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INTRODUCTION

Bakinqua, the devil of Dark Wood, spawned the first varoot

helspawn in his hidden wilderness laboratory outside Rybalka. 4
Recently, a Vikmordere druid traded some rare ingredients for

the root which then made its way into a supply of varoot destined /

for Dark Redwood Distillery, a new project by Mayor Igor Leonid %
(Faction 1) of Rybalka (Setting 1). 4

Once in the distillery, the varoot helspawn gorged itself on
var’vodakin, mutating into a grotesque and dangerous
aberration, the var’vodakin helspawn.

VAROOT HELSPAWN
Minor Hazard

AC 10, HP 1
Moves up to 20 feet per round on initiative count 10; a
creature that enters its space for the first time on a turn
or starts its turn there takes 1 Fire damage.

Explosive. Trigger: The varoot helspawn takes damage.
Response: The varoot helspawn explodes; every target
in a 10-foot-radius Sphere centered on the varoot
helspawn takes 1 Fire damage.




A slime-covered abomination flails with its root-like red tentacles as
it oozes across the ground. It stops for a moment to grab a rat. In
an instant, it has liquified its prey, leaving behind only the stench of
alcohol as the whole mass quivers and expands.

VAR VODAKIN HELSPAWN

BONUS ACTIONS

Large Aberration, Neutral Evil

Armor Class 14 (natural armor)
Hit Points 71 (11d10 + 11)
Speed 25 ft.

Initiative +1 (11)

MOD SAVE MOD SAVE MOD SAVE

STR 13 +1 +1 DEX 12 +1 +1 CON 13 +1 +1

INT 2 4 -4 WIs 10 +0 +0 CHA 6 -2 -2

Vulnerabilities Fire
Resistances Cold

Immunities Poison; Blinded, Charmed, Deafened, Frightened,
Paralyzed, Poisoned

Senses Blindsight 60 ft. (blind beyond this radius),
Passive Perception 10

Languages —
CR 2 (XP 450; PB +2)

TRAITS

Intoxicating Gas. One 5-foot Cube the var’vodakin helspawn can see
within 30 feet of it. Then, one of the following effects occur, based
on the target area:

Flammable Gas. Trigger: If there is an open flame in the area, the gas
ignites, dealing 2 (1d4) Fire damage to any creature in the area and
to the var’vodakin helspawn.

Intoxicating Fumes. Constitution Saving Throw: DC 11, Failure: The target
has the Charmed condition until the end of its next turn. Success: The
target becomes immune to the Charmed condition of Intoxication for
1hour.

Spawn Varoot Helspawns (Recharge 5-6). The var’vodakin helspawn
buds off 1d4 + 2 varoot helspawns within 5 feet of it. They act on
initiative count 10.

REACTIONS

Chemically Unstable. The var’vodakin helspawn has Disadvantage
on attack rolls until the end of its next turn if it takes Acid
damage. Purify Food and Drink centered on it deals 13 (3d8) Force
damage to it.

ACTIONS

Tendril Slam. Melee Attack Roll : +3, reach 15 ft. Hit: 8 (2d6 + 1)
Bludgeoning damage plus 2 (1d4) acid damage and the target has
the Grappled condition (escape DC 11) if it is Medium or smaller.

Tendril Fling. Melee Attack Roll: +3 to hit, reach 5 ft., one
grappled creature. Hit: 8 (2d6 + 1) Bludgeoning damage. The
var’vodakin helspawn flicks the target up to 20 feet away

to an unoccupied space, and the target has the Prone
condition. Then, one of the following effects occurs,
depending on the area the target is flung to:

Varoot Detonation. If the target falls Prone in the space
of a varoot helspawn, that varoot helspawn deals 1 Fire
damage to the target and then detonates. Toss Follow-
Up. If the target lands within 5 feet of another creature
or object, the var’'vodakin helspawn makes a Toss attack
against that other creature or object.

Toss. Ranged Attack Roll: +3 to hit, range 5/20 ft. Hit: 8 (2d6
+1) Bludgeoning damage.
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Redirect Attack. Trigger: The var’vodakin helspawn is hit by an
attack. Response: The attack hits a varoot helspawn within 20 feet of
the var’vodakin helspawn instead.



https://adventureaweek.com/shop/dnd-2024/adventure-arcs/red-tree-of-grudges/varvodakin-helspawn/#
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OUEN GAME LICENSE

The following text is the property of Wizards of the Coast, Inc. and is copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the © and/or trademark owners who have contrib-
uted Open Game Content; (b) “Derivative Material” means copyrighted material including
derivative works and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement, compilation, abridg-
ment or other form in which an existing work may be recast, transformed or adapted;

(c) “Distribute” means to reproduce, license, rent, lease, sell, broadcast, publicly display,
transmit or otherwise distribute; (d) “Open Game Content” means the game mechanic
and includes the methods, procedures, processes and routines to the extent such content
does not embody the Product Identity and is an enhancement over the prior art and any
additional content clearly identified as Open Game Content by the Contributor, and means
any work covered by this License, including translations and derivative works under copy-
right law, but specifically excludes Product Identity. (e) “Product Identity” means product
and product line names, logos and identifying marks including trade dress; artifacts,
creatures, characters, stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts,
themes and graphic, photographic and other visual or audio representations; names and
descriptions of characters, spells, enchantments, personalities, teams, personas, likeness-
es and special abilities; places, locations, environments, creatures, equipment, magical

or supernatural abilities or effects, logos, symbols, or graphic designs; and any other
trademark or registered trademark clearly identified as Product identity by the owner of
the Product Identity, and which specifically excludes the Open Game Content; (f) “Trade-
mark” means the logos, names, mark, sign, motto, designs that are used by a Contributor
to identify itself or its products or the associated products contributed to the Open Game
License by the Contributor (g) “Use”, “Used” or “Using” means to use, Distribute, copy,
edit, format, modify, translate and otherwise create Derivative Material of Open Game
Content. (h) “You” or “Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content that contains a notice indicat-
ing that the Open Game Content may only be Used under and in terms of this License. You
must affix such a notice to any Open Game Content that you Use. No terms may be added
to or subtracted from this License except as described by the License itself. No other terms
or conditions may be applied to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your accep-
tance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the Con-
tributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with the
exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the title, the © date, and
the © holder name to the COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

7. Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
in conjunction with a work containing Open Game Content except as expressly licensed
in another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not consti-
tute a challenge to the ownership of that Product Identity. The owner of any Product
Identity used in Open Game Content shall retain all rights, title and interest in and to
that Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may publish updated versions
of this License. You may use any authorized version of this License to copy, modify

and distribute any Open Game Content originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the Contrib-
utor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the
breach. All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provi-
sion shall be reformed only to the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE

Open Game License v 1.0a, © 2000, Wizards of the Coast, Inc.; .

System Reference Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; Authors
Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on
original material by E. Gary Gygax and Dave Arneson.
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Aos: Winterflower. ©2015, AAW Games; Jonathan G. Nelson

Ao08: Search for the Tri-Stone. ©2015, AAW Games; Jonathan G. Nelson

Rise of the Drow Collector’s Edition. ©2020, AAW Games; Thomas Baumbach, Thilo Graf,
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