-

~ THE DROWNEDS

| N@W Warlock P ?l‘@if’(@ﬂ




HE IDROWNED — A NEW
WarLock PATRON

Echoes from the Deep...

by Daylight Publications

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten Realms, the dragon ampersand, Player’s Handbook, Monster Manual, Dungeon Master’s Guide, D&D Adventurers League, all other Wizards
of the Coast product names, and their respective logos are trademarks of Wizards of the Coast in'the USA and other countries. All characters and their distinctive likenesses are property of Wizards of the
Coast. This material is protected under the copyright laws of the United States of America. Any reproduction or unauthorized use of the material or artwork contained herein is prohibited without the
express written permission of Wizards of the Coast.

©2016 Wizards of the Coast LLC, PO Box 707, Renton, WA 98057-0707, USA. Manufactured by Hasbro SA, Rue Emile-Boéchat 31, 2800 Delémont, CH. Represented by Hasbro Europe, 4 The Square,
Stockley Park, Uxbridge, Middlesex, UB11 1ET, UK.

Notfoeriresale. Permission-granted to print or photocopy this document forpersonal use only. The Drowned — A New Warlock Patron

il



CREDITS

Writing and Editing: Daylight Publications
Cover and Interior Art: Bruno Rodak

Original Music:Jake Gamelin
Additional Images: Wikimedia Commons

UproN THE SEA

“There's always a siren, singing you to shipwreck.
Same of us may be more susceptible than others are,
but there's always a siren. It may be with us all our
lives, or it may be many years or decades before we
find it or it finds us. But when it does find us, if we're
lucky we're Odysseus tied up to the ship's mast,
hearing the song with perfect clarity, but ferried to
safety by a crew whose ears have been plugged, with
beeswax. If we're not at all lucky, we're another sort of
sailor stepping off the deck to drown in the sea.”

— Caitlin R. Kiernan, The Drowning Girl

Far BELow

Throughout history, the tales of shipwrecks and
unfathomable storms have filled the nightmares and
minds of sailors the oceans’ over. And while many
knock this as silly superstitions, seamen know the
truth of what lurks deep within the \bowels of the
world waters.

There is a benevolent being known/ as|the Drowned,
a spirit formed from the dead souls of those killed in
the great storms and sea battles, taken from life too
soon. The Drowned rarely breathes life back into
those who come to its realm, but occasionally, it
finds a soul with such life that it returns them.
These-warlocks of the Drowned are strange beings,
dead but alive, whole but asunder.~Their minds
wander and they often rage as but a typhoon would,
but ‘they control awesome power. And all the
Drowned asks for is that they return to it when the
time has come.

ExpanDED SpELL List

TheDrowned lets you choose from an expanded list
of ‘spells when you learn a warlock spell. The
following spells are added to the warlock spell list
foryou.

Spell Level | Spells

st Fog Cloud, Thunderwave

2nd Detect Thoughts, Pass without Trace
3rd Call Lightning, Conjure Barrage

4th Black Tentacles, Ice Storm
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| 5th | Conjure Volley, Maelstrom

WaTER as BLooDp

At 1st level upon taking this patron, you become
neither dead nor alive. You are immune to disease
and poison, and rather than bleeding blood you
bleed saltwater. You also appear to be constantly
damp. Once per day you must perform a long
submergence in at least two feet of water to
replenish your body. For every day you do not
submerge, your Constitution stat will decrease by
one.

You also gain the spell Waterwalk ‘as an innate
ability and cannot drown. Your swim speed is double
that of your walking speed, and you do not consider
water difficult terrain.
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Part oF THE CREW, PART OF THE SHIP

At 6th level, the/hypnotic power-and crushing force
of the ocean’s grasp allows you to manipulate others,
As an action, you may possess up to 1d4 nearby
humanoids whose level is half of yours for one
minute. Each’ round they are under your control,
they must make a Wisdom save - should they pass,
they are free of your control but take 2d4 psychic
damage. Should they fail, they take 3d4 psychic
damage and gain 1 point of exhaustion.

CrEw OVERBOARD

At 10th level you are able to manipulate your
surroundings and pass through them as if they were
made of water. As an action, you become able to
swim through yourn surroundings - li.e. diving into
the floor and treating it as water, walking through
stone; ete. - for one minute,

You cannot be attacked, but cannot speak or hold
solid items unless you choose to end your water
wraith form. However, should you swim beneath an
enemy they will fall into the floor up to two feet per
100 pounds they weigh. You may also hold a
teammate and bring them into the water wraith
form.

Al Grost SHIP IN THE NIicHT

At 14t level, you are able to all forth aid from your
patron. Choose a point within 120/ feet. A spectral
galleon appears in the distance and rushes towards
that spot, crashing| upon spectral rocks, sending
shattered boards and crashing waves outwards.
Each creature within |60 feet of that point must make
a Dexterity saving throw, taking 5d10 bludgeoning
damage on a failed 'save and half as much on a
successful one.

Before the ship disappears, a spectral crew of 1d10 +
Cha mod skeletons disembark and begin fighting.
Roll initiative for the skeletons. On their turns, they
spend their movement and actions fighting any
creature that can see that is hostile to you. These
skeletons remain for 1 minute, or until no hostile
creatures remain. Once you've used this feature, you
must finish a long rest before you can do so again.
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MEeET QOUR ARTIST!

Bruno | Rodak is _an
illustrator working and
living in Zagreb, Croatia.
After 12 years of working
as a | prolific graphic
designer he committed
his focus to illustration
and in doing so made a
career in doing album art
for local and some
international musicians.
His true passion in
illustration lies,, in the
realm of fantasy in which
most of his creative work resides now.

CHEeck Qut Our OTHER
TrTLE!
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