FEYLINE

Between the world of waking and dream, within the
endless realms of the Far'way lies a most peculiar
kingdom. Where castles stand like mountain tops
and gardens know not winters chill. Where small
creatures host grand galas each night, dressed in
pure finery and fur. This is the kingdom of the Fey-
line.

Short feline like humanoids, easily mistaken for
beastfolk, these adorable fairy creatures rule their
realm with want for nothing but festivities and mer-
ry-making. They come in many different colors, pat-
terns and species of feline, and appear to dress like
members of royalty. Though their clothes and man-
nerisms suggest a form of regal nobility, there is little
rhythm or reason to their government, as the court al-
ways seems to be in constant celebration. Mansions
leading into other mansions, grand ballrooms con-
necting to luxurious housing, branching into throne
rooms decorated for grand galas. Endless tables of
fresh food, wine, servants appearing when needed
in rooms that may not have been there the previous
night. Entertainers, musicians, artists, dancers, all
there to cater to the party-goers every whim, the res-
idents of this gilded maze of orpiment splendor care
little for where their impossible riches come from,
and would find such a question rather dull.

In truth, like all fey, the Feyline are created from the
dreams and thoughts of mankind. The imaginings of
untold riches merging with folklore and metaphor,
growing from the realm like plants from the dirt. For
what creature could ever be born in such a world but
a cat. And though aloof, they are the most amicable of
the fey towards humans, perhaps reflecting their cat
like natures in the collective human consciousness.

Those who are capable of making contact with the
far’'way will find the Feyline willing to converse with
creatures of the material world. If a friendship with
one can be created, those lucky few will be invited
to participate in their grand festivities. Mortals that
leave behind an especially good impression can be
declared friends to a court and gain powerful fey al-
lies. Though, one should be weary of attending a fey
party, as you might find it hard to leave if the hosts
enjoy your company too much.
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CAT’s TREASURE

Objects within the world of fey are prone to change and
fleeting, especially once they are removed from their
place of origin. Treasures, foods, and gifts bestowed by the
feyline do not remain splendid when brought to the mate-
rial plane. Gold pieces and jewels turn onto buttons and
smooth pebbles, gourmet foods turn into meager scraps
and fishbones, and lustrous clothes change into scratched
up blankets.

All the treasures and wealth of the feyline exists solely
within their own world and are seen as such by their den-
izens. Creatures that choose to rob from the feyline will
be facing a vexing discovery once they secured their loot.
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PLEDGING LOYALTY

To be an invited guest at a feyline court is to be con-
sidered a great honor. Once having been granted en-
trance and opportunity to converse with the regal fey,
one can forge a connection, if not a bond with these
fey.

A player character that excels in social interactions
within a feyline court, or earns the respect of a feyline
court by merrit, will be extended a paw of friendship
in return. A character will then have the opportunity
to pledge loyalty towards a feyline court and make
an ally for their future adventures. The extent of this
help can range from a safe haven within the world of
fey, information of fey related matters, or the direct
assistance of the feyline, such as a feyline chevalier
offering their assistance with the player’s next quest
or magical boons.

FEAT: FEYLINE FRIEND

Prequesites: Level 4, having pledged loyalty to a fey-
line court (see above), being able to cast the ‘Find
Familiar’ spell.

You learn how to summon a loyal feyline to assist
you, granting you these benefits:

« When you cast find familiar, your familiar can
take the form of a feyline chevalier. In addition

to its stat block, it gains the following action:
Shapechange. The feyline chevalier polymorphs into a tiny
cat, or back into its true form. Its statistic are the same in each
form, except that it can’t speak as a cat. Any equipment it is
wearing or carrying isn’t transformed. It reverts to its true form
if it dies.

- When you take the attack action on your turn, you
can forgo one attack to allow your feyline familiar
to make one attack of its own with its reaction.

BooON: CHAMBERLAIN’S AID

For those that have excelled in friendship and service
to a feyline court, a feyline noble might bestow a play-
er the temporary aid of their chamberlain (who will
not get a choice in this matter).

You can cast the Conjure Fey spell as a ritual once,
without expending a spell slot, and without having
to concentrate on the spell. The fey conjured by they
spell is a feyline chamberlain.
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FEYLINE COURTIER

The Courtiers are the most common kind of Feyline,
always smartly dressed in their best attire to min-
gle with the highest ranking members of the court.
They are more than willing to scratch your back, if
you scratch there’s; so to speak. Though polite, jovial
and lovers of good food and drink, they have been
known to become quite vicious when disrespected,
and will bad mouth rivals to climb the social ladder.
They often can be found intoxicated at their grand
galas, though with the uncanny ability to seemingly
become sober and drunk at will.

While they avoid combat, they will fight if cornered,
or pressured to save face in front of their fellow so-
cialites. This makes them incapable of reusing a bet
or challenge. Though get on their good side and they
may present you with some spicy gossip about their
fellow nobility.
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FEYLINE COURTIER
Small fey

Armor Class 15 (natural armor)
Hit Points 13 (3d6 + 3)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
7 (-2) 15 (+2) 13 (+1) 10 (0) 12 (+1) 14 (+2)

Proficiency +2

Skills Persuasion +4, Stealth +5

Senses darkvision 60 ft., passive Perception 11
Languages Common, Sylvan

Challenge 1/2 (100 XP)

Cat’s Luck (1/day). When the feyline courtier is subjected to
an effect that allows it to make a saving throw, it can choose
to succeed. If the feline courtier would take only half damage
from a successful saving throw from that effect, it takes no
damage instead.

Keen Senses. The feyline courtier has advantage on Wisdom
(Perception) checks that rely on sight, hearing, or smell.

Feline Escape. When the feyline courtier uses an action
to dash, it provokes no opportunity attacks until the end
of its turn.

AcCTIONS

Multiattack. The feyline courtier makes two attacks with
its claws.

Claws. Melee Weapon Attack: +4 to hit, reach 10 ft., one target.
Hit: 5 (1d6+2) slashing damage.
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FEYLINE CHEVALIER
Small fey

Armor Class 18 (breastplate & shield)
Hit Points 33 (6d6 + 12)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
9 (-1) 17 (+3) 15 (+2) 10(0) 14(+2) 13 (+1)

Proficiency +5

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages Common, Sylvan

Challenge 2 (450 XP)

Keen Senses. The feyline chevalier has advantage on Wisdom
(Perception) checks that rely on sight, hearing, or smell.

Feline Escape. When the feyline chevalier uses an action
to dash, it provokes no opportunity attacks until the end
of its turn.

Feline Reflex. Whenever the feyline chevalier makes an
opportunity attack, it makes two weapon attacks instead.

AcCTIONS

Multiattack. The feyline chevalier makes two
weapon attacks.

Feyline Blade. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 7 (1d8+3) slashing damage.

Claws. Melee Weapon Attack: +5 to hit, reach 10 ft.,
one target. Hit: 6 (1d6+3) slashing damage.

Feyline Bow. Ranged Weapon Attack: +5
to hit, range 80/240 ft., one target. Hit: 6
(1d6+3) piercing damage.

Bonus AcTIONS

Swatting Stance. The feyline chevalier
enters an intercepting stance. Until

the beginning of its next turn, the

feyline chevalier can make opportunity
attacks against creatures that disengage
or against creatures that enter its reach. If
both opportunity attacks hit the target, it’s
movement speed becomes o until the end of
the current turn. The feyline chevalier can
use this bonus action only if it hasn’t moved
during this turn and after it uses the bonus
action, its speed is o until the end of the
current turn.
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While the worries of the feyline courts are few, their
fey realms are not immune from invasion at the hand
of those who would steal their grand riches. Though
they do not possess a traditional army, many noble-
men take up training to become Chevaliers, proud
skilled warriors and the first line of defense of the
Feyline court.

Dressed in the most fashionable armor and wield-
ing only the best weaponry, most chevalier will open-
ly admit to taking up arms for bragging rights within
the court. They can be found at any event or party,
loudly boasting about their great deeds, or showing
off their skills with other Chevaliers. But do not be
fooled, despite a boastful nature and need to impress
they do follow a Knightly code. And with cat like re-
flexes and swift blades in hand, a Chevaliers pride
and ego is not unfounded.
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FEYLINE CHAMBERLAIN

One could not be blamed for thinking the festivities
in the court sprout fully organized from dreams and
thoughts of fey magic. This however would be an in-
sult to the Chamberlains, the true organizers of the
court.

Charged with preparing the endless grand events of
the realm, the chamberlain is often seen command-
ing servants and performing the surprisingly mun-
dane tasks needed to organize a party. Unlike their
follow Feyline they are quite work orientated, hold-
ing great responsibility over the function of the court.
As such, these shadowy figures are highly observant,
working behind the scenes to make sure the frivolous
lifestyle of their realm continues undisturbed. At any
cost.
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FEYLINE CHAMBERLAIN
Small fey (shape changer)

Armor Class 16 (studded leather armor)
Hit Points 66 (12d6 + 24)
Speed 4o ft., climb 30 ft.

STR DEX CON INT WIS CHA
8 (-1) 19(4) 15(H2) 14(+2) 17(+3) 16 (+3)

Proficiency +3

Saving Throws Dex +7, Int +5, Wis +6

Skills Insight +6, Perception +6, Persuasion +6, Stealth +7
Senses darkvision 60 ft., passive Perception 16
Languages Common, Sylvan

Challenge 6 (2,300 XP)

Evasion. When the feyline chamberlain is subjected to an
effect that allows it to make a Dexterity saving throw ot take
only half damage, it instead takes no damage if it succeeds on
the saving throw, and only half damage if it fails.

Keen Senses. The feyline chamberlain has advantage
on Wisdom (Perception) checks that rely on sight,
hearing, or smell.

Nimble. The feyline chamberlain can move through spaces of
creatures that are of a larger size than itself.

Sneak Attack (1/turn, Feline Form Only). The feyline
chamberlain deals an extra 21 (6d6) damage when it hits

a target with a weapon attack that has advantage on the
attack roll, or when the target is within 5 ft. of an ally of the
chamberlain that isn’t incapacitated and the chamberlain
doesn’t have disadvantage on the attack roll.

AcTIONS

Multiattack (Feyline Form Only). The feyline chamberlain
makes three attacks with its claws.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 8 (1d6+4) slashing damage.

Shapechange. The feyline chamberlain polymorphs into a
tiny cat, or back into its true form. Its statistic are the same in
each form, except that it can’t speak as a cat. Any equipment
it is wearing or carrying isn’t transformed. It reverts to its true
form if it dies.

BonNus AcTIONS

Feyline Skirmish (Feyline Form Only). The feline
chamberlain dashes and disengages.

Unique among the Feyline, the chamberlain pos-
sesses innate fey magic that allows them to assume
the form of a common cat, and can be seen mingling
outside of the feyline’s realms to investigate brewing
trouble if necessary.
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FEYLINE NOBLE

At the top of the Feyline hierarchies are the Nobles,
glorious lords and ladies of grand splendor, the most
decadent, most joyful, and most flamboyant among
their kind. They are the very idol of dramatic entranc-
es, rousing speeches and wild charisma all other
Feyline wish to reach. Lovers of all things fun and
indulgent, they are quick to flattery more than anger,
though one would do well not to try their luck.

Tied to the realms they govern, the Nobel’s possess
supernatural strength, dexterity and wit. If would be
more favorable to fight them with words and charm,
rather than against the entire congregation of knights
and servants under their command. One would do
well the show respect and grace towards the hosts
of the party after all. Though, earning favor as guest
of honor at a Noble’s next party may bring the ire of
the Courtiers.

FEYLINE NOBLE
Small fey

Armor Class 19 (suave defense)
Hit Points 97 (15d6 + 45)
Speed 4o ft., climb 30 ft.

STR  DEX  CON INT WIS  CHA
10(0©) 21(+5) 7(+3) 15(+2) 18(+4) 19(+4)

Proficiency +4

Saving Throws Int +6, Wis +8, Cha +8

Skills Insight +8, Intimidation +8, Perception +8, Persuasion +8
Senses darkvision 60 ft., passive Perception 18

Languages Common, Sylvan

Challenge 9 (5,000 XP)

Cat’s Luck (Recharge 6). When the feyline noble is
subjected to an effect that allows it to make a saving throw, it
can choose to succeed. If the feyline noble would take only
half damage from a successful saving throw from that effect, it
takes no damage instead.

Feline Escape. When the feyline noble uses an action to dash,
it provokes no opportunity attacks until the end of its turn.

Inspiring Presence. Other feylines within 60 ft. of the feline
noble that can see it have advantage on wisdom and charisma
saving throws.

Keen Senses. The feyline noble has advantage on Wisdom
(Perception) checks that rely on sight, hearing, or smell.

Magic Weapons. The feyline noble’s weapon attacks
are magical.

Suave Defense. The feyline noble adds its charisma modifier
to its AC as long as it wears no armor.
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AcCTIONS

Multiattack. The feyline noble makes three weapon attacks.

Feyline Fan. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 9 (1d8+5) bludgeoning damage.

Claws. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 8 (1d6+5) slashing damage.

Bonus AcTIONS

Feline Command. The feyline noble issues one of the
following commands to another allied feyline within 6o ft. of
itself that can hear it:

o “Attack!”. The feyline uses its reaction to move up to
its speed towards a hostile creature and make a melee
weapon attack against it.

o “Protect me!”. The feyline uses its reaction moves up
to its speed towards the feline noble. If the feyline ends
its movement within 5 ft. of the feyline noble, all attacks
rolls targeting the feyline noble have disadvantage until
the beginning of the feline noble’s next turn or the feyline
creature is further than 5 ft. from the noble.

o “Steady Yourselves!”. The feyline uses a reaction and

gains 10 temporary hit points and is no longer charmed
or frightened.

o “Take Aim!”. The feyline creature has advantage on all
attack rolls it makes before the end of its next turn.
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LICENSE

OPEN GAME License Version 1.0a The following text
is the property of Wizards of the Coast, LLC. and is
Copyright 2000 Wizards of the Coast, Inc (, Wizards).
All Rights Reserved.

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 copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly

. Definitions: (a)‘Contributors‘ means the copyright and/or
trademark owners who have contributed 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, abridgment or other form in
which an existing work may be recast, transformed or adapted; (c)
,Distribute means to reproduce, License, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute; (d)“Open
Game Content” means the game mechanic and includes the meth-
ods, 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
copyright 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, like-
nesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions
of characters, Spells, enchantments, personalities, teams, personas,
likenesses 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) ,Trademark” 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.

. The License: This License applies to any Open Game Content that
contains a notice indicating 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.

. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

. Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, roy-
alty-free, nonexclusive License with the exact terms of this License
to Use, the Open Game Content.

. 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 suffi-
cient rights to grant the rights conveyed by this License.

. Notice of License Copyright: You must update the COPYRIGHT
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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 constitute 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 distribut-
ing are Open Game Content.

9. Updating the License: Wizards or its designated Agents may pub-
lish 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.

. 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 Contributor 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 regu-
lation 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 un-
enforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE

1

—

Open Game License v 1.0a Copyright 2000, Wizards of
the Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wiz-
ards of the Coast, LLC.; 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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