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Buffing Zarak

By the time your players' characters have arrived at the

Wayward Pool in Thither, the second fey realm of the

now-divided Prismeer, their suspicions that something

is rotten in the state of Zybilna are proving true. They

have encountered (and maybe defeated) Bavlorna

Blightstraw in the realm of Hither. They may have met

Nib, a tragic character doomed by Skabatha Nightshade

to make amends for his ill-gotten wealth. They've either

met Will of the Feywild and his Getaway Gang, or

learned that Skabatha is hunting the young boy. By the

time they meet Lamorna, the unicorn who haunts the

Wayward Pool, they are primed to seek justice against

Granny Nightshade. When they learn that Lamorna's

mate, Elidon, has possibly been imprisoned by the

Hourglass Coven, their resolve will likely stiffen.

Fitting, then, that the designers have provided an

outlet for that revenge. At this point in the adventure,

your players may be interested in rediscovering their

lost items, if you used the Lost Things adventure hook.

Prismeer is such a wild and wonderful place, however,

that they may have gotten distracted, or wondered just

what their motivation should be. Just then a good,

simple villain appears: the assassin Zarak, who has

been sent by The League of Malevolence to take

Lamorna's horn from her.

Unfortunately, as written, Zarak is less than a speed

bump. The characters are level four at this point in the

adventure, and at 37 hit points and a 14 AC, your rogue

will probably dispense of Zarak near the end of the first

round of combat. If you proceed with the assassin as

written, your players will be confused from a narrative

perspective: "What was that? Was that supposed to be

difficult? Whoever was trying to kill that unicorn isn't

really a problem—that must have been a random

encounter instead of a major plot point." Zarak should

present a real danger for your PCs, or at least a real

danger to Lamorna. The adventure provides Zarak a

means to escape in his potion of invisibility, so there is

nothing wrong with making this encounter hit hard and

then fade away. If you run Zarak as a true assassin, you

can really put pressure on the players by having him

target Lamorna straight away.

But we're getting ahead of ourselves. Eventyr Games,

who craft the excellent Wild Beyond the Witchlight DMs

Bundle and Map Pack, suggest bumping Zarak to 67 hp

and 16 AC. Doing so pushes Zarak's CR to 6, which is

probably close for a party of five fourth level characters.

Eventyr's Zarak is better, certainly, but even with

Uncanny Dodge and Relentless Endurance he is

unlikely to survive far into the battle. In order to make

your characters feel anxious, Zarak should be able to

accomplish his objective: wounding Lamorna so that

she cannot escape. In order for that to be possible, we

suggest further refining Zarak as outlined below. For

this stat block we built upon Eventyr's Zarak, and

included statistics from EN World's Level Up 5E

Monstrous Menagerie. Feel free to grab our stat block

below for inclusion in your own game.

 

 



   


