĂŶƚƌŝƉ͕�
ǁŚŝĐŚ�ĚĞĂůƐ�ŶĞĐƌŽƟĐ�ĚĂŵĂŐĞ�ŝŶƐƚĞĂĚ�ŽĨ�
ƌĂĚŝĂŶƚ�ĚĂŵĂŐĞ͘

Grendleroot Weapons
!ough the spires of the Grendleroot are 
indestructible, explorers sometimes $nd lesser shards 
of those spires that can be converted to use as tools, 
weapons, and armor. Such items are extremely rare 
and seldom o#ered for sale. Adventurers who wield 
Grendleroot items garner great respect from all those 
who explore Blackclaw Mountain, as the possession 
of such an item speaks to an adventurer’s bravery and 
resourcefulness. 
 Items cra%ed from shards of the Grendleroot are 
treated as magical and adamantine. Grendleroot 
shard weapons overcome the same damage resistances 
overcome by adamantine, and Grendleroot shard 
armor has the same properties as adamantine armor. 
Melee weapons and ammunition made of Grendleroot 
shards are especially e#ective when used to break 
objects, and whenever such a weapon or piece of 
ammunition hits an object, it is treated as a critical 
hit. A suit of armor, a melee weapon, or ten pieces of 
ammunition cra%ed using Grendleroot shards costs 
500 gp more than the normal version. 
 !e shard portion of a Grendleroot item is 
indestructible, though the item as a whole can still be 
damaged. For example, the blade of a Grendleroot-
shard dagger cannot break, nor can the head of an 
axe built around a wedge-shaped Grendleroot shard. 
!e handle and bindings of such weapons might still 
break, but the shard will not. Likewise, a suit of scale 
mail cra%ed with thin "akes of Grendleroot shards is 
still vulnerable to damage at its seams.
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Relics
!ousands of relics of the past lie hidden in the 
caverns and chambers of Blackclaw Mountain. As the 
characters explore the mountain, they might uncover 
many such relics, some of which are mere curiosities—
and others of which hold mysterious power.
 You can use the following tables to generate unique 
relics that the characters might discover as they 
adventure in the mountain. Some relics might be 
found as treasure to reward the characters for their 
adventures. Others might channel useful magic. !ese 
tables can also be used to generate unique traits for 
permanent weapons and armor.
 You can roll on one or more of the tables to generate 
relics of di#erent types, from minor curiosities to #erent types, from minor curiosities to #
powerful and fantastic objects. Curiosities usually 
have no useful power, but might show signs of magical 
e#ects or be valuable simply as treasure. Other more #ects or be valuable simply as treasure. Other more #
powerful relics can have an associated spell e#ect, #ect, #
allowing them to be treated as magic items of a 
rarity determined by the spell’s level. !e character 
who possesses the relic can normally cast the spell 

contained within it once, a%er which the relic loses 
this power. For especially powerful relics, you might 
decide that the object regains the ability to cast its 
spell each dawn. Such relics are extremely powerful, so 
include them in your games with care.

RELIC STATE

!"# $%+%)
! 721>54=

) Q1$

* �ŽŽů

9 R#.5#4$

; N(11.O

? Z%I%(%.

A �ĂƌǀĞĚ

B R13=,

C Q32254=

!F 7,&13.%.

!! �ŚŝƉƉĞĚ

!) 6&4#$%

!* R34%K0E&5H%.

!9 D%E1&#$%.

!; R13=,

!? 7211$,

!A P(#54

!B G(O/,K2#&>%.

!C �ƌĂĐŬĞĚ

)F ^ŚŝŌŝŶŐ

RELIC ORIGIN

!"# 1&232/
! D&#E145E

) �ǁĂƌǀĞŶ

* �ůǀĞŶ

9 WƌŝŵĞǀĂů

; �ŝǀŝŶĞ

? �ƌĐĂŶĞ

A �ďǇƐƐĂů

B �ǇĐůŽƉĞĂŶ

C 6&E50,

!F <4.%#.

!! G1H(5415.

!) G,13(50,

!* W#2/5&5E

!9 �ĂƌŬ�ĞůǀĞŶ

!; �ƐƚƌĂů

!? U$,%&%#(

!A Y4'%&4#(

!B �ĞůĞƐƟĂů

!C U(%2%4$#(

)F G41250,

OPTIONAL RULE: RELIC INSTABILITY

!"##$%&'("(&)*+,#(-.(#,/%01(0/-1,(2-(-&,("&-23,#(0"&(
ďĞ�ĚĂŶŐĞƌŽƵƐ͘��ƚ�ǇŽƵƌ�ĚĞƚĞƌŵŝŶĂƟŽŶ͕�ƌĞůŝĐƐ�ŝŶ�ƉƌŽǆ4
ŝŵŝƚǇ�ƚŽ�ĞĂĐŚ�ŽƚŚĞƌ�ŵŝŐŚƚ�ƉŽƚĞŶƟĂůůǇ�ĞƌƵƉƚ�ŝŶ�Ă�ƐƵƌŐĞ�
ŽĨ�ǁŝůĚ�ŵĂŐŝĐ͕�ĚƌŝǀĞ�ƚŚĞŝƌ�ƉŽƐƐĞƐƐŽƌƐ�ŵĂĚ͕�Žƌ�ƐŝŵƉůǇ�
ďĞ�ĚƌĂŝŶĞĚ�ŽĨ�ƚŚĞŝƌ�ŵĂŐŝĐĂů�ƉŽǁĞƌ͘ �dŚŝƐ�ŽƉƟŽŶĂů�ƌƵůĞ�
ŚĞůƉƐ�ĞŶƐƵƌĞ�ƚŚĂƚ�ƚŚĞ�ĐŚĂƌĂĐƚĞƌƐ�ĚŽ�ŶŽƚ�ŚŽĂƌĚ�ůĂƌŐĞ�
ŶƵŵďĞƌƐ�ŽĨ�ƌĞůŝĐƐ͕�ĨŽƌĐŝŶŐ�ƚŚĞŵ�ƚŽ�ĞŝƚŚĞƌ�ƐĞůů�Žƌ�ƵƐĞ�
23,*5
� /Ĩ�ǇŽƵ�ƵƐĞ�ƚŚŝƐ�ŽƉƟŽŶĂů�ƌƵůĞ͕�ǁŚĞŶ�ĂŶǇ�ƉĂƌƚǇ�ĐŽů4
ůĞĐƟǀĞůǇ�ĐĂƌƌŝĞƐ�ŵŽƌĞ�ƚŚĂŶ�ĨŽƵƌ�ƌĞůŝĐƐ͕�ĞĂĐŚ�ĐŚĂƌĂĐƚĞƌ�
ƉŽƐƐĞƐƐŝŶŐ�Ă�ƌĞůŝĐ�ŵƵƐƚ�ŵĂŬĞ�Ă����ϭϯ��ŚĂƌŝƐŵĂ�ƐĂǀ4
ŝŶŐ�ƚŚƌŽǁ�Ăƚ�ƚŚĞ�ĞŶĚ�ŽĨ�ĞĂĐŚ�ůŽŶŐ�ƌĞƐƚ͘�KŶ�Ă�ĨĂŝůƵƌĞ͕�
ƚŚĞ�ĐŚĂƌĂĐƚĞƌ�ƐƵīĞƌƐ�Ă�ƌĂŶĚŽŵ�ĨŽƌŵ�ŽĨ�ƐŚŽƌƚͲƚĞƌŵ�
*"6&,11("&6("(#"&6-*(.-#*(-.(/-&'42,#*(*"6&,11(
ĂƐ�ĞŶƟƟĞƐ�ĨƌŽŵ�ŽƵƚƐŝĚĞ�ƚŚĞ�ďŽƵŶĚƐ�ŽĨ�ƌĞĂůŝƚǇ�ǁŚŝƐ4
ƉĞƌ�ŝŶƚŽ�ƚŚĞŝƌ�ŵŝŶĚ͘�
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RELIC TRAIT

!"# 4&+2%
! :#.%-1'-G&%4.(%&11$-2#$%&5#(

) �ƚĐŚĞĚ�ǁŝƚŚ�ƚŚĞ�ǁƌŝƟŶŐƐ�ŽĨ�ƚŚĞ�ƌƵŶĞ�ƟƚĂŶƐ

* Q320-I,%4-5$-=%$0-E(10%-$1-#-G&%4.(%&11$-0/5&%

9 DĂƌŬĞĚ�ǁŝƚŚ�ƚŚĞ�ĂůŝĞŶ�ƐŝŐŝůƐ�ŽĨ�ƚŚĞ��ĂƌĞƚĂŬĞƌƐ

; :#.%-1'-1(.-=41250,-E(1E>I1&>

? 7E&#I(%.-I5$,-$,%-05=5(-1'-$,%-:#=1E&#EO-1'-$,%-
�ůĂĐŬ�^ƚĂƌ�;ĂŶ�ĞĐůŝƉƐĞĚ�ďůĂĐŬ�ƐƚĂƌ�ǁŝƚŚ�ŶŝŶĞ�ƉŽŝŶƚƐ�
ĂƌŽƵŶĚ�ƚŚĞ�ĐŽƌŽŶĂͿ

A �ĂƌǀĞĚ�ǁŝƚŚ�ƐǁŝƌůŝŶŐ�ĂďŽůĞƚŚŝĐ�ŐĞŽŵĞƚƌǇ

B �ĂƌǀĞĚ�ǁŝƚŚ�ƚŚĞ�ƐǇŵďŽů�ŽĨ�ƚŚĞ�KƌĚĞƌ�ŽĨ�ƚŚĞ�tŚŝƚĞ�
^ƵŶ�;Ă�ƐǁŽƌĚ�ŽŶ�Ă�ďůĂǌŝŶŐ�ƐƵŶͿ

C �ĂƵƐĞƐ�ŶŝŐŚƚŵĂƌĞƐ�ŽĨ�ĐǇĐůŽƉĞĂŶ�ǁŽƌůĚƐ

!F Y40/5&%0-1$,%&I1&(.(O-.&%#20-54-$,%-254.-1'-5$0-
/100%001&

RELIC TYPE

!-## 456)
!T) �ŵƵůĞƚ

*T9 N%((

;T? N14%

ATB N1I(

CT!F N1X

!!T!) N&#E%(%$

!*T!9 N&11E,

!;T!? N3E>(%

!AT!B �ĂŶĚůĞ

!CT)F �ŽŝŶ

)!T)) �ƌŽǁŶ

)*T)9 �ƵƉ

);T)? D#==%&

)AT)B D50>

)CT*F U#&&54=

*!T*) UO%/#$E,

**T*9 L5=3&54%

*;T*? L54=%&-H14%

*AT*B L(3$%

*CT9F G%20$14%

9!T9) 'ůŽǀĞ

9*T99 G1H(%$

9;T9? Q1(O-0O2H1(

9AT9B Y.1(

!"# 4&+2%
!! D%E1&#$%.-I5$,-#4-%O%(%00-,32#415.-'#E%

!) DĂƌŬĞĚ�ǁŝƚŚ�Ă�ĮĞŶĚŝƐŚ�ƌƵŶĞ

!* DĂƌŬĞĚ�ǁŝƚŚ�Ă�ĚŝǀŝŶĞ�ƌƵŶĞ

!9 /ŶƐƉŝƌĞƐ�ŝƚƐ�ƉŽƐƐĞƐƐŽƌ�ƚŽ�ƚƌĂǀĞů�ŝŶ�Ă�ƉĂƌƟĐƵůĂƌ�ĚŝƌĞĐK
ƟŽŶ�ǁŝƚŚŝŶ�ƚŚĞ�ŵŽƵŶƚĂŝŶ

!; ,ŽůĚƐ�ƚŚĞ�ƐŽƵů�ŽĨ�ĂŶ�ĂĚǀĞŶƚƵƌĞƌ�ǁŚŽ�ĚŽĞƐŶ͛ƚ�ďĞK
ůŝĞǀĞ�ƐŚĞ�ŝƐ�ĚĞĂĚ

!? �ƚĐŚĞĚ�ǁŝƚŚ�Ă�ŵĂƉ�ƚŽ�ĂŶ�ƵŶĚŝƐĐŽǀĞƌĞĚ�ĂƌĞĂ�ŽĨ�ƚŚĞ�
2134$#54

!A �ŚĂŶŐĞƐ�ĐŽůŽƌ�ǁŝƚŚ�ƚŚĞ�ƌŝƐĞ�ĂŶĚ�ĨĂůů�ŽĨ�ƚŚĞ�ƐƵŶ�
13$05.%-$,%-2134$#54

!B DĂƌŬĞĚ�ǁŝƚŚ�ƚŚĞ�ƐǇŵďŽů�ŽĨ�ƚŚĞ�<ĞĞƉĞƌƐ�;Ă�ŬĞǇ�ŽŶ�
Ă�ƐŚŝĞůĚͿ

!C /ŶƐĐƌŝďĞĚ�ǁŝƚŚ�ďĞĂƵƟĨƵů�ƉŽĞƚƌǇ�ŝŶ�ĂŶĐŝĞŶƚ��ůǀŝƐŚ

)F ^ŚŝŌƐ�ǁŝƚŚ�ŵŽǀŝŶŐ�ƉŝĐƚŽŐƌĂŵƐ�ƐŚŽǁŝŶŐ�ƐĐĞŶĞƐ�ŽĨ�
$&5H#(-I#&'#&%

!-## 456)
9CT;F Z%I%(&O-H1X

;!T;) M%O

;*T;9 @#2/

;;T;? :#0>

;AT;B :%.#((514

;CT?F :5&&1&

?!T?) [%E>(#E%

?*T?9 6/#(

?;T?? 6&H

?AT?B P5E>

?CTAF P5/%

A!TA) \35((

A*TA9 R#$-0>3((

A;TA? R54=

AATAB R1.

ACTBF 7#$E,%(

B!TB) 7>3((

B*TB9 ^ƉĞĂƌ�ƟƉ

B;TB? 7/,%&%

BATBB 7/5>%

BCTCF 7$14%

C!TC) 7$&54=-1'-H%#.0

C*TC9 +5#&#

C;TC? +11$,

CATCB W5#(

CCTFF "#4.
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SPELL ABILITY

!-## $6)77 8)72(,8+&2%5
!T) �ĐŝĚ�ƐƉůĂƐŚ �ŽŵŵŽŶ

*T9 @5=,$- �ŽŵŵŽŶ

;T? 7,1E>54=-=&#0/ �ŽŵŵŽŶ

ATB +&3%-0$&5>%- �ŽŵŵŽŶ

CT!F N#4%- �ŽŵŵŽŶ

!!T!) N(%00- �ŽŵŵŽŶ

!*T!9 N3&454=-,#4.0 �ŽŵŵŽŶ

!;T!? �ŚĂƌŵ�ƉĞƌƐŽŶ �ŽŵŵŽŶ

!AT!B �ŽůŽƌ�ƐƉƌĂǇ �ŽŵŵŽŶ

!CT)F �ŽŵƉƌĞŚĞŶĚ�ůĂŶŐƵĂŐĞƐ �ŽŵŵŽŶ

)!T)) �ƵƌĞ�ǁŽƵŶĚƐ �ŽŵŵŽŶ

)*T)9 �ĞƚĞĐƚ�Ğǀŝů�ĂŶĚ�ŐŽŽĚ �ŽŵŵŽŶ

);T)? D%$%E$-2#=5E �ŽŵŵŽŶ

)AT)B L1=-E(13.- �ŽŵŵŽŶ

)CT*F G35.54=-H1($ �ŽŵŵŽŶ

*!T*) /ŶŇŝĐƚ�ǁŽƵŶĚƐ �ŽŵŵŽŶ

**T*9 Z32/- �ŽŵŵŽŶ

*;T*? 7,5%(.-1'-'#5$,- �ŽŵŵŽŶ

*AT*B 7(%%/ �ŽŵŵŽŶ

*CT9F dŚƵŶĚĞƌǁĂǀĞ �ŽŵŵŽŶ

9!T9) �ĐŝĚ�ĂƌƌŽǁ� <4E12214

9*T99 N(54.4%00].%#'4%00 <4E12214

9;T9? D%$%E$-$,13=,$0 <4E12214

9AT9B /ŶǀŝƐŝďŝůŝƚǇ <4E12214

9CT;F :50$O-0$%/ <4E12214

;!T;) R#O-1'-%4'%%H(%2%4$ <4E12214

BUYING AND SELLING RELICS

Relics are highly valued as treasure in Deepdelver’s 
Enclave. Both Jayce Goldsmile and Ayaan of Veyr deal 
in relics, and might have as many as three random 
relics for sale or trade at any given time. 
 Curiosities (relics that do not hold a spell) are 
typically worth 3d6 ' 10 gp. Magic-infused relics able 
to cast a single spell increase the relic’s cost as follows:

$6)77,9):)7 ;0<%
�ĂŶƚƌŝƉ н�ϱϬ�ŐƉ

ϭƐƚ�ůĞǀĞů н�ϭϬϬ�ŐƉ

ϮŶĚ�ůĞǀĞů н�ϮϬϬ�ŐƉ

ϯƌĚ�ůĞǀĞů н�ϱϬϬ�ŐƉ

ϰƚŚ�ůĞǀĞů н�ϭ͕ϬϬϬ�ŐƉ

ϱƚŚ�ůĞǀĞů н�Ϯ͕ϬϬϬ�ŐƉ

ϲƚŚ�ůĞǀĞů н�ϱ͕ϬϬϬ�ŐƉ

!-## $6)77 8)72(,8+&2%5
;*T;9 7E1&E,54=-&#O <4E12214

;;T;? ^ŚĂƩĞƌ <4E12214

;AT;B 75(%4E% <4E12214

;CT?F "%H- <4E12214

?!T?) N%0$1I-E3&0% <4E12214

?*T?9 D50/%(-2#=5E <4E12214

?;T?? L%#& <4E12214

?AT?B L(O- <4E12214

?CTAF G#0%130-'1&2 <4E12214

A!TA) Q#0$% <4E12214

A*TA9 @5=,$454=-H1($ <4E12214

A;TA? 7(1I- <4E12214

AATAB ^ƟŶŬŝŶŐ�ĐůŽƵĚ <4E12214

ACTBF N#450,2%4$ R#&%

B!TB) N(#E>-$%4$#E(%0- R#&%

B*TB9 N(5=,$- R#&%

B;TB? L5&%-0,5%(. R#&%

BATBB YE%-0$1&2 R#&%

BCTCF 7$14%0>54 R#&%

C!TC) �ůŽƵĚŬŝůů R#&%

C*TC9 �ŽŶĞ�ŽĨ�ĐŽůĚ R#&%

C;TC? L(#2%-0$&5>%- R#&%

CATCB Y40%E$-/(#=3% R#&%

CCTFF D5054$%=&#$% W%&O-&#&%

Relics able to cast a spell each day are worth $ve times 
as much as those whose spells are cast only once. It’s 
rare to $nd anyone who has the means to buy such an 
item, however.

Improvised Ability Checks, 
Damage, and Effects
While running adventures in Blackclaw Mountain, 
you might want to add your own traps, hazards, or 
environmental e#ects. When you do, make use of the 
following guidelines for determining the Di&culty 
Class for ability checks, statistics for improvised 
attacks and damage, hit points for inanimate objects, 
ad hoc saving throw DCs, and thresholds for damage. 
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!ese numbers typically work well for characters of 1st 
through 5th level:
• Skill DCs: 10 (easy) to 20 (hard)
• AC: 10 (rotted wood) to 20 (hard stone or iron)
• Attack Bonus: +3 (weak) to +7 (strong)
• Hit Points: 5 to 30
• Saving !rows: DC 12 (weak) to DC 17 (strong)
• Low Damage: 3 (1d6)
• Medium Damage: 7 (2d6)
• High Damage: 14 (4d6)
 For certain traps or hazards, you might have 
failed saving throws impose conditions such as 
blinded, charmed, deafened, frightened, grappled, 
incapacitated, paralyzed, petri$ed, poisoned, prone, 
restrained, stunned, or unconscious. Use these 
conditions sparingly.

Mountain of Madness
Many locations and relics found in Blackclaw 
Mountain impose the e#ects of short-term or long-
term madness, as detailed in the accompanying tables. 
Some forms of madness that appear in the mountain, 
particularly those imposed during combat, allow the 
a(icted creature to make saving throws at the end of 
each of its turns to end the madness, as noted in the 
applicable area or encounter. Other forms of madness 
last the full duration noted on the table.

SHORT-TERM MADNESS

!-## �īĞĐƚ�;ůĂƐƚƐ�ϭĚϭϬ�ŵŝŶƵƚĞƐͿ
F!T)F +,%-E,#&#E$%&-&%$&%#$0-54$1-$,%5&-254.-#4.-H%K

ĐŽŵĞƐ�ƉĂƌĂůǇǌĞĚ͘�dŚĞ�ĞīĞĐƚ�ĞŶĚƐ�ŝĨ�ƚŚĞ�ĐŚĂƌĂĐƚĞƌ�
ƚĂŬĞƐ�ĂŶǇ�ĚĂŵĂŐĞ͘

)!T*F +,%-E,#&#E$%&-H%E12%0-54E#/#E5$#$%.-#4.-0/%4.0-
ƚŚĞ�ĚƵƌĂƟŽŶ�ƐĐƌĞĂŵŝŶŐ͕�ůĂƵŐŚŝŶŐ͕�Žƌ�ǁĞĞƉŝŶŐ͘

*!T9F +,%-E,#&#E$%&-H%E12%0-'&5=,$%4%.-#4.-230$-30%-
ƚŚĞŝƌ�ĂĐƟŽŶ�ĂŶĚ�ŵŽǀĞŵĞŶƚ�ĞĂĐŚ�ƌŽƵŶĚ�ƚŽ�ŇĞĞ�
ĨƌŽŵ�ƚŚĞ�ƐŽƵƌĐĞ�ŽĨ�ƚŚĞ�ĨĞĂƌ͘

9!T;F +,%-E,#&#E$%&-H%=540-H#HH(54=-#4.-50-54E#/#H(%-1'-
ŶŽƌŵĂů�ƐƉĞĞĐŚ�Žƌ�ƐƉĞůůĐĂƐƟŶŐ͘

;!T?F dŚĞ�ĐŚĂƌĂĐƚĞƌ�ŵƵƐƚ�ƵƐĞ�ƚŚĞŝƌ�ĂĐƟŽŶ�ĞĂĐŚ�ƌŽƵŶĚ�
ƚŽ�ĂƩĂĐŬ�ƚŚĞ�ŶĞĂƌĞƐƚ�ĐƌĞĂƚƵƌĞ͘

?!TAF dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĞǆƉĞƌŝĞŶĐĞƐ�ǀŝǀŝĚ�ŚĂůůƵĐŝŶĂƟŽŶƐ�
ĂŶĚ�ŚĂƐ�ĚŝƐĂĚǀĂŶƚĂŐĞ�ŽŶ�ĂďŝůŝƚǇ�ĐŚĞĐŬƐ͘

A!TA; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĚŽĞƐ�ǁŚĂƚĞǀĞƌ�ĂŶǇŽŶĞ�ƚĞůůƐ�ƚŚĞŵ�
ƚŽ�ĚŽ�ƚŚĂƚ�ŝƐŶ͛ƚ�ŽďǀŝŽƵƐůǇ�ƐĞůĨͲĚĞƐƚƌƵĐƟǀĞ͘

A?TBF dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĞǆƉĞƌŝĞŶĐĞƐ�ĂŶ�ŽǀĞƌƉŽǁĞƌŝŶŐ�ƵƌŐĞ�
$1-%#$-012%$,54=-0$&#4=%-03E,-#0-.5&$8-0(52%8-1&-
ŽīĂů͘

B!TCF dŚĞ�ĐŚĂƌĂĐƚĞƌ�ŝƐ�ƐƚƵŶŶĞĚ͘

C!TFF dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĨĂůůƐ�ƵŶĐŽŶƐĐŝŽƵƐ͘

LONG-TERM MADNESS

!-## �īĞĐƚ�;ůĂƐƚƐ�ϭĚϭϬ�п�ϭϬ�ŚŽƵƌƐͿ
F!T!F +,%-E,#&#E$%&-'%%(0-E12/%((%.-$1-&%/%#$-#-0/%E5'K

ŝĐ�ĂĐƟǀŝƚǇ�ŽǀĞƌ�ĂŶĚ�ŽǀĞƌ͕ �ƐƵĐŚ�ĂƐ�ǁĂƐŚŝŶŐ�ŚĂŶĚƐ͕�
ƚŽƵĐŚŝŶŐ�ƚŚŝŶŐƐ͕�ƉƌĂǇŝŶŐ͕�Žƌ�ĐŽƵŶƟŶŐ�ĐŽŝŶƐ͘

!!T)F dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĞǆƉĞƌŝĞŶĐĞƐ�ǀŝǀŝĚ�ŚĂůůƵĐŝŶĂƟŽŶƐ�
ĂŶĚ�ŚĂƐ�ĚŝƐĂĚǀĂŶƚĂŐĞ�ŽŶ�ĂďŝůŝƚǇ�ĐŚĞĐŬƐ͘

)!T*F dŚĞ�ĐŚĂƌĂĐƚĞƌ�ƐƵīĞƌƐ�ĞǆƚƌĞŵĞ�ƉĂƌĂŶŽŝĂ͘�dŚĞ�
ĐŚĂƌĂĐƚĞƌ�ŚĂƐ�ĚŝƐĂĚǀĂŶƚĂŐĞ�ŽŶ�tŝƐĚŽŵ�ĂŶĚ�
�ŚĂƌŝƐŵĂ�ĐŚĞĐŬƐ͘

*!T9F dŚĞ�ĐŚĂƌĂĐƚĞƌ�ƌĞŐĂƌĚƐ�ƐŽŵĞƚŚŝŶŐ�;ƵƐƵĂůůǇ�ƚŚĞ�
ƐŽƵƌĐĞ�ŽĨ�ŵĂĚŶĞƐƐͿ�ǁŝƚŚ�ŝŶƚĞŶƐĞ�ƌĞǀƵůƐŝŽŶ͕�ĂƐ�ŝĨ�
ĂīĞĐƚĞĚ�ďǇ�ƚŚĞ�ĂŶƟƉĂƚŚǇ�ĞīĞĐƚ�ŽĨ�ƚŚĞ�ĂŶƟƉĂƚŚǇͬ
ƐǇŵƉĂƚŚǇ�ƐƉĞůů͘

9!T9; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĞǆƉĞƌŝĞŶĐĞƐ�Ă�ƉŽǁĞƌĨƵů�ĚĞůƵƐŝŽŶ͘�
�ŚŽŽƐĞ�Ă�ƉŽƟŽŶ͘�dŚĞ�ĐŚĂƌĂĐƚĞƌ�ŝŵĂŐŝŶĞƐ�ƚŚĂƚ�
ƚŚĞǇ�ĂƌĞ�ƵŶĚĞƌ�ŝƚƐ�ĞīĞĐƚƐ͘

9?T;; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ďĞĐŽŵĞƐ�ĂƩĂĐŚĞĚ�ƚŽ�Ă�͞ůƵĐŬǇ�
ĐŚĂƌŵ͕͟ �ƐƵĐŚ�ĂƐ�Ă�ƉĞƌƐŽŶ�Žƌ�ĂŶ�ŽďũĞĐƚ͕�ĂŶĚ�ŚĂƐ�
ĚŝƐĂĚǀĂŶƚĂŐĞ�ŽŶ�ĂƩĂĐŬ�ƌŽůůƐ͕�ĂďŝůŝƚǇ�ĐŚĞĐŬƐ͕�ĂŶĚ�
ƐĂǀŝŶŐ�ƚŚƌŽǁƐ�ǁŚŝůĞ�ŵŽƌĞ�ƚŚĂŶ�ϯϬ�ĨĞĞƚ�ĨƌŽŵ�ŝƚ͘

;?T?; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ŝƐ�ďůŝŶĚĞĚ�;ϮϱйͿ�Žƌ�ĚĞĂĨĞŶĞĚ�
;ϳϱйͿ͘

??TA; +,%-E,#&#E$%&-%X/%&5%4E%0-34E14$&1((#H(%-
ƚƌĞŵŽƌƐ�Žƌ�ƟĐƐ͕�ǁŚŝĐŚ�ŝŵƉŽƐĞ�ĚŝƐĂĚǀĂŶƚĂŐĞ�ŽŶ�
ĂƩĂĐŬ�ƌŽůůƐ͕�ĂďŝůŝƚǇ�ĐŚĞĐŬƐ͕�ĂŶĚ�ƐĂǀŝŶŐ�ƚŚƌŽǁƐ�ƚŚĂƚ�
ŝŶǀŽůǀĞ�^ƚƌĞŶŐƚŚ�Žƌ��ĞǆƚĞƌŝƚǇ͘

A?TB; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ƐƵīĞƌƐ�ĨƌŽŵ�ƉĂƌƟĂů�ĂŵŶĞƐŝĂ͘�dŚĞ�
E,#&#E$%&->41I0-I,1-$,%O-#&%-#4.-&%$#540-&#E5#(-
$&#5$0-#4.-E(#00-'%#$3&%08-H3$-.1%04J$-&%E1=45S%-
1$,%&-/%1/(%-1&-&%2%2H%&-#4O$,54=-$,#$-,#/K
ƉĞŶĞĚ�ďĞĨŽƌĞ�ƚŚĞ�ŵĂĚŶĞƐƐ�ƚŽŽŬ�ĞīĞĐƚ͘

B?TCF tŚĞŶĞǀĞƌ�ƚŚĞ�ĐŚĂƌĂĐƚĞƌ�ƚĂŬĞƐ�ĚĂŵĂŐĞ͕�ƚŚĞǇ�
ŵƵƐƚ�ƐƵĐĐĞĞĚ�ŽŶ�Ă����ϭϱ�tŝƐĚŽŵ�ƐĂǀŝŶŐ�ƚŚƌŽǁ�
Žƌ�ďĞ�ĂīĞĐƚĞĚ�ĂƐ�ƚŚŽƵŐŚ�ƚŚĞǇ�ĨĂŝůĞĚ�Ă�ƐĂǀŝŶŐ�
ƚŚƌŽǁ�ĂŐĂŝŶƐƚ�ƚŚĞ�ĐŽŶĨƵƐŝŽŶ�ƐƉĞůů͘�dŚĞ�ĐŽŶĨƵƐŝŽŶ�
ĞīĞĐƚ�ůĂƐƚƐ�ĨŽƌ�ϭ�ŵŝŶƵƚĞ͘

C!TC; dŚĞ�ĐŚĂƌĂĐƚĞƌ�ůŽƐĞƐ�ƚŚĞ�ĂďŝůŝƚǇ�ƚŽ�ƐƉĞĂŬ͘

C?TFF dŚĞ�ĐŚĂƌĂĐƚĞƌ�ĨĂůůƐ�ƵŶĐŽŶƐĐŝŽƵƐ͘�EŽ�ĂŵŽƵŶƚ�ŽĨ�
ũŽƐƚůŝŶŐ�Žƌ�ĚĂŵĂŐĞ�ĐĂŶ�ǁĂŬĞ�ƚŚĞ�ĐŚĂƌĂĐƚĞƌ͘




