
Rowan Scatharay
medium tiefling, they/them, lawful good

Armor Class 12 (Leather Armor)

Hit Points: 123 (15d8 + 45)

Speed: 30ft

STR
12 (+1)

DEX
14 (+2)

CON
16 (+3)

INT
15 (+2)

WIS
20 (+5)

CHA
14 (+2)

Saving Throws Int +7, Wis +10

Skills Animal Handling +10, Insight +10, Medicine 

+10, Religion +7

Senses passive perception 15, darkvision 60ft

Languages Common, Infernal, Druidic

Resistances Fire

Spellcasting. Rowan is a 15th level Druid spellcaster. 
Their spellcasting ability is Wisdom (spell save DC 18, 
+10 to spell attacks). They have the following Druid 
spells prepared: 

Cantrips (at will). Thaumaturgy, Druidcraft, Mold 
Earth, Thorn Whip, Primal Savagery

1st Level (4 slots). Cure Wounds, Detect Poison and 
Disease, Snare, Fog Cloud

2nd Level (3 slots). Animal Messenger, Healing Spirit, 
Pass Without Trace

3rd Level (3 slots). Plant Growth, Water Walk, Dispel 
Magic

4th Level (3 slots). Conjure Woodland Beings, 
Hallucinatory Terrain, Elemental Bane

5th Level (2 slots). Wrath of Nature, Greator 
Restoration, Tree Stride

6th Level (1 slot). Druid Grove, Wall of Thorns

7th Level (1 slot). Regenerate

8th Level (1 slot). Earthquake

DISABILITIES
Rowan has chronic pain, primarily in their legs and 
hips. They utilize the chronic pain mechanics. They 
use forearm crutches, formed from branches and 
vines and flowers, to make it easier for them to 
get around. They may also occasionally use a cane, 
or their quarterstaff if needed. While preferring 
spellcasting to melee combat, they will hit with their 
crutches or a quick dagger. 

Rowan also has Sensory Proccessing Disorder. This 
is partly why they prefer to be surrounded by nature, 
rather than in towns or cities. 



This use of teleportation circle is special. Rather 
than opening a portal to a permanent teleportation 
circle, it opens a portal to the last location where 
they finished a long rest on their current plane of 
existence. If they haven’t taken a long rest on their 
current plane, the spell fails but isn’t wasted. Once 
they use this feature, they can’t use it again until 
they finish a long rest.

Infernal Legacy. Rowan can cast Hellish Rebuke as 
a 2nd-level spell once with this trait, and regain the 
ability to do so when they finish a long rest. They can 
also cast the Darkness spell once, and regain the 
ability after a long rest. Charisma is their spellcasting 
ability for these spells. 

Balm of the Summer Court. Rowan has become 
imbued with the blessings of the Summer Court. 
They are a font of energy that offers respite from 
injuries. They have a pool of energy of 15 d6s. As a 
bonus action, they can choose one creature they can 
see within 120 feet of themself and spend a number 
of those dice equal to half their druid level or less. 
Roll the spent dice and add them together. The 
target regains a number of hitpoints equal to that 
total. The target also gains 1 temporary hit point per 
die spent. They regain all expended dice when they 
finish a long rest. 

Wild Shape. Rowan can use their action to magically 
assume the shape of a beast that they have seen 
before of challenge rating 1 or lower. They can use 
this feature twice, and regain expended uses when 
they finish a short or long rest.

Hearth of Moonlight and Shadow. Home is wherever 
Rowan is. During a short or long rest, they can invoke 
the shadowy power of the Gloaming Court to help 
guard their respite. At the start of the rest, they 
touch a point in space, and an invisible, 30-foot-
radius sphere of magic appears centered on that 
point. Total cover blocks the sphere. While within 
the sphere, they and their allies gain a +5 bonus to 
Dexterity (Stealth) and Wisdom (Perception) checks, 
and any light from open flames in the sphere (a 
campfire, torches, or the like) isn’t visible outside it. 
The sphere vanishes at the end of the rest or when 
they leave the sphere.

Hidden Paths. Rowan can use the hidden magical 
pathways that some fey use to traverse space in the 
blink of an eye. As a bonus action on their turn, they 
can teleport up to 60 feet to an unoccupied space 
they can see. Alternatively, they can use their action 
to teleport one willing creature they can touch up 
to 30ft to an unoccupied space they can see. Rowan 
can use this feature a number of times equal to their 
Wisdom modifier (minimum of once), and they regain 
all expended uses of it when they finish a long rest

Walker in Dreams. The magic of the Feywild grants 
Rowan the ability to travel mentally or physically 
through dreamlands. When they finish a short 
rest, they can cast one of the following spells, 
without expending a spell slot or requiring material 
components: dream (with them as the messenger), 
scrying, or teleportation circle.

ACTIONS
Crutches. Melee Weapon Attack: +7 to hit, reach 5ft, 
one target. Hit: 1d8 + 1 bludgeoning damage.

Dagger. Melee Weapon Attack: +6 to hit, reach 5ft, 
one target. Hit: 1d8 + 1 piercing damage.

Not much is known about Rowan Scatharay, and it’s 
unlikely they will offer that information, as they are 
of few words. They wander vast forests, far more 
attuned to nature than to the worlds in cities and 
towns, and far out of touch with what is happening 
beyond their forest. Having been there since a child, 
they know the woods in and out, and consider 
themself a protector. Their grace extends to those 
who pass through with good intentions - travel, a 
good deed - that have no plan to harm the forest 
or its inhabitants. Dare to enter the woods with 
bad intentions - cutting down trees, hunting the 
animals - and you will find yourself against the rage 
of Rowan. 

A myth to surrounding towns, there are folklore 
songs sung by bards across taverns about the 
Tiefling Protector of the Forests. Some speak of 
how their presence is like roots, touching every part 
of the forest. Wherever help is needed, or wrongs 
are committed, Rowan is there. Tales of their 
grace, leading the lost to their destinations. Tales 
of rage, of the earth shifting, or elements bending 
to their will. Very few details are known, aside 
from the claims of a purple tiefling, using crutches 
and magic to traverse the woods. Some claim to 
have seen them walk across water, while others 
say they travel through the trees. Others say their 
dreams have been touched by them. Those that get 
to know Rowan are few and far, though they are 
generally a kind, if serious, individual. 
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Open Game Content & 
Copyright
Open Content: Subject to designation as Product
Identity (see below), the only portion of the Rowan 
Scatharay NPC product designated as Open Game
Content is the rules content (creature stat blocks and
names of skills, etc., taken from the SRD) as defined
in the Open Game License version 1.0a Section 1(d).
The front and back cover, back matter, introduction
and Credits page, as well all other parts of this
product including all text not specifically designated
as Open Game Content is not Open Game Content.
No portion of this work other than the material
designated as Open Game Content may be
reproduced in any form without written permission.

Product Identity: The following items are hereby
identified as Product Identity, as defined in the
Open Game License 1.0a, Section 1(e), and are not
Open Content: DnD Disability, the DnD Disability
Logo, Rowan Scathary, as well as all trademarks, 
registered trademarks, proper names (including the 
names of each character, location, item or monster 
unique to this product), dialogue, plots, storylines, 
locations, characters, artworks, and trade dress, but 
excluding any content that is Product Identity of 
Wizards of the Coast. (Elements that have previously 
been designated as Open Game Content are not 
included in this declaration.)

Rowan Scatharay NPC is Copyright © 2021
 DnD Disability and may not be
reproduced in any form. It may be referenced with
full credit in other works, but actual text may not
be copied and added to works.

Reference in non-Open Game Content (thus not
covered by the Open Game License) in this work to
content owned by others is not a challenge to their
ownership and is used under Fair Use.

Rowan is a powerful force, with a very strict moral 
code they follow. Adventuring parties will remain in 
their good graces if they offer no threat, joining to help 
them in their missions and giving them safe passage 
from the natural dangers of the forest. If they pose 
a threat, they will find themselves in a forest more 
deadly than before, with every turn offering a chance 
for Rowan to stop them. Their alignment to the party 
depends entirely on the party’s own actions. 

Rowan aligns with no gender binary, using they/them 
pronouns. They have chronic pain and utilize those 
mechanics. They also have SPD, with their sensory 
struggles forming mostly around unnatural sounds and 
large crowded places. 

http://annaholden.carrd.co
http://dnddisability.com
patreon.com/dnddisability
http://instagram.com/dnd.disability
http://twitter.com/dnddisability


Open Game License V1.0a
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 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, 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 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, likenesses, 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. Not
for resale. Permission granted to print or photocopy this
document for personal use only.

2. 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.

3.Offer and Acceptance: By Using the Open Game Content
You indicate Your acceptance of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to
use this License, the Contributors 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 copyright date, and the
copyright holder’s 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
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 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
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 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 provision shall be reformed only to
the extent necessary to make it enforceable.

15. COPYRIGHT NOTICE
Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, Inc. System Reference Document 5.0. 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.


