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ON THE COVER 

Here we see a 
Halloween-themed piece 
that my friend Marc 
Thomas did. I was in fact 
so inspired that from this 
image the Gourd Lord 
patron idea was born! You 
can find more of Marc’s 
work here!  
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It is once every year, on All Hallows Eve, 
that the Gourd Lord arises from the Plane of 
Shadows and comes to terrorize the people of 
the Material Plane. And in the meanwhile, when 
he slumbers, his warlocks and witches do his 
bidding, ensuring that the horrors of his home 
plane are let loose upon the world.  

Those who take up the banner of the 
Gourd Lord revel in chaos and insanity, loving 
the power that light and shadow can play over a 
mortal’s soul. And all the while, cackling like a 
mad hatter.     

LAUGHING JACK’O’LANTERN 
All those who serve the Gourd Lord 

always seem to have an air of general mirth 
about them, a low chuckle appearing to radiate 
from within their throats. Because of this, 
starting at first level, all enemies within 10 feet 
of you must roll a Wisdom saving throw or come 
under the effects of the fear condition for one 
round.  

At sixth level, this range expands to 20 
feet and the effect lasts for one minute on a 
failed save, and at tenth level it grows to 30 feet 
and the effect lasts until you are able to take a 
short rest.   

 

POWER OF THE PATCH 
When you take this patron at 1st level, 

you become part of a collective hivemind known 
as the Patch. As part of the Patch, you are able 
to communicate with other servants of your 
patron up to a mile away. 

Additionally, beings of the fey type are 
more likely to listen and obey you, fearing the 
mirth of the Gourd Lord. When you encounter 
fey creatures, you gain advantage on Charisma-
based checks, and your attacks deal an extra 1d4 
psychic damage.   

 

EXPANDED SPELL LIST 
When you take this patron at 1st level, you gain 
access to the following spells!  

Spell 
Level Spells 

1st Acid Stream, Command  

2nd Barkskin, Magic Mouth 

3rd Life Transference, Plant Growth   

4th Confusion, Control Woodland Beings  

5th Conjure Elementals,  
 

THE GOURDOLIER  
Taking this patron at first level, the 

Gourd Lord gifts you with a powerful artifact: 
the Gourdolier. This mystical item holds on it 
eight different types of gourds, all with 
different abilities. When used, the gourds 
regrow at dawn.  

At 6th level, a second gourd of each 
appears, and at 10th level a third gourd of each 
appears.  

 
Gourd Abilities  
Snake 
gourd 

When thrown onto the ground 
within 30 feet of you, the snake 
gourd shatters and summons 
forth 1d6 boa constrictors. These 
boa constrictors will attack any 
enemy target and remain 
corporeal for 1d4 + Charisma 
modifier rounds.  

Cucumber  When thrown onto the ground 
within 30 feet of you, the 
cucumber explodes and creates a 
pool of water with a 30-foot 
radius that is 10 feet deep. It 
remains for 1 hour before 
draining.  

Butternut 
squash 

When thrown onto the ground 
within 30 feet of you, the 
butternut squash creates a large 
20-foot-wide table covered in 
platters of cooked squash. While 
not the tastiest of treats, there is 
enough to heal up to 6 allies for 3 
hit dice.  

Pumpkin When thrown onto the ground 
within 30 feet of you, the 
pumpkin transforms into a small 
hut that lasts for 8 hours, can 
comfortably sleep up to 6 allies, 
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and has enough food and drink to 
heal each creature inside up to 1 
hit dice.  

Horned 
melon 

When thrown onto the ground 
within 30 feet of you, the horned 
melon explodes into a massive 
wave of sharp spines. All 
creatures within a 20-foot radius 
must roll a Dexterity saving 
throw or take 2d8 piercing 
damage – half on a successful 
save.  

Club gourd  When thrown onto the ground 
within 30 feet of you, the club 
gourd grows into a floating 
warhammer for 1 minute. Any 
target that ends its turn within 5 
feet of the warhammer takes 3d6 
bludgeoning damage. If they are 
killed by the club, they are 
transformed into a club gourd 
which will heal you for 1d6 hit 
points.   

Ivy gourd When thrown onto the ground 
within 30 feet of you, the ivy 
gourd expands into a massive 
patch of thick vines and flowers, 
covering 30 square feet for 1 
minute. Any creature within the 
patch is considered restrained 
and must roll a Constitution 
saving throw each round they are 
in the patch or risk falling 
unconscious due to the 
pheromones of the flowers.  

Muskmelon When thrown onto the ground 
within 30 feet of you, the 
muskmelon ruptures into a 
massive 20-foot cube of noxious 
smelling fog, lingering for one 
minute. This fog cannot be seen 
through, and any target who 
tries to attack within the fog 
cloud is considered blinded. 
Additionally, any target who 
ends their turn within the cube 
takes 1d8 poison damage.  

 
 
 

 

SANCTUS SQUASH 
At 6th level, the Gourd Lord grants you 

access to the deepest regions of his patch, 
allowing you to build a sanctum here. When you 
find a gourd patch at the witching hour, you 
may speak the magic word of “Ciùcran!”, and a 
door shall open within the ground.  

This will take you to your Sanctus 
Squash. Here, within the Plane of Shadows, no 
being can track you. You may design your 
Sanctus however you wish, but it contains 
enough food and water to house you and up to 6 
allies for 8 hours before you are pushed back 
into the patch in the Material Plane.  

You may use this once per long rest.  
 

SOMETHING WICKED THIS WAY 
COMES 

At 10th level, you feel the call of the Plane 
of Shadows, and from deeper still…Hell itself. 
As an action you may call forth a nightmare as 
your steed for 8 hours. While on your 
nightmare, your aura of fear deals 2d4 psychic 
damage to all beings within its range until you 
make a successful saving throw.  

Additionally, all spells and weapon 
attacks deal an extra amount of fire damage 
equal to your Charisma modifier.  

 

THE GOURD LORD’S LEGIONS 
COMETH 

At 14th level, the true power of the Gourd 
Lord flows through you, radiating out in waves 
of maniacal laughter. As an action you may 
summon forth four Pumpkin Legionnaires for 
one minute.  

Using the galeb duhr stat block (MM pg. 
139), make it a fey creature, and give the 
appearance of a pumpkin – replacing any 
“boulder” with “pumpkin”. These Pumpkin 
Legionnaires will fight for you until either they 
are killed, or their one minute is up.  

You may do this twice per long rest.  
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Below is a stat block designed by Griffin 
Fredette of Three Shoes Publishing. They spent 
a great deal of time to bring you a powerful and 
terrifying boss worthy of any of your Halloween 
encounters! 
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