
Trees
Trees are among the most unlikely of hazards. They are ubiquitous, 
unassuming, and almost never out to get you.

Yet some trees (which truly are trees and not fey) are something more. 
Some are markers, planted in memorial of a person or event. Some are 
venerated for their great age or another perceived virtue. Every now and 
then, one is even corrupted by the malignant necromancy of death.

Fey-Touched
Fey-touched trees are often flowering or fruiting trees and can be 
recognized by their unusual bounty, when they are in season. 

Foreboding Wood
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Charm, Sleep
Effect: Creatures take a -5 penalty to saving throws against Sleep effects, 
unconsciousness, or to wake up from normal sleep.
Creatures within the aura make are wracked by nightmares and must 
make a saving throw at the end of an extended rest. On a failed saving 
throw, they regain healing surges equal to their Constitution modifier -1/-
2/-3 (per tier) instead of regaining all of them.

Countermeasures

• A creature that has not spent a healing surge since its last 
extended rest is immune to the Foreboding Wood.

The Lost Path
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Charm
Effect: Creatures within the tree's aura begin to walk a wide circle that 
ends within the aura after an hour.
After each hour of travel, make a saving throw. On a failed saving throw, 
lose one healing surge as exhaustion takes its toll.

Countermeasures

• An Intuition or Perception check (Medium) will reveal that the 
party is traveling in circles.

• Any reasonable method of navigation that relies upon a distant 
landmark, such as a mountain or the stars.

Shadowed Forest
The trees of the shadowed forest often appear in dark, remote 
locations on the borders of the wild and the wastes.

Hanging Tree
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Necrotic
Effect: All healing within the aura is halved.
Each time a creature loses a saving throw it takes 5/10/15 (per tier) 
necrotic damage. If a creature rolls a natural 1 or 2 on the saving throw, 
they also lose a healing surge.

Countermeasures

• The Hanging Tree's aura is suppressed for 8 hours if a living 
creature of small size or larger dies within the aura.



Haunted Wood
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Fear
Effect: Creatures may treat trees as allies for the purpose of flanking their 
enemies. 
Creatures gain the bloodied condition while they are adjacent to a tree.

Countermeasures

• Shadow creatures are immune to the Haunted Wood.

Primeval
These ancient trees have endured for centuries as now-forgotten 
nations rose and fell.

Holy Tree
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Effect: Whenever an ally within the aura gains one of the following 
conditions, make a saving throw: Blinded, Dazed, Deafened, Immobilized, 
Slowed, Stunned, Unconscious, or Weakened. If you fail the saving throw, 
you gain the same condition until the end of your next turn.

Countermeasures

• As a standard action, a creature adjacent to the  Holy Tree may 
show its devotion and exempt itself and its allies from the effect 
until the beginning of its next turn. 

Lightning-Scarred Tree
Plant

Party Level 
XP (by level)

Detect Nature (moderate) Initiative --

Aura 10

Varies (Cold, Fire, or Lightning)
Effect: Creatures within the aura gain vulnerability 5/10/15 (per tier) to 
cold, fire, and lightning.
If the tree takes cold, fire, or lightning damage, all creatures within it's 
aura takes the same amount and type of damage as the tree.

Countermeasures

• As a minor action, a creature adjacent to the Lightning-Scarred 
Tree with immunity or resistance to Cold, Fire, or Lightning may 
grant its allies immunity to the tree's effect until the beginning of 
its next turn.
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