
The Vaeyen 

The Vaeyen are the immutable forces of nature and things 
unseen: the silence of darkness, the wind through the woods, 
the shadow in the corner. They are the untapped energies of 
places untread, yearning to be free. The Vaeyen are drawn to 
lost, forgotten souls in despair, offering a flicker of hope to 
seal a pact. There is an elemental power to the unknown, and 
only those who have faced fear alone are worthy to wield it. 

 

Tenets of the Unknown 
The Vaeyens’ power are maintained by three precepts: 
mystery of their true nature, instinctual fear of the unknown, 
and flickers of hope in the midst of darkness.  
- Embrace the supernatural and maintain the Vaeyens’ 

mystique. Knowledge of your power should exist only as 
stories and rumors, whispered in hushed tones by firelight. 

- Those who wield fear against others are most afraid of the 
unknown. Enlighten those who oppress and intimidate 
others on the true meaning of terror. 

- As a candle is a beacon in the darkness, a warlock must be a 
beacon for the forgotten. Leave candles in your wake, so 
others may follow your footsteps to find their own freedom. 

 

Betraying One’s Nature 
Using one’s power to act beyond the Vaeyens’ tenets betrays the purity of 
their gifts. Such acts demand punishment, and thus a warlock who breaks 
the Vaeyens’ tenets is scarred by mythos. The warlock is stripped of their 
powers, and curses of legend manifest into reality: brambles mar every 
path, strange creatures howl incessantly in the night, and there is an 
ever-present dread of being watched.  

 

Solace in Ritual 
The warlock must perform rituals to maintain their 
connection with the Vaeyen. Work with your Dungeon Master 
to decide what these rituals are and how often they must be 
performed. Consult the chart below for a few ideas. 
 

d6  Rituals Chart 
1  Light a candle at night and place it westward, so it burns away 

completely before sunrise. 
2  Create a small shrine or cairn using small stones and a candle. It will 

serve as a marker for the lost and weary. 
3  Make an effigy of twigs and twine, to hang from tree branches when 

traveling through the woods. It will serve as a reminder to travelers 
that they are never truly alone. 

4  Leave a small amount of food or supplies under a shrine or near an 
effigy. Many warlocks’ first memories of the Vaeyen are being guided 
to these stashes while alone in the dark. 

5  When preparing animals for consumption, leave an offering of bones, 
teeth, or fur in a small pile near a lit candle. 

6  Hold a lit candle in your hands while communing with the Vaeyen. 
When released from meditation, patterns and symbols may be visible 
in the melted wax. 

 

Gifts of the Vaeyen 
The Vaeyen allow you choose from an expanded list of spells 
when you learn a warlock spell. The following spells are added 
to the warlock spell list for you. 

The  Vaeyen Expanded Spells 
Spell Level  Spells 

1st  Dissonant Whispers, Fog Cloud 
2nd  Dust Devil,  Silence 
3rd  Erupting Earth, Nondetection 
4th  Arcane Eye, Phantasmal Killer 
5th  Contagion, Hallow 

 

Bonus Cantrips 
At 1st level, you learn the Control Flames and Thaumaturgy 
cantrips. They count as warlock cantrips for you, but they 
don’t count against your number of cantrips known. 
 

Sense of Fear 
Starting at 1st level, the Vaeyen unlock your heart to the 
presence of fear. As an action, you open your awareness to 
this familiar emotion. Until the end of your next turn, you 
know the approximate location of any creature experiencing 
the emotion of fear within 60 feet of you. You know the 
intensity of fear experienced by each being, but do not know 
their type or identity. Within the same radius, you also detect 
the presence of any place or object that has been consecrated 
or desecrated, as with the Hallow spell. 

You can use this feature a number of times equal to 1 + your 
CHA modifier. When you finish a long rest, you regain all 
expended uses. 

 

Entropic Siphon 
Starting at 6th level, the Vaeyen allow you to manipulate the 
forces of entropy. As an action, you can touch a medium or 
larger-sized plant or corpse, and restore hit points equal to 1d4 
per warlock level. This feature has no effect with plants that 
are already withered, undead creatures, or corpses that have 
been dead for more than 7 days. 

You can use this feature a number of times equal to 1 + your 
Charisma modifier. When you finish a long rest, you regain all 
expended uses. 
 

The Power of Fear 
Starting at 10th level, the warlock passively gains power from 
fear. Within 30 feet of the warlock, each hostile creature with 
the Frightened condition adds +1 Phobia Point, which 
increases your Spell DC and saving throws by +1. 
    Phobia Points are tracked individually per hostile creature. 
Gain a point immediately as an enemy gains the Frightened 
condition. Remove a point immediately when an enemy’s 
Frightened condition ends, or when the enemy moves further 
than 30 feet away from the warlock. 
 

Paralyzing Terror 
Starting at 14th level, the warlock gains mastery of fear to 
further terrorize enemies and overwhelm their senses. As an 
action, the warlock may select a Frightened creature within 30 
feet and spend a Phobia Point to immediately change their 
condition to Paralyzed. The creature then rolls the appropriate 
saving throw for Paralyzed, and upon success is no longer 
Paralyzed or Frightened. 
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