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MALAKAR, THEVOIDWALKER

In the dead of night, whispers tell of a figure that stalks
the space between worlds. A being born of the very fab-
ric of the cosmos, Malakar is his name, and terror is his
game. The ancient tome he crafted from the dark void
imbued him with power beyond measure. Its secrets
have driven him to madness, and his mind is now a
swirling void of delirium and dark magic. Yet, he roams
the stars, his power growing with every nightmare he
conjures.

Malakar's infamy is not without reason. He once
strode the mortal realm just as he now walks the void,
his magic unmatched and his legions of followers the
envy of kings. His followers would do anything to
please their master, for his power was as seductive as it
was overwhelming. His dark teachings and infernal
pacts with demonic entities spawned a cult that threat-
ened to engulf the entire world. The Voidwalker’s fall,
however, was as swift as it was violent. He was betrayed
by a powerful acolyte, who coveted his power and saw
Malakar as nothing more than a tool.

But Malakar was not so easily defeated. After his fol-
lowers were destroyed and his cult crumbled, he fled
into the void, where he still remains to this day. His
dark and twisted powers continue to grow, and he de-
lights in tormenting the dreams of those foolish enough
to cross his path. The mere mention of his name strikes
fear into the hearts of the bravest adventurers, and

many believe that he is simply a legend, a tale to scare
children. But the Voidwalker lives on, his soul con-
sumed by darkness, and his mind a labyrinth of un-
speakable horror.
Tentacles. Malakar's most distinctive feature is the

writhing, eldritch tentacles sprouting from his scalp.
They are a living extension of his being, imbued with an
insidious intelligence and malevolent intent. The hair
tentacles can lash out at foes with deadly force and
grapple multiple targets simultaneously.
Tome of the Void. Malakar's most prized possession is

his Tome of the Void, a powerful artifact that serves as
a conduit to the eldritch power that flows through him.
One can find the secrets to conjuring and controlling
the void's most dangerous denizens within its pages.
The book is said to be bound in the skin of a thousand
sacrificial victims and written in the blood of those who
dare to oppose him.
Void Mastery. Malakar is a master of shadow and

psychic magic, capable of manipulating the minds of his
enemies and delving into their darkest fears. He can un-
leash waves of psychic energy that can cripple his ene-
mies or outright slay them. Malakar's control over the
void allows him to open portals to other worlds, sum-
moning horrors from beyond the veil.

MALAKAR’S CITADEL IN THE VOID
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Malakar is a towering figure, standing at over 7 feet tall with a lean and muscular build. His skin is a sickly gray
color, and seems to be pulled tight over his sharp bones. His eyes are deep-set and sunken, surrounded by dark
circles that suggest he hasn't slept in ages. His hair is long and black, and seems to writhe and as if alive with a
mind of its own. From this hair emerge numerous writhing tendrils of darkness, each one a manifestation of his
dark power.
Malakar's clothing is adorned with various symbols of his power, including the intricate and unsettling pat-
tern of his robes. The fabric seems to shimmer with a dark energy, and shifts and changes as if made of liquid
shadow. His hands are adorned with long, sharp nails that seem to be made of a material more akin to obsidian
than bone.
When Malakar speaks, his voice is like a whisper of darkness, seeming to come from every direction at once.
His presence exudes an aura of malevolence and fear, causing those around him to feel a sense of dread and un-
ease. Despite his intimidating appearance, there is a sense of power and control about him, as if he is always
one step ahead of those around him.
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THEVOIDWALKER’S LAIR
Malakar's lair is a towering, spire-shaped citadel located
deep in the heart of the void. It's constructed of a black,
shimmering stone that glows with pale purple light and
is surrounded by a perpetual haze of smoke and mist. At
the top of the spire, there's a large, circular chamber
with a gaping hole that reveals a vortex of swirling, dark
energy above. Strange, eldritch symbols and glyphs are
etched into the chamber's walls, floor, and ceiling,
glowing with an ominous green light. The scent of in-
cense and rotting flesh permeates the dark citadel
throughout its winding corridors and massive, cav-
ernous chambers. Each of them is filled with dark, an-
cient tomes and strange, eldritch artifacts. A host of
twisted creatures guard the fortreess, aberrant beings
spawned from the void itself and held in thrall by
Malakar's dark powers.

REGIONAL EFFECTS
The region containing a Malakar’s lair is warped by the
wizard’s magic, which creates one or more of the fol-
lowing effects:

• The presence of Malakar’s lair causes all creatures
within 5 miles to have vivid nightmares, making it
difficult for them to benefit from a Long Rest. A
resting creature must succeed on a DC 15 Wisdom
saving throw or gain a point of exhaustion upon
waking.

• The 3 mile area around Malakar’s lair is infused
with psychic energy, causing all spells that deal psy-
chic damage to be cast at one level higher.

• The area within 1 mile of Malakar’s lair is con-
stantly shrouded in darkness. All non-magical light
sources within 1 mile are extinguished and cannot
be relit.

If Malakar dies, these effects fade over the course of
1d10 days.

LAIRACTIONS
On initiative count 20 (losing initiative ties), Malakar
takes a lair action to cause one of the following effects;
Malakar can’t use the same effect two rounds in a row:

• Nightmare Sphere: Malakar creates a sphere of
pure psychic energy that expands to fill the entire
lair. Each creature within the lair must make an In-
telligence saving throw (DC 18) or take 5d8 psy-
chic damage and gain a random short-term mad-
ness effect.

• Gravity Well: Malakar opens a rift to the void in a
30 foot radius on a point he chooses within 60 feet
of himself. Each creature within the affected area
must make a DC 18 Strength saving throw or have
their speed halved and gain disadvantage on Dex-
terity saving throws until the end of its next turn.

• Shadow Bindings: Malakar causes the shadows
within the lair to coalesce into tendrils that lash out
at intruders. Each creature within 20 feet of
Malakar must make a DC 18 Dexterity saving
throw or take 14 (4d6) necrotic damage and be re-
strained until the end of its next turn.

ADVENTURE HOOKS
d10 Hook

1
Malakar's Revenant - The ghost of one of Malakar's
victims seeks revenge, and the characters must help
put the spirit to rest before it causes more damage.

2
The ShadowTome - The characters come into pos-
session of Malakar's tome, but must fight off his fol-
lowers who will stop at nothing to retrieve it.

3
TheVoid Portal - A portal to the void has been
opened and the characters must venture through it
to stop Malakar before he can fully manifest in the
mortal realm.

4

TheDreamWeaver - Malakar is infiltrating the
dreams of the characters, manipulating their sub-
conscious to do his bidding. The characters must
find a way to break free from his grasp before it's too
late.

5
TheDark Sacrifice - Malakar's followers are con-
ducting a dark ritual to summon him into the mortal
realm. The characters must stop the ritual before it's
too late.

6

TheHauntedManor - The characters are hired to in-
vestigate a haunted manor, only to discover that it
was the site of one of Malakar's atrocities. They must
put the spirits to rest and stop any further damage
from being done.

7
The Lost Soul - A lost soul is trapped in the void and
the characters must help guide them back to the
mortal realm, but Malakar is hot on their trail.

8
TheCorrupted Forest - Malakar's power is cor-
rupting the forest and its inhabitants. The characters
must venture into the heart of the forest and stop the
source of the corruption before it spreads.

9
TheDarkArtifact - The characters discover a power-
ful artifact that Malakar is seeking. They must de-
cide whether to keep it out of his hands or risk using
it to defeat him.

10
TheBetrayer - One of the characters has been un-
knowingly working for Malakar all along, and must
decide where their loyalties truly lie when faced with
the consequences of their actions.
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NEW CREATURES
This section introduces new creatures that are denizens
of the void, an eldritch plane of madness and dark
magic.

VOIDBEAST
The Voidbeast is a fearsome creature with four spindly
legs, each ending in razor-sharp claws. Its body is cov-
ered in shimmering fur that appears to reflect the light
of distant stars. The creature's eyes glow with a sickly
light, emitting an aura of dread and otherworldliness.

The Voidbeast is a highly adaptable predator, able to
survive in various environments. It feeds on the life
force of other creatures, draining them of their vitality
with its fangs and consuming their essence. The creature
is highly intelligent and possesses a degree of psychic
ability, allowing it to sense the emotions and intentions
of its prey.
Unnatural Nature. A voidbeast doesn’t require air or

sleep.

artcredit:m
idjourney

VOIDBEAST





TOME OF THE VOID AMULET OF SHADOWBINDING
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NEW SPELLS
This section introduces new magic spells associated with
Malakar and the Void Plane.

VOID BLAST
2nd-level evocation

Casting Time: 1 action
Range: 60 ft.
Components: V, S
Duration: Instantaneous

You unleash a blast of void energy at a creature within
range. The target must make a Dexterity saving throw
or take 3d6 psychic damage and become blinded until
the end of its next turn.

SHADOWTENDRILS
3rd-level necromancy

Casting Time: 1 action
Range: 60 ft.
Components: V, S, M (A piece of a tendril from a

roper)
Duration: 1 minute

You create shadow tendrils that grasp and constrict your
enemies. Choose a creature within range, it must make
a Strength saving throw or take 4d8 necrotic damage
and be restrained until the spell ends. At the start of
each of its turns, the restrained creature takes 2d8
necrotic damage.

VOID RIFT
5th-level conjuration

Casting Time: 1 action
Range: 120 ft.
Components: V, S, M (a shard of obsidian)
Duration: Concentration, up to 1 minute

You open a rift to the void, creating a portal that leads
to another plane of existence. Choose a point within
range, and a 10-foot diameter, 40-foot deep pit appears.
This pit is filled with swirling void energy that causes
3d10 force damage to any creature that starts their turn
within it. Additionally, creatures that fail a Dexterity
saving throw when entering or ending their turn within
the void rift are pulled into the void and are banished to
another plane of existence for 1 minute.

ELDRITCH BINDINGS
7th-level enchantment

Casting Time: 1 action
Range: 30 ft.
Components: V, S, M (a silver chain)
Duration: 1 minute

You bind your enemies in eldritch chains, rendering
them immobile. Choose a up to three creatures within
range, they must make a Wisdom saving throw or be
restrained by magical chains that are immune to dam-
age. A restrained creature cannot move or take actions,
but can still speak. It can repeat the saving throw at the
end of each of its turns to try and break free from the
spell. While restrained, the creature takes 3d10 psychic
damage at the start of each of its turns.

SHADOW FORM
9th-level illusion

Casting Time: 1 action
Range: Self
Components: V, S
Duration: Concentration, up to 1 minute

You transform yourself into a shadowy form, becoming
insubstantial and difficult to hit. While in this form,
you have resistance to all damage and advantage on
Dexterity (Stealth) checks. You can move through
other creatures and objects as if they were difficult ter-
rain, but you cannot end your turn in an occupied
space. If you end your turn inside an object, you take
1d10 force damage and are shunted to the nearest un-
occupied space. This spell ends if you attack or cast a
spell.
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LEGALNOTICE

Product Identity: The following items are hereby identified as Product Iden-
tity, as defined in the Open Game License version 1.0a, Section 1(e), and
are not Open Content: All trademarks, registered trademarks, proper
names (characters, place names, new deities, etc.), dialog, plots, story ele-
ments, locations, characters, artwork, graphics, sidebars, and trade dress.

Open Game Content: The Open content in this book includes the monster
names, description, monster statistics, and monster abilities. No other por-
tion of this work may be reproduced in any form without permission.

Open Game License

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 forms 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 graphics, 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.

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, royaltyfree, 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.
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