


Otherworldly Patron: The Catilus

CREDITS
Art: Christina Kritikou / Catilus  

Design and Edit: Theodore Koukouvitis  
Special thanks to all the friends and supporters who make all Catilus creations,

including this book, possible!

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 



The Catilus
 

No mortal is supposed to fall through the Rift.
Entropian horrors grasped at me with alien

malice and I fought to survive from the moment I
crossed the threshold of the ancient portal. As my
power waned and the unnamable creatures drew
closer, I spent the last vestiges of my magic to
escape towards the nothingness beyond.

Endlessly and helplessly I drifted across the
empty realm outside reality. As I contemplated the
meaning of everything, I noticed something
curious: a vibrant shell that floated though
nothingness with purpose. It was a drop of
impossible color in the endlessness of the void,
and it was coming ponderously towards me.

Then I saw it. An enormous cat’s head rose from
within the floating shell and looked at me with eyes
filled with the magic of creation.

“MEOW.” Its voice reverberated across the blank
void, painting it with the infinite colors of
possibilities. Around it, countless other shells
appeared out of illusory hiding, each of them
housing a cat-like critter that added its mewl to the
great one’s magic, transforming the nothingness
around us into a polychromatic paradise. I stepped
on the green grass and breathed in the fresh air.
One by one, the curiously shelled cats landed
around me. One of them approached me shyly and
brushed its shell against my leg as the great one
watched from above, and I knew I was home.

—Oriel the Waking Dreamer on her first
encounter with the Catilus

 

Otherworldly Patron: The Catilus
Your patron is the Catilus, a mystical feline being of creativity

and whimsy that exists on the rim between worlds, where

sheer will shapes the fabric of reality. Catili thrive in painting

the nothingness of the void with pretty colors and creating

quirky curiosities out of formless matter… and then take long

naps.

As the oldest of the catili, your patron’s catnaps last an

eternity. But now the Catilus has awoken in the age of

mortals, and its urge to create; its passion to add shape, color,

and meaning to the endless void and beyond; is

overwhelming.

Turning an infinite blank canvas into something delightful

is no small task, so the Catilus seeks to expand the Catilus

Family with mortals who would use its unusual magic to

counter the slow, entropic decay of the cosmos by adding

touches of whimsical complexity.

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Catilus Features
Warlock

Level Feature

1st Expanded Spell List, Endless Art Supplies, The
Catilus Family

6th Painted Magic

10th Catilus Coven

14th Catilus’ Marvelous Pigments

 

 

Expanded Spell List
1st-level Catilus feature

The Catilus lets 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.

Spell Level Spells

1st color spray, faerie fire

2nd blur, enlarge/reduce

3rd blink, create food and water

4th conjure woodland beings, fabricate

5th creation, seeming
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The Catilus Species, the Catilus
Patron, and the Catilus Family
The term “Catilus” refers to an entire species of
curious feline creatures that float through
dimensions inside nautiloid (for them, catiloid)
shells. There are catili of all shapes and sizes, and
the oldest and wisest of them may come to be
known as just "the Catilus". All catili, as well as their
friends, are collectively known as the Catilus Family.



Endless Art Supplies
1st-level Catilus feature

Your patron gifts you a set of magical painter’s supplies with

enough paint to cover a number of square feet equal to 10

times your proficiency bonus. This paint is magically refilled

each time you finish a long rest.

These special supplies can be used as an arcane focus for

your warlock spells and grant you proficiency in painter’s

supplies, or expertise if you already have proficiency in

painter’s supplies.

You also learn the minor illusion cantrip, which doesn’t

count against the number of warlock cantrips you know. In

addition to images of objects, you can also create images of

catili with minor illusion, subject to the spell’s limitations.

If the Endless Art Supplies are destroyed or you lose them,

you can perform a 1-hour ceremony to receive a replacement

from your patron. This ceremony can be performed during a

short or long rest, and the previous supplies are destroyed if

they still exist. The painter’s supplies vanish in a burst of

color when you die.

 

Catili or Catiluses?
Call us catiluses, call us catili, call us snail-cats, call
us extradimensional fur babies, call us your meows.
It’s all good. Just call us.

—The Catilus Coven explaining the plural form of
‘catilus’ to Oriel the Waking Dreamer

The Catilus Family
1st-level Catilus feature

You are now part of the Catilus Family. If you gain a familiar

through the pact of the chain, you can choose the form of a

catilus adventurer (CR 1) for it.

Additionally, you can choose any celestial or fey creature

you summon with a spell or ability to appear as a catilus.

These catilus variant creatures retain all of their originals

statistics and gain the following extra abilities, unless the

original creature was a catilus to begin with:

Fluff in a Shell. The catilus variant creature gains a +1

bonus to AC.

Catiloid Defense. The catilus variant creature can use a

bonus action to retreat into its shell, gaining resistance to

all damage and three-quarters cover while its speed drops

to 0. The creature can use another bonus action to come

out of its shell.

Feline Floating. If the original creature has flying speed,

the corresponding catilus variant can also hover.

Friend of the Fur. The catilus variant creature is always

friendly to you unless you harm it first, even if you lose

control of it.

If you are transformed into a celestial or fey creature

through any means, you can also choose to take on the form

of a catilus yourself, retaining the creature’s original statistics

while gaining the above benefits. This feature applies even if

the transformation would cause you to lose access to your

subclass abilities.

 

Painted Magic
6th-level Catilus feature

As part of a long rest, you can use your Endless Art Supplies

to create one magic painting infused with the power of a

spell. The chosen spell can be from any class’s spell list, but it

must be of 1st or 2nd level and must have a casting time of 1

action.

The spell in the painting counts as a warlock spell for you,

but it doesn’t count against the number of warlock spells you

know.

Instead of a 1st or 2nd level spell, you may create the magic

painting of a special version of the tiny hut spell, which you

can cast as a ritual. Instead of an opaque dome, this version

of tiny hut creates an invisible catilus shell that provides total

cover to anyone inside it. You may use your Endless Art

Supplies to paint the shell as you like, or leave it invisible.

The magic painting can be used only by you, and the spell

in it remains until you create another magic painting as part

of a long rest. Doing so depletes the previous painting’s

magic, leaving behind a beautiful but mundane painting.
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Player Tip: Mastering Minor Illusion
With a bit of whimsical creativity, minor illusion can
be a truly powerful and versatile tool for any
spellcaster! It allows you to create sounds and
static images, it can be cast in silence as it only has
somatic and material components, and it does not
require concentration. Here are some creative ways
you and your catili friends can use minor illusion!

Create illusory objects and hide in them (poor
person’s invisibility).
Hide traps within illusions.
Overlay an item with its illusory duplicate so you
can secretly interact with it (open doors, steal
stuff, etc).
Quickly display maps and building layouts.
Send discreet messages (written or auditory) to
friends or enemies.
Create countless visual or auditory distractions.
Impersonate any voice, mimic any sound, and
create music with no musical proficiency.
Project your voice when you are unable to speak.
Sound illusory bells and alarms, and shout
illusory orders to confuse enemies.
Create farting sounds during the big speech of an
evil antagonist!
Make art!



Catilus Coven
10th-level Catilus feature

You can use your action to summon a number of catilus

adventurers (CR 1) equal to your proficiency bonus in an

unoccupied space that you can see within 30 feet of you.

While all of the summoned catilus adventurers are within

30 feet of you, you have advantage on saving throws against

spells and other magical effects, and resistance against the

damage of spells.

A summoned catilus adventurer disappears when it drops

to 0 hit points or after 1 hour. The catilus adventurers are

friendly to you and your companions. Roll Initiative for the

catilus adventurers as a group, which have their own turns.

The catilus adventurers happily follow any verbal

commands that you issue to them (no action required by you).

If you don't issue any commands to them, they defend

themselves from hostile creatures, but otherwise spend their

actions chatting, playing, and floating around.

Once you use this feature, you can’t use it again until you

finish a long rest.

 

Catilus’ Marvelous Pigments
14th-level Catilus feature

Your patron transforms the magically refilling paints in your

Endless Art Supplies into Catilus’ Marvelous Pigments.

These pigments allow you to create magic items, mundane

three-dimensional objects, and terrain features by painting

them in two dimensions. You can paint magic items, objects,

and terrain features that are up to a number of cubic feet

equal to 100 times your proficiency bonus. It takes 1 minute

to paint 10 square feet. The paint flows from the Endless Art

Supplies to form the desired object as you concentrate on its

image in the following ways:

Painted Magic Items. You can create a number of

common and uncommon magic items equal to your

Charisma modifier (minimum of 1) by painting them in two

dimensions. Each item takes 1 hour to create and lasts until

it is destroyed, until it is consumed (in the case of a

consumable item), or until you die. If you try to exceed the

maximum number of Painted Magic Items, the oldest magic

item loses its magic and becomes mundane when the new

one is created.

Painted Mundane Objects and Terrain Features. You

can create mundane objects and terrain features that become

real when you complete painting them. Painting a door on a

wall creates an actual door that can be opened to whatever is

beyond. Painting a pit on a floor creates a real pit, and its

depth counts against the total area of objects you create.

Nothing created by the pigments can have a value greater

than 25 gp. If you paint an object of greater value (such as a

diamond or a pile of gold), the object looks authentic, but

close inspection reveals it is made from polished shells with a

value of 25 gp.

If you paint a form of energy such as fire or lightning, the

energy appears but dissipates as soon as you complete the

painting, doing no harm to anything.
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Catilus Adventurer
Tiny fey (catilus), typically chaotic good

Armor Class 14 (natural armor)
Hit Points 10 (3d4 + 3)
Speed 40 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA

6 (-2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 18 (+4)

Skills Perception +3, Performance +6, Stealth +5
Senses darkvision 60 ft., passive Perception 13
Languages Common, Sylvan, telepathy 30 ft.
Challenge 1 (200 XP)                Proficiency Bonus +2

Magic Resistance. The catilus has advantage on
saving throws against spells and other magical
effects, and resistance against the damage of spells.

Actions
Coloring Claws. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 5 (1d4 + 3) slashing
damage, and the target is marked with magically
glowing paint. As long as the target is marked, it
can't benefit from being invisible. The paint lasts
for 1 minute, or until a creature takes an action to
scrape it off.

Minor Illusion. The catilus casts minor illusion (spell
save DC 14) requiring no material components. In
addition to images of objects, the catilus can also
create images of catili with minor illusion, subject
to the spell’s limitations.

Invisibility. The catilus magically turns invisible until
it attacks, or until its concentration ends (as if
concentrating on a spell). Any equipment the
catilus wears or carries is invisible with it.

Bonus Actions
Catiloid Defense. The catilus can use a bonus action
to retreat into its shell, gaining resistance to all
damage and three-quarters cover while its speed
drops to 0. It can use another bonus action to
come out of its shell.



Member of the Catilus
Family, Oriel the Waking
Dreamer
 

Born to a wealthy family in the great elven nation of

Ramethis, Oriel has been harboring a dark secret since birth.

Shouldering an ancient curse, she suffers from visions that

can manifest as illusions that alter reality itself for her and

those around her, unless she controls them through sheer

force of will.

Oriel’s father, Lord Eresseus, is a vastly influential

merchant who sought to buy his way into the court of

Ramethis. For his goal to succeed, he had to ensure Oriel’s

secret remained hidden while he manipulated her into an

arranged marriage to a viable heir of noble, or even royal,

birth.

Just before her hundredth birthday, Oriel entered the royal

court of Ramethis to serve as a diplomat and mediator, a duty

she assumed with enthusiasm and fulfilled with success.

However, as soon as she realized that her position in the

court was part of her father’s schemes to marry her off to a

royal heir, she abandoned her post to seek refuge among the

peaceful, yet sometimes hedonistic dark elf sages of Varmy,

deep in the Sunken World.

Not to be outsmarted, Lord Eresseus employed master

diviners to track his daughter down and sent a host of suitors

to Varmy, hoping that one of them would impress Oriel

enough to secure a marriage that would bring his daughter

back while ensuring his elevation to noble, or perhaps even

royal, status. Her father’s intervention threatened to bring

discord to the serene dark elves of Varmy, and when one of

the suitors was revealed to be a dangerous enchanter who

would not hesitate to subvert her will with his dark magic,

Oriel made a brave decision. She left her dark elf friends

behind, and against their counsel, she escaped into the

Mageplex, a disused and unstable nexus of magic portals

built by deep dwarves and dark elves millennia ago.

Entering the Mageplex, Oriel fell through the Rift, the

astral plane through which one could reach most other

realms, and found herself battling against her own visions

and entropian horrors that live beyond time and space.

Sensing her impending doom, she used the last reserves of

her magic to cross into the void, the endless, featureless

realm where reality has not yet taken shape.

As she floated helplessly into the void, she caught the

attention of the Catilus, an ancient feline being of creativity

and whimsy that had just awoken from its timeless catnap to

create once more. The Catilus brought her into its family and

bestowed upon her magic to paint color and meaning into the

nothingness of the void. Empowered with these newfound

abilities, Oriel was able to finally master her vision, turning

them into works of magical art. With the aid of her patron,

she returned back to the world of Naam as a member of the

Catilus Family.

For Oriel, it felt like a few days of intense struggle against

entropian horrors, and then a few more days of partying and

making art with the catili, but when she stepped out of the

Mageplex, five whole decades had passed, and the

Theomachy, the cosmic war between the gods, had

transformed Naam beyond recognition once more. Now, as

one of the first warlocks of the Catilus in this era and one of

the few remaining sun elves on Naam, she must use magic

more creatively than ever before, seek out old friends, and

make new allies if she is to survive…
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License
OPEN GAME LICENSE Version 1.0a 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" Not for resale. Permission

granted to print or photocopy this document for personal use only.

System Reference Document 5.1 2 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,

royalty-free, nonexclusive 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, LLC. System Reference Document 5.1

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.

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: All trademarks, registered

trademarks, proper names, dialogue, plots, storylines, locations,

characters, artworks, and trade dress. (Elements that have previously

been designated as Open Game Content are not included in this

declaration.)

Open Content: Rules and game mechanics (but not Product

Identity) are Open Game Content, as defined in the Open Game

License version 1.0a Section 1(d). No portion of this work other than

the material designated as Open Game Content may be reproduced

in any form without written permission.
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