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THE BESTIARY

\. 9y his book continues what Monster Manual Expanded
started. Once again it builds on what exists in the first
Monster Manual, adding several new variants for the
classic humanoids and giants, and thus providing you
with more archetypal options. The key additions here
are the kings, sharpshooters, and vanguards.

As mentioned in the book's cover, the Monster Manual Expanded
II also includes creatures found in Volo's Guide to Monsters and
Mordenkainen's Tome of Foes. As in the previous book, you'll find
both advanced and lesser versions of the creatures to give you
more flexibility in building your encounters, using your miniatures,
and, most importantly, keeping your players on their toes. As
before, several nostalgic favorites from previous versions have
been added as well.

Due to the release of this book coinciding with Descent into

Avernus, you shouldn't be surprised to find a legion of new fiends
to play around with. There are over a dozen new demons and
devils that have been added, as well as a couple of new ones, such
as the horrid brachavyrm and the wretched gastrobolus. You'll
also find in these pages the Spider Queen herself, plus a trio of
Archdevils that's been curiously missing from the main books.

But the biggest addition you'll discover is the return of the
Aspects, which I find very important. Not many DMs, like myself,
run a lot of high level or epic campaigns. This means most epic
level monsters, especially the various archdevils and demon lords,
will rarely be encountered. Aspects are a great way to increase
the presence of these fiends in your campaign and allows you to
create a mid-level preview of what's to come at the end if you ever
plan to get there.

And lastly, new NPCs can be found at the end of the book, as well
as a special section for diabolic and abyssal cultists!




ALLIP

DREAD ALLIP

It is said that when a group of people working together
uncover or stumble upon a dangerous secret known
only by the archdevil Dispater, a horrible curse befalls
all of them. This knowledge instantly drives them mad
and enraged, causing them to attack and tear each
other apart until all of them are dead. From their grisly
remains, there is a chance that a dread allip will rise.

Twisted Amalgamation. Unlike the normal allip, the
dread allip is a twisted amalgamation of each of the poor
souls driven insane. Multiple distorted faces pulsate
through its head and shoulders, all whispering and
babbling incoherently. Any living soul unlucky enough to
be within hearing distance of their whispers falls prey to
the allip’s clutches.

Undead Nature. A dread allip doesn't require air, food,
drink, or sleep.

W 7

DREAD ALLIP

Large undead, neutral evil

Armor Class 14
Hit Points 120 (16d10 + 32)
Speed 0 ft., fly 40 ft. (hover)

STR
8(1)

DEX
18 (+4)

CON
14 (+2)

INT
19 (+4)

WIS
17 (+3)

CHA
18 (+4)

Skills Perception +7, Stealth +8

Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical attacks

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion, frightened, grappled,
paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 17

Languages understands Common and the languages of its creator,
but can't speak

Challenge 9 (5,000 XP)

Aura of Insanity. When a creature starts its turn within 30 feet of the
allip and is able to hear the allip, the creature must succeed on a DC
16 Charisma saving throw, unless the allip is incapacitated.

On a failed save, the creature can't take reactions until the start of
its next turn and rolls a d10 to determine what it does during that
turn. On a 1 to 4, the creature does nothing except mutter words
incoherently. On a 5 to 7, the creature takes no action but uses all its
movement to move in a random direction. On a 8 to 10, the creature

% Saving Throws Int +8, Wis +7
|
|
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makes one melee attack against a random creature, or it does
nothing if no creature is within reach.

If a creature's saving throw is successful, the creature is immune to

the allip's Aura of Insanity for the next 24 hours.

Incorporeal Movement. The allip can move through other creatures
and objects as if they were difficult terrain. It takes 5 (1d10) force
damage if it ends its turn inside an object.

Multi-headed. The allip has advantage on Wisdom (Perception)
checks and on saving throws against being blinded, deafened, and
stunned.

ACTIONS

Multiattack. The allip makes two attacks with its maddening touch
and then uses whispers of madness.

Maddening Touch. Melee Spell Attack: +8 to hit, reach 5 ft., one
target. Hit: 18 (4d6 + 4) psychic damage.

Whispers of Madness. The allip chooses up to four creatures it
can see within 60 feet of it. Each target must succeed on a DC 16
Wisdom saving throw, or it takes 13 (2d8 + 4) psychic damage and
must use its reaction to make a melee weapon attack against one
creature of the allip's choice that the allip can see. Constructs and
undead are immune to this effect.

Howling Babble (Recharge 5-6). Each creature within 30 feet of the
allip that can hear it must make a DC 16 Wisdom saving throw. On
a failed save, the target takes 22 (4d8 + 4) psychic damage, and it is
stunned until the end of its next turn. On a successful save, it takes
half as much damage and isn't stunned. Constructs and undead are
immune to this effect.
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ARANEA

ARANEA
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An aranea is an intelligent shapeshifting creature
not unlike a lycanthrope. In its natural form, the
aranea appears as a giant spider with slender
humanoid arms in place of its pedipalps. Its thorax
has a humpback-shaped bulge that houses its brain.
The aranea's other form is that of a humanoid
female.

Magically Adept. An aranea is naturally gifted
with the arcane arts. Due to their highly secretive
nature, they focus their expertise in the schools of
illusion and enchantment. Some, although very
rarely, even have psionic abilities.

Silk Weavers. Despite their nature, most aranea
are neutral and will keep to themselves, often
living at the fringes of civilization so as not to
attract unwanted attention to themselves. Those
that manage to live within city walls work as silk
weavers and silk traders and can live out their lives
normally without getting exposed.

Evil Aranea. Evil aranea are con artists and serial
killers that use their guile and magical charms to
lure innocent victims into their hovels where they
can ensnare and cocoon them with their webs and
place them in their larder-like attics.

Male aranea do not have the ability to
shapechange into humanoid form and have no
magical abilities. They only serve the female as
consorts and guards.

Medium monstrosity (shapechanger), neutral (any)

Armor Class 13 (16 with mage armor)
Hit Points 75 (10d8 + 30)
Speed 30 ft., climb 30 ft.

STR
12 (+1)

DEX
16 (+3)

CON
16 (+3)

INT
13 (+1)

WIS
13 (+1)

CHA
17 (+3)

Skills Deception +5, Stealth +5

Senses darkvision 60 ft., passive Perception 11
Languages Common, Sylvan. telepathy 60 ft.
Challenge 3 (700 XP)

Shapechanger. The aranea can use its action to polymorph into a
medium humanoid (usually female) or back into its true form. Other
than its size and speed, its statistics are the same in each form. Any
equipment it is wearing or carrying isn't transformed. The aranea
reverts to its true form if it dies.

Spellcasting. The aranea is a 6th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 13, +5 to hit with spell attacks). It

has the following sorcerer spells prepared:

Cantrips (at will): dancing lights, mage hand, minor illusion, poison
spray, ray of frost

1st level (4 slots): charm person, mage armor; silent image

2nd level (3 slots): phantasmal force, mirror image

3rd level (3 slots): lightning bolt, major image

Sorcery Points. The aranea has 6 sorcery points. It can spend 1 or
more sorcery points to gain one of the following benefits:

Heightened Spell: When the aranea casts a spell that forces a
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creature to make a saving throw to resist the spell's effects, it can
spend 3 sorcery points to give one target of the spell disadvantage on
its first saving throw against the spell.

Quickened Spell: When the aranea casts a spell that has a casting
time of 1 action, the aranea can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

Spider Climb. The aranea can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

Web Sense. While in contact with a web, the aranea knows the exact
location of any creature in contact with the same web.

Web Walker. The aranea ignores movement restrictions caused by
webbing.

ACTIONS

Bite (Spider Form only). Melee Weapon Attack: +5 to hit, reach 5

ft., one target. Hit: 6 (1d6 + 3) piercing damage and if the target is a
creature, it must succeed on a DC 13 Constitution saving throw or
become poisoned for 1 minute. While poisoned, the damage dealt by
the target's weapon attacks are halved. The creature can repeat the
saving throw at the end of each of its turns, ending the effect on itself
with a successful save.

Quarterstaff (Humanoid Form Only). Melee Weapon Attack: +3 to
hit, reach 5 ft., one target. Hit: 4 (1d6 + 1) bludgeoning damage, or 5
(1d8 + 1) bludgeoning damage if used with two hands.

Web (Spider Form Only, Recharge 5-6). Ranged Weapon Attack:

+5 to hit, range 30/60 ft., one creature. Hit: The target is restrained
by webbing. As an action, the restrained target can make a DC 13
Strength check, bursting the webbing on a success. The webbing
can also be attacked and destroyed (AC 10; hp 5; vulnerability to fire
damage; immunity to bludgeoning, poison, and psychic damage).
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Medium monstrosity (shapechanger), neutral (any)

Armor Class 14 (17 with mage armor)
Hit Points 120 (16d8 + 48)
Speed 30 ft., climb 30 ft.

STR
12 (+1)

DEX
18 (+4)

CON
16 (+3)

INT
14 (+2)

WIS
14 (+2)

CHA
20 (+5)

Saving Throws Wis +5, Cha +8

Skills Deception +8, Stealth +6

Senses darkvision 60 ft., passive Perception 12
Languages Common, Sylvan, telepathy 60 ft.
Challenge 8 (3,900 XP)

Shapechanger. The aranea can use its action to polymorph into a
medium humanoid (usually female) or back into its true form. Other
than its size and speed, its statistics are the same in each form. Any
equipment it is wearing or carrying isn't transformed. The aranea
reverts to its true form if it dies.

Spellcasting. The aranea is a 12th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 16, +8 to hit with spell attacks). It

has the following sorcerer spells prepared:

Cantrips (at will): dancing lights, mage hand, minor illusion, poison
spray, ray of frost

1st level (4 slots): charm person, mage armor; silent image

2nd level (3 slots): phantasmal force, mirror image

3rd level (3 slots): lightning bolt, major image

4th level (3 slots): confusion, greater invisibility

5th level (2 slots): dominate person, cone of cold

6th level (1 slot): mass suggestion

Sorcery Points. The aranea has 12 sorcery points. It can spend 1 or
more sorcery points to gain one of the following benefits:
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Heightened Spell:

ELDER ARANEA

A colony of aranea is always led by an elder that acts as a hive
queen. The elder is a powerful and intelligent spellcaster that will
prioritize the safety of its kin above all else.

An evil elder aranea will lead its colony in insidious attacks
against small humanoid communities. The aranea will ride into
a hamlet in a caravan posing as silk merchants. By morning the
next day, the aranea have charmed, isolated, and led the men and
guards into ambushes. When they determine that there are no
more threats, they enter the houses one by one and capture and
cocoon each of its inhabitants, including children and livestock.
The aranea will then stay in that hamlet for weeks, feasting on
their captured prey, and whoever else that might wander into the
hamlet. After completely devouring the place's inhabitants and

divesting it of its valuables, the aranea colony will move once more

to find another suitable place to strike.
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When the aranea casts a spell that forces a
creature to make a saving throw to resist the spell's effects, it can
spend 3 sorcery points to give one target of the spell disadvantage on
its first saving throw against the spell.

Quickened Spell: When the aranea casts a spell that has a casting
time of 1 action, the aranea can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

Subtle Spell: When the aranea casts a spell, it can spend 1 sorcery
point to cast it without any somatic or verbal components.

Spider Climb. The aranea can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

Web Sense. While in contact with a web, the aranea knows the exact
location of any creature in contact with the same web.

Web Walker. The aranea ignores movement restrictions caused by
webbing.

ACTIONS

Bite (Spider Form Only). Melee Weapon Attack: +7 to hit, reach 5

ft., one target. Hit: 6 (1d6 + 3) piercing damage and if the target is a
creature, it must succeed on a DC 14 Constitution saving throw or
become poisoned for 1 minute. While poisoned, the damage dealt by
the target's weapon attacks are halved. The creature can repeat the
saving throw at the end of each of its turns, ending the effect on itself
with a successful save.

Quarterstaff (Humanoid Form Only). Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 4 (1d6 + 1) bludgeoning damage, or 5
(1d8 + 1) bludgeoning damage if used with two hands.

Web (Spider Form Only, Recharge 5-6). Ranged Weapon Attack:

+6 to hit, range 30/60 ft., one creature. Hit: The target is restrained
by webbing. As an action, the restrained target can make a DC 14
Strength check, bursting the webbing on a success. The webbing
can also be attacked and destroyed (AC 10; hp 5; vulnerability to fire
damage; immunity to bludgeoning, poison, and psychic damage).




ATHACH

ATHACH

An athach is a massive 18-foot tall giant that has a third arm
growing from its malformed, portly body and a gnarled, tusked
maw that drips with debilitating venom. The creature never
bathes, and the stench its body emits is nearly overpowering.

Obsessive Hoarder. An athach is a greedy collector of gems,
jewelry, and precious metals. It has an obsessive fascination
with such objects, polishing and talking to them for hours in its
lair. When it isn't admiring its loot, it sets out to hunt for food
or look for more treasure, which directly puts it into conflict
with dwarves, mining settlements, and merchant caravans.

Paranoid Sociopath. Due to its greedy and obsessive
nature, the athach is a solitary creature. It will never
live with another intelligent being it doesn't intend to
eat, and very rarely will it be with another of its kind,
except probably its mate. But due to its greed, the
relationship does not last long as they will soon try
to murder each other for fear that the other will
steal the other's treasures. An athach, on the other
hand, may have monstrous pets, such as hydras,
owlbears, and otyughs, to guard its lair.

Grappling Brute. In combat, it moves with a
lumbering gait, crushing enemies with its enormous
tree-trunk club. It will try to grab targets smaller
than itself and will then either bite their heads off,
slam them to the ground, or fling them like a missile
weapon against other foes.

[ e e

Slam. Melee Weapon Attack: +13 to hit, reach 5 ft., one Medium i
or smaller target. Hit: 14 (2d4 + 9) bludgeoning damage and if ]
the target is Large or smaller, it is grappled (escape DC 19) and {
restrained until the grapple ends, and the athach can't use Slam on

another target.

ATHACH

Huge giant, chaotic evil

Armor Class 14 (natural armor)
Hit Points 189 (14d12 + 98)

§
{
} !
Speed 40 ft. Bite. Melee Weapon Attack: +13 to hit, reach 5 ft., one target. |
Hit: 16 (2d6 + 9) piercing damage and if the target is a creature, it
E STR DEX CON INT WIS CHA must make a DC 19 Constitution saving throw or become poisoned
28 (+9) 8 (-1) 24 (+7) 5(-3) 9 (-1) 6 (-2) for 1 minute. While poisoned, the target is incapacitated. The target
can repeat the saving throw at the end of each of its turns, ending
SRS Peroeiion -3 the effects on itself on a success.
Senses darkvision 60 ft., passive Perception 13 Slam Foe. The athach slams a creature grappled by it into another
Languages Giant creature it can see within 5 feet of it or a solid surface. Each
Challenge 12 (8,400 XP) creature must succeed on a DC 21 Strength saving throw or take
22 (3d8 + 9) bludgeoning damage and be stunned until the end of j
the athach's next turn. On a successful save, the target takes half the i
ACTIONS bludgeoning damage and isn't stunned. }
3 Multia?tta.ck. The athach mak.ies .four.attacks: two with its greatclul?, Fling. One creature grappled by the athach is thrown up to 40 feet H
5 RS with = slam, and one with its bite. It can use Slam Foe or Fling  j 5 random direction and knocked prone. If a thrown target strikes 2
o place of its slam attack. a solid surface, the target takes 9 + 3 (1d6) bludgeoning damage i
Greatclub. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.  for every 10 feet it was thrown. If the target is thrown at another l
Hit: 22 (3d8 + 9) bludgeoning damage. creature, that creature must succeed on a DC 21 Dexterity saving ?

throw or take the same damage and be knocked prone.
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BALHANNOTH

ELDER BALHANNOTH

A balhannoth, if left alone for decades, can gain a vast
amount of power from devouring countless victims.

It eventually evolves into the more fearsome elder
balhannoth. Extremely rare even in the Shadowfell,

the elder balhannoth will either take over balhannoth
colonies as its alpha or destroy and consume everything
(even its kin) within miles of its territory to ensure it has
no competition.

Irresistible Lure. The elder balhannoth has developed
an ability to emit an aura of enchantment around it.
When a creature enters this aura, the elder balhannoth
immediately digs deep into its mind, draws forth its
greatest desires, and then projects a reality-warping
manifestation of it that only the unwitting creature
can see. This causes the victim to approach the elder
balhannoth, oblivious to the actual danger.

BALHANNOTH, ELDER

Huge aberration, chaotic evil

[ 5

Armor Class 18 (natural armor)
Hit Points 200 (16d12 + 96)
Speed 30 ft., climb 30 ft.

STR
21 (+5)

DEX
8 (1)

CON  INT
00 () mtTich

WIS
16 (+3)

CHA
15 (+2)

Saving Throws Con +11

Skills Perception +8

Condition Immunities blinded

Senses blindsight 500 ft. (blind beyond this radius), passive
Perception 18

Languages understands Deep Speech, telepathy 1 mile

Challenge 16 (15,000 XP)

Enticing Presence. Any non-balhannoth creature that starts its
turn within 60 feet of the balhannoth must make a DC 15 Wisdom
saving throw. On a failed save, the creature becomes charmed

by the balhannoth for 1 minute. While charmed by the balhannoth,
a target is incapacitated. If the charmed target is more than 5 feet
away from the balhannoth, the target can take the Dash action on
its turn to move toward the balhannoth by the most direct route. It
doesn't avoid opportunity attacks, but before moving into damaging
terrain, such as lava or a pit, and whenever it takes damage from

a source other than the balhannoth, a target can repeat the saving
throw.

[ A creature can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. If a creature's saving
throw is successful or the effect ends for it, the creature is immune
to the balhannoth's Enticing Presence for the next 24 hours.

———— e ————— e ———

Legendary Resistance (3/Day). If the balhannoth fails a saving
throw, it can choose to succeed instead.
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ACTIONS

Multiattack. The balhannoth makes a bite attack and up to two
tentacle attacks, or it makes up to four tentacle attacks.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 32 (5d10 + 5) piercing damage.

Tentacle. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.
Hit: 15 (3d6 + 5) bludgeoning damage, and the target is grappled
(escape DC 18) and is moved up to 10 feet toward the balhannoth.
Until this grapple ends, the target is restrained, and the balhannoth
can't use this tentacle against other targets. The balhannoth has
four tentacles.

Tentacle Slam. The balhannoth slams creatures grappled by it into
each other or a solid surface. Each creature must succeed on a DC
18 Strength saving throw or take 19 (4d6 + 5) bludgeoning damage
and be stunned until the end of the balhannoth's next turn. On a
successful save, the target takes half the bludgeoning damage and
isn't stunned.

LEGENDARY ACTIONS

The balhannoth can take 3 legendary actions, choosing from the
options below. Only one legendary action can be used at a time and
only at the end of another creature's turn. The balhannoth regains
spent legendary actions at the start of its turn.

Bite Attack. The balhannoth makes one bite attack against one
creature it has grappled.

Tentacle Attack. The balhannoth makes one tentacle attack.

Teleport. The balhannoth magically teleports, along with any
equipment it is wearing or carrying and any creatures it has
grappled, up to 60 feet to an unoccupied space it can see.

Vanish. The balhannoth magically becomes invisible for up to 10
minutes or until immediately after it makes an attack roll.
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BANDERHOBBS

BANDERHOBB SHADOW ASSASSIN AND RAIDER

Banderhobbs normally have a short existence. They expire once

they fulfill their duties, leaving only a puddle of dark goo and a puff

of shadow. In some very rare instances, however, a banderhobb
may reform in the Shadowfell and continue to live the rest of

its existence there, evolving into more mature versions of their
normal ilk. They eventually band together, loosely kept in line
by the most powerful in their group. They are often hired and
summoned by fiends, cultists, and evil spellcasters to serve as
mercenaries.

BANDERHOBB BOGEYMAN

Once in awhile, there will be a banderhobb of exceptional guile
and skill that reforms in the Shadowfell. Birthing the legend
of the Bogeyman, this deadly banderhobb can shift from the
Shadowfell and into the Material Plane. While it enjoys feeding
on flesh, it requires consuming psychic energies generated by
frightened and stressed beings to sustain its magical abilities.

A banderhobb bogeyman can normally be found leading a band
of banderhobb shadow assassins and raiders.
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BANDERH BOGEYMAN

Large monstrosity, neutral evil

Armor Class 17 (natural armor)
Hit Points 147 (14d10 + 70)
Speed 30 ft.

STR DEX CON INT WIS CHA
0EE) UGEE) 20ER) T A E) i (E2) 16 (+3)

Skills Athletics +9, Deception +7, Stealth +11

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 12
Languages understands Common and the languages of its
creator, but can't speak

Challenge 11 (7,200 XP)

Feed on Fear: A frightened creature that starts its turn within 20
feet of the banderhobb takes 3 (1d6) psychic damage, unless the
banderhobb is incapacitated. Each time a creature takes damage
this way, the banderhobb regains 3 (1d6) hit points and gains
advantage on melee attack rolls until the end of its next turn.

Innate Spellcasting. The banderhobb's innate spellcasting ability is

Charisma (spell save DC 15). The banderhobb can innately cast the

following spells, without providing material components:

At will: darkness, detect thoughts, dissonant whispers, phantasmal
force

2/day each: major image, phantasmal killer, plane shift (self only)
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Resonant Connection. If the banderhobb has even a tiny piece of
a creature or an object in its possession, such as a lock of hair or a
splinter of wood, it knows the most direct route to that creature or
object if it is within 1 mile of the banderhobb.

take the Hide action as a bonus action.

ACTIONS

Bite. Melee Weapon

Shadow Stealth. While in dim light or darkness, the banderhobb can

Multiattack. The banderhobb makes three attacks: one with its bite
or tongue and two with its claws.

T
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Attack: +9 to hit, reach 5 ft., one target.

Hit: 22 (5d6 + 5) piercing damage, and the target is grappled
(escape DC 15) if it is a Large or smaller creature. Until this grapple
ends, the target is restrained, and the banderhobb can't use its bite
attack or tongue attack on another target.

Tongue. Melee Weapon Attack: +9 to hit, reach 15 ft., one creature.
Hit: 14 (4d6) necrotic damage, and the target must make a DC 15
Strength saving throw. On a failed save, the target is pulled to a

space within 5 feet of the banderhobb, which can use a bonus action
to make a bite attack against the target. ‘

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.

Hit: 8 (1d6 + 5) slashing damage plus 7 (2d6) psychic damage and
the target must make a DC 15 Wisdom saving throw or become
frightened for 1 minute. A creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a success.
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Swallow. The banderhobb makes a bite attack against a Medium {

or smaller creature it is grappling. If the attack hits, the creature is j

swallowed, and the grapple ends. The swallowed creature is blinded |

and restrained, it has total cover against attacks and other effects {

outside the banderhobb, and it takes 14 (4d6) necrotic damage at 2

the start of each of the banderhobb's turns. A creature reduced to 0 <
hit points in this way stops taking the necrotic damage and becomes

stable. é;

The banderhobb can have only one creature swallowed at a time. {

While the banderhobb isn't incapacitated, it can regurgitate the ?

creature at any time (no action required) in a space within 5 feet i

of it. The creature exits prone. If the banderhobb dies, it likewise \

regurgitates a swallowed creature. i

{
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Frightful Presence. Each creature of the banderhobb's choice that is
within 120 feet of the banderhobb and aware of it must succeed on

a DC 15 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature's saving throw

is successful or the effect ends for it, the creature is immune to the
banderhobb's Frightful Presence for the next 24 hours.

Shadow Step. The banderhobb magically teleports up to 30 feet to
an unoccupied space of dim light or darkness that it can see. Before
or after teleporting, it can make one melee attack.
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l BANDERHOBB SHADOW ASSASSIN

Large monstrosity, neutral evil

Armor Class 18 (natural armor)
Hit Points 136 (13d10 + 65)

Speed 30 ft.
STR DEX CON INT WIS CHA
18(+4) 18(+4) 20(+5) 12(+1) 14(+2) 8(-1)

Skills Athletics +8, Acrobatics +8, Stealth +12

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 12
Languages understands Common and the languages of its
creator, but can't speak

Challenge 9 (5,000 XP)

Assassinate. During its first turn, the banderhobb has advantage on
attack rolls against any creature that hasn't taken a turn. Any hit the
banderhobb scores against a surprised creature is a critical hit.

.

Resonant Connection. If the banderhobb has even a tiny piece of
a creature or an object in its possession, such as a lock of hair or a
splinter of wood, it knows the most direct route to that creature or
\ object if it is within 1 mile of the banderhobb.

take the Hide action as a bonus action.

{
E Shadow Stealth. While in dim light or darkness, the banderhobb can
{

Sneak Attack (1/Turn). The banderhobb deals an extra 7 (2d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll or when the target is w1th1n 5 feet of an

Large monstrosity, neutral evil

[ BANDERHOBB SHADOW RAIDER
>
{

Armor Class 15 (natural armor)
Hit Points 115 (11d10 + 55)

Speed 30 ft.
STR DEX CON INT WIS CHA
22(+6) 12(+1) 20(+5) 11(0) 14(+2) 8(1)

[

)

; Skills Athletics +9, Stealth +7
Condition Immunities charmed, frightened
Senses darkvision 120 ft., passive Perception 12
Languages understands Common and the languages of its

{

}

{

creator, but can't speak
Challenge 7 (2,900 XP)

Resonant Connection. If the banderhobb has even a tiny piece of
a creature or an object in its possession, such as a lock of hair or a
splinter of wood, it knows the most direct route to that creature or
object if it is within 1 mile of the banderhobb.

Shadow Stealth. While in dim light or darkness, the banderhobb can
take the Hide action as a bonus action.

! Lightfooted. The banderhobb can take the Dash or Disengage action
as a bonus action on each of its turns.

Distracting Strike (1/Turn). When the banderhobb hits a creature
with a weapon attack, the next attack roll against the target by an
attacker other than the banderhobb has advantage if the attack is
made before the start of the banderhobb’s next turn

14 CHAPTER 1. BESTIARY

ally of the banderhobb that isn't 1ncapac1tated and the banderhobb

doesn't have disadvantage on the attack roll.

ACTIONS

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.

Hit: 21 (5d6 + 4) piercing damage, and the target is grappled
(escape DC 14) if it is a Large or smaller creature. Until this grapple
ends, the target is restrained, and the banderhobb can't use its bite
attack or tongue attack on another target.

Tongue. Melee Weapon Attack: +8 to hit, reach 15 ft., one creature.
Hit: 10 (3d6) necrotic damage, and the target must make a DC 16
Strength saving throw. On a failed save, the target is pulled to a
space within 5 feet of the banderhobb, which can use a bonus action
to make a bite attack against the target.

Swallow. The banderhobb makes a bite attack against a Medium

or smaller creature it is grappling. If the attack hits, the creature is
swallowed, and the grapple ends. The swallowed creature is blinded
and restrained, it has total cover against attacks and other effects
outside the banderhobb, and it takes 10 (3d6) necrotic damage at
the start of each of the banderhobb's turns. A creature reduced to 0
hit points in this way stops taking the necrotic damage and becomes
stable.

The banderhobb can have only one creature swallowed at a time.
While the banderhobb isn't incapacitated, it can regurgitate the
creature at any time {no action required) in a space within 5 feet
of it. The creature exits prone. If the banderhobb dies, it likewise
regurgitates a swallowed creature.

Shadow Step. The banderhobb magically teleports up to 30 feet to
an unoccupied space of dim light or darkness that it can see. Before
or after teleporting, it can make one melee attack.

ACTIONS

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.

Hit: 23 (5d6 + 6) piercing damage, and the target is grappled
(escape DC 16) if it is a Large or smaller creature. Until this grapple
ends, the target is restrained, and the banderhobb can't use its bite
attack or tongue attack on another target.

Tongue. Melee Weapon Attack: +9 to hit, reach 15 ft., one creature.
Hit: 10 (3d6) necrotic damage, and the target must make a DC 17
Strength saving throw. On a failed save, the target is pulled to a
space within 5 feet of the banderhobb, which can use a bonus action
to make a bite attack against the target.

Swallow. The banderhobb makes a bite attack against a Medium

or smaller creature it is grappling. If the attack hits, the creature is
swallowed, and the grapple ends. The swallowed creature is blinded
and restrained, it has total cover against attacks and other effects
outside the banderhobb, and it takes 10 (3d6) necrotic damage at
the start of each of the banderhobb's turns. A creature reduced to 0
hit points in this way stops taking the necrotic damage and becomes
stable.

The banderhobb can have only one creature swallowed at a time.
While the banderhobb isn't incapacitated, it can regurgitate the
creature at any time {no action required) in a space within 5 feet
of it. The creature exits prone. If the banderhobb dies, it likewise
regurgitates a swallowed creature.

Shadow Step. The banderhobb magically teleports up to 30 feet to
an unoccupied space of dim light or darkness that it can see. Before
or after teleporting, it can make one melee attack.
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BARGDA

BARGDA

Once in every generation, a hill giant worshiper of Baphomet

will give birth to a Bargda. Seen as a gift from the unholy union
between giant and demon, the Bargda is regarded as a boon to
its tribe and is groomed to become its leader. Towering over its
hill giant brethren, the Bargda’s physique and visage is a bent and
twisted version of its progenitor.

Horned Tyrant. Aware of its heritage, the bargda uses its
position to lead and force its kin to do its bidding. The bargda also
subjugates other lesser giants and monsters such as ogres, trolls,
minotaurs, and verbeeg and uses them to expand its territory. It
normally leads hunting parties into humanoid communities in
search of treasure, slaves, and food.

Venomous Saliva. While the bargda’s great club and menacing
horns can prove to be a challenge, adventurers should also watch
out for its bite and saliva which has enough toxins and bacteria to
bring any able-bodied creature to an agonizing death in a matter of
days.

£

BARGDA

Huge monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 161 (14d12 + 70)

Speed 40 ft.
STR DEX CON INT WIS CHA
22 (+6) IWOE) - 2L ER) . ©FE%) 17 (+3) 5(-3)
Skills Perception +7
Senses passive Perception 17

Languages Giant
Challenge 9 (5,000 XP)

Charge. If the bargda moves at least 10 feet straight toward a target
and then hits it with a horns attack on the same turn, the target takes
an extra 9 (2d8) bludgeoning damage. If the target is a creature, it
must succeed on a DC 16 Strength saving throw or be pushed up to
10 feet away and knocked prone.

Horrid Visage. When a creature that can see the bargda starts its
turn within 30 feet of the bargda, the bargda can force it to make a
DC 17 Wisdom saving throw if the bargda isn't incapacitated and
can see the creature. On a failed save, the creature is frightened for
1 minute. Unless surprised, a creature can avert its eyes to avoid
the saving throw at the start of its turn. If the creature does so, it
has disadvantage on attack rolls against the bargda until the start of
its next turn. If the creature looks at the bargda in the meantime, it
must immediately make the saving throw. If a target's saving throw
is successful or the effect ends for it, the target is immune to the
bargda's Horrid Visage for the next 24 hours.

ACTIONS

Multiattack. The bargda makes three attacks: one with its bite or
horns, and twice with its greatclub.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:

11 (1d10 + 6) piercing damage. If the target is a creature, it must
succeed on a DC 17 Constitution saving throw against disease or
become poisoned until the disease is cured. Every 24 hours that
elapse, the target must repeat the saving throw, reducing its hit

point maximum by 5 (1d10) on a failure. The disease is cured on a
success. The target dies if the disease reduces its hit point maximum
to 0. This reduction to the target's hit point maximum lasts until the
disease is cured.

S PR S e S

Horns. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 15 (2d8 + 6) bludgeoning damage.

Greatclub. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage.
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BARGHESTS

BARGHEST WHELP

The young barghest whelp may look like a goblin, but this sly
shapechanger is only biding its time until it can gather enough
power and return to Gehenna by consuming goblinoid souls.

Wolf in Goblin's Clothing. Unlucky adventurers may stumble
upon a goblin nest, only to find a barghest whelp hiding among the
goblins. When discovered, the whelp can revert to its true form -
that of a feral canine and rip the flesh and soul of its prey in mere
seconds.

(GREATER BARGHEST

Greater barghests are mature barghests that have consumed
nearly all the goblinoid souls they need to return to Gehenna.
These vicious beasts have grown larger and more powerful than
its brethren by consuming only the souls of powerful goblinoid
warriors and spellcasters, and the occasional adventurer.
Fiendish Commanders. It is not uncommon to encounter
greater barghests leading their goblinoid armies, with their
unfortunate goblin underlings both serving as slaves and sources
of sustenance. Due to their strength and cunning, some greater
barghests have even formed alliances with creatures that
goblinoids might find too troublesome to be with on their own,
such as hill giants, ogres, hags, harpies, trolls, and verbeeg.
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BARGHEST
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HELP
Medium fiend (shapechanger), neutral evil

Armor Class 16 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 60 ft. (30 ft. in goblin form)

STR
15 (+2)

DEX
15 (+2)

CON
12 (+1)

INT
12 (+1)

WIS
11 (+0)

CHA
12 (+1)

Skills Deception +3, Perception +4, Stealth +4

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poison

Senses blindsight 60 ft., darkvision 60 ft., passive Perception 14

Languages Abyssal, Common, Goblin, Infernal, telepathy 60 ft.

Challenge 2 (450 XP)

Shapechanger. The barghest can use its action to polymorph into
a Small goblin or back into its true form. Other than its size and
speed, its statistics are the same in each form. Any equipment it is
wearing or carrying isn't transformed. The barghest reverts to its
true form if it dies.

Fire Banishment. When the barghest starts its turn engulfed in
flames that are at least 10 feet high or wide, it must succeed on a
DC 15 Charisma saving throw or be instantly banished to Gehenna.
Instantaneous bursts of flame (such as a red dragon's breath or a
fireball spell) don't have this effect on the barghest.

Keen Smell. The barghest has advantage on Wisdom (Perception)
checks that rely on smell.

Innate Spellcasting. The barghest's innate spellcasting ability is
Charisma (spell save DC 11). The barghest can innately cast the
following spells, without providing material components:

At will: levitate, minor illusion, pass without trace

1/day: charm person

ACTIONS

Bite. Melee Weapon Attack (true form only): +4 to hit, reach 5 ft.,
one target. Hit: 9 (2d6 + 2) piercing damage.
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GREATER BARGHEST

Large fiend (shapechanger), neutral evil

Armor Class 18 (natural armor)
Hit Points 153 (18d10 + 54)
Speed 60 ft. (30 ft. in goblin form)

STR
21 (+5)

DEX
15 (+2)

CON
16 (+3)

INT
14 (+2)

WIS
14 (+2)

CHA
16 (+3)

Saving Throws Con +6, Wis +5, Cha +6

Skills Deception +6, Intimidation +6, Perception +8, Stealth +5

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poison

Senses blindsight 60 ft., darkvision 60 ft., passive Perception 18

Languages Abyssal, Common, Goblin, Infernal, telepathy 60 ft.

Challenge 8 (3,900 XP)
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Shapechanger. The barghest can use its action to polymorph into a

Small, Medium, or Large goblinoid, or back into its true form. Other
than its size and speed, its statistics are the same in each form. Any

equipment it is wearing or carrying isn't transformed. The barghest

reverts to its true form if it dies.

Fire Banishment. When the barghest starts its turn engulfed in
| flames that are at least 10 feet high or wide, it must succeed on a
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DC 15 Charisma saving throw or be instantly banished to Gehenna.
Instantaneous bursts of flame (such as a red dragon's breath or a
fireball spell) don't have this effect on the barghest.

Keen Smell. The barghest has advantage on Wisdom (Perception)
checks that rely on smell

Innate Spellcasting. The barghest's innate spellcasting ability is
Charisma (spell save DC 14). The barghest can innately cast the
following spells, without providing material components:

At will: levitate, minor illusion, pass without trace

3/day: blink, charm person, dimension door; suggestion

1/day: mislead

ACTIONS

Multiattack. In goblinoid form, the barghest makes two attacks with
its greatsword or with its claws. In true form, the barghest makes
three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack (true form only): +8 to hit, reach 5 ft.,
one target. Hit: 14 (2d8 + 5) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 9 (1d8 + 5) piercing damage.

Greatsword. Melee Weapon Attack (goblinoid form only): +8 to hit,
reach 10 ft., one target. Hit: 12 (2d6 + 5) slashing damage, or 19
(4d6 + 5) slashing damage while in Large goblinoid form.
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BEHOLDERS

DOOMSPHERE

Urban legends speak of the bodies of adventurers who were
unfortunate enough to encounter the ghostly globe of death.
Lifeless bodies frozen in fear and anguish, no one can tell how
they came to their gruesome ends. Perhaps this spectral beholder
passed through their bodies, its necrotic touch corrupting flesh
and bone. Or perhaps one look at its pale, abhorrent visage was
enough to drain the life out of its victims.

Mad Orb of Undeath. A doomsphere is the restless spirit of
a beholder that spawned after its death due to a curse or was
created by powerful necromantic magic. In extremely rare

I o TN R T

DOOMSPHERE

Large aberration, lawful evil

Hit Points 161 (19d10 + 57)

|
( Armor Class 12
! Speed 0 ft., fly 20 ft. (hover)

STR
\ 10 (+0)

DEX
14 (+2)

CON
16 (+3)

INT
17 (+3)

WIS
15 (+2)

CHA
18 (+4)

Saving Throws Int +8, Wis +7, Cha +9

Skills Perception +12

Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical weapons

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 22

Languages Deep Speech, Undercommon

Challenge 15 (13,000 XP)

Antimagic Cone. The doomsphere's central eye creates an area of
antimagic, as in the anti magic field spell, in a 150-foot cone. At the
start of each of its turns, the doomsphere decides which way the
cone faces and whether the cone is active. The area works against
the doomsphere's own eye rays.

- =

Ethereal Sight. The doomsphere can see 60 feet into the Ethereal
Plane when it is on the Material Plane, and vice versa.

Incorporeal Movement. The doomsphere can move through other
creatures and objects as if they were difficult terrain. It takes 5
(1d10) force damage if it ends its turn inside an object.

ACTIONS

Withering Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 20 (4d8 + 2) necrotic damage.

Etherealness. The doomsphere enters the Ethereal Plane from the
Material Plane, or vice versa. It is visible on the Material Plane while
it is in the Border Ethereal, and vice versa, yet it can't affect or be
affected by anything on the other plane.

Eye Rays. The doomsphere shoots three of the following magical
eye rays at random (reroll duplicates), choosing one to three targets
it can see within 120 feet of it:

(
) 1. Chill Ray. The targeted creature must succeed on a DC 17
Constitution saving throw or take 18 (4d8) cold damage, its speed
is reduced by 10 feet, and has disadvantage on attack rolls until the
end of its next turn. This ray has no effect on creatures immune to
cold damage.

2. Paralyzing Ray. The targeted creature must succeed on a DC 17
Constitution saving throw or be paralyzed for 1 minute. The target
can repeat the saving throw at the end of each of its turns, ending
the effect on itself on a success.

instances, a beholder that sought lichdom but failed in the ritual
would instead return as a doomsphere. The creature retains
almost all of its arsenal of abilities, save a few that have changed
due to undeath. Most, but not all, tend to become insane after this
ghastly reincarnation.

The doomsphere continues to “live” beyond death as the vile
xenophobic beholder it once was, only far more dangerous and
more isolated this time and adventurers know better than to
invade its old stomping grounds, which it haunts to this day.

Undead Nature. A doomsphere doesn't require air, food, drink,
or sleep.
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3. Fear Ray. The targeted creature must succeed on a DC 17
Wisdom saving throw or be frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.

4. Slowing Ray. The targeted creature must succeed on a DC 17
Dexterity saving throw. On a failed save, the target's speed is halved
for 1 minute. In addition, the creature can't take reactions, and it
can take either an action or a bonus action on its turn, not both. The
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

5. Enervation Ray. The targeted creature must succeed on a DC
17 Constitution saving throw, taking 36 (8d8) necrotic damage on a
failed save, or half as much damage on a successful one.

6. Telekinetic Ray. If the target is a creature, it must succeed on
a DC 17 Strength saving throw or the doomsphere moves it up to
30 feet in any direction. It is restrained by the ray's telekinetic grip
until the start of the doomsphere's next turn or until the doomsphere
is incapacitated. If the target is an object weighing 300 pounds or
less that isn't being worn or carried, it is moved up to 30 feet in any
direction. The doomsphere can also exert fine control on objects with
this ray, such as manipulating a simple tool or opening a door or a
container.

7. Exhaustion Ray. The targeted creature must succeed on a DC 17
Constitution saving throw or gain 1 level of exhaustion.

8. Withering Ray. The targeted creature must succeed on a DC 17
Constitution saving throw. On a failed save, the creature ages 1d4 x
10 years. The aging effect can be reversed with a greater restoration
spell, but only within 24 hours of it occurring,.

9. Disintegration Ray. If the target is a creature, it must succeed on
a DC 17 Dexterity saving throw or take 45 (10d8) force damage. If
this damage reduces the creature to 0 hit points, its body becomes a
pile of fine gray dust. If the target is a Large or smaller nonmagical
object or creation of magical force, it is disintegrated without a saving
throw. If the target is a Huge or larger object or creation of magical
force, this ray disintegrates a 10-foot cube of it.

10. Death Ray. The targeted creature must succeed on a DC 17
Dexterity saving throw or take 55 (10d10) necrotic damage. The
target dies if the ray reduces it to O hit points.

LEGENDARY ACTIONS

The doomsphere can take 3 legendary actions, using the options
listed below. It can take only one legendary action at a time and only
at the end of another creature's turn. The doomsphere regains spent
legendary actions at the start of its turn.

Antimagic Cone. The doomsphere turns which way the cone faces
and whether the cone is active.
Eye Ray. The doomsphere uses one random eye ray.

REACTIONS

Redirect Antimagic Cone. When the doomsphere sees a creature
within 150 feet cast a spell, the doomsphere activates its antimagic
cone and points it at the creature.

e A
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EYE OF THE DEEP

material components:

At will: major image

? ACTIONS {
‘ Large aberration, lawful evil Multiattack. The eye of the deep makes three attacks: one with its {
bite and two with its pincers.
Ax"mor'Class 17 (natural armor) Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 18
( Hit Points 136 (16d10 + 48) (4d6 + 4) piercing damage.
l Speed O ft., fly 20 ft. (hover), swim 30 ft. g )
Pincer. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit:
STR DEX CON INT WIS CHA 11 (2d6 + 4) bludgeoning damage. The target is grappled (escape
18 (+4) 14(+2) 16(*#3) 16(+3) 15(H2) 16(+3) DC 14) if it is a Large or smaller creature and the eye of the deep
doesn't have two other creatures grappled.
SaYing Throw§ Int +7, Wis +6, Cha +7 Eye Rays. The eye of the deep shoots two eye rays, choosing one to
Skills Percep.non +10 two targets it can see within 120 feet of it:
gan:ia}g.e R11351stan(':e's cold 1. Paralyzing Ray. The targeted creature must succeed on a DC
SRCin l‘l'l.II.llll’lltleS Do . " 15 Constitution saving throw or be paralyzed for 1 minute. The
\ Senses darkvision 120 ft., passive Perception 20 target can repeat the saving throw at the end of each of its turns,
{ Languages Deep Speech, Undercommon ending the effect on itself on a success.
Challenge 11 (7,200 XP)
i J 2. Cold Ray. The targeted creature must succeed on a DC 15 j
‘ Dexterity saving throw, taking 28 (8d8) cold damage on a failed
Amphibious. The eye of the deep can breathe air and water. save, or half as much damage on a successful one.
é Baleful Flash. The eye of the deep's central eye projects a blinding LEGENDARY ACTIONS
i flash of light in a 60-foot cone as a bonus action. Each creature in ] : "
5 . ! The eye of the deep can take 3 legendary actions, using the Eye ¢
{ that area must succeed on a DC 15 Constitution saving throw or be : . : ?
RV R Ray option below. It can take only one legendary action at a time
< ; and only at the end of another creature's turn. The eye of the deep {
{ Innate Spellcasting (psionics). The eye of the deep's innate regains spent legendary actions at the start of its turn. }
spellcasting ability is Intelligence (spell save DC 15). The eye of Eye Ray. The eye of the deep uses one random eye ray.
the deep can innately cast the following spells, without providing Pincer. The eye of the deep makes one pincer attack.

EYE OoF THE DEEP

An aquatic sub-species of beholders, the eye of the deep is

only found in the darkest depths of the ocean or the deepest
subterranean lakes of the Underdark. Growing to about five to
nine feet in diameter, the eye of the deep retains its beholder-like
qualities with a cyclopean eye and a large maw of razor-sharp
teeth. Unique among its kind, the eye of the deep only has two
eye stalks but is armed with two limbs ending in crustacean-like
pincers that it uses to crush and dismember its foes. Instead of
projecting an antimagic cone, its central eye creates a bright burst
of light that can leave its enemies unlucky enough to be looking at
it blinded for a minute.

Intolerant Tyrants. True to its nature, the eye of the deep is
xenophobic and fiercely territorial. While they may tolerate and
subjugate nearby weaker life forms such as kuo-toans, merrow,
and sahuagin, other dangerous, intelligent beings such as aboleths
and morkoths are a different matter. It will relentlessly try to
destroy or drive them out if it can. Otherwise, it will seek out new
territory.
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Large aberration, neutral evil

Armor Class 19 (natural armor)
Hit Points 210 (20d10 + 100)
Speed 10 ft., fly 20 ft. (hover)

STR
20 (+5)

DEX
14 (+2)

CON
20 (+5)

INT
9 (1)

WIS
14 (+2)

CHA

)
|
!
\
|
|
|
)
l
5
;l 14 (+2)
)

Saving Throws Dex + 7, Con +10, Wis +7
q Skills Perception +12
Condition Immunities prone
| Senses darkvision 120 ft., passive Perception 22
i Languages Deep Speech, Undercommon
| Challenge 13 (10,000 XP)

§

|

l! Antimagic Cone. The gouger's central eye creates an area of

} antimagic, as in the anti magic field spell, in a 150-foot cone. At the
start of each of its turns, the gouger decides which way the cone
faces and whether the cone is active. The area works against the
gouger's own eye rays.

}
!
!

Beholder Slayer. The gouger has advantage on attack rolls and
saving throws made against beholders.

ACTIONS

\ Multiattack. The gouger makes three attacks: one with its bite or
[ tongue and two with its eye rays.

{ (4d6 + 5) piercing damage.

Tongue. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.

{ Hit: 15 (3d6 + 5) piercing damage. If the target is a creature, it must
] succeed on a DC 15 Constitution saving throw or be blinded for 1

\

)

minute. If the blinded creature is a beholder, it loses the ability to

! use one of its eye rays or central eye (determined randomly) while
] blinded. Each time the beholder target fails its saving throw, it loses
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{ Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 19

GOUGER

Gougers are large beholder-kin created by phaerimms eons ago
to hunt and kill other beholders. Slightly larger than a normal
beholder, the gouger possesses the same magical powers as that
of their kin and is armed with an abrasive and razor-sharp tongue

that it uses as a whip. It even has four tiny legs under its body that

enables it to skitter if forced on the ground. Because of its nature
as a beholder-hunter, gougers have grown stronger than their
brethren and can negate another beholder’s magic. They are also
quite insane.

Aggressive Stalkers. While the phaerimm have since mostly
forgotten about them, the gougers continue to aggressively prowl
the Underdark, hunting actively for beholders. This doesn't mean
they will not attack other creatures, however. In fact, they will
almost always attack and prey on anything Large or smaller on
sight to sustain their eternal hunt. It is quite possible however
to convince them to stop attacking or enter a truce if they are
provided information about a beholder's location.
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another use of its eye ray or central eye (determined randomly,
rerolling any duplicates).

Eye Ray. The gouger shoots one of the following magical eye rays
at random (reroll if already used this turn), choosing one target it
can see within 120 feet of it:

1. Paralyzing Ray. The targeted creature must succeed on a DC
15 Constitution saving throw or be paralyzed for 1 minute. The
target can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

2. Fear Ray. The targeted creature must succeed on a DC 15
Wisdom saving throw or be frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.

3. Telekinetic Ray. If the target is a creature, it must succeed on a
DC 15 Strength saving throw or the gouger moves it up to 30 feet
in any direction. It is restrained by the ray's telekinetic grip until the
start of the gouger's next turn or until the gouger is incapacitated. If
the target is an object weighing 300 pounds or less that isn't being
worn or carried, it is moved up to 30 feet in any direction. The
gouger can also exert fine control on objects with this ray, such as
manipulating a simple tool or opening a door or a container.

4. Disintegration Ray. If the target is a creature, it must succeed
on a DC 15 Dexterity saving throw or take 45 (10d8) force damage.
If this damage reduces the creature to 0 hit points, its body
becomes a pile of fine gray dust. If the target is a Large or smaller
nonmagical object or creation of magical force, it is disintegrated
without a saving throw. If the target is a Huge or larger object or
creation of magical force, this ray disintegrates a 10-foot cube of it.

LEGENDARY ACTIONS

The gouger can take 3 legendary actions, using the Eye Ray option
below. It can take only one legendary action at a time and only

at the end of another creature's turn. The gouger regains spent
legendary actions at the start of its turn.

Eye Ray. The gouger uses one random eye ray.
Tongue (Costs 2 Actions). The gouger makes one tongue attack.
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YOUNG BEHOLDER

Medium aberration, lawful evil

Armor Class 17 (natural armor)
Hit Points 71 (11d8 + 22)
Speed 0 ft., fly 20 ft. (hover)

STR
8 (1)

DEX
14 (+2)

CON INT
14 (+2) 15 (+2)

WIS
13 (+1)

CHA
15 (+2)

Saving Throws Int +5, Wis +4, Cha +5

Skills Perception +7

Condition Immunities prone

Senses darkvision 120 ft., passive Perception 17
Languages Deep Speech, Undercommon
Challenge 7 (2,900 XP)
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Antimagic Cone. The beholder's central eye creates an area of
antimagic, as in the anti magic field spell, in a 90-foot cone. At the
start of each of its turns, the beholder decides which way the cone
faces and whether the cone is active. The area works against the
beholder's own eye rays.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 9
(3d6 - 1) piercing damage.

Eye Rays. The beholder shoots three of the following magical eye
rays at random (reroll duplicates), choosing one to three targets it
can see within 60 feet of it:

1. Charm Ray. The targeted creature must succeed on a DC 13
Wisdom saving throw or be charmed by the beholder for 1 hour, or
until the beholder harms the creature.

2. Paralyzing Ray. The targeted creature must succeed on a DC 13
Constitution saving throw or be paralyzed for 1 minute. The target
can repeat the saving throw at the end of each of its turns, ending
the effect on itself on a success.

3. Fear Ray. The targeted creature must succeed on a DC 13
Wisdom saving throw or be frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.

4. Slowing Ray. The targeted creature must succeed on a DC 13
Dexterity saving throw. On a failed save, the target's speed is halved

N N
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YouNG BEHOLDER

Young beholders experience their first challenge the minute they
are born into existence. The product of a beholder’s dream or
nightmare, the young beholder is seen not just as a near-spitting
image of its creator, but also as a threat. Nine times out of ten

the young beholder is slain immediately by its creator. Beholders
that do manage to escape, and these are the exceptional ones, end
up roaming the Underdark seeking its own territory where it can
make its mark and grow into adulthood.

for 1 minute. In addition, the creature can't take reactions, and it |
can take either an action or a bonus action on its turn, not both. The |
creature can repeat the saving throw at the end of each of its turns, |
ending the effect on itself on a success. {
5. Enervation Ray. The targeted creature must succeed on a DC !
13 Constitution saving throw, taking 18 (4d8) necrotic damage on a #
failed save, or half as much damage on a successful one. {
6. Telekinetic Ray. If the target is a creature, it must succeedona |
DC 13 Strength saving throw or the beholder moves it up to 30 feet |
in any direction. It is restrained by the ray's telekinetic grip until the j
start of the beholder's next turn or until the beholder is incapacitated. ;
If the target is an object weighing 200 pounds or less that isn't {
being worn or carried, it is moved up to 30 feet in any direction. The !
beholder can also exert fine control on objects with this ray, such as !
manipulating a simple tool or opening a door or a container. }
7. Sleep Ray. The targeted creature must succeed on a DC 13 !
Wisdom saving throw or fall asleep and remain unconscious for 1 {
minute. The target awakens if it takes damage or another creature |
takes an action to wake it. This ray has no effect on constructs and ]r
undead. {
8. Petrification Ray. The targeted creature must succeed on a DC f
13 Dexterity saving throw. On a failed save, the creature begins to {
turn to stone and is restrained. It must repeat the saving throw at (
the end of its next turn. On a success, the effect ends. On a failure, {
the creature is petrified for 24 hours, or until freed by the greater ]
restoration spell or other magic. §
9. Disintegration Ray. If the target is a creature, it must succeed on j
a DC 13 Dexterity saving throw or take 22 (5d8) force damage. If )
this damage reduces the creature to O hit points, its body becomes a (
pile of fine gray dust. If the target is a Medium or smaller nonmagical |
object or creation of magical force, it is disintegrated without a saving {
throw. If the target is a Large or larger object or creation of magical
force, this ray disintegrates a 5-foot cube of it.
10. Death Ray. The targeted creature must succeed on a DC 13
Dexterity saving throw or take 27 (5d10) necrotic damage. The target
dies if the ray reduces it to O hit points.

LEGENDARY ACTIONS

The beholder can take 3 legendary actions, using the options listed
below. It can take only one legendary action at a time and only at the |
end of another creature's turn. The beholder regains spent legendary Q
actions at the start of its turn. f
(
J

Eye Ray. The beholder uses one random eye ray.

s




BERBAILANG

BERBALANG LORE MASTER

Berbalang lore masters are specialist wizards that have gained a
vast amount of knowledge from the dead gods of the Astral Plane.
While it may look no different from its brethren, the berbalang has
grown stronger and wiser from the dark and powerful secrets it
has attained.

Manipulators of Energy. The berbalang lore master has also
evolved into a more powerful spellcaster, capable of unleashing
deadly attacks at will. Highly intelligent, these lore masters have
mastered the ability to control and alter their energy in spell
casting, making its spells even more unpredictable and extremely
dangerous.

BERBALANG LORE M

SR R

Medium aberration, neutral evil

Armor Class 14 (natural armor)
Hit Points 76 (17d8)
Speed 30 ft., fly 40 ft.

STR
9(1)

DEX
16 (+3)

CON
10 (+0)

INT
18 (+4)

WIS
12 (+1)

CHA
11 (+0)

Skills Arcana +7, History +7, Insight +4, Nature +7, Perception +4,
Religion +7

Senses truesight 120 ft., passive Perception 14

Languages all, but rarely speaks

Challenge 5 (1,800 XP)

Alter Energy Type (1/Turn). When the berbalang casts a spell with a
spell slot and the spell deals acid, cold, fire, force, lightning, necrotic,
radiant, or thunder damage, it can substitute that damage with one

l Saving Throws Dex +6, Int +7
E other type from that list.

Alter Saving Throw (Recharges after a Short or Long Rest). When
the berbalang casts a spell with a spell slot and the spell requires a

| saving throw, it can change the saving throw from one ability score
to another of its choice.

Spectral Duplicate (Recharges after a Short or Long Rest). As a
bonus action, the berbalang creates one spectral duplicate of itself
in an unoccupied space it can see within 60 feet of it. While the
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Hit: 8 (2d4 + 3) slashing damage.
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duplicate exists, the berbalang is unconscious. A berbalang can

have only one duplicate at a time. The duplicate disappears when
it or the berbalang drops to 0 hit points or when the berbalang
dismisses it (no action required).

The duplicate has the same statistics and knowledge as the
berbalang, and everything experienced by the duplicate is known
by the berbalang. All damage dealt by the duplicate's at tacks is
psychic damage.

J
{
Innate Spellcasting (psionics). The berbalang's innate spellcasting ]
ability is Intelligence (spell save DC 15). The berbalang can innately
cast the following spells, requiring no material components:
At will: speak with the dead
1/day: plane shift
|
{
!
d
]

Spellcasting. The berbalang is a 6th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 15, + 7 to hit with
spell attacks). It has the following wizard spells prepared:
Cantrips: fire bolt, mage hand, poison spray, prestidigitation

1st level (4 slots): burning hands, identify, magic missile, shield
2nd level (3 slots): hold person, invisibility, scorching ray

3rd level (3 slots): dispel magic, fear; fireball

ACTIONS

Multiattack. The berbalang makes two attacks: one with its bite
and one with its claws.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 8 (1d10 + 3) piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.

e
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. immediately make the saving throw.

BODAKS

BoODAK RAVAGER f

When a large humanoid or giant worshiper of Orcus takes

the same ritual sacrifice vows others do to become a bodak, it
becomes a ravager instead. The bodak ravager is a bigger and
more aggressive type of bodak. While the bodak still prefers to
use its terrifying gazes to kill its foes, the ravager enjoys using its
imposing size and strength to crush its enemies.

Undead Nature. A bodak ravager doesn't require air, food, drink,
or sleep.

BODAK RAVAGER

Large undead, chaotic evil

Armor Class 17 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 40 ft.

STR DEX CON INT WIS CHA
21(+5) 16(+3) 17(+3) 7(2) 12(+1) 12(@1)

Skills Perception +5, Stealth +7

Damage Resistances cold, fire, necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities lightning, poison

Condition Immunities charmed, frightened, poisoned

Senses darkvision 120 ft., passive Perception 15

Languages Abyssal, the languages it knew in life

Challenge 10 (5,900 XP)

Aura of Annihilation. The bodak can activate or deactivate this
feature as a bonus action. While active, the aura deals 5 necrotic
damage to any creature that ends its turn within 30 feet of the bodak.
Undead and fiends ignore this effect.

Death Gaze. When a creature that can see the bodak's eyes starts its
turn within 30 feet of the bodak, the bodak can force it to make a DC
15 Constitution saving throw if the bodak isn't incapacitated and can ¢
see the creature. If the saving throw fails by 5 or more, the creature
is reduced to O hit points, unless it is immune to the frightened
condition. Otherwise, a creature takes 16 (3d10) psychic damage on
a failed save. Unless surprised, a creature can avert its eyes to avoid
the saving throw at the start of its turn. If the creature does so, it has
disadvantage on attack rolls against the bodak until the start of its
next turn. If the creature looks at the bodak in the meantime, it must

Sunlight Hypersensitivity. The bodak takes 5 radiant damage when
it starts its turn in sunlight. While in sunlight, it has disadvantage on
attack rolls and ability checks.

ACTIONS vy 1Y
Multiattack. The bodak makes two fist attacks. - . ‘ // b

Fist. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 10 (2d4 + 5) bludgeoning damage plus 9 (2d8) necrotic damage.

Withering Gaze. One creature that the bodak can see within 60

feet of it must make a DC 15 Constitution saving throw, taking 22
(4d10) necrotic damage on a failed save, or half as much damage on
a successful one.
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- e el BODAK DEVOTEE OF ORCUS
B ODAK D EVOTEE OF O RCUS Devotees of Orcus were once high priests who sought the ultimate
Medium undead, chaotic evil gift from Orcus - undeath. Only the most loyal and devout are able
to become bodaks that still retain their divine abilities. Otherwise,
Armor Class 15 (natural armor) they would simply turn into normal bodaks.
Hit Points 112 (15d8 + 45) Agents of Orcus. The Devotees of Orcus serve at the behest of
Speed 30 ft. the Hierophants of Annihilation and their god, Orcus. Staying just

behind the frontlines, devotees of Orcus utilize their vast array of
divine spells to spread undeath within their enemies’ ranks — and
bolstering theirs — by turning the dead into bodaks.

Undead Nature. A bodak devotee of Orcus doesn't require air,
food, drink, or sleep.

STR DEX CON INT WIS CHA
15(+2) 16(+3) 16(+3) 8(1) 16(*3) 12(+1)

Saving Throws Wis +7, Cha +5

Skills Perception +7, Religion +3, Stealth +7

Damage Resistances cold, fire, necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities lightning, poison

Condition Immunities charmed, frightened, poisoned

Senses darkvision 120 ft., passive Perception 17

Languages Abyssal, the languages it knew in life

Challenge 12 (8,400 XP)

i

Aura of Annihilation. The bodak can activate or deactivate this
feature as a bonus action. While active, the aura deals 5 necrotic
damage to any creature that ends its turn within 30 feet of the bodak.
Undead and fiends ignore this effect.

Death Gaze. When a creature that can see the bodak's eyes starts its |
turn within 30 feet of the bodak, the bodak can force it to make a DC
15 Constitution saving throw if the bodak isn't incapacitated and can
see the creature. If the saving throw fails by 5 or more, the creature
is reduced to O hit points, unless it is immune to the frightened
condition. Otherwise, a creature takes 22 (4d10) psychic damage on [ !
a failed save. Unless surprised, a creature can avert its eyes to avoid
the saving throw at the start of its turn. If the creature does so, it has
disadvantage on attack rolls against the bodak until the start of its

| next turn. If the creature looks at the bodak in the meantime, it must §
immediately make the saving throw.

Spellcasting. The bodak is a 13th-level spellcaster. Its spellcasting
ability is Wisdom (spell save DC 15, +7 to hit with spell attacks). It
has the following cleric spells prepared:

Cantrips (at will): guidance, mending, resistance, toll the dead,
thaumaturgy

1st level (4 slots): bane, false life, inflict wounds, ray of sickness

2nd level (3 slots): blindness/deafness, hold person, ray of

enfeeblement, silence

3rd level (3 slots): animate dead, bestow curse, vampiric touch

4th level (3 slots): banishment, blight, death ward

5th level (2 slots): antilife shell, cloudkill, flame strike

6th level (1 slot): harm

7th level (1 slot): symbol

Sunlight Hypersensitivity. The bodak takes 5 radiant damage when
it starts its turn in sunlight. While in sunlight, it has disadvantage on
attack rolls and ability checks.

ACTIONS

Fist. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 4 (1d4 + 2) bludgeoning damage plus 13 (3d8) necrotic damage.

Withering Gaze. One creature that the bodak can see within 60

feet of it must make a DC 15 Constitution saving throw, taking 33
(6d10) necrotic damage on a failed save, or half as much damage on
a successful one.
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BOGGLE

BOGGLE TRICKSTER

Boggle tricksters are craftier, quicker and tend to be more
annoying than their normal kin.

Arcane Tricksters. These boggles are canny rogues that dabble
in enchantments and illusions which they use for distraction
while it skips in and out of the darkness to steal from, frighten,
and — inopportune moments — torment its victims. While they do
not intentionally try to kill anyone, they can be very dangerous if
backed in a corner, if that is at all possible.

Sneaky Infiltrators. When not engaging in pranks to amuse
themselves, boggle tricksters are sometimes hired as spies
by their fey masters to infiltrate strategic targets, such as a
noble folk's keep, a church, or a wizard's tower where they can
potentially encounter adventurers hired as guards.

BoGGLE TRI

Small fey, chaotic neutral

VIR TR e

NGO R I

KSTER

Armor Class 14
Hit Points 60 (11d6 + 22)
Speed 30 ft., climb 30 ft.

WIS
12 (+1)

CHA
8 (1)

STR
8(1)

DEX
18 (+4)

CON INT
14 (+2) 12 (+1)

Skills Perception +3, Sleight of Hand +8, Stealth +8
Damage Resistances fire

Senses darkvision 60 ft., passive Perception 13
Languages Sylvan

Challenge 3 (700 XP)

Boggle Oil. The boggle excretes nonflammable oil from its pores.
The boggle chooses whether the oil is slippery or sticky and can
change the oil on its skin from one consistency to another as a bonus
action.

Slippery Oil: While coated in slippery oil, the boggle gains
advantage on Dexterity (Acrobatics) checks made to escape bonds,
squeeze through narrow spaces, and end grapples.

Sticky Oil: While coated in sticky oil, the boggle gains advantage on
Strength (Athletics) checks made to grapple and any ability check
made to maintain a hold on another creature, a surface, or an object.
The boggle can also climb difficult surfaces, including upside down
on ceilings, without needing to make an ability check.

R

Cunning Action. On each of its turns, the boggle can use a bonus
action to take the Dash, Disengage, or Hide action.

Dimensional Rift. As a bonus action, the boggle can create an
invisible and immobile rift within an opening or frame it can see
within 5 feet of it, provided that the space is no bigger than 10 feet
on any side. The dimensional rift bridges the distance between that
space and any point within 30 feet of it that the boggle can see or
specify by distance and direction (such as "30 feet straight up").
While next to the rift, the boggle can see through it and is considered
to be next to the destination as well, and anything the boggle puts
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through the

Strength check.

5! TEoolfP e TESHS SIS Yoo S N S S W Tl

rift (including a portion of its body) emerges at the
destination. Only the boggle can use the rift, and it lasts until the
end of the boggle's next turn.

Evasion. If the boggle is subjected to an effect that allows it to

make a Dexterity saving throw to take only half damage, the boggle
instead takes no damage if it succeeds on the saving throw, and only
half damage if it fails.

Sneak Attack (1/Turn). The boggle deals an extra 14 (4d6) damage
when it hits a target with a weapon attack and has advantage on the
attack roll, or when the target is within 5 feet of an ally of the boggle
that isn't incapacitated and the boggle doesn't have disadvantage on
the attack roll.

Spellcasting. The boggle is a 7th-level spellcaster. Its spellcasting

ability is Intelligence (spell save DC 11). It has the following wizard

spells prepared:

Cantrips: infestation, mage hand, minor illusion

1st level (4 slots): disguise self, silent image, Tasha's hideous
laughter

2nd level (2 slots): invisibility, phantasmal force

Uncanny Smell. The boggle has advantage on Wisdom (Perception)
checks that rely on smell.
ACTIONS

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 6 (1d4 + 4) piercing damage.

Oil Puddle. The boggle creates a puddle of oil that is either slippery
or sticky (boggle's choice). The puddle is 1 inch deep and covers the
ground in the boggle's space. The puddle is difficult terrain for all
creatures except boggles and lasts for | hour.

If the oil is slippery, any creature that enters the puddle's area
or starts its turn there must succeed on a DC 11 Dexterity saving
throw or fall prone.

If the oil is sticky, any creature that enters the puddle's area or
starts its turn there must succeed on a DC 11 Strength saving throw
or be restrained. On its turn, a creature can use an action to try to
extricate itself from the sticky puddle, ending the effect and moving
into the nearest safe unoccupied space with a successful DC 11
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BONECLAW

LESSER BONECLAW

Boneclaws are accidentally spawned after a wizard's failed
attempt in becoming a lich. Lesser boneclaws, on the other hand,
are deliberately created by powerful necromancers, death priests,
and shadow sorcerers and bears the same pleasure as their
normal brethren when fulfilling their master’s desires.

Cruel Sentinels. While weaker than the standard boneclaw,
lesser boneclaws are still intelligent undead that can serve as elite
guards. Their finger claws can still extend to a distance of 15 feet,
their bony faces twisted in a macabre smile as they skewer and
slice their victims apart with ease.

Undead Nature. A lesser boneclaw doesn't require air, food,
drink, or sleep.

LESSER BONECLAW

Large undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 75 (10d10 + 20)
Speed 40 ft.

STR DEX CON INT WIS
18(+4) 16(+3) 15(+2) 12(+1) 13(+1)  8(1)

CHA

} Skills Perception +5, Stealth +7
Damage Resistances cold, necrotic; bludgeoning, piercing, and
[ slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened, paralyzed,
poisoned

Senses darkvision 60 ft., passive Perception 15

Languages Common plus the main languages of its master
; Challenge 6 (2,300 XP)

ACTIONS

Multiattack. The boneclaw makes two claw attacks.

Piercing Claw. Melee Weapon Attack: + 7 to hit, reach 15 ft., one
target. Hit : 17 (3d8 + 4) piercing damage. If the target is a creature,
the boneclaw can pull the target up to 10 feet toward itself, and the
target is grappled (escape DC 14). The boneclaw has two claws.
While a claw grapples a target, the claw can attack only that target.

REACTIONS

Deadly Reach. In response to a visible enemy moving into its reach,
the boneclaw makes one claw attack against that enemy. If the attack
hits, the boneclaw can make a second claw attack against the target.
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BUGBEARS

BUGBEAR ASSASSIN

The bugbear assassin uses its uncanny combination of strength
and agility to successfully carry out assassination missions.
Brutishly strong and incredibly cunning, the bugbear assassin
uses its multitude of specialized weapons to kill its targets. Its
favored weapon is the garrote which it uses to strangle its targets
to death. It would often decapitate its kills and offer the heads to
its deities — Hruggek and Grankhul.

79 WS TR e

BUGBEAR ASSASSIN

Medium humanoid (goblinoid), chaotic evil

Armor Class 16 (studded leather)
Hit Points 97 (15d8 + 30)
Speed 30 ft.

STR DEX CON INT WIS CHA
14(+2) 18(+4) 14(+2) 12(1) 11(0) 9(¢1)

Skills Acrobatics +10, Perception +3, Stealth +10, Survival +3
Senses darkvision 60 ft., passive Perception 13

Languages Common, Goblin

Challenge 7 (2,900 XP)

Assassinate. During its first turn, the bugbear has advantage on
attack rolls against any creature that hasn't taken a turn. Any hit the
bugbear scores against a surprised creature is a critical hit.

Brute. A melee weapon deals one extra die of its damage when the
bugbear hits with it (included in the attack).

Cunning Action. The bugbear can take the Dash, Disengage, or Hide
action as a bonus action on each of its turns.

Evasion. If the bugbear is subjected to an effect that allows it to
make a Dexterity saving throw to take only half damage, the bugbear
instead takes no damage if it succeeds on the saving throw, and only
half damage if it fails.

Sneak Attack (1/Turn). The bugbear deals an extra 14 (4d6) damage
when it hits a target with a weapon attack and has advantage on

the attack roll, or when the target is within 5 feet of an ally of the
bugbear that isn't incapacitated and the bugbear doesn't have
disadvantage on the attack roll.

ACTIONS

Scimitar. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
11 (2d6 + 4) slashing damage and the target must make a DC 15
Constitution saving throw, taking 24 (7d6) poison damage on a failed
save, or half as much damage on a successful one.
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Garrote. Melee Weapon Attack: +7 to hit, reach 5 ft., one Medium

or Small creature against which the bugbear has advantage on the
attack roll. Hit: 9 (2d4 + 4) bludgeoning damage, and the target is
grappled (escape DC 12). Until the grapple ends, the target can't
breathe and takes 14 (4d4 + 4) bludgeoning damage at the start of
each of the bugbear's turns. The bugbear can't make weapon attacks
while grappling a creature in this way.

S A e S L P S

range 30/120 ft., one target. Hit: 11 (2d6 + 4) piercing damage in

Javelin. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or
melee or 7 (1d6 + 4) piercing damage at range.
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BUGBEAR HUNTMASTER

Medium humanoid (goblinoid), chaotic evil

Armor Class 17 (studded leather, shield)

Hit Points 84 (13d8 + 26)
Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 16(+3) 14 (+2) 8(-1) 142 9(-1)

Skills Perception +5, Stealth +9, Survival +5
Senses darkvision 60 ft., passive Perception 15
Languages Common, Goblin

Challenge 5 (1,800 XP)

Brute. A melee weapon deals one extra die of its damage when the
bugbear hits with it (included in the attack).

Go for the Throat. As a bonus action, the bugbear targets one beast
within 30 feet that can see and hear the bugbear. The beast can use
its reaction to move up to half its speed and make one melee attack
against a prone creature. If the beast hits, the hit is automatically a
critical hit.

Innate Spellcasting. The bugbear's innate spellcasting ability is
Wisdom. The bugbear can innately cast the following spells, without
providing material components:

1/day each: beast bond, beast sense, hunter's mark

Slay Foe (I/Turn) The bugbear deals an extra 9 (2d8) damage with

v
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dlsappear when the bugbear dies.

its weapon attack if it hits a creature that doesnt have all its hit
points.

Surprise Attack. If the bugbear surprises a creature and hits it with
an attack during the first round of combat, the target takes an extra
7 (2d6) damage from the attack.

ACTIONS

Multiattack. The bugbear makes two melee attacks or two ranged
attacks.

Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 17 (4d6 + 3) slashing damage.

Hunting Bolas. Ranged Weapon Attack: +6 to hit, range 20/60 ft.,
one creature. Hit: 5 (1d3 + 3) bludgeoning damage and the target
must succeed on a DC 14 Strength saving throw or be restrained
and knocked prone. As an action, the restrained creature can make
a DC 14 Strength check, escaping on a success. The effect ends if
the hunting bolas is destroyed. The hunting bolas has AC 10, 5 hit
points, resistance to bludgeoning damage, and immunity to poison
and psychic damage.

Longbow. Ranged Weapon Attack: +6 to hit, range 150/600 ft., one
creature. Hit: 7 (1d8 + 3) piercing damage.

Summon Beasts (Recharges after a Short or Long Rest). The
bugbear summons 2d6 giant rats, 1d4 wolves, or 1d2 worgs. The
beasts appear in unoccupied spaces within 30 feet of the bugbear
and acts as its allies. The beasts act right after the bugbear on
the same initiative count and fight until they're destroyed. They

BUGBEAR HUNTMASTER

L L TS Bt e . L AT St B e s e IR ]

The bugbear huntmaster is a formidable ranger and coldblooded
killer that can command a pack of vicious beasts. Highly efficient
hunters and excellent hunters, a huntmaster is often sent by

its elders to hunt down a rampaging monster, enemy scouts, or
escaped prisoners.



BuGBEAR KING

BUGBEAR BEAST SHAMAN

The bugbear king claims its name for being the strongest and
most cunning of all the bugbears in its tribe. The penultimate
warlord, it leads its kin in combat while brandishing its great
morningstar. The bugbear king displays its strength and guile
through its headstrong stubbornness to be conquered by its foes,
and strategically commands its feverishly loyal subjects towards
victory and plunder — all for the glory if its deities.
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BUGBEAR KING

Medium humanoid (goblinoid), chaotic evil

Armor Class 17 (half plate)
Hit Points 161 (19d8 + 76)

Speed 30 ft.
e STR DEX CON INT WIS CHA
f 22 (+6) 14 (+2) 1ISIGEA) NN GEO) L6 F(ES) IS (L)
(

‘ Saving Throws Str +10, Dex +6, Con +8
Skills Athletics +10, Intimidation +5, Stealth +10, Survival +7

The bugbear beast shaman wears a grizzly bear cloak and is
armed with meticulously crafted bear claws as fist weapons. The
beast shaman is a potent druid that can cast spells and attack
with its claws on the same turn. As if it wasn'’t already strong
enough as a bugbear spellcaster, the beast shaman is also a deadly
shapeshifter. It can take the form of a giant wolverine, saber-tooth
tiger, or worg alpha in an instant before charging into the fray.

o AT M e SN WA, o

| BUGBEAR BEAST SHAMAN

| Medium humanoid (goblinoid), chaotic evil

Armor Class 14 (hide armor)
| Hit Points 71 (11d8 + 22)

Speed 30 ft.
STR DEX CON INT WIS CHA
i IS E2) - A E) ANE2Y) O EAY) L7 EB)) IO ERD)

Skills Perception +5, Stealth +6, Survival +5
Senses darkvision 60 ft., passive Perception 16

S
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Senses darkvision 60 ft., passive Perception 13 é Languages Common, Goblin
Languages Common, Goblinoid Challenge 4 (1,100 XP)
| Challenge 10 (5,900 XP) ) g
; ‘{ Brute. A melee weapon deals one extra die of its damage when the
[ Aura of Fervor. An ally that is within 30 feet of the bugbear and can bugbear hits with it (included in the attack).
} Ee? andhhear tcllle b;%peir hasdadvecllnt;llge o iavlrlllg thrqws agams} Change Shape (Recharges after a Short or Long Rest). As a bonus
ﬂ e,”}ll.g c3grfme ?nh 11')1g tt)ene o 'da da;tac hrobs abga1n§t c'nermes action, the bugbear can magically polymorph into a giant wolverine,
l Wlt e, ezt s  Ci At e UgbE ] sabre-tooth tiger, or worg alpha, remaining in that form for up to 1
{ AT RS ) | hour. It can revert to its true form as a bonus action. Its statistics,
Brute. A melee weapon deals one extra die of its damage when the \ other than its size, are the same in each form. Any equipment it is
bugbear hits with it (included in the attack). x wearing or carrying isn't transformed. It reverts to its true form if it
dies.
Surprise Attack. If the bugbear surprises a creature and hits it with
an attack during the first round of combat, the target takes an extra Spellcasting. The bugbear is a 7th-level spellcaster. Its spellcasting
7 (2d6) damage from the attack. ability is Wisdom (spell save DC 13, +5 to hit with spell attacks). It
! has the following druid spells prepared:
ACTIONS | Cantrips (at will): druidcraft, poison spray, thorn whip
Multiattack. The bugbear makes two attacks with its great ) 1st level (4 slots): charm person, entangle, healing word
morningstar or javelin. { 2nd level (3 slots): heat metal, hold person, spike growth
Giiat MorningstatiMelos Weare i anan i i to hitie Sl £l ﬁ Sr;i le;el (3 slots): conjure animals (wolves), erupting earth, stinking
one target. Hit: 19 (2d12 + 6) bludgeoning damage. If the target is ] 4(t:holu 11 slot): ch ;
a creature and the attack roll against the target succeeds by 5 or E sl ((allolice. - wiegeiag
more, the target must succeed on a DC 18 Constitution saving throw % Nature's Fury. When the bugbear casts a druid spell, it can make one
{ or be stunned until the end of its next turn. 5 l bear claw attack as a bonus action. |
Javelin. Melee or Ranged Weapon Attack: +10 to hit, reach 5 ft. or % Surprise Attack. If the bugbear surprises a creature and hits it with
) range 30/120 ft., one target. Hit: 13 (2d6 + 6) piercing damage in { an attack during the first round of combat, the target takes an extra 7
¢ melee or 9 (1d6 + 6) piercing damage at range. \ | (2d6) damage from the attack.
LEGENDARY ACTIONS I %ACTIONS
The bugbear can take 3 legendary actions, choosing from the } & Multiattack. The bugbear makes two bear claw attacks.
qptlons belowaonlyagsilcscndanyagiy op:( fon ganbaEd gt t Bear Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
time and only at the end of another creature's turn. The bugbear ERl Sl UGt D) picraing d
regains spent legendary actions at the start of its turn. £y DICIEIS e age.
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Move. The bugbear moves up to half its speed. E
Strategic Command. The bugbear targets one ally it can see within |
30 feet of it. If the target can see and hear the bugbear, the target
can use its reaction to make one weapon attack or take the Dash,
| Dodge, or Hide action. ]
Great Morningstar (Costs 2 Actions). The bugbear makes a great %
\

f morningstar attack.
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BunNyip

BunNyip

Looking like a cross between a shark and a leopard seal, the
bunyip is a curious specimen of nature. Covered in a seal's
matted fur, but with the fins, tail, and serrated teeth of a shark,
the bunyip is an aquatic predator that can be found in shallow
bodies of freshwater and near sea caves. It generally keeps to
itself, heading out in the open only to forage for edible plants and
hunt for prey. It is normally solitary, using its keen sense of smell
to avoid encounters with other creatures and humanoids unless it
can ambush them.

Frenzied Killer. What makes a bunyip dangerous is when it
smells blood in the water, which sends it in a savage frenzy.
A bite from a bunyip can become a life and death struggle
for its victim. The bunyip drags its prey underwater and
proceeds to thrash its head sideways, tearing and shredding
its victim senseless.

DiIrE Bunyip

The extremely rare gigantic bunyip lives in isolation and is the
alpha of its kind. A very hungry dire bunyip has been known to
attack small ships or boats docked near shallow waters or stuck in
polar ice, slamming into and attempting to overturn them to get to
its crew and cargo.

DIRE BUNYIP

Huge monstrosity, unaligned

Armor Class 15 (natural armor)

19(+4) "SIAGRIESIT(3) ¢ 4¢3) - 12 (LS TEE) Challenge 6 (2,300 XP)

P ey Hit Points 115 (10d12 + 50)
Bunvyi1p § Speed 20 ft., Swim 40 ft.

Large monstrosity, unaligned

STR DEX CON INT WIS CHA

Armor Class 14 (natural armor) 23 (+6) 14 (+2) 21 (+5) 4(-3) 14 (+2) 7(-2)

Hit Points 42 (5d10 + 15) )
f Speed 20 ft., Swim 40 ft. ! ! Skills Perception +5

Senses blindsight 60 ft., passive Perception 15
STR DEX CON INT WIS CHA Languages —

§ ]
Skills Per'cept'ion +3 . ] Amphibious. The bunyip can breath air and water.
Senses blindsight 60 ft., passive Perception 13
Languages — Blood Frenzy. The bunyip has advantage on melee attack rolls
Challenge 2 (450 XP) against any creature that doesn't have all its hit points.
Keen Smell. The bunyip has advantage on Wisdom (Perception)
Amphibious. The bunyip can breath air and water. checks that rely on smell.
Blood Frenzy. The bunyip has advantage on melee attack rolls ACTIONS

against any creature that doesn't have all its hit points.
g 4 P Multiattack. The bunyip makes two attacks: one with its bite one

Keen Smell. The bunyip has advantage on Wisdom (Perception) with its tail. It can't make both attacks against the same target.

hecks that rel 11.
o =AY ot Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.

ACTIONS Hit: 19 (3d8 + 6) piercing damage and if the target is Large or
smaller, it is grappled (escape DC 16). Until this grapple ends, the
target is restrained, and the bunyip can't use its bite on another

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage and if the target is Large or

smaller, it is grappled (escape DC 14). Until this grapple ends, the AL

target is restrained, and the bunyip can't use its bite on another Tail. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
target. Hit: 13 (2d6 + 6) bludgeoning damage.

Worry. A creature the bunyip is grappling must make a DC 14 Worry. A creature the bunyip is grappling must make a DC 17
Constitution saving throw. On a failed save, the creature takes Constitution saving throw. On a failed save, the creature takes

13 (2d8 + 4) slashing damage and is stunned until the end of the 19 (3d8 + 6) slashing damage and is stunned until the end of the
bunyip's next turn. On a successful save, the creature takes half as bunyip's next turn. On a successful save, the creature takes half as

much damage and isn't stunned. much damage and isn't stunned.
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CADAVER COLLECTOR

GREATER CADAVER COLLECTOR

The greater cadaver collector is an ancient juggernaut of war.
Only a few were made due to its exorbitant costs and difficulty to
create, but they were probably worth the trouble as they still exist,
roaming the ancient battlefields of the Lower Planes for eons.
Both demons and devils give them a wide berth, lest they get
added on to the mighty construct’s grisly collection.

War Machine. In battle, the greater cadaver collector can
summon multiple specters for aid as it uses its massive iron fists
to bludgeon opponents into mush. Creatures unable to resist
its paralyzing breath are crushed and trampled by its massive
stomps. Those unfortunate enough to get captured suffer a worse
fate: getting impaled on the construct’s armor spikes and left there
to suffer and slowly die as they bleed out.

Huge construct, lawful evil

[ GREATER CADAVER COLLECTOR
|

Armor Class 18 (natural armor)
Hit Points 300 (24d12 + 144)

Speed 40 ft.
STR DEX CON INT WIS CHA
251GET)ISIANCEXRENIDN(E6) 1 = 61(=3) 12 (+1) 9(-1)

Damage Immunities necrotic, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical attacks not made with
adamantine weapons

Condition Immunities charmed, exhaustion, frightened, paralyzed,
petrified, poisoned

Senses darkvision 60 ft., passive Perception 11

Languages understands all languages but can' t speak

Challenge 19 (22,000 XP)

Magic Resistance. The cadaver collector has advantage on saving
throws against spells and other magical effects.

Summon Specters (Recharges after a Short or Long Rest). As a
bonus action, the cadaver collector calls up the enslaved spirits of
those it has slain; 2d6 specters (without Sunlight Sensitivity) arise
in unoccupied spaces within 15 feet of the cadaver collector. The
specters act right after the cadaver collector on the same initiative
count and fight until they're destroyed. They disappear when the
cadaver collector is destroyed.

R e i ot L oo st i g et P ol e ot ot

ACTIONS

Multiattack. The cadaver collector makes two slam attacks. If the
cadaver collector is grappling a creature, the cadaver collector can
also use Impale once.

SIam Me]ee Weapon Attack +13 to hit, reach 5 ft one target

Hit: 25 (4d8 + 7) bludgeoning damage plus 16 (3d10) necrotic
damage and the target is grappled (escape DC 17) if it is a Large or
smaller creature. Until this grapple ends, the target is restrained,
and the cadaver collector can't use its one of its slam attacks on
another target.

|
|
{
]
Impale. The cadaver collector attempts to impale a creature it has é
grappled. The creature must succeed on a DC 21 Strength saving |
throw or take 16 (2d8 + 7) piercing damage and 9 (2d8) necrotic
damage and be restrained (escape DC 17). While restrained, the
target takes 9 (2d8) piercing damage and 9 (2d8) necrotic damage at
the start of each of its turns. The cadaver collector can impale up to
8 Medium creatures, 1 Large and 6 Medium creatures, 2 Large and
4 Medium creatures, 3 Large and 2 Medium creatures, or 4 Large
creatures.
|
{
]
]

Crushing Stride.The cadaver collector moves up to its speed in

a straight line. During this move, it can enter Large or smaller
creatures' spaces. A creature whose space the cadaver collector
enters must succeed on a DC 21 Dexterity saving throw. On a
successful save, the creature is pushed 5 feet to the nearest space
out of the cadaver collector's path. On a failed save, the creature falls
prone and takes 25 (4d8 + 7) bludgeoning damage and 16 (3d10)
necrotic damage. If the cadaver collector remains in the prone
creature's space, the creature is also restrained until it's no longer
in the same space as the cadaver collector. While restrained in this
way, the creature, or another creature within 5 feet of it, can make a
DC 21 Strength check. On a success, the creature is shunted to an
unoccupied space of its choice within 5 feet of the cadaver collector
and is no longer restrained.

Paralyzing Breath (Recharge 5-6). The cadaver collector releases
paralyzing gas in a 30-foot cone. Each creature in that area must
make a successful DC 20 Constitution saving throw or be paralyzed
for 1 minute. A paralyzed creature repeats the saving throw at the
end of each of its turns, endmg the effect on itself with a success.
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CATOBLEPAS

CATOBLEPAS CALF

CATOBLEPAS

£ 4 V0

CALF

Armor Class 12 (natural armor)
Hit Points 30 (4d8 + 12)

Medium monstrosity, unaligned
Speed 30 ft.
]

Normally docile, a catoblepas calf will usually stay within its
marshy domain and live contentedly in its own mire. But if
intruders — often lost adventurers — approach, it will use its tail to
keep its opponents at bay. While young, its death ray can still prove
to be a deadly threat to naive adventurers. Adventurers beware
though, its overprotective mother may not be not too far away.

MONSTROUS CATOBLEPAS

Adventurers will feel there's something terribly wrong when
they've wandered a swamp for miles and have not encountered
any sign of life. When a catoblepas, which has no known natural
enemies, is left alone for decades of consuming carrion, it can
grow to an immense size and wipe out all manner of beasts and
humanoid within miles of its natural habitat.

i S P S i e et I i NI P P P A e e At

STR
14 (+2)

DEX
12 (+1)

CON
16 (+3)

INT
3(4)

WIS
12 (+1)

CHA
8 (-1)

Languages —
Challenge 2 (450 XP)

§
\
Senses darkvision 60 ft., passive Perception 11 }

Keen Smell. The catoblepas has advantage on Wisdom (Perception)
checks that rely on smell.

Stench. Any creature other than a catoblepas that starts its

turn within 10 feet of the catoblepas must succeed on a DC 12
Constitution saving throw or be poisoned until the start of its next
turn. On a successful saving throw, the creature is immune to the
stench of any catoblepas for 1 hour.

ACTIONS

Tail. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

Hit: 9 (2d6 + 2) bludgeoning damage, and the target must succeed
on a DC 12 Constitution saving throw or be stunned until the start
of the catoblepas's next turn.

Death Ray (Recharge 5-6). The catoblepas targets a creature

that it can see within 30 feet of it. The target must make a DC 13
Constitution saving throw, taking 18 (4d8) necrotic damage on

a failed save, or half as much damage on a successful one. If the
saving throw fails by 5 or more, the target instead takes 32 necrotic
damage. The target dies if reduced to 0 hit points by this ray.
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| MONSTROUS CATOBLEPAS
{

{ Huge monstrosity, unaligned

Armor Class 16 (natural armor)
Hit Points 162 (12d12 + 84)

Speed 40 ft.
STR DEX CON INT WIS CHA
S (EE) - WAEHD). 25 ET)  SEY 16 (+3) 8(-1)

Languages —
Challenge 10 (5,900 XP)

Keen Smell. The catoblepas has advantage on Wisdom (Perception)
checks that rely on smell.

Stench. Any creature other than a catoblepas that starts its

turn within 15 feet of the catoblepas must succeed on a DC 19
{ Constitution saving throw or be poisoned until the start of its next
E turn. On a successful saving throw, the creature is immune to the
. stench of any catoblepas for 1 hour.

|

|
)
{
!
{
{
i Senses darkvision 60 ft., passive Perception 13
E
;
|
{

[ 55
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Multiattack. The catoblepas makes two attacks: one with its bite
and one with its tail. It can't make both attacks against the same
target.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.

Hit: 13 (2d6 + 6) piercing damage. If the target is a creature, it must
succeed on a DC 19 Constitution saving throw against disease or
become poisoned until the disease is cured. Every 24 hours that
elapse, the target must repeat the saving throw, reducing its hit
point maximum by 5 (1d10) on a failure . The disease is cured

on a success. The target dies if the disease reduces its hit point
maximum to 0. This reduction to the target's hit point maximum
lasts until the disease is cured.

Tail. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.

Hit: 34 (8d6 + 6) bludgeoning damage, and the target must succeed
on a DC 18 Constitution saving throw or be stunned until the start
of the catoblepas's next turn.

Death Ray (Recharge 5-6). The catoblepas targets a creature

that it can see within 30 feet of it. The target must make a DC 19
Constitution saving throw, taking 54 (12d8) necrotic damage on

a failed save, or half as much damage on a successful one. If the
saving throw fails by 5 or more, the target instead takes 96 necrotic
damage. The target dies if reduced to 0 hit points by this ray.
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Us CAVE FISHER

Huge monstrosity, unaligned

Armor Class 18 (natural armor)
Hit Points 157 (15d12 + 60)
Speed 40 ft., climb 40 ft.

DEX
13 (+1)

CON
18 (+4)

INT
3(4)

WIS
14 (+2)

CHA

24 (+7) 3(-4)

Skills Perception +6, Stealth +9

Senses blindsight 60 ft., passive Perception 16
Languages —

Challenge 11 (7,200 XP)

ﬁ
f

S .

Adhesive Filament. The cave fisher can use its action to extend a
sticky filament up to 120 feet, and the filament adheres to anything
that touches it. A creature adhered to the filament is grappled by the
cave fisher (escape DC 17), and ability checks made to escape this
grapple have disadvantage. A creature that starts its turn adhered to
the filament takes 11 (2d10) acid damage.

The filament can be attacked (AC 15; 20 hit points; immunity
to poison and psychic damage), but a weapon that fails to sever
it becomes stuck to it, requiring an action and a successful DC
15 Strength check to pull free. Destroying the filament deals no
damage to the cave fisher, which can extrude a replacement filament
on its next turn.

ey

Flammable Blood. If the cave fisher drops to half its hit points or
fewer, it gains vulnerability to fire damage.

Spider Climb. The cave fisher can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.
ACTIONS

Multiattack. The cave fisher makes three attacks: two with its claws.
and one with its bite.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) piercing damage plus 11 (2d10) acid damage.

Claw. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 21 (4d6 + 7) slashing damage.

Filament. All creatures grappled by the cave fisher's adhesive
filament must make a DC 17 Strength saving throw, provided that
the target weighs 200 pounds or less. On a failure, the target is
pulled into an unoccupied space within 5 feet of the cave fisher, and
the cave fisher makes a claw attack against it as a bonus action.
Until the grapple ends on the targets, the cave fisher can't extrude
another filament.

CAVE FISHERS

GI1ANT CAVE FISHER

The giant cave fisher is nearly twice the size of its more common
kin, reaching lengths of 12 feet. This monstrosity is capable of
reeling in prey as large as a hook horror.

MoNSTROUS CAVE FISHER

Extremely rare and can only be found in the deepest reaches of
the Underdark where there are vast wide caverns, the monstrous
cave fisher reaches lengths of about 25 feet. This fearsome
predator normally hunts umber hulks and similarly large prey.
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‘GIANT CAVE FISHER

Large monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 30 ft., climb 30 ft.

STR
20 (+5)

DEX
13 (+1)

CON
16 (+3)

INT
3(-4)

WIS
12 (+1)

CHA
34

Skills Perception +4, Stealth +7

Senses blindsight 60 ft., passive Perception 14
Languages —

Challenge 6 (2,300 XP)

Adhesive Filament. The cave fisher can use its action to extend a
sticky filament up to 90 feet, and the filament adheres to anything
that touches it. A creature adhered to the filament is grappled by the
cave fisher (escape DC 15), and ability checks made to escape this
grapple have disadvantage. A creature that starts its turn adhered to
the filament takes 5 (1d10) acid damage.

The filament can be attacked (AC 15; 10 hit points; immunity
to poison and psychic damage), but a weapon that fails to sever
it becomes stuck to it, requiring an action and a successful DC
15 Strength check to pull free. Destroying the filament deals no
damage to the cave fisher, which can extrude a replacement filament
on its next turn.
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Flammable Blood. If the cave fisher drops to half its hit points or
fewer, it gains vulnerability to fire damage.

Spider Climb. The cave fisher can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

ACTIONS

Multiattack. The cave fisher makes two attacks with its claws.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 15 (3d6 + 5) slashing damage.

Filament. Up to two creatures grappled by the cave fisher's adhesive
filament must make a DC 15 Strength saving throw, provided that
the target weighs 200 pounds or less. On a failure, the target is
pulled into an unoccupied space within 5 feet of the cave fisher, and
the cave fisher makes a claw attack against it as a bonus action. Up
to two targets can be reeled up by the cave fisher and anyone else
that were attached to the filament are released. Until the grapple
ends on the targets, the cave fisher can't extrude another filament.

%
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CHITINES

CHITINE SKULKER

Often serving as scouts for its patrols, the deadly skulkers have
the ability to stay completely hidden in the darkness, making it
perfect for ambushing unwary prey that may have stumbled within
its reach.

CHITINE WARRIOR

The strongest of their tribe, chitine warriors are chosen from the
victors of brutal tribal competitions. Unlike normal chitine that
prefer to ambush their foes, chitine warriors willingly charge into
the battle.

CHITINE SKULKER

e e e e e A e e e e et e e At

Small monstrosity, chaotic evil

Armor Class 15 (leather armor)
Hit Points 36 (8d6 + 8)
Speed 30 ft., climb 30 ft.

CHA
7(2)

CON
12 (+1)

INT
10 (+0)

WIS
12 (+1)

STR
10 (+0)

DEX
18 (+4)

Skills Acrobatics +6, Athletics +4, Stealth +8
Senses darkvision 60 ft., passive Perception 11

Languages Undercommon
Challenge 2 (450 XP)

Ambusher. The chitine has advantage on attack rolls against any
creature it has surprised.

Fey Ancestry. The chitine has advantage on saving throws against
being charmed, and magic can't put the chitine to sleep.

Stealthy. On each of its turns, the chitine can use a bonus action to
take the Hide action.

Sunlight Sensitivity. While in sunlight, the chitine has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

Web Sense. While in contact with a web, the chitine knows the
exact location of any creature in contact with the same web.

Web Walker. The chitine ignores movement restrictions caused by
webbing.

Sneak Attack (1/Turn). The chitine deals an extra 10 (3d6) damage
when it hits a target with a weapon attack and has advantage on the
attack roll, or when the target is within 5 feet of an ally of the chitine
that isn't incapacitated and the chitine doesn't have disadvantage on
the attack roll.

ACTIONS
Multiattack. The chitine makes three attacks with its daggers.

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or

range 20/60 ft., one target. Hit: 6 (1d4 + 4) piercing damage.

CHITINE WARRIOR

Small monstrosity, chaotic evil

e a1y, ey L N S

Armor Class 16 (hide armor, shield)
Hit Points 33 (6d6 + 12)
Speed 30 ft., climb 30 ft.

STR
12 (+1)

DEX
14 (+2)

CON
14 (+2)

INT
10 (+0)

WIS
10 (+0)

CHA
7(2)

Skills Athletics +5, Stealth +4

Senses darkvision 60 ft., passive Perception 10
Languages Undercommon

Challenge 1 (200 XP)

e T e et e,

Fey Ancestry. The chitine has advantage on saving throws against
being charmed, and magic can't put the chitine to sleep.

Sunlight Sensitivity. While in sunlight, the chitine has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

Web Sense. While in contact with a web, the chitine knows the
exact location of any creature in contact with the same web.

)’
Web Walker. The chitine ignores movement restrictions caused by

webbing.

ACTIONS
Multiattack. The chitine makes three attacks with its shortswords.

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

Hit: 5 (1d6 F 2) plercmg damage
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CHOLDRITH PRIESTESS

CHOLDRITH QUEEN

The choldrith priestess is a devout follower of Lolth and serves

at the behest of the choldrith queen. It takes charge of managing
the training of potential young chitine priestesses and facilitating
brutal contests for selecting potential chitine warriors. A choldrith
priestess will sometimes accompany and lead a chitine hunting

party.

CHOLDRITH PRIESTESS

Medium monstrosity, chaotic evil

Armor Class 15 (studded leather armor)
Hit Points 110 (17d8 + 34)
Speed 30 ft., climb 30 ft.

STR
12 (+1)

DEX
16 (+3)

CON
14 (+2)

INT
12 (+1)

WIS
16 (+3)

CHA
12 (+1)

Skills Athletics +7, Religion +4, Stealth +6
Senses darkvision 60 ft., passive Perception 13
Languages Undercommon

Challenge 5 (1,800 XP)

Fey Ancestry. The choldrith has advantage on saving throws against
being charmed, and magic can't put the choldrith to sleep.

Spelicasting. The choldrith is a 9th-level spellcaster. Its spellcasting
ability is Wisdom (spell save DC 14, +6 to hit with spell attacks). It
has the following cleric spells prepared:

Cantrips (at will): message, poison spray, thaumaturgy

1st level (4 slots): bane, cure wounds, inflict wounds

2nd level (3 slots): blindness/deafness, silence, spiritual weapon
3rd level (3 slots): bestow curse, dispel magic, glyph of warding

4th level (3 slots): banishment, divination, freedom of movement
5th level (1 slot): contagion, insect plague

Spider Climb. The choldrith can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

Sunlight Sensitivity. While in sunlight, the choldrith has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Web Sense. While in contact with a web, the choldrith knows the
exact location of any creature in contact with the same web.

Web Walker. The choldrith ignores movement restrictions caused
by webbing.

ACTIONS
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The choldrith queen is the supreme leader of its chitine colony.
An extremely powerful priestess and capable warrior, the queen
is seen by her kin as an emissary of Lolth and would willingly
sacrifice themselves if she commands it.

CHOLDRITH QUEEN

Large monstrosity, chaotic evil

Armor Class 15 (studded leather armor)
Hit Points 190 (20d10 + 80)
Speed 40 ft., climb 40 ft.

STR
16 (+3)

DEX
16 (+3)

CON
18 (+4)

INT
13 (+1)

WIS
18 (+4)

CHA
14 (+2)

Skills Athletics +11, Religion +5, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Undercommon

Challenge 9 (5,000 XP)

Battle Command. As a bonus action, the choldrith targets one
ally it can see within 30 feet of it. If the target can see or hear the

i choldrith, the target can use its reaction to make one melee attack
or to take the Dodge or Hide action.

Fey Ancestry. The choldrith has advantage on saving throws against
being charmed, and magic can't put the choldrith to sleep.

Spelicasting. The choldrith is a 12th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 16, +8 to hit with spell
attacks). It has the following cleric spells prepared:

Cantrips (at will): guidance, message, poison spray, thaumaturgy
1st level (4 slots): bane, cure wounds, inflict wounds

2nd level (3 slots): blindness/deafness, silence, spiritual weapon
3rd level (3 slots): bestow curse, dispel magic, glyph of warding

4th level (3 slots): banishment, divination, freedom of movement
5th level (2 slots): contagion, insect plague, mass cure wounds

Spider Climb. The choldrith can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

Sunlight Sensitivity. While in sunlight, the choldrith has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Web Sense. While in contact with a web, the choldrith knows the
exact location of any creature in contact with the same web.

Web Walker. The choldrith ignores movement restrictions caused
by webbing.

ACTIONS

Multiattack. The choldrith makes two attacks with its dagger.

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 10
(3d6) poison damage.

Web (Recharge 5-6). Ranged Weapon Attack: +6 to hit, range
30/60 ft., one creature. Hit: The target is restrained by webbing.

As an action, the restrained target can make a DC 13 Strength
check, bursting the webbing on a success. The webbing can also be
attacked and destroyed (AC 10; hp 5; vulnerability to fire damage;
immunity to bludgeoning, poison, and psychic damage).
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Multiattack. The choldrith makes two attacks with its dagger.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 8 (2d4 + 3) piercing damage plus 10
(3d6) poison damage.

Web (Recharge 5-6). Ranged Weapon Attack: +7 to hit, range
30/60 ft., one creature. Hit: The target is restrained by webbing.

As an action, the restrained target can make a DC 16 Strength
check, bursting the webbing on a success. The webbing can also be
attacked and destroyed (AC 10; hp 5; vulnerability to fire damage;
1mmur11ty to bludgeonmg, poison, and psychlc damage)
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{ 6th level (1 slot): harm, true seeing

e e A e P et

|




CHOKER

CHOKER CAVESTALKER

As its name would suggest, the choker cavestalker has mastered

moving unnoticed in cavernous terrain. It uses its knowledge of

its surroundings to find the perfect ambush spots where it can lie
in wait and pick off a lone passerby, such as the rear guard of an

adventuring party, without it getting noticed.

CHOKER CAVESTALKE

Small aberration, chaotic evil

Hit Points 33 (6d6 + 12)

Armor Class 16 (natural armor) ?
Speed 30 ft.

STR DEX CON INT WIS CHA
16(+3) 16(+3) 14(+2) 5(3) 14(+2) 7(2)

Skills Stealth +7
Challenge 2 (450 XP) E

Senses darkvision 60 ft., passive Perception 12
Languages Deep Speech
}
\
Spider Climb. The choker can climb difficult surfaces, including z
upside down on ceilings, without needing to make an ability check. i

Aberrant Quickness (Recharges after a Short or Long Rest). The
choker can take an extra action on its turn.

Boneless. The choker can move through and occupy a space as
narrow as 4 inches wide without squeezing.

Cave Strider. Moving through nonmagical difficult cavern or
underground terrain doesn't cost the choker extra movement.

Stealthy. On each of its turns, the choker can use a bonus action to
take the Hide action.

Slay Foe (1/Turn). The choker deals an extra 9 (2d8) damage with
its weapon attack if it hits a creature that doesn't have all its hit
points.

ACTIONS

Multiattack. The choker makes two tentacle attacks.

Tentacle. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 5 (1d4 + 3) bludgeoning damage plus 3 (1d6) piercing damage.
If the target is a Large or smaller creature, it is grappled (escape
DC 15). Until this grapple ends, the target is restrained, and the
choker can't use this tentacle on another target. The choker has two
tentacles. If this attack is a critical hit, the target also can't breathe
or speak until the grapple ends.
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CLOCKWORKS

ARCANE BALLISTA CLOCKROACH

A true testament to an artificer's ingenuity, the arcane ballista Clockroaches are large, cockroach-like constructs created to patrol
is a mighty siege weapon created to deal with different threats. castle halls and dungeons. In battle, clockroaches are used as
Normally found protecting dwarven or gnomish battlements, some shock troops. With their flat frame and flexible mechanical bodies
continue to guard fallen fortresses or ruins, unable to distinguish coated with oil, clockroaches can squeeze through barricades with
friend or foe. ease. Once inside enemy defenses, clockroaches will begin to sow

pain and confusion with its acid spray and painful, metallic bites.

e i P S R T e e T R s e D ] ST & TR M . e T R
ARCANE BALLISTA CLOCKROAC
Large construct, unaligned Medium construct, unaligned
Armor Class 17 (natural armor) Armor Class 13
Hit Points 133 (14d10 + 56) Hit Points 13 (2d8 + 4)
Speed 40 ft. Speed 30 ft.

STR DEX CON INT WIS CHA
14(+2) 18(+4) 19(+4) 3(4) 10 (+0) 1(-5)

STR DEX CON INT WIS CHA
10(+0) 17(*3) 15(*2) 3(4) 10 (+0) 1(-5)
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Damage Immunities poison; bludgeoning, piercing, and slashing Skills Acrobatics +5
from nonmagical attacks that aren't adamantine Damage Immunities poison; bludgeoning, piercing, and slashing
Condition Immunities charmed, exhaustion, frightened, paralyzed, from nonmagical attacks that aren't adamantine

] !
{
petrified, poisoned ; Condition Immunities charmed, exhaustion, frightened, paralyzed,
)
\

Senses darkvision 60 ft., passive Perception 10 petrified, poisoned
Languages understands one language of its creator but can't Senses darkvision 60 ft., passive Perception 10
speak Languages understands one language of its creator but can't
Challenge 11 (7,200 XP) speak
Challenge 1 (200 XP)

Magic Resistance. The arcane ballista has advantage on saving
throws against spells and other magical effects. Magic Resistance. The clockroach has advantage on saving throws
against spells and other magical effects.

Slippery Frame: The clockroach gains advantage on Dexterity
(Acrobatics) checks made to escape bonds, squeeze through narrow
spaces, and end grapples.

Siege Monster. The arcane ballista deals double damage to objects

Magic Weapons. The arcane ballista's weapon attacks are magical.
and structures. [

Arcane Shot (3/Day). As a bonus action, when the arcane ballista

hits a target with a ranged weapon attack, it can choose one from ACTIONS
the following three effects: Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.. Hit: 5 (1d4 + 3)
1. Bursting Bolt. The target and all other creatures within 15 feet piercing damage plus 2 (1d4) acid.
of it take an extra 10 (3d6) force damage each and must succeed on Acid Spray (Recharges 5-6). The clockroach spits a line of acid !

a DC 16 Strength saving throw or be knocked prone.

2. Flaming Bolt. The target takes an extra 11 (2d10) fire damage
and catches fire; until someone takes an action to douse the fire, the
creature takes 5 (1d10) fire damage at the start of each of its turns.

3. Thunder Bolt. If the target is a creature, it takes an extra 10
(3d6) thunder damage and the creature must succeed on a DC 16
Constitution saving throw or be stunned until the start of the arcane
ballista's next turn.

that is 15 feet long and 5 feet wide. Each creature in that line must
succeed on a DC 12 Dexterity saving throw, taking 10 (3d6) acid
damage on a failed save, or half as much on a successful one.

7 T S A S S ey

ACTIONS

Multiattack. The arcane ballista makes two arcane bolt attacks.

e

Arcane Bolt. Melee or Ranged Weapon Attack: +8 to hit, reach
5 ft. or range 100/400 ft., one target. Hit: 20 (3d10 + 4) piercing
damage.

Lightning Bolt (1/Day). The arcane ballista shoots a line of lightning
that is 120 feet long and 5 feet wide. Each creature in that line

must succeed on a DC 16 Dexterity saving throw, taking 54 (12d8)
lightning damage on a failed save, or half as much damage on a
successful one.
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HAMMERER

Medium construct, unaligned

Armor Class 16 (natural armor)
Hit Points 30 (4d8 + 12)

Speed 20 ft.
STR DEX CON INT WIS CHA
18 (+4) 10(+0) 16 (+3) 3(4) 10 (+0) 1(-5)

Damage Immunities poison; bludgeoning, piercing, and slashing
from nonmagical attacks that aren't adamantine

Condition Immunities charmed, exhaustion, frightened, paralyzed,
petrified, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages understands one language of its creator but can't
speak

Challenge 3 (700 XP)

Magic Resistance. The hammerer has advantage on saving throws
against spells and other magical effects.

Siege Monster. The hammerer deals double damage to objects and
structures.

ACTIONS

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft.. Hit: 15 (2d10 + 4)
bludgeoning damage. If the target is a creature and the attack roll
against the target succeeds by 5 or more, the target must succeed
on a DC 14 Constitution saving throw or be stunned until the end of
its next turn.

8 HAMMERER

Originally created for construction, hammerers
are often re-purposed as siege weapons. All steel
and armed with a massive hammer and claws for
hands, hammerers can march into enemy territory
and destroy walls and smash skulls with deadly
efficiency.

PULVERIZER

Like hammerers, pulverizers were created for construction,
mining, and tunneling work. When used for war, pulverizers
serve as military siege engineers. They emit intense high-
pitched sounds from their cannon-like heads that can smash
through solid stone and rock. Creatures unfortunate enough
to be solidly hit by the sound projections are left dazed and
senseless.

PULVERIZER

Medium construct, unaligned

Armor Class 16 (natural armor)
Hit Points 15 (2d8 + 6)
Speed 40 ft.

STR
16 (+3)

DEX
10 (+0)

CON
16 (+3)

INT
3(4)

WIS
10 (+0)

CHA
1(5)

Damage Immunities poison; bludgeoning, piercing, and slashing
from nonmagical attacks that aren't adamantine

Condition Immunities charmed, exhaustion, frightened, paralyzed,
petrified, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages understands one language of its creator but can't
speak

Challenge 2 (450 XP)

Magic Resistance. The pulverizer has advantage on saving throws
against spells and other magical effects.

Siege Monster. The pulverizer deals double damage to objects and
structures.

ACTIONS

s

Multiattack. The pulverizer makes two slam attacks.

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft.. Hit: 6 (1d6 + 3)
bludgeoning damage.

Sonic Shriek (Recharges 5-6). The pulverizer emits intense sound
in a cone 15 feet long. Each creature in that area must succeed on
a DC 13 Constitution saving throw, taking 13 (3d8) thunder damage
on a failed save, or half as much on a successful one.
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DARKLINGS
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DARKLING CREEPER

When they aren't out burglarizing, creepers serve as scouts for
the darklings. Some may even be affiliated with the local thieves'
guild, but will take steps to hide their true nature first.
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DARKLING CREEPER

Small fey, chaotic neutral

Armor Class 15 (leather armor)
Hit Points 27 (6d6 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA
9(1) 18(+4) 12(+1) 10(+0) 12(+1) 10(+0)

Skills Acrobatics +6, Deception +2, Perception + 5, Stealth +8
Senses darkvision 60 ft., passive Perception 15
Languages Elvish, Sylvan

Challenge 1 (200 XP)

Ambusher. The darkling has advantage on attack rolls against any
creature it has surprised.

Death Flash. When the darkling dies, nonmagical light flashes out
from it in a 10-foot radius as its body and possessions, other than
metal or magic objects, burn to ash. Any creature in that area and
able to see the bright light must succeed on a DC 10 Constitution
saving throw or be blinded until the end of the creature's next turn.
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Shadow Stealth. While in dim light or darkness, the darkling can
take the Hide action as a bonus action.

Light Sensitivity. While in bright light, the darkling has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Surprise Attack. If the darkling surprises a creature and hits it with
an attack during the first round of combat, the target takes an extra
7 (2d6) damage from the attack.

ACTIONS

Multiattack. The darkling makes two attacks with its dagger.

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 6 (1d4 + 4) piercing damage.
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DARKLING ELDER ASSASSI
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DARKLING ELDER ASSASSIN

DARKLING ELDER HEXBLADE

Cold-blooded and pragmatic, darkling elder assassins take pride
in their work. When their band is contracted to kill a challenging
and difficult target, the darkling elder assassin will be more than
happy to handle the task.

R T T M e A W W P s SR

Medium fey, chaotic neutral

Armor Class 16 (studded leather armor)
Hit Points 55 (10d8 + 10)

Speed 30 ft.
STR DEX CON INT WIS CHA
13(+1) 19(+4) 12(+1) 12(+1) 14(+2) 131

Skills Acrobatics +7, Deception +4, Perception +8, Stealth +10
Senses darkvision 60 ft., passive Perception 18
Languages Elvish, Sylvan

Challenge 5 (1,800 XP)

Assassinate. During its first turn, the darkling elder has advantage
on attack rolls against any creature that hasn't taken a turn. Any hit
the darkling elder scores against a surprised creature is a critical
hit.

Death Burn. When the darkling elder dies, nonmagical light
flashes out from it in a 10-foot radius as its body and possessions,
other than metal or magic objects, burn to ash. Any creature in
that area and able to see the bright light must succeed on a DC 12
Constitution saving throw. On a failure, the creature takes 10 (3d6)
radiant damage and, if the creature can see the light, is blinded
until the end of its next turn. If the saving throw is successful, the
creature takes half the damage and isn't blinded.

Light Sensitivity. While in bright light, the darkling elder has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Shadow Step. While in dim light or darkness, the darkling elder can

teleport as a bonus action up to 60 feet to an unoccupied space it
can see that is also in dim light or darkness. It then has advantage
on the first melee attack it makes before the end of the turn.

Shadow Stealth. While in dim light or darkness, the darkling elder
can take the Hide action as a bonus action.

Sneak Attack (1/Turn). The darkling elder deals an extra 7 (2d6)
damage when the darkling elder hits a target with a weapon attack
and has advantage on the attack roll, or when the target is within 5
feet of an ally of the darkling elder that isn't incapacitated and the
darkling elder doesn't have disadvantage on the attack roll.

ACTIONS

| Languages Elvish, Sylvan

! flashes out from it in a 10-foot radius as its body and possessions,

| that area and able to see the bright light must succeed on a DC 12

I Light Sensitivity. While in bright light, the darkling elder has

'} Hexblade's Curse (Recharges after a Short or Long Rest). As a

| if the target dies, the darkling elder dies, or it is incapacitated. Until

Multiattack. The darkling elder makes two melee attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) piercing damage and the target must make a DC
11 Constitution saving throw, taking 10 (3d6) poison damage on a
failed save, or half as much damage on a successful one.

Darkness (Recharges 6). The darkling elder casts darkness without

any components. Wisdom is its spellcasting ability.
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: ACTIONS

Warlocks are not uncommon within the darkling ranks, as they
are are already comfortable answering to a shadowy patron. Most
would prefer to be hexblades, though, due to the fact that they gain
more satisfaction inflicting pain by hand instead of magical spells.
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DARKLING ELDER HEXBLADE

Medium fey, chaotic neutral

Armor Class 15 (studded leather armor) L
Hit Points 82 (15d8 + 15)
Speed 30 ft.

STR
13 (+1)

DEX
17 (+3)

CON
12 (+1)

INT
10 (+1)

WIS
14 (+2)

CHA
16 (+3)

Skills Acrobatics +6, Deception +6, Perception +8, Stealth +9
Senses darkvision 60 ft., passive Perception 18

Challenge 6 (2,300 XP)

Death Burn. When the darkling elder dies, nonmagical light
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other than metal or magic objects, burn to ash. Any creature in

Constitution saving throw. On a failure, the creature takes 10 (3d6)
radiant damage and, if the creature can see the light, is blinded
until the end of its next turn. If the saving throw is successful, the
creature takes half the damage and isn't blinded.

disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Spellcasting. The darkling elder is a 10th-level spellcaster. Its

spellcasting ability is Charisma (spell save DC 14, +6 to hit with

spell attacks). It regains its expended spell slots when it finishes a

short or long rest. It knows the following warlock spells:

Cantrips (at will): eldritch blast, infestation, poison spray; toll the

dead

1st level-5th level (2 5th-level slots): blink, blur, cone of cold,
dimension door,; dispel magic, hellish rebuke, misty step,
phantasmal killer; shield, staggering smite

bonus action, the darkling elder targets a creature it can see within
30 feet of it. The target is cursed for 1 minute. The curse ends early

the curse ends, the darkling elder gains the following benefits:

. It deals an extra 3 damage on damage rolls against the cursed

target.

- Any attack roll it makes against the cursed target is a critical hit
on a roll of 19 or 20 on the d20.

. If the cursed target dies, the darkling elder regains 13 hit points.

Multiattack. The darkling elder makes two melee attacks.

Shortsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage.

Darkness (Recharges 5-6). The darkling elder casts darkness
without any components. Wisdom is its spellcasting ability.

REACTIONS

Armor of Hexes. When hit by an attack roll by a creature cursed

by the darkling elder's Hexblade's Curse, roll a d6. On a roll of 4 or
higher, the attack instead misses the darkling elder, regardless of its
roll.
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DARKLING ELDER MASTERMIND

Medium fey, chaotic neutral
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Armor Class 15 (studded leather armor)
Hit Points 121 (22d8 + 22)

Speed 30 ft.
STR DEX CON INT WIS CHA
118 (GFL) IGES) « AEE) IEESD)  16ES) 14 (+2)

Saving Throws Dex +7, Int +7, Wis +7

Skills Acrobatics +7, Deception +10, Insight +11, Perception +11, ]
Stealth +11

Senses darkvision 60 ft., passive Perception 21

Languages Elvish, Sylvan

Challenge 9 (5,000 XP)

"
Cunning Action. The darkling elder can take the Dash, Disengage, 1
or Hide action as a bonus action on each of its turns.

Cunning Insight (Recharges 5-6). As a bonus action, the darkling
elder chooses a target it can see within 30 feet of it. The darkling
elder and up to 3 creatures of its choice have advantage on ability
checks, attack rolls, and saving throws made against the target. In
addition, the target has disadvantage on ability checks and attack
rolls made against the darkling elder. These effects last until the
start of the darkling elder's next turn.

Cunning Presence. An ally that starts its turn within 30 feet of this
darkling elder and can see and hear this darkling elder can take
the Dash, Disengage, or Hide action as a bonus action this turn,
provided the darkling elder isn't incapacitated.

Death Burn. When the darkling elder dies, nonmagical light
flashes out from it in a 10-foot radius as its body and possessions,
other than metal or magic objects, burn to ash. Any creature in

that area and able to see the bright light must succeed on a DC 11
Constitution saving throw. On a failure, the creature takes 10 (3d6)
radiant damage and, if the creature can see the light, is blinded
until the end of its next turn. If the saving throw is successful, the
creature takes half the damage and isn't blinded.

Light Sensitivity. While in bright light, the darkling elder has {

disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Sneak Attack (1/Turn). The darkling elder deals an extra 24 (7d6)
damage when the darkling elder hits a target with a weapon attack
and has advantage on the attack roll, or when the target is within 5
feet of an ally of the darkling elder that isn't incapacitated and the
darkling elder doesn't have disadvantage on the attack roll.

ACTIONS
Multiattack. The darkling elder makes two melee attacks.

Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 7
(1d8 + 3) piercing damage.

Darkness (Recharges 5-6). The darkling elder casts darkness i
without any components. Wisdom is its spellcasting ability.

REACTIONS 3

Misdirection. When the darkling elder is targeted by an attack while
a creature within 5 feet of it is granting it cover against that attack, it
can have the attack target that creature instead.
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DARKLING ELDER MASTERMIND

Darkling elders are the leaders and brilliant strategists of the

darkling community. Their primary task is to ensure each of their

missions and orders are efficiently carried out.

In combat, masterminds fight in a calculated and cunning manner.
Battle Tacticians. They can assess the battlefield with ease,

and can give specific orders out to their subordinate darklings

where they can be the most effective. They never knowingly

put themselves at risk, and will always have a bodyguard or two

nearby to redirect an attack made against them to it.

DARKLING SKULKER

Skulkers are more mature and experienced darkling creepers.
While they are still used as scouts from time to time, they are the
ones who are sent for longer spying missions. Their primary role
is to infiltrate a potential target's base or home, gather information
such as determine the level of risk and resources required to
overwhelm it, and report back safely to the mastermind without
getting noticed.

DARKLING SKULKER

Small fey, chaotic neutral
Armor Class 16 (leather armor)
Hit Points 40 (9d6 +9)
Speed 30 ft.
STR DEX CON INT WIS CHA t
9(-1) 20(+5) 12(+1) 10(+0) 12(+1) 10(+0) g
j

Skills Acrobatics +7, Deception +2, Perception + 5, Stealth +9
Senses darkvision 60 ft., passive Perception 15

Languages Elvish, Sylvan

Challenge 3 (700 XP)

§
\
Death Flash. When the darkling dies, nonmagical light flashes out
from it in a 10-foot radius as its body and possessions, other than
metal or magic objects, burn to ash. Any creature in that area and i
able to see the bright light must succeed on a DC 10 Constitution $
saving throw or be blinded until the end of the creature's next turn. i
{
i
1
|
}
jl

Light Sensitivity. While in bright light, the darkling has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Shadow Step. While in dim light or darkness, the darkling can
teleport as a bonus action up to 60 feet to an unoccupied space it
can see that is also in dim light or darkness. It then has advantage
on the first melee attack it makes before the end of the turn.

Shadow Stealth. While in dim light or darkness, the darkling can
take the Hide action as a bonus action.

Sneak Attack (1/Turn). The darkling deals an extra 7 (2d6) damage
when the darkling hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5 feet of an
ally of the darkling that isn't incapacitated and the darkling doesn't
have disadvantage on the attack roll.

Multiattack. The darkling makes two attacks with its dagger.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 7 (1d4 + 5) piercing damage plus 3
(1d6) p01son damage

i
|
ACTIONS i
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DEATHLOCKS

DEATHLOCK ASSASSIN

DEATHLOCK KNIGHT

Most deathlocks are satisfied to remain as what they used to be,
warlock spellcasters. However, a few, like the deathlock assassin,
have evolved to become specialist Killers, taking advantage of
ambush and stealthy tactics.

When a powerul hexblade warlock suffers the consequences of

a broken pact with an evil patron, they may become deathlock
knights. These undead are sometimes mistaken for death knights
due to their appearance and magical abilities. Thankfully, they are
much weaker. Still, a random encounter might bring chills to a
party of adventurers.

DEATHLOCK ASSASSIN

Medium undead, neutral evil

Armor Class 14 (17 with mage armor)
Hit Points 82 (15d8 + 15)

Speed 30 ft.
STR DEX CON INT WIS CHA
IHL(ERD)  alSEY) T IRNERD) IOERS) - IEED) TG (EHS)

Saving Throws Dex +7, Int +6, Cha +6

Skills Arcana +6, Deception +6, History +6, Stealth +10

Damage Resistances necrotic; bludgeoning, piercing, and slashing
from nonmagical attacks that aren't silvered

Damage Immunities poison

Condition Immunities exhaustion, poisoned

Senses darkvision 60 ft., passive Perception 11

Languages the languages it knew in life

Challenge 7 (2,900 XP)

Assassinate. During its first turn, the deathlock has advantage on
attack rolls against any creature that hasn't taken a turn. Any hit the
deathlock scores against a surprised creature is a critical hit.

Evasion. If the deathlock is subjected to an effect that allows it
to make a Dexterity saving throw to take only half damage, the
deathlock instead takes no damage if it succeeds on the saving
throw, and only half damage if it fails.

Innate Spellcasting. The deathlock's innate spellcasting ability is
Charisma (spell save DC 14). It can innately cast the following spells,
requiring no material components:

At will: detect magic, disguise self, mage armor

Spellcasting. The deathlock is a 5th-level spellcaster. Its spellcasting
ability is Charisma (spell save DC 14, +6 to hit with spell attacks). It
regains its expended spell slots when it finishes a short or long rest.
It knows the following warlock spells:
Cantrips (at will): chill touch, eldritch blast, mage hand
1st- 3rd level (2 3rd-level slots): arms of Hadar, darkness, fear;

hold person, hunger of Hadar, shadow blade, spider climb
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One with the Shadows. When in an area of dim light or darkness,
the deathlock can use an action to become invisible until it moves or
takes an action or reaction.

Turn Resistance. The deathlock has advantage on saving throws
against any effect that turns undead.

Sneak Attack (1/Turn). The deathlock deals an extra 14 (4d6)
damage when it hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5 feet of
an ally of the deathlock that isn't incapacitated and the deathlock
doesn't have disadvantage on the attack roll.

| AcTIONS

Deathly Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) necrotic damage.

Hexblade's Curse (Recharges after a Short or Long Rest). As a

bonus action, the deathlock targets a creature it can see within 30

feet of it. The target is cursed for 1 minute. The curse ends early if '

the target dies, the deathlock dies, or it is incapacitated. Until the

curse ends, the deathlock gains the following benefits: E
|

DEATHLOCK KNIGHT 1
Medium undead, neutral evil l'
Armor Class 12 (15 with mage armor)
Hit Points 78 (12d8 + 24)
Speed 30 ft.
STR DEX CON INT WIS CHA
WG ER) SER)  14NE) 12EED) - I2EED) 1 E)
1
Saving Throws Int +4, Cha +6 |
Skills Arcana +4, History +4 ]
Damage Resistances necrotic; bludgeoning, piercing, and slashing
from nonmagical attacks that aren't silvered
Damage Immunities poison ]
Condition Immunities exhaustion, poisoned !
Senses darkvision 60 ft., passive Perception 11 1
Languages the languages it knew in life
Challenge 5 (1,800 XP)
j
i

« It deals an extra 3 damage on damage rolls against the cursed

target.

« Any attack roll it makes against the cursed target is a critical hit
on a roll of 19 or 20 on the d20.

« If the cursed target dies, the deathlock regains 10 hit points.

Innate Spellcasting. The deathlock's innate spellcasting ability is
Charisma (spell save DC 14). It can innately cast the following spells,
requiring no material components:

At will: detect magic, disguise self, mage armor

Spellcasting. The deathlock is a 7th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 14, +6 to hit with spell attacks). It

regains its expended spell slots when it finishes a short or long rest.

It knows the following warlock spells:

Cantrips (at will): eldritch blast, mage hand, poison spray

1st level-5th level (2 4th-level slots): blur; dispel magic, elemental
weapon, hellish rebuke, misty step, phantasmal killer; shield,
staggering smite

Turn Resistance. The deathlock has advantage on saving throws
against any effect that turns undead.

ACTIONS
Multiattack. The deathlock makes two melee attacks.
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‘ Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slashing damage if

| | used with two hands, plus 4 (1d8) necrotic damage.

k Deathly Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. ,

\
3
Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. é
|
Hit: 10 (2d6 1F 3) necrotic damage }
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DEEP SCIONS

DEEP SCION ASSASSIN E———— . .
A deep scion assassin works with cruel efficiency. It often comes D EEP S CION AS SASSIN

in the guise of a flamboyant sea merchant or a sultry maiden . . .
traveling through town, looking for wine and entertainment. Medium humanoid (shapechanger), neutral evil

One does not need to count long until it has everyone relaxed

Armor Class 14

and disal"rned with its ChE.iI'ITl. The a.ssassin expertly rna?rks and Hit Points 84 (13d8 + 26)

seduces its target, then disappears into the shadows with the Speed (I8 (20 f and swim 40 filin hybridlform)
unsuspecting prey. Its target disappears from the town completely,

people believing the couple running off. The assassin, its job STR DEX CON INT WIS CHA
complete, returns to the sea and waits for its master’s next 15(+2) 18(+4) 14(2) 10@0) 12(+1) 14(2)
command.

Saving Throws Dex +7, Wis +4, Cha +5

Skills Deception +8, Insight +4, Sleight of Hand +7, Stealth +7
Senses darkvision 120 ft., passive Perception 11

Languages Aquan, Common, thieves' cant

Challenge 6 (2,300 XP)

Shapechanger. The deep scion can use its action to polymorph
into a humanoid-piscine hybrid form, or back into its true form.
Its statistics, other than its speed, are the same in each form. Any
equipment it is wearing or carrying isn't transformed. The deep
scion reverts to its true form if it dies.

Amphibious (Hybrid Form Only). The deep scion can breathe air
and water.

e e e e ——— —r et

Assassinate. During its first turn, the deep scion has advantage on
attack rolls against any creature that hasn't taken a turn. Any hit the
deep scion scores against a surprised creature is a critical hit.

Cunning Action. The deep scion can take the Dash, Disengage, or
Hide action as a bonus action on each of its turns.

Sneak Attack (1/Turn). The deep scion deals an extra 7 (2d6)
damage when the deep scion hits a target with a weapon attack
and has advantage on the attack roll, or when the target is within 5
feet of an ally of the deep scion that isn't incapacitated and the deep
scion doesn't have disadvantage on the attack roll.

ACTIONS

SO

Multiattack. In humanoid form, the deep scion makes two melee
attacks. In hybrid form, the deep scion makes three attacks: one
with its bite and two with its claws.

Rapier (Humanoid Form Only). Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 8 (1d8 + 4) piercing damage and the
target must make a DC 11 Constitution saving throw, taking 10
(3d6) poison damage on a failed save, or half as much damage on a
successful one.

Bite (Hybrid Form Only). Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 6 (1d4 + 4) piercing damage.

Claw (Hybrid Form Only). Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 7 (1d6 + 4) slashing damage.

Psychic Screech (Hybrid Form Only; Recharges after a Short

or Long Rest). The deep scion emits a terrible scream audible
within 300 feet. Creatures within 30 feet of the deep scion must
succeed on a DC 13 Wisdom saving throw or be stunned until the
end of the deep scion's next turn. In water, the psychic screech
also telepathically transmits the deep scion's memories of the last
24 hours to its master, regardless of distance, so long as it and its
master are in the same body of water.
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DEEP SctON WARLOCK

Deep scions that show an aptitude for the dark arts are granted
powers by the gods of their masters for as long as they fulfill
their pact. Natural leaders, they help scheme and lead missions
provided by their masters.

DEEP ScioN THUG

Deep scion thugs are created from weaker humanoids, possibly
the crew of a sunken ship, or a group of unfortunate fishermen.
Unlike their normal ilk, they prefer rushing and mugging their
targets in open combat than using ambush and subterfuge.

e e e N
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Medium humanoid (shapechanger), neutral evil

Armor Class 12
Hit Points 90 (12d8 + 36)
Speed 30 ft. (20 ft. and swim 40 ft. in hybrid form)

STR
20 (+5)

DEX
14 (+2)

CON
16 (+3)

INT
10 (+0)

WIS
12 (+1)

CHA
14 (+2)

Saving Throws Wis +3, Cha +4

Skills Deception +6, Insight +3, Sleight of Hand +4, Stealth +4
Senses darkvision 120 ft., passive Perception 11

Languages Aquan, Common, thieves' cant

Challenge 4 (1,100 XP)

Shapechanger. The deep scion can use its action to polymorph
into a humanoid-piscine hybrid form, or back into its true form.
Its statistics, other than its speed, are the same in each form. Any
equipment it is wearing or carrying isn't transformed. The deep
scion reverts to its true form if it dies.

Amphibious (Hybrid Form Only). The deep scion can breathe air
and water.

Pack Tactics. The deep scion has advantage on an attack roll
against a creature if at least one of the deep scion's allies is within 5
feet of the creature and the ally isn't incapacitated.

ACTIONS

Multiattack. In humanoid form, the deep scion makes two melee
attacks. In hybrid form, the deep scion makes three attacks: one
with its bite and two with its claws.

Battleaxe (Humanoid Form Only). Melee Weapon Attack: +7 to hit,
reach 5 ft., one target. Hit: 9 (1d8 + 5) slashing damage, or 10 (1d10
+ 5) slashing damage if used with two hands.

Bite (Hybrid Form Only). Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 7 (1d4 + 5) piercing damage.

Claw (Hybrid Form Only). Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 8 (1d6 + 5) slashing damage.

Psychic Screech (Hybrid Form Only; Recharges after a Short
or Long Rest). The deep scion emits a terrible scream audible
within 300 feet. Creatures within 30 feet of the deep scion must
succeed on a DC 13 Wisdom saving throw or be stunned until the
end of the deep scion's next turn. In water, the psychic screech
also telepathically transmits the deep scion's memories of the last
24 hours to its master, regardless of distance, so long as it and its
master are in the same body of water.
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Medium humanoid (shapechanger), neutral evil

N WA

Armor Class 12
Hit Points 150 (20d8 + 60)
Speed 30 ft. (20 ft. and swim 40 ft. in hybrid form)

STR
16 (+3)

DEX
14 (+2)

CON
16 (+3)

INT
10 (+0)

WIS
14 (+2)

CHA
16 (+3)

Saving Throws Con +6, Wis +5, Cha +6

Skills Deception +9, Insight +5, Sleight of Hand +5, Stealth +5
Senses darkvision 120 ft., passive Perception 12

Languages Aquan, Common, thieves' cant

Challenge 7 (2,900 XP)

Shapechanger. The deep scion can use its action to polymorph
into a humanoid-piscine hybrid form, or back into its true form.
Its statistics, other than its speed, are the same in each form. Any
equipment it is wearing or carrying isn't transformed. The deep
scion reverts to its true form if it dies.

Amphibious (Hybrid Form Only). The deep scion can breathe air
and water.

Spellcasting. The deep scion is an 11th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 14, +6 to hit with
spell attacks). It regains its expended spell slots when it finishes a
short or long rest. It knows the following warlock spells:
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Cantrips (at will): eldritch blast, friends, mage hand, minor illusion

1st level-5th level (3 5th-level slots): charm monster; dissonant
whispers, dominate person, enthrall, Evard's black tentacles,
greater invisibility, hold monster, misty step, phantasmal
force, synaptic static, suggestion

1/day: circle of death

Whispering Aura. At the start of each of the deep scion's turns, each
creature of its choice within 5 feet of it must succeed on a DC 14
Wisdom saving throw or take 10 (3d6) psychic damage, provided
that the deep scion isn't incapacitated.

ACTIONS

Multiattack. In humanoid form, the deep scion makes two melee
attacks. In hybrid form, the deep scion makes three attacks: one
with its bite and two with its claws.

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slashing damage if
used with two hands.

Bite (Hybrid Form Only). Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 5 (1d4 + 3) piercing damage.

Claw (Hybrid Form Only). Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Psychic Screech (Hybrid Form Only; Recharges after a Short

or Long Rest). The deep scion emits a terrible scream audible
within 300 feet. Creatures within 30 feet of the deep scion must
succeed on a DC 14 Wisdom saving throw or be stunned until the
end of the deep scion's next turn. In water, the psychic screech
also telepathically transmits the deep scion's memories of the last
24 hours to its master, regardless of distance, so long as it and its

| master are in the same body of water.
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ABYSSAL SKULKER

; Small fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 9 (2d6 + 2)
E Speed 30 ft.
¢
{
{

; STR DEX CON INT WIS CHA
10 (+0 116 (62 12 (+1 113 (G 14 (+2 9(-1
ABYSSAL SKULKER ¢Q G8) 3 5 5 &
The abyssal skulker resembles a reptilian quadruped, with a
maw that opens sideways instead of vertically. Knobs of horn
jutting from its joints and spine complete the demon's grotesque
appearance. The abyssal skulker prefers to sneak up and ambush
their prey, avoiding combat unless it can be sure to deal the first
strike.

%
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2 Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical weapons !
Damage Immunities poison i
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 12
Languages Abyssal, telepathy 60 ft.
Challenge 1 (200 XP)

against any creature it has surprised.

Stealthy. On each of its turns, the abyssal skulker can use a bonus
action to take the Hide action.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 8 (2d4 + 3) piercing damage.

T e e

z Ambusher. The abyssal skulker has advantage on attack rolls
!
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GREATER BABAU

Said to have been created by demon lord Juiblex, a greater

babau is a rare and more dangerous species of babau. It is more
intelligent and cunning compared to its normal ilk, and is gifted
with spellcasting abilities. Worse still, its skin secretes a red slime
so corrosive it can literally melt weapons that strike it.
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GREATER

Medium fiend (demon), chaotic evil

Hit Points 120 (16d8 + 48)
Speed 40 ft.

CHA
14 (+2)

STR
20 (+5)

DEX
16 (+3)

CON
16 (+3)

INT
12 (+1)

WIS
14 (+2)

Skills Intimidation +5, Perception +8, Stealth +6

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 18

Languages Abyssal

Armor Class 17 (natural armor) g
Challenge 8 (3,900 XP) 3
\

Corrosive Slime. A creature that touches the babau or hits it with a
melee attack while within 5 feet of it takes 5 (1d10) acid damage. In
addition, any nonmagical weapon that hits the babau corrodes. After
dealing damage, the weapon takes a permanent and cumulative -1
penalty to damage rolls. If its penalty drops to -5, the weapon is
destroyed.

When a creature hits the babau with a magical weapon and
deals damage, it must succeed on a DC 14 Dexterity saving throw
with advantage on the roll. On a failed save, the weapon takes a
permanent and cumulative -1 penalty to damage rolls. If its penalty
drops to -5, the weapon is destroyed.

Ammunition that hits the babau is destroyed after dealing damage.
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Innate Spellcasting. The babau's innate spellcasting ability is
Intelligence (spell save DC 13). The babau can innately cast the
following spells, without providing material components:

At will:: darkness, dispel magic, fear, heat metal, levitate

1/day each: polymorph (self only), teleport

Magic Resistance. The babau has advantage on saving throws
against spells and other magical effects.

Sneak Attack (1/Turn). The babau deals an extra 7 (2d6) damage
when the babau hits a target with a weapon attack and has
advantage on the attack roll, or when the target is within 5 feet of an
ally of the babau that isn't incapacitated and the babau doesn't have
disadvantage on the attack roll.

ACTIONS

Multiattack. The babau makes two melee attacks. It can also use
Weakening Gaze before or after making these attacks.

Hit: 9 (1d8 + 5) slashing damage.

Spear. Melee or Ranged Weapon Attack: +8 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 8 (1d6 + 5) piercing damage, or 9
(1d8 + 5) piercing damage if used with two hands to make a melee
attack.

Weakening Gaze. The babau targets one creature that it can see
within 20 feet of it. The target must make a DC 1 3 Constitution

|
saving throw. On a failed save, the target deals only half damage ]4
with weapon attacks that use Strength for 1 minute. The target can }

repeat the saving throw at the end of each of its turns, ending the

[
i Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
[
? effect on itself on a success.
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BRACHAVYRM

The loathsome brachavyrm is a creature of nightmares that
prowls the fens, jungles, and marshlands of the Abyss. This
demon resembles a giant 20-foot long, slime-coated, segmented
worm with a maw ridged with sharp teeth. Its midsection splits
into two tails, each ending with a wicked-looking stinger. Pairs of
emaciated arms ending in clawed hands extend grotesquely from
its segmented body and function as the creature's legs.

Arm Collector. The brachavyrm is a solitary predator that
hunts for mortal humanoids. Each time a brachavyrm consumes
a humanoid, a pair of arms will sprout from the sides of its

e |
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Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 142 (15d10 + 60)
Speed 30 ft., burrow 20 ft., climb 30 ft. (see Body Arms)

STR
20 (+5)

DEX
12 (+1)

CON
18 (+4)

INT
8 (1)

WIS
15 (+2)

CHA
T2

Damage Resistances cold, fire, lightning; bludgeoning, piercing,

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12
Languages Abyssal, telepathy 60 ft.

Challenge 10 (5,900 XP)

Body Arms. The brachavyrm gains a pair of arms each time it
consumes a humanoid creature. For every five pairs of humanoid
arms the brachavyrm has, its speed is increased by 5 feet. A pair of
arms wither and die after a month it was created.

Spider Climb. The brachavyrm can climb difficult surfaces,
including upside down on ceilings, without needing to make an
ability check.

ACTIONS

Multiattack. The brachavyrm makes four attacks: one with its bite,
one to constrict, and two with its tail stingers. It can replace its bite
attack with swallow or web spray, if available.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 10 (1d10 + 5) piercing damage and the target is grappled
(escape DC 15). Until this grapple ends, the target is restrained,
and the brachavyrm can't bite another target.

|
i and slashing from nonmagical weapons
|
{
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elongated body. As the brachavyrm consumes more prey, more
arms are created. But these arms wither and die after a short
period, causing the brachavyrm to constantly hunt for more
humanoids.

Versatile Predator. In combat, the brachavyrm first spits a line
of saliva from its maw towards its target. The saliva instantly
hardens into sticky, web-like filaments upon contact with air,
and can entangle a target. Once a creature is ensnared, the
brachavyrm lunges at it and quickly impales it with its twin
stingers. After the venom is injected, the demon wraps its body
around the victim, constricting it at the same time that its multiple
clawed arms dig and tear through its flesh. Finally, the fiend bites
the helpless prey and slowly swallows it whole.

Constrict. Melee Weapon Attack: +9 to hit, reach 5 ft., one Huge
or smaller creature. Hit: 16 (2d10 + 5) bludgeoning damage plus
16 (2d10 + 5) slashing damage. The target is grappled (escape DC
19) if the brachavyrm isn't already constricting a creature, and the
target is restrained until this grapple ends.

Tail Stingers. Melee Weapon Attack: +9 to hit, reach 10 ft., one
creature. Hit: 10 (1d10 + 5) piercing damage and the target
must succeed on a DC 16 Constitution saving throw or become
poisoned.

Swallow. The brachavyrm makes one bite attack against a Medium
or smaller target it is grappling. If the attack hits, the target is
swallowed, and the grapple ends. A swallowed creature is blinded
and restrained, it has total cover against attacks and other effects
outside the brachavyrm, and it takes 11 (2d10) acid damage at the
start of each of the brachavyrm's turns.

If the brachavyrm takes 20 damage or more on a single turn from
a creature inside it, the brachavyrm must succeed on a DC 14
Constitution saving throw at the end of that turn or regurgitate all
swallowed creatures, which fall prone in a space within 10 feet of
the brachavyrm. If the brachavyrm dies, a swallowed creature is no
longer restrained by it and can escape from the corpse by using 5
feet of movement, exiting prone.

If a swallowed creature dies and the creature is a humanoid, the
corpse's body is consumed and a pair of arms sprout from the
brachavyrm's body. When this happens, the creature can only be
restored to life only by means of a resurrection spell or greater.

Web Spray (Recharge 5-6). The brachavyrm spits webbing in a
line that is 30 feet long and 10 feet wide. Each creature in that line
must succeed on a DC 16 Dexterity saving throw or be restrained
by webbing. As an action, the restrained creature can make a DC
15 Strength check, escaping from the webbing on a success. The
effect ends if the webbing is destroyed. The webbing has AC 10,

5 hit points, vulnerability to fire damage and and immunity to
bludgeoning, poison, and psychic damage.
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NUCKALAVEE

According to legend, the nuckalavee was once a powerful
champion of good that fell in battle against the forces of the
demon prince Orcus. As punishment, the champion and its steed
are transformed by the Demon Prince of Undeath into a demon.
This is partially true. Deathpriests of Orcus perform an unholy
ritual where they sacrifice, willing or otherwise, a knight and its
steed to the demon lord. A mighty abyssal fiend

is summoned and uses the sacrifice as its vessel.
Both man and steed are then fused together in an
agonizing ritual that brings forth the nuckalavee - a
fiendish abomination whose horrifying visage can
bring unending nightmares to those that gaze upon
it. The resulting appearance - crimson ropy muscles
visible through translucent skin, black blood coursing
through yellow veins, an equine skull jutting from its midsection -
is horrific.

Amphibious Fiend. While it may be a fiend, the amphibious
nuckalavee is normally encountered in the Material Plane,
wading in dismal watery places such as fog-filled bogs and
marshlands.

Bringer of Woe. Like all servants of Orcus, the nuckalavee
is devoid of its heart, and its once righteous spirit has been
replaced with a desire for death and destruction - all for
the glory of the demon prince of undeath. It now serves as
a terrifying herald of Orcus. Some say that when someone a
nuckalavee is sighted, disease, drought, and pestilence shall soon
follow.

Champion of Undeath. The nuckalavee's entire being seethes
with necrotic energy. Its very presence instantly kills nearby
animal and plant life, leaving only death and decay at its wake.

It is not surprising then that it can be found in the company of
undead, even serving them as their leader.

Baleful Weapons. In combat, the nuckalavee can be a deadly
opponent that should not be underestimated. Its potent breath
can instantly cause flesh and bone to rot, and its dreaded claws
can cause instant death to those who are foolish enough to
challenge it.

[ = ST ST
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NUCKALAVEE

Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
i Hit Points 152 (16d10 + 64)
Speed 50 ft.

STR  DEX CON INT WIS CHA
18(+4) 15(+2) 19(+4) 13(+1) 13(+1) 16 (#3)

Saving Throws Str +8, Con +8, Wis +5

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 11

Languages Abyssal, telepathy 120 ft.

{ Amphibious. The nuckalavee can breathe air and water.

Aura of Annihilation. The nuckalavee can activate or deactivate
this feature as a bonus action. While active, the aura deals 5
necrotic damage to any creature that ends its turn within 30 feet of
the nuckalavee. Undead and fiends ignore this effect.

Magic Resistance. The nuckalavee has advantage on saving throws

i
|
% Challenge 12 (8,400 XP)
l

against spells and
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other magical effects.
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ACTIONS

Multiattack. The nuckalavee uses Dreadful Visage. It then attacks
twice with its Death Claws.

Death Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) slashing damage, and if the target is a creature, it
must succeed on a DC 16 Constitution saving throw. If the saving
throw fails by 5 or more, the creature is reduced to O hit points,
unless it is immune to necrotic damage. Otherwise, a creature takes
22 (4d10) necrotic damage on a failed save.

Dreadful Visage. Each creature within 60 feet of the nuckalavee
that can see it must succeed on a DC 15 Wisdom saving throw or be
frightened for 1 minute. If the initial saving throw fails by 5 or more,
the creature is paralyzed while frightened in this way. A frightened
target can repeat the saving throw at the end of each of its turns,
with disadvantage if the nuckalavee is within line of sight, ending the
effect on itself on a success. If a target's saving throw is successful
or the effect ends for it, the target is immune to the nuckalavee's
Dreadful Visage for the next 24 hours. Undead and fiends ignore
this effect.

Pestilent Breath (Recharge 5-6). The nuckalavee's equine head
exhales pestilent gas in a 30-foot cube. Each creature in that area
must succeed on a DC 16 Constitution saving throw, taking 22
(4d10) poison damage and 22 (4d10) necrotic damage on a failed
save, or half as much damage on a successful one.
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Jovoc

Jovocs are small, obnoxious demons that roam in packs in the
Abyss. Standing only at around four feet tall, jovocs resemble
dark-skinned hairless shriveled humanoids that have long arms
that end in three clawed fingers that are permanently stained with
blood.

Angry Mob. While jovocs appear to be weak compared to other
demons, they make up for it in sheer numbers. They have been
known to take on bigger and stronger targets, overwhelming them
with coordinated attacks.

Aura of Retribution. What make jovocs a real threat in battle
is their aura of retribution which allows them to magically inflict
pain against nearby creatures when they get hurt. When facing
multiple enemies, the jovocs employ a nasty tactic. Instead of
directly attacking their foes, jovocs will claw each other, enabling
them to deal damage to multiple targets.

PALRETHEE

Palrethees were ambitious lesser demons that aspired to become
greater ones but failed in some unknown trial that destroyed their
original forms. They now appear as tall, emaciated humanoids
with vestigial wings protruding from their back and hot flames
enshrouding their entire bodies. They can control the appearance
of their flames, turning them from searing blue, translucent and
ghostly, or bright fiery orange. Palrethees often serve as captains
to lesser demons or as attendants to greater demons, such as a
balor.

Small fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 26 (4d6 + 12)

Speed 30 ft.
STR DEX CON INT WIS CHA
12 (+1) 15(+2) 16(+3) 7(-2) 10(+0) 7(-2)

Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities poisoned

Languages Abyssal, telepathy 60 ft.
Challenge 1 (200 XP)

Aura of Retribution. When the jovoc takes damage, each creature
within 10 feet of the jovoc must make a DC 13 Constitution saving
throw or take 4 (1d8) necrotic damage. Fiends and undead are
immune to this effect.

Pack Tactics. The jovoc has advantage on an attack roll against
a creature if at least one of the jovoc's allies is within 5 feet of the
creature and the ally isn't incapacitated.

Regeneration. The jovoc regains 5 hit points at the start of its turn.
If it takes acid or radiant damage, this trait doesn't function at the
start of its next turn. The jovoc dies only if it starts its turn with 0
hit points and doesn't regenerate.

ACTIONS

Multiattack. The jovoc makes two claw attacks.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) slashing damag
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Flaming Warrior. In combat, palrethees can be difficult
opponents due to their constant body flames. A mere touch or
striking them with a melee weapon can cause severe burns. For
offense, they rely mostly on their martial abilities, cutting down
foes with their flaming greatsword. If faced with large numbers of
foes, palrethees will fall back on their ability to cast fear.

/Z.0VVUT

Zovvuts are said to be the horrific bastard spawn of angels that
were assaulted by greater demons and demon princes. They
resemble large, muscular hairless ogres with fanged and tusked
maws and arms that end in scimitar-like finger claws. Wretched
feather wings stretch from their humped backs, the only vestige
left of their angelic heritage. Make no mistake, zovvuts may
be half an angel, but their hearts are full of hate and anger as
their demonic parent's which is probably why they resent being
commanded or spoken down to by their more powerful ilk.
Reckless Brutes. Foul tempered and hard to control, their
masters often just set them loose against foes and left on their
own, which is probably wise. Zovvuts rely mostly on their brute
strength, wading recklessly into melee and shredding their victims
with their fearsome claws. Against tougher targets, zovvuts utilize
their dreaded draining gaze which simultaneously deals necrotic
damage that can't be cured and healing the zovvuts' wounds.

PALRETHEE

Medium fiend (demon), chaotic evil

Armor Class 16 (natural armor)

Hit Points 60 (8d8 + 24)
Speed 30 ft.
STR DEX CON INT WIS CHA
17 (+3) 15(*2) 16(*+3) 13(+1) 12(+1) 11(+0)

Damage Resistances cold, lightning; bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal, telepathy 60 ft.

Challenge 5 (1,800 XP)

Heated Body. A creature that touches the palrethee or hits it with a !
melee attack while within 5 feet of it takes 5 (1d10) fire damage. i

Innate Spellcasting. The palrethee's innate spellcasting ability is
Intelligence (spell save DC 12). The palrethee can innately cast the
following spells, without providing material components:

At will:: detect evil and good, detect magic

1/day: fear

ACTIONS

Multiattack. The palrethee makes two flaming greatsword attacks.

Flaming Greatsword. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 + 3) slashing damage plus 5 (1d10) fire
damage and the target catches fire. Until someone takes an action
to douse the fire, the creature takes 5 (1d10) fire damage at the
start of each of its turns.
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Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 85 (10d10 + 30)
Speed 30 ft., fly 50 ft.

STR
19 (+4)

DEX
13 (+1)

CON
16 (+3)

INT
14 (+2)

WIS
15 (+2)

CHA
16 (+3)

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Abyssal, telepathy 60 ft.

Challenge 7 (2,900 XP)

Draining Gaze. When a creature that can see the zovvut's eyes
starts its turn within 30 feet of the zovvut, the zovvut can force

it to make a DC 14 Constitution saving throw if the zovvut isn't
incapacitated and can see the creature. On a failed save, a creature
takes 9 (2d8) necrotic damage, its hit point maximum is reduced by
an amount equal to the damage taken, and the zovvut regains hit
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points equal to half the damage taken.

Unless surprised, a creature can avert its eyes to avoid the
saving throw at the start of its turn. If the creature does so, it has
disadvantage on attack rolls against the zovvut until the start of
its next turn. If the creature looks at the zovvut in the meantime, it
must immediately make the saving throw.

Wisdom (spell save DC 14). The zovvut can innately cast the
following spells, without providing material components:

At will:: darkness, detect evil and good, detect thoughts
1/day: blight, clairvoyance

Reckless. At the start of its turn, the zovvut can gain advantage
on all melee weapon attack rolls during that turn, but attack rolls
against it have advantage until the start of its next turn.

Teleport (1/Day). The zovvut magically teleports, along with any
equipment it is wearing or carrying, up to 60 feet to an unoccupied
space it can see.

ACTIONS

Multiattack. The zovvut makes two claw attacks.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:

Innate Spellcasting. The zovvut's innate spellcasting ability is f
!
4
]
14 (3d6 + 4) slashing damage. g
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SHOOSUVA PAcC

Huge fiend (demon), chaotic evil
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Armor Class 15 (natural armor)
Hit Points 172 (15d12 + 75)

Speed 50 ft.
STR DEX CON INT WIS CHA
22 EF®) « ISEHD)  ZILEDR) 7 (-2) 16 (+3) 10 (+0)

Saving Throws Dex +5, Con +9, Wis +7

Damage Resistances cold, fire, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13

Languages Abyssal, Gnoll, telepathy 120 ft.

Challenge 12 (8,400 XP)

Rampage. When the shoosuva reduces a creature to 0 hit points
with a melee attack on its turn, the shoosuva can take a bonus action
to move up to half its speed and make a bite attack.

Magic Resistance. The shoosuva has advantage on saving throws
against spells and other magical effects.

Pack Tactics. The shoosuva has advantage on an attack roll against
a creature if at least one of the shoosuva's allies is within 5 feet of

the creature and the ally isn't incapacitated
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Packmaster: A shoosuva ally that starts its turn within 30 feet
of this shoosuva that can see or hear this shoosuva gains Pack
Tactics until the start of its next turn, provided this shoosuva isn't
incapacitated.
ACTIONS
Multiattack. The shoosuva makes two melee attacks: one with its
bite and one with its tail stinger.
Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.

Tail Stinger. Melee Weapon Attack: +10 to hit, reach 20 ft.,

one creature. Hit: 24 (4d8 + 6) piercing damage and the target
must succeed on a DC 17 Constitution saving throw or become
poisoned. While poisoned, the target is also paralyzed. The target
can repeat the saving throw at the end of each of its turns, ending
the effect on itself on a success.

Yeenoghu's Laugh (1/Day). The shoosuva emits an unnerving
hyena laugh. Each ally that is within 30 feet of it, can hear it, and
not already affected by Yeenoghu's Laugh gain 10 temporary hit
points. All other creatures within 30 feet must succeed on a DC

17 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature's saving throw
is successful or the effect ends for it, the creature is immune to the
Yeenoghu's Laugh for the next 24 hours.

SHOOSUVA PACcKk LORD

1
|
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Hit: 39 (6d10 + 6) piercing damage. a
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Strongest and largest of its kind, the shoosuva pack lord leads
other shoosuva in service of Yeenoghu. Very rarely, the shooshuva
pack lord, along with a pack of shoosuva, will appear before a
mighty gnoll champion, matriarch, or queen who has proven its
worth to Yeenoghu.

Yeenoghu'’s Laugh. No creature can stand the unnerving cackle
that is emitted by a shoosuva pack lord. This potent 'laugh,' said to
be a perfect mimic of Yeenoghu's laugh himself, can drain the will
and courage of any creature that hears it and at the same bolster
the shoosuva pack lord's allies.



DEMON: DEMON LLORD

LoLTH, THE SPIDER QUEEN

Lolth, the Queen of Spiders, is the primary deity of the drow. Cruel
and unforgiving, Lolth demands blood and sacrifice from her
worshipers. Those who gain her favor are gifted with her boon,
and those who do not are severely punished by Lolth herself. This
has caused much of the infighting within the drow, as Houses fight
against each other to bring the best sacrifices to the Spider Queen.
In truth, Lolth does not have an ounce of care for her worshipers;
she simply revels in the death and destruction being spread about
in her name. Her hatred spans millennia and goes back to the
time when she was exiled to the Abyss. To this day, all the plans
she enacts are all for the downfall of those who sent her to the
Demonweb Pits.

Spider Queen. Lolth usually appears as a slender female drow
dressed in silk made from spider webs. Her true form, however, is
the epitome of the Queen of Spiders. Lolth has the upper half of a
strikingly beautiful female drow, with long white hair and gleaming
black and purplish eyes. Her humanoid waist is connected to
the head of a giant black spider with eight glowing red eyes, two
poisonous fangs, and eight chitinous legs that end in razor-sharp
points.

Demonweb Pits. There are many ways to access the 66th layer
of the Abyss where the realm of the Demonweb can be found but
getting out may be the biggest problem. The Demonweb is a mass
of tunnels and pathways that stretch from all directions and are all
full of webs, traps, and its hungry denizens. No one has ever been
able to map this maze-like pit because Lolth constantly changes
paths when she spins her webs.

The entire realm of Demonweb is difficult terrain, and any
creature that seeks to traverse its web-filled tunnels will need to
take care not to get caught in any of the webs lest they be food
for Lolth’s faithful. The Pit, which resides at the bottom of the
Demonweb, is a dark cavern Lolth occupies. The entire cavern is
lit with blue flame torches scattered about its numerous alcoves.
Thick webs cover every corner and also form a natural carpet
on the floor, making walking more difficult for everyone except
spiders and spider-kin alike. In the middle of the cavern is Lolth’'s
throne, just behind a stone altar used for sacrifices. Behind
the throne is a set of golden doors through which are multiple
passages to different planes and locations.

Vicious Sadist. Lolth is known for extreme cruelty and sadism.
She takes great pleasure in inflicting pain and psychologically
tormenting her prey. In the rare instances that she finds herself
in combat, she will toy with her opponents first, giving them
false hope that they might have a chance of defeating her, only to
quickly turn the tables and reveal that she was never in any real
trouble. She will prioritize targeting those who are beloved by all
so she can revel in their agony as she slowly Kkills that target while
the rest of her victims watch helplessly in horror.

Deadly Foe. As a deity, Lolth is incredibly powerful and does not
need weapons when fighting. She usually summons her faithful
handmaidens, or yochlols, and select high level drow servitors to
fight for her. Lolth relies on her spellcasting abilities to confound
her opponents and trap them in her steel-like webs. Each of her
legs can be used as a spear and can stab and pierce creatures with
ease as she goes for the kill with her poisonous fangs.
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Huge fiend (demon), chaotic evil

Armor Class 23 (natural armor)
Hit Points 400 (32d12 + 192)
Speed 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA
24 (+7) 23(+6) 23(+6) 26(+8) 26(+8) 29 (+9)

Saving Throws Dex +14, Int +16, Wis +16, Cha +17

Skills Deception +17, Perception +16, Stealth +14

Damage Resistances cold, fire, lightning

Damage Immunities poison; bludgeoning, piercing, and slashing
from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., truesight 120 ft., passive Perception 26

Languages Abyssal, Elvish, Undercommon, telepathy 120 ft.

Challenge 28 (120,000 XP)

Discorporation. When Lolth drops to 0 hit points or dies, her body
is destroyed but her essence travels back to her domain in the
Abyss, and she is unable to take physical form for a time.

Innate Spelicasting. Lolth's spellcasting ability is Charisma (spell
save DC 25). She can innately cast the following spells, requiring no
material components:

At will: alter self (can become a Medium female Drow when
changing her appearance), detect magic, poison spray (4d12
damage), web

3/day each: confusion, dispel magic, dominate person, fly, teleport

1/day each: divine word, maddening darkness, psychic scream

Legendary Resistance (5/Day). If Lolth fails a saving throw, she can
choose to succeed instead.

Limited Magic Immunity. Unless she wishes to be affected, Lolth is
immune to spells of 6th level or lower. She has advantage on saving
throws against all other spells and magical effects.

Magic Weapons. Lolth's weapon attacks are magical.

Noxious Webs. A creature that starts its turn in a space filled with or

restrained by webbing created by Lolth (either by her Web attack or
her spell) takes 7 (2d6) acid damage.

Regeneration. If Lolth has at least 1 hit point, she regains 30 hit
points at the start of her turn.

Spider Climb. Lolth can climb difficult surfaces, including upside
down on ceilings, without needing to make an ability check.

Web Sense. While in contact with a web, Lolth knows the exact
location of any creature in contact with the same web.

Web Walker. Lolth ignores movement restrictions caused by
webbing.

ACTIONS

Multiattack. Lolth uses Web and makes four attacks: one with her
bite, one with her whip, and two with her Impaling Forelegs.

1
|
Bite. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. }
Hit: 14 (2d6 + 7) piercing damage, and if the target is a creature, it ‘
must succeed on a DC 22 Constitution saving throw. If the saving
throw fails by 5 or more, the creature is reduced to 0 hit points,

unless it is immune to poison damage. Otherwise, a creature takes

22 (4d10) poison damage and is poisoned for 1 minute on a failed
save. While poisoned, a creature takes 22 (4d10) poison damage

at the end of each of its turns. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on itself on a
success.

Pain Whip. Melee Weapon Attack: +15 to hit, reach 30 ft., one
target. Hit: 14 (2d6 + 7) slashing damage plus 14 (4d6) necrotic
damage and the target has disadvantage to attack rolls and saving
throw rolls until the end of Lolth's next turn. In addition, the target
must succeed on a DC 25 Strength saving throw or be pulled up to
25 feet toward Lolth.

Impaling Foreleg. Melee Weapon Attack: +15 to hit, reach 15 ft.,
one target. Hit: 17 (3d6 + 7) piercing damage, and if the target is a
creature, it is grappled (escape DC 17). While grappled, the target
is restrained, takes 7 (2d6) necrotic damage at the start of each

of Lolth's turns, and Lolth can't use one of her Impaling Legs on
another target.

Web. Ranged Weapon Attack: +15 to hit, range 60/120 ft., one Huge
or smaller creature. Hit: The creature is restrained by webbing.

As an action, the restrained creature can make a DC 22 Strength
check, escaping from the webbing on a success. The effect ends if
the webbing is destroyed. The webbing has AC 15, 20 hit points,
resistance to bludgeoning damage, and immunity to acid, poison,
and psychic damage.

LEGENDARY ACTIONS

Lolth can take 3 legendary actions, choosing from the options below.
Only one legendary action option can be used at a time and only at
the end of another creature's turn. Lolth regains spent legendary
actions at the start of her turn.

Insidious Poison. Lolth chooses one creature within 30 feet that
she has poisoned. The target must make a DC 25 Wisdom saving
throw. On a failed save, the creature uses its reaction to make a
melee weapon attack against a creature of Lolth's choice that Lolth
can see.

Web. Lolth uses Web.

Web Crawl. While on webbed surfaces, Lolth moves up to half her
speed without provoking opportunity attacks.

Whip (Costs 2 Actions). Lolth makes an Pain Whip attack.

Impale (Costs 2 Actions). Lolth uses her Impaling Foreleg
attack.

Summon Handmaiden (Costs 3 Actions). Lolth magically
summons a yochlol. The yochlol appears in an unoccupied space
within 60 feet of Lolth and acts as Lolth's ally. The yochlol remains
until Lolth dies or until she dismisses it as an action.




THE ASPE
S C TS before they dissipate, or until recalled by their progenitor.

eities and fiends will sometimes send a portion of their  There can be only One. Only one Aspect can exist at a time, no
power to the Prime Material Plane in order to provide matter how many times the progenitor creates them. In addition,
assistance to their worshipers. These fragments the progenitor cannot exist in the same plane as its Aspect. When
of Sp'il"itl.lal. CHEISY, manifest 'iﬂ an “Aspect,” a being the progenitor creates an Aspect, it actually sends an essence of
6\ tf}at is similar in form to their originators but are L itself to the destination plane. Only when it reaches that plane
directly controlled. Instead, they are a separate entity does the Aspect form. Once an Aspect is created, the progenitor
altogether, albeit sharing the same agenda as its progenitor. must recall it first or wait for it to dissipate before it can create
Aspects can never be summoned, but highly favored priests or another Aspect.
mages can petition their gods to bestow upon them an Aspect. Independent Extension. Aspects are not directly controlled by
Born of Power. Despite being just a portion of the progenitors’ their progenitor nor can they see through the Aspect’s eyes or
power, the Aspects will take a physical and biological form that learn any knowledge the Aspect discovers. They are independent
is nearly identical to their progenitor and with near matching beings after their manifestation and will act in accordance to their
attributes and traits, but obviously scaled down in power. They alignment and general goal of their progenitor. They are aware
always appear as large or larger sized forms and will sport a that they are not the 'real' beings, but understand that they are
weakened version of their progenitors’ favored weapon (should an extension and take comfort that once they dissipate, they will
they have one). Unless specified, fiendish Aspects last 666 days return to their real form.
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ASPECT OF BAPHOMET
Huge fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 150 (12d12 + 72)

Speed 40 ft.
STR DEX CON INT WIS CHA
23 (+6) IW2E) 2260 e ER) - Z0ES) 14 (+2)

Skills Intimidation +10, Perception +9

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 19

Languages all, telepathy 60 ft.

Challenge 11 (7,200 XP)

Charge. If the Aspect of Baphomet moves at least 10 feet straight
toward a target and then hits it with a gore attack on the same turn,
the target takes an extra 13 (3d8) piercing damage. If the target is a
creature, it must succeed on a DC 18 Strength saving throw or be
pushed up to 10 feet away and knocked prone.

Innate Spellcasting. The Aspect of Baphomet's spellcasting ability
is Charisma (spell save DC 14). It can innately cast the following
spells, requiring no material components:

At will: detect magic
1/day each: dispel magic, dominate beast, hunter's mark

Labyrinthine Recall. The Aspect of Baphomet can perfectly recall
any path it has traveled, and it is immune to the maze spell.

Legendary Reststance ( 1 /Day) If the Aspect of Baphomet falls a
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DEMON: THE ASPECTS

ASPECT OF BAPHOMET

Baphomet, the Horned King, may bestow his petitioners an Aspect
if it is going to be used to hunt prey.

The Aspect of Baphomet will appear as 15-foot tall dark-furred
minotaur, its head topped with six iron horns. It sports a weapon
that looks similar to Baphomet's Heartcleaver, but is just a

lesser copy.

The Aspect of Baphomet does not share the same cunning
as its progenitor, but its savagery and might in combat are
much in line with the Prince of Beasts.
In combat, the Aspect will immediately charge at its foes.
Only against challenging opponents will the Aspect even
think of using its spells or its Frightful Presence ability.
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saving throw, it can choose to succeed instead.

Reckless. At the start of its turn, the Aspect of Baphomet can gain
advantage on all melee weapon attack rolls during that turn, but
attack rolls against it have advantage until the start of its next turn.

ACTIONS

Multiattack. The Aspect of Baphomet makes three attacks: one with
Heartcleaver, one with its bite, and one with its gore attack.

Heartcleaver. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 17 (2d10 + 6) slashing damage.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 15 (2d8 + 6) piercing damage.

Gore. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) piercing damage.

Frightful Presence. Each creature of the Aspect of Baphomet's
choice that is within 120 feet of the Aspect of Baphomet and aware
of it must succeed on a DC 14 Wisdom saving throw or become
frightened for 1 minute. A creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a success.
If a creature's saving throw is successful or the effect ends for it, the
creature is immune to the Aspect of Baphomet's Frightful Presence
for the next 24 hours.

LEGENDARY ACTIONS

The Aspect of Baphomet can take 3 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Baphomet regains spent legendary actions at the start of
its turn.

Charge. The Aspect of Baphomet moves up its speed.
Heartcleaver Attack (Costs 2 Actions). The Aspect of Baphomet
makes a melee attack with Heartcleaver.




ASPECT OF DEMOGORGON

The Aspect of Demogorgon will be about 15 feet in
height with a body of that of a green-scaled dinosaur
with a huge forked tail. It's muscular and hairy torso is
topped with two leering simian heads that resemble a
cross between a baboon and a mandrills.

Of all Aspects, the Aspect of Demogorgon is probably
the most difficult to measure and anticipate its
actions. Being the embodiment of chaos, madness,
and destruction, its worshipers are always taking a
huge risk to petition for one. But then again, almost all
worshipers of Demogorgon are deranged, if not totally
insane.

The Aspect of Demogorgon will act similarly as its
progenitor, with its two simian heads not caring where
their gaze might land, even if it falls on a loyal worshiper.
Which is probably why its worshipers will only petition
one when they are in desperate need or in a dire
situation, such as when their temple is being attacked by
a party of powerful adventurers.

In combat, the Aspect of Demogorgon will seemingly
appear to employ random attacks, not focusing on any
single target. In truth, each of the two heads are simply
following its own tactical course of action and will not
work together unless faced with a strong foe.

[ 57 2 e e WP L X v ol e Lo TR
ASPECT OF DEMOGORGON
Huge fiend (demon), chaotic evil
Armor Class 16 (natural armor)
Hit Points 178 (17d12 + 68)
Speed 50 ft., swim 50 ft.
STR DEX CON INT WIS CHA
ZILEE)  12E) . OGNS Al G S EHED) TS EAD)

Skills Insight +6, Perception +11

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 21

Languages all, telepathy 60 ft.

Challenge 14 (11,500 XP)

Innate Spellcasting. The Aspect of Demogorgon's spellcasting
ability is Charisma (spell save DC 17). It can innately cast the
following spells, requiring no material components:

At will: detect magic, major image
1/day each: dispel magic, fear; telekinesis

Legendary Resistance (1/Day). If the Aspect of Demogorgon fails a
saving throw, it can choose to succeed instead.

Two Heads. The Aspect of Demogorgon has advantage on saving
throws against being blinded, deafened, stunned, or knocked
unconscious.

ACTIONS

Multiattack. The Aspect of Demogorgon makes two tentacle attacks.

Tentacle. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 18 (3d8 + 5) bludgeoning damage. If the target is a creature, it
must succeed on a DC 17 Constitution saving throw or its hit point
maximum is reduced by an amount equal to the damage taken. This

effect.

N

reduction lasts until the target finishes a long rest. The target dies if
its hit point maximum is reduced to O.

Gaze. The Aspect of Demogorgon turns its magical gaze toward one
creature that it can see within 60 feet of it. That target must make
a DC 17 Wisdom saving throw. Unless the target is incapacitated, it
can avert its eyes to avoid the gaze and to automatically succeed on
the save. If the target does so, it can't see the Aspect of Demogorgon
until the start of the Aspect of Demogorgon's next turn. If the
target looks at the Aspect of Demogorgon in the meantime, it must
immediately make the save.

If the target fails the save, the target suffers one of the following
effects of the Aspect of Demogorgon's choice or at random:

1. Beguiling Gaze. The target is stunned until the start of the Aspect
of Demogorgon's next turn or until the Aspect of Demogorgon is no
longer within line of sight.

2. Hypnotic Gaze. The target is charmed by the Aspect of
Demogorgon until the start of the Aspect of Demogorgon's next turn.
The Aspect of Demogorgon chooses how the charmed target uses
its actions, reactions, and movement. Because this gaze requires the
Aspect of Demogorgon to focus both heads on the target, it can't use
his Maddening Gaze legendary action until the start of its next turn.
3. Insanity Gaze. The target suffers the effect of the confusion spell
without making a saving throw. The effect lasts until the start of

the Aspect of Demogorgon's next turn. The Aspect of Demogorgon
doesn't need to concentrate on the spell.

LEGENDARY ACTIONS

The Aspect of Demogorgon can take 2 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Demogorgon regains spent legendary actions at the start
of its turn.

Tail. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.
Hit: 12 (2d6 + 5) bludgeoning damage plus 9 (2d8) necrotic
damage.

Maddening Gaze. The Aspect of Demogorgon uses his Gaze action,
and must choose either the Beguiling Gaze or the Insanity Gaze

A
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ASPECT OF FRAZ URB LUU

Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 142 (15d10 + 60)
Speed 40 ft., fly 40 ft.

STR
21 (+5)

DEX
12 (+1)

CON
19 (+4)

INT
19 (+4)

WIS
18 (+4)

CHA
19 (+4)

Skills Deception +8, Perception +8, Stealth +5

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 18

Languages all, telepathy 60 ft.

Challenge 11 (7,200 XP)

Innate Spellcasting. The Aspect of Fraz-Urb'luu's spellcasting ability
is Charisma (spell save DC 16). It can innately cast the following
spells, requiring no material components:

At will: alter self (can become Medium when changing its
appearance), detect magic

3/day: dispel magic, phantasmal force

1/day: confusion

CHAPTER 1. BESTIARY

ASPECT OF FrRAZ-URB'LUU

Rarely does Fraz-Urb'luu share its essence to create an Aspect of
itself, especially if the ones petitioning for one are unaware that
they are petitioning the Prince of Deception. If it ever happens,
however, an Aspect of Fraz-Urb'luu may not share the same skill
level of deceit and illusory powers of its progenitor, but it is more
than capable enough to deal with most enemies.

The Aspect of Fraz-Urb'luu will appear as a 10-foot tall muscular,
green furred gargoyle with reptilian features. Large fin-like ears
stretch from the side of its head and long tendril-like whiskers
dangle from each side of its chin.

In combat, the Aspect will employ hit and run tactics, swooping
in to strike vulnerable targets and flying away before its
allies can help. In between those strikes it will
use its spells such like Phantasmal Killer
to take out those that are most likely to

be susceptible to it.

Legendary Resistance ( 1/Day). If the Aspect of Fraz Urb' luu falls a
saving throw, it can choose to succeed instead.

Undetectable. Fraz-Urb'luu can't be targeted by divination magic,
perceived through magical scrying sensors, or detected by abilities
that sense demons or fiends.

ACTIONS

Multiattack. The Aspect of Fraz-Urb' luu makes three attacks: one
with its bite and two with his fists.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 12 (2d6 + 5) piercing damage.

Fist. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit : 14 (2d8 + 5) bludgeoning damage.

LEGENDARY ACTIONS

The Aspect of Fraz-Urb'luu can take 3 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Fraz-Urb'luu regains spent legendary actions at the start
of its turn.

Tail. Melee Weapon Attack: +9 to hit, reach 15 ft., one target.
Hit: 14 (2d8 + 5) bludgeoning damage. If the target is a Large or
smaller creature, it is also grappled (escape DC 17). The grappled
target is also restrained. The Aspect of Fraz-Urb'luu can grapple
only one creature with his tail at a time.

Phantasmal Killer (Costs 2 Actions). Fraz-U rb'luu casts
phantasmal killer, no concentration required.



ASPECT OF GRAZ'ZT

Of all demon lords of the Abyss, Graz'zt is the most
likely to grant a follower's petition for an Aspect.

The Dark Prince of Pleasure, unable to resist feeding
his vanity, enjoys the awe his Aspect inspires upon his
worshipers.

The Aspect of Graz'zt stands just slightly smaller than its
handsome progenitor at nearly 9-feet tall. Its muscular body
is covered in dark purplish skin, and it has six fingers on each
hand as well as six toes on each foot. It wields a greatsword
that has the likeness and near power of Wave of Sorrow but
nowhere near Graz'zt's skill in combat and magic.

In combat the Aspect will rely mostly on its martial prowess
and Wave of Sorrow. It will only resort to its spells if faced
with a challenging foe.

ASPE G'z

Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 153 (18d10 + 54)
Speed 40 ft.

STR DEX CON INT WIS CHA
19(+4) 12(+1) 16(+3) 17(+3) 16(#3) 19 (+4)

Damage Resistances cold, fire, lightning, bludgeoning, piercing,
and slashing from nonmagical attacks
Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 17
Languages all, telepathy 60 ft.
Challenge 12 (8,400 XP)

Shapechanger. The Aspect of Graz'zt can use its action to
polymorph into a form that resembles a Medium humanoid, or
back into its true form. Aside from its size, its statistics are the
same in each form. Any equipment it is wearing or carrying isn't
transformed.

{
i Skills Deception +8, Insight +7, Perception +7, Persuasion +8
|

Innate Spellcasting. The Aspect of Graz'zt's spellcasting ability
is Charisma (spell save DC 16). It can innately cast the following
spells, requiring no material components:

At will: charm person, detect magic
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3/day: crown of madness, dispel magic, dissonant whispers
1/day: dominate person, greater invisibility

Legendary Resistance (1/Day). If the Aspect of Graz'zt fails a saving

throw, it can choose to succeed instead.

ACTIONS

Multiattack. The Aspect of Graz'zt attacks twice with Wave of
Sorrow.

Wave of Sorrow (Creatsword). Melee Weapon Attack: +8 to hit,
reach 10 ft., one target. Hit: 18 (4d6 + 4) slashing damage plus 7
(2d6) acid damage.

Teleport (Recharges 5-6). The Aspect of Graz'zt magically teleports,
along with any equipment it is wearing or carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Graz'zt can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Graz'zt regains spent legendary actions at the start of its turn.

Dance, My Puppet! One creature charmed by the Aspect of Graz'zt
that the Aspect of Graz'zt can see must use its reaction to move up
to its speed as the Aspect of Graz'zt directs.

Sow Discord. The Aspect of Graz'zt casts crown of madness or
dissonant whispers.

Teleport. The Aspect of Graz'zt uses its Teleport action, if available.

Attack (Costs 2 Actions). The Aspect of Graz'zt attacks once with
Wave of Sorrow.
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ASPECT OF JUIBLEX

Of all demon lords, the least likely to ever bestow an Aspect

is Juiblex. The Faceless Lord is apathetic, even to its own
worshipers. It would take a very specific reason for it to ever
allow it, which is the promise to be able to consume and absorb
an insurmountable number of living matter, such as unleashing
the Aspect in the middle of a human bustling city or an elven tree-
home community.

The Aspect of Juiblex will resemble a 9-foot tall, horrid-looking
amorphous mound of greenish, slimy ooze with numerous
tendrils. Its glistening, slimy body is riddled with pulsating blood-
shot eyes and gaping, biting maws ridged with sharp teeth.

In combat, the Aspect will use its Eject Slime against armored
targets and then concentrate its acid lash attacks against the most
vulnerable foe, attempting to kill it quickly so it can consume it. It
will seldom use its spells, unless to finish off a foe.

3 e o WP WG T4 S S
F LEX
Huge fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 161 (17d12 + 51)
Speed 40 ft.

STR DEX CON INT WIS CHA
18(+4)  8(1) 17(3) 15(+2) 15(+2) 14 (+2)

Skills Intimidation +10, Perception +10

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 20

Languages all, telepathy 60 ft.

Challenge 11 (7,200 XP)

Foul. Any creature, other than an ooze, that starts its turn within 10
feet of the Aspect of Juiblex must succeed on a DC 21 Constitution
saving throw or be poisoned until the start of the creature's next
turn.

t Eject Slime (Recharge 5-6). The Aspect of Juiblex spews out a
1 corrosive slime, targeting one creature that it can see within 60 feet
of it. The target must make a DC 15 Dexterity saving throw. On a
failure, the target takes 27 (5d10) acid damage. Unless the target
.} avoids taking any of this damage, any nonmagical metal armor

‘| worn by the target takes a permanent -1 penalty to the AC it offers,
I and any nonmagical metal weapon it is carrying or wearing takes a
permanent - 1 penalty to damage rolls. The penalty worsens each
) time a target is subjected to this effect. If the penalty on an object
drops to -5, the object is destroyed.

Innate Spellcasting. The Aspect of Juiblex's spellcasting ability
is Charisma (spell save DC 14). It can innately cast the following
spells, requiring no material components:

At will: acid splash (3d6 damage), detect magic
1/day each: blight, contagion, gaseous form

Legendary Resistance (1/Day). If the Aspect of Juiblex fails a saving
throw, it can choose to succeed instead.

Regeneration. The Aspect of Juiblex regains 10 hit points at the
start of its turn. If it takes fire or radiant damage, this trait doesn't
function at the start of its next turn. The Aspect of Juiblex dies only if
it starts its turn with O hit points and doesn't regenerate.

The Aspect of Juiblex can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Juiblex regains spent legendary actions at the start of its turn.

Spider Climb. The Aspect of Juiblex can climb difficult surfaces,

including upside down on ceilings, without needing to make an

ability check.

Acid Splash. The Aspect of Juiblex casts acid splash.

Attack. The Aspect of Juiblex makes one acid lash attack.

Corrupting Touch (Costs 2 Actions). Melee Weapon Attack: + 8
to hit, reach 10 ft., one creature. Hit: 14 (3d6 + 4) poison damage,

ACTIONS
Multiattack. The Aspect of Juiblex makes three acid lash attacks.

Acid Lash. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. |

Hit: 11 (2d6 + 4) acid damage. Any creature killed by this attack is and the target is slimed. Until the slime is scraped off with an
drawn into the Aspect of Juiblex's body, and the corpse is obliterated

action, the target is poisoned, and any creature, other than an
ooze, is poisoned while within 10 feet of the target.

]
LEGENDARY ACTIONS 3
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ASPECT OF KOSTCHTCHIE

Kostchtchie will only answer petitions
from his frost giant worshipers, and if
ever, it doesn't take much effort for as
long as it allows the Aspect to unleash
its bloodthirsty rage and wreak havoc
against as many enemies as possible.

The Aspect is nearly identical in size with
its progenitor, resembling a cross between an
ogre and a frost giant. Its muscular body is squat and
rotund and stands about , and its skin is deathly white
with shades of icy blue. It wields an almost exact copy
of its mighty, oversized warhammer that emanates
bluish frost.

In combat, the Aspect of Kostchtchie will hardly
deviate from its course of action, which is to angrily
crush and maim as many foes as it can, hardly casting
any spells. The only thing that would cause it to alter
its actions is when it spots a challenging opponent.

It would then use its curse on its opponent before
charging towards it.
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i ASPECT OF KOSTCHTCHIE ACTIONS
* Large fiend (demon), chaotic evil Multiattack. The Aspect of Kostchtchie makes two melee attacks,

only one of which can be a bite attack.

Armor Class 14 (natural armor)

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit Points 147 (14d10 + 70)

Hit: 9 (1d6 + 6) piercing damage.

Speed 40 ft.
Matalotok (Warhammer). Melee Weapon Attack: +11 to hit, reach
STR DEX CON INT WIS CHA 10 ft., one target. Hit: 15 (2d8 + 6) bludgeoning damage, or 17 (2d10
22(+6) 10(#0) 20(+5) 13(+1) 16(+3) 14 (+2) + 6) bludgeoning damage if used with two hands to make a melee

Skills Intimidation +7, Perception +8, Survival +8 e o cakiRcreatye vl RUE i

Damage Resistances fire, lightning, bludgeoning, piercing, and LEGENDARY ACTIONS
slashing from nonmagical attacks

Damage Immunities cold, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 18

Languages all, telepathy 60 ft. )

Challenge 13 (10,000 XP) 163 TRl

Charge. The Aspect of Kostchtchie moves up to its speed.

Attack (Costs 2 Actions). The Aspect of Kostchtchie makes one
melee weapon attack.

Curse (Costs 2 Actions). The Aspect of Kostchtchie curses one
creature it can see within 60 feet of it. The cursed creature gains
At will: command, darkness vulnerability to all damage dealt by the Aspect of Kostchtchie until

1/day each: dispel evil and good, telekinesis, wind walk the end of the Aspect of Kostchtchie's next turn.

The Aspect of Kostchtchie can take 3 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Kostchtchie regains spent legendary actions at the start of

Innate Spellcasting. The Aspect of Kostchtchie's spellcasting ability
is Charisma (spell save DC 15). It can innately cast the following

1

{

I

{

{

!

attack, and the weapon emits a burst of cold that deals 10 (3d6) cold §
)

i

!

spells, requiring no material components: 1

Legendary Resistance (1/Day). If the Aspect of Kostchtchie fails a
saving throw, it can choose to succeed instead. {
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ASPECT OF LOLTH

The Demon Queen of Spiders will only answer petitions
from a favored drow worshiper, and only if the petition has
something to do with taking vengeance against an entity or
organization Lolth hates.

The Aspect of Lolth will always appear as that of Lolth's
drider-form or that of a horrid-looking huge spider with
Lolth's strikingly beautiful head.

While it may not match the natural cunning of its
progenitor, the Aspect will still personify her extreme
cruelty and hatred against all non-Drow races and will take
great pleasure in tormenting and destroying its foes.

In combat, it will first cause as much pain and suffering
on its targets, toying with them for as much as she can.
Only when it feels threatened will it make use of its full
powers to bring them down.

[ =

ASPECT OF LoLTH

| Huge fiend (demon), chaotic evil
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Armor Class 18 (natural armor)
Hit Points 152 (16d12 + 48)
Speed 40 ft., climb 40 ft.

STR
18 (+4)

DEX
17 (+3)

CON
17 (+3)

INT
19 (+4)

WIS
19 (+4)

CHA
22 (+6)

Skills Deception +11, Perception +9, Stealth +8

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., truesight 120 ft., passive Perception 19

Languages Abyssal, Common, Elvish, telepathy 120 ft.

Challenge 15 (13,000 XP)

Innate Spellcasting. The Aspect of Lolth's spellcasting ability is
Charisma (spell save DC 19). It can innately cast the following
spells, requiring no material components:

At will: alter self (can become a Medium female Drow when
changing her appearance), detect magic, poison spray (3d12
damage), web

1/day each: confusion, dispel magic, dominate person, fly

Legendary Resistance (1/Day). If the Aspect of Lolth fails a saving
throw, it can choose to succeed instead.

restrained by webbing created by the Aspect of Lolth (either by her
Web attack or her spell) takes 3 (1d6) acid damage.

Regeneration. If the Aspect of Lolth has at least 1 hit point, it
regains 10 hit points at the start of her turn.

Spider Climb. The Aspect of Lolth can climb difficult surfaces,
including upside down on ceilings, without needing to make an
ability check.

Web Sense. While in contact with a web, the Aspect of Lolth knows
the exact location of any creature in contact with the same web.

Web Walker. The Aspect of Lolth ignores movement restrictions
caused by webbing.

ACTIONS

Multiattack. The Aspect of Lolth uses Web and makes four attacks:
one with its bite, one with its Pain Whip, and two with its Impaling
Forelegs.

z Noxious Webs. A creature that starts its turn in a space filled with or
\
g
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Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.

Hit: 7 (1d6 + 4) piercing damage, and if the target is a creature, it
must succeed on a DC 16 Constitution saving throw. If the saving
throw fails by 5 or more, the creature is reduced to O hit points,
unless it is immune to poison damage. Otherwise, a creature takes
11 (2d10) poison damage and is poisoned for 1 minute on a failed
save. While poisoned, a creature takes 11 (2d10) poison damage
at the end of each of its turns. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on itself on a
success.

Pain Whip. Melee Weapon Attack: +9 to hit, reach 30 ft., one target.
Hit: 11 (2d6 + 4) slashing damage plus 7 (2d6) necrotic damage
and the target has disadvantage to attack rolls and saving throw
rolls until the end of the Aspect of Lolth's next turn. In addition, the
target must succeed on a DC 17 Strength saving throw or be pulled
up to 25 feet toward the Aspect of Lolth.

Impaling Foreleg. Melee Weapon Attack: +9 to hit, reach 15 ft.,
one target. Hit: 14 (3d6 + 4) piercing damage, and if the target is a
creature, it is grappled (escape DC 14). While grappled, the target
is restrained, takes 3 (1d6) necrotic damage at the start of each of
the Aspect of Lolth's turns, and the Aspect of Lolth can't use one of
its Impaling Legs on another target.

Web. Ranged Weapon Attack: +9 to hit, range 60/120 ft., one Huge
or smaller creature. Hit: The creature is restrained by webbing.

As an action, the restrained creature can make a DC 16 Strength
check, escaping from the webbing on a success. The effect ends if
the webbing is destroyed. The webbing has AC 12, 10 hit points,
resistance to bludgeoning damage, and immunity to acid, poison,
and psychic damage.

LEGENDARY ACTIONS

The Aspect of Lolth can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Lolth regains spent legendary actions at the start of its turn.

Insidious Poison. The Aspect of The Aspect of Lolth chooses one
creature within 30 feet that it has poisoned. The target must make
a DC 19 Wisdom saving throw. On a failed save, the creature uses
its reaction to make a melee weapon attack against a creature of
the Aspect of Lolth's choice that the Aspect of Lolth can see.

Web. The Aspect of Lolth uses Web.

Web Crawl. While on webbed surfaces, the Aspect of Lolth moves
up to half its speed without provoking opportunity attacks.

Whip (Costs 2 Actions). The Aspect of Lolth makes a Pain Whip
attack.

Impale (Costs 2 Actions). The Aspect of Lolth uses its Impaling
Foreleg attack.
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ASPECT OF ORCUS

Petitioning Orcus for an Aspect will only have a chance of
success if the reason for the petition furthers the goal of
the Demon Prince of Undeath, which is the nullification of
all life.

The Aspect of Orcus stands about 12-feet tall and has a
disgusting corpulent body that is covered with animal hair.
Its head and legs resembles that of an emaciated giant
goat's and massive leathery bat-like wings spread from
its back. In its hand is a lesser but still potent copy of its
dreadful weapon, the Wand of Orcus.

The Aspect of Orcus always begins combat summoning
undead before wading into battle. If it finds an opportunity
to trap or block targets within melee range from escaping,
it will use its Creeping Death ability and cast it centered
on itself.

[ =
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ASPECT OF ORCUS

Huge fiend (demon), chaotic evil

Armor Class 12 (natural armor), 15 with the Wand of Orcus
Hit Points 189 (18d12 + 72)
Speed 40 ft., fly 40 ft.

INT
15 (+2)

STR
20 (+5)

DEX
12 (+1)

CON
19 (+4)

WIS
15 (+2)

CHA
19 (+4)

Skills Arcana +7, Perception +7

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 17

Languages all, telepathy 60 ft.

Challenge 14 (11,500 XP)

Wand of Orcus. The wand has 3 charges, and any of its properties
that require a saving throw have a save DC of 18. While holding it,
the Aspect of Orcus can use an action to cast animate dead, blight,
or speak with dead.

Innate Spellcasting. The Aspect of Orcus's spellcasting ability is
Charisma (spell save DC 17, +9 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:

At will: chill touch (3d8 damage), detect magic
1/day each: create undead, dispel magic

o N

Legendary Resistance (1/Day). If the Aspect of Orcus fails a saving

throw, it can choose to succeed instead.

ACTIONS

Multiattack. The Aspect of Orcus makes two Wand of Orcus attacks.

Wand of Orcus. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 12 (2d6 + 5) bludgeoning damage plus 6 (1d12) necrotic
damage.

Tail. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 12 (2d6 + 5) piercing damage plus 4 (1d8) poison damage.

LEGENDARY ACTIONS

The Aspect of Orcus can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Orcus regains spent legendary actions at the start of its turn.

Tail. The Aspect of Orcus makes one tail attack.

A Taste of Undeath. The Aspect of Orcus casts chill touch (3d8
damage).

Creeping Death (Costs 2 Actions). The Aspect of Orcus chooses a f
point on the ground that it can see within 50 feet of it. A cylinder /
of swirling necrotic energy 60 feet tall and with a 10-foot
radius rises from that point and lasts until the end of Aspect of ;
Orcus's next turn. Creatures in that area have vulnerability to ]
necrotic damage. g
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ASPECT OF YEENOGHU

The demon lord and god of gnolls, Yeenoghu, the Lord
of Savagery, desires slaughter and destruction above
everything else. He enjoys inflicting pain and misery
to his victims before he Killing them, and crushing
everyone else's hopes.

For Yeenoghu to grant an Aspect, the petitioner should
be a powerful gnoll or flind with and use the Aspect for
furthering the Beast of Butchery's desires.

The Aspect of Yeenoghu appears as a 12-foot tall,
gaunt gnoll with emaciated features. Its body, which
radiates an overpowering and disgusting musky smell,
is covered with a leathery hide topped with a dirty
orange mane, and protected with garish, spiked armor
scraps tied together with chains and decorated with the
flayed skin of its progenitor's foes.

In combat, the Aspect of Yeenoghu will mostly just
attack with its flail, never bothering with spells unless
the situation warrants it. If given the chance, the Aspect
will not immediately Kill those it fights. Instead,
it will maim them first, then slay and devour
those they love in front of them. Only when it has
broken its foes will it finish them off.
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ASPECT OF YEENOGHU

{
!
i Huge fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 142 (15d12 + 45)

Speed 50 ft.
STR DEX CON INT WIS CHA
22 (+6) 122(EHD)  il7ER) I0LEO) S E4Y) 11 (+0)

Skills Intimidation +4, Perception +8

slashing from nonmagical attacks
Damage Immunities poison
Condition Immunities charmed, exhaustion, frightened, poisoned
Senses darkvision 120 ft., passive Perception 18
Languages all, telepathy 60 ft.
Challenge 12 (8,400 XP)

Innate Spellcasting. The Aspect of Yeenoghu's spellcasting ability
is Charisma (spell save DC 12). It can innately cast the following
spells, requiring no material components:

At will: detect magic

1/day each: dispel magic, fear, invisibility

Legendary Resistance (1/Day). If the Aspect of Yeenoghu fails a
saving throw;, it can choose to succeed instead.

Rampage. When the Aspect of Yeenoghu reduces a creature to 0 hit
points with a melee attack on its turn, the Aspect of Yeenoghu can
take a bonus action to move up to half his speed and make a bite
attack.
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ACTIONS

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
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Multiattack. The Aspect of Yeenoghu makes three flail attacks.
If an attack hits, it can cause it to create an additional effect of
his choice or at random (each effect can be used only once per
Multiattack):

1. The attack deals an extra 9 (2d8) bludgeoning damage.

2. The target must succeed on a DC 12 Constitution saving throw or
be paralyzed until the start ofYeenoghu's next turn.

3. The target must succeed on a DC 12 Wisdom saving throw or be
affected by the confusion spell until the start of Yeenoghu's next
turn.

Flail. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.
Hit: 11 (1d10 + 6) bludgeoning damage.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft .,
Hit: 10 (1d8 + 6) piercing damage.

one target.

LEGENDARY ACTIONS

The Aspect of Yeenoghu can take 3 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Yeenoghu regains spent legendary actions at the start of
its turn.

Charge. The Aspect of Yeenoghu moves up to its speed.

Swat Away (Costs 2 Actions). The Aspect of Yeenoghu makes a
flail attack. If the attack hits, the target must succeed on a DC 18
Strength saving throw or be pushed 15 feet in a straight line away

from the Aspect of Yeenoghu. If the saving throw fails by 5 or more,

the target falls prone.
Savage (Costs 3 Actions). The Aspect of Yeenoghu makes a bite
attack against each creature within 10 feet of it.
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ASPECT OF ZUGGTMOY

Large fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 142 (19d10 + 38)

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) (ION (R 10) I 111 (+:2) I K5 (G2 IS A X (G2) 18 (+4)
Skills Perception +6

Damage Resistances cold, fire, lightning, bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 16

Languages all, telepathy 60 ft.

Challenge 11 (7,200 XP)

Innate Spellcasting. The Aspect of Zuggtmoy's spellcasting ability
is Charisma (spell save DC 16). It can innately cast the following
spells, requiring no material components:

At will: detect magic, locate animals or plants, ray of sickness
1/day: dispel magic, ensnaring strike, entangle, plant growth

Legendary Resistance (1/Day). If the Aspect of Zuggtmoy fails a
saving throw, it can choose to succeed instead.

ACTIONS

Multiattack. The Aspect of Zuggtmoy makes three pseudopod
attacks.

Pseudopod. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 7 (1d8 + 3) bludgeoning damage plus 4 (1d8) poison.

Infestation Spores (1/ Day). The Aspect of Zuggtmoy releases
spores that burst out in a cloud that fills a 20-foot-radius sphere
centered on itself, and it lingers for 1 minute. Any flesh-and-blood
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creature in the cloud when it appears, or that enters it later, must
make a DC 14 Constitution saving throw. On a successful save,
the creature can't be infected by these spores for 24 hours. On

a failed save, the creature is infected with a disease called the
spores of Zuggtmoy. While infected in this way, the creature can't
be reinfected, and it must repeat the saving throw at the end of
every 24 hours, ending the infection on a success. On a failure, the
infected creature's body is slowly taken over by fungal growth, and
after three such failed saves, the creature dies and is reanimated
as a spore servant if it's a type of creature that can be (see the

"Myconids" entry in the Monster Manual).

Mind Control Spores (Recharge 6). The Aspect of Zuggtmoy
releases spores that burst out in a cloud that fills a 20-foot-radius
sphere centered on itself, and it lingers for 1 minute. Humanoids
and beasts in the cloud when it appears, or that enter it later, must
make a DC 14 Wisdom saving throw. On a successful save, the
creature can't be infected by these spores for 24 hours. On a failed
save, the creature is infected with a disease called the influence

of Zuggtmoy for 24 hours. While infected in this way, the creature
is charmed by the Aspect of Zuggtymoy and can't be reinfected by
these spores.

REACTIONS

Protective Thrall. When the Aspect Zuggtmoy is hit by an attack,
one creature within 5 feet of the Aspect of Zuggtmoy that is
charmed by it must use its reaction to be hit by the attack instead.

LEGENDARY ACTIONS

The Aspect of Zuggtmoy can take 3 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Zuggtmoy regains spent legendary actions at the start of
its turn.

Attack. Zuggtmoy makes one pseudopod attack.
Exert Will. One creature charmed by the Aspect of Zuggtmoy that it
can see must use its reaction to move up to its speed as it directs or
to make a weapon attack against a target that it designates.

ASPECT OF ZUGGTMOY

The Demon Queen of Fungi may grant petitioners her Aspect if
the will use it to infect as many living creatures with her spores.

The Aspect of Zuggtmoy looks like a 14-foot tall fungal creature
that has the features of a female humanoid dressed in a faux gown
made of lichen and mycelium. Sprouting from its lower torso are
fibrous tentacle-like pseudopods that excrete poison.

To prepare for a big fight, the Aspect of Zuggtmoy will always
create thralls and spore creatures first. Only when it is satisfied
that is has enough, will it venture forth to seek its enemies.

In combat, the Aspect of Zuggtmoy will lash at and batter its foes
with its pseudopods. If it can catch more than two targets, it will
release its infestation spores. Those that survive its initial attacks
will be subjected to its mind control spores.
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DERRO

DERRO BERSERKER

Berserkers are usually placed at the frontlines of battles and
hunting parties not just because of their fighting prowess, but
because no one else wants to fight beside them. Berserkers
are rabidly aggressive and are prone to attack anything it sees,
enemies and derro alike. Hook guards and thugs placed in

the frontlines keep berserkers at bay with their spears while
taskmasters keep their rage focused on enemies.
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DERRO BERSERKE

Small humanoid (derro), chaotic evil

Armor Class 14 (hide)

Hit Points 33 (6d6 + 12)

Speed 30 ft. ]

STR DEX CON INT WIS CHA
15(+2) 14(+2) 14(+2) 11(#0) 5(-3)  9(1)
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Skills Stealth +4

Senses darkvision 120 ft., passive Perception 7
Languages Dwarvish, Undercommon
Challenge 1 (200 XP)

et

Magic Resistance. The derro has advantage on saving throws
against spells and other magical effects.

Reckless. At the start of its turn, the derro can gain advantage on all
melee weapon attack rolls during that turn, but attack rolls against it
have advantage until the start of its next turn.

Sunlight Sensitivity. While in sunlight, the derro has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The derro makes two melee attacks.

Battleaxe. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d8 + 2) slashing damage, or 7 (1d10 + 2) slashing damage if
used with two hands.
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DERRO HOOKGUARD

DERRO MASTER SAVANT

Hookguards specialize in keeping foes' attention on themselves
and away from their more vulnerable allies. They savagely run
after any who try to move past their guard.

DERRO HOOKGUARD

\ Small humanoid (derro), chaotic evil

(

< Armor Class 15 (scale mail)
Hit Points 44 (8d6 + 16)

Speed 30 ft.
i STR DEX CON INT WIS CHA
f 16 (+3) 12(+1) 14(+2) 11(+0) 5(-3) 9(1)

E Skills Stealth +3
Senses darkvision 120 ft., passive Perception 7
Languages Dwarvish, Undercommon
Challenge 2 (450 XP)

Magic Resistance. The derro has advantage on saving throws
against spells and other magical effects.

{
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£ Punish the Marked (1/Turn). As a bonus action, the derro can make

? a melee weapon attack against a creature marked by it if the creature
dealt damage to anyone other than the derro during the last turn.
The derro's melee weapon attack has advantage on the attack roll,
and if it hits, the attack's weapon deals an extra 3 (1d6) damage to
the target.

;

[

Sunlight Sensitivity. While in sunlight, the derro has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The derro makes two melee attacks.

Hooked Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage. If the target is Medium or
smaller, the derro can choose to deal no damage and knock it prone.
In either case, the target is marked until the end of the derro's next
turn. This effect ends early if the derro is incapacitated or it dies,

or if someone else marks the target. While it is within 5 feet of

the derro, a creature marked by the derro has disadvantage on any
attack roll that doesn't target the derro.

Light Crosshow. Ranged Weapon Attack: +3 to hit, range 80/320 ft.,
one target Hit: 5 (1d8 + 1) plercmg damage.

Derro savants who are favored by their deity, Diirinka, eventually
become master savants. These unique savants are divine souls
blessed with the ability to unleash both arcane and divine spells.
They are recognized as the true chosen ones by their kin, and
naturally become their supreme leaders.

DERRO MASTER SAVANT

Small humanoid (derro), chaotic evil

e ——

Armor Class 13 (leather armor)
Hit Points 54 (12d6 + 12)

Speed 30 ft.
STR DEX CON INT WIS CHA
9(1) 14 (+2) 12 (+1) 11 (+0) 5(-3) 16 (+3)
Skills Stealth +4

Senses darkvision 120 ft., passive Perception 7
Languages Dwarvish, Undercommon
Challenge 6 (2,300 XP)

e P et

Favored by Diirinka (Recharges after a Short or Long Rest). If the
derro fails a saving throw or misses with an attack roll, it can roll
2d4 and add it to the total, possibly changing the outcome.

Magic Resistance. The derro has advantage on saving throws
against spells and other magical effects.

Spellcasting. The derro is a 9th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 14, +6 to hit with spell attacks). It

has the following sorcerer spells prepared:

Cantrips (at will): acid splash, mage hand, message, prestidigitation,
ray of frost

1st level (4 slots): bane, chromatic orb, healing word

2nd level (3 slots): silence, spider climb

3rd level (3 slots): bestow curse, lightning bolt, spirit guardians

4th level (3 slots): confusion, greater invisibility

5th level (1 slot): cone of cold

Sorcery Points. The derro has 9 sorcery points. It can spend 1 or
more sorcery points to gain one of the following benefits:

Heightened Spell: When the derro casts a spell that forces a
creature to make a saving throw to resist the spell's effects, the
derro can spend 3 sorcery points to give one target of the spell
disadvantage on its first saving throw against the spell.

Quickened Spell: When the derro casts a spell that has a casting
time of 1 action, the derro can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

Sunlight Sensitivity. While in sunlight, the derro has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Quarterstaff. Melee Weapon Attack: +2 to hit, reach 5 ft., one target.
Hit: 2 (1d6 1) bludgeoning damage, or 3 (1d8 -1) bludgeoning

|
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DERRO TASKMASTER

DERRO THUG

Taskmasters are derro savants who keep derro warriors in line
while in the battlefield due to their tendency to give in to their
insane nature. When not leading derro in combat, they can be
found managing derro slave labor and prisoner camps.

! DERRO TASKMASTER

. Small humanoid (derro), chaotic evil

ﬁ
S Armor Class 12 (leather armor)
Hit Points 45 (10d6 + 10)

Speed 30 ft.
( STR DEX CON INT WIS CHA
j AL@2) 2 EED) - 12 @R INLERD) B ES) 15 (+2)

)
Ev Skills Stealth +4
* Senses darkvision 120 ft., passive Perception 7
( Languages Dwarvish, Undercommon
g Challenge 5 (1,800 XP)

#

' Magic Resistance. The derro has advantage on saving throws
against spells and other magical effects.

Spellcasting. The derro is a 7th-level spellcaster. Its spellcasting
ability is Charisma (spell save DC 13, +5 to hit with spell attacks). It
has the following sorcerer spells prepared:

Cantrips (at will): acid splash, mage hand, message, prestidigitation,
ray of frost

1st level (4 slots): chromatic orb, earth tremor

2nd level (3 slots): enhance ability, invisibility;, spider climb

3rd level (3 slots): enemies abound, haste, lightning bolt

4th level (1 slot): vitriolic sphere

Spur Ally. As a bonus action, the derro targets an allied creature

points than the derro. The target takes 3 (1d6) psychic damage and
uses its reaction to make one melee attack with advantage on the
roll.

Sunlight Sensitivity. While in sunlight, the derro has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS
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within 30 feet that can see and hear the derro and must have less hit

Flail. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
| Hit: 6 (1d8 + 2) bludgeoning damage.

TR o 4 ST N e S

Some derro, due to their insane nature and inability to keep
social relationships, have broken away from their society and have
instead turned into a life of random violence and crime. Most

of them band together like a pack of rats, attacking targets that
they can overwhelm, and then scatter back to their hiding places.
Others wander deeper into the Underdark to live like nomads,
scavenging and preying on whoever crosses their path.

DERRrRO THUG

Small humanoid (derro), chaotic evil

A\t

Armor Class 14 (studded leather)
Hit Points 22 (5d6 + 5)

Senses darkvision 120 ft., passive Perception 7
Languages Dwarvish, Undercommon
Challenge 1/2 (100 XP)

f Speed 30 ft.

§ STR DEX CON INT WIS CHA
; 14(+2) 14(+2) 12(+1) 11(+0) 5(3) 9(1)
5 Skills Stealth +4

|

e e e e PP e A e,

Magic Resistance. The derro has advantage on saving throws
against spells and other magical effects.

Pack Tactics. The derro has advantage on an attack roll against
a creature if at least one of the derro's allies is within 5 feet of the
creature and the ally isn't incapacitated.

Sunlight Sensitivity. While in sunlight, the derro has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The derro makes two melee attacks.

Hooked Spear. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) piercing damage. If the target is Medium or
smaller, the derro can choose to deal no damage and knock it prone.

Light Crosshow. Ranged Weapon Attack: +4 to hit, range 80/320 ft.,
| one target. Hit: 6 (1d8 + 2) piercing damage.

B
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DEVILS

CORNUGON

Cornugon devils are an elite subtype of horned devils that
serve under archdevils. They are known for their strength,
fighting prowess, and magical abilities.

Terrifying Fiends. Typical cornugon devils stand at
around 11 to 12 feet tall, are overly muscular, and have
steel-like scales or tough fur covering their body. Two great
horns flank each side of their head, and their massive
leathery or feathered wings stand well above their full body,
enough to serve as a shield in battle. Their appearances
vary, and will closely resemble the archdevils they serve.
For example, cornugon devils who serve under Bael will
look like massive winged minotaurs while those who serve
under Dispater will look like armored humanoids that have
ridged, iron scales covering its body and metallic wings.

Archdevils' Elite. Cornugon devils are often tasked to
lead lesser devils in combat or if grouped together, serve
as the archdevil's elite troops. When a favored cultist
prays for an archdevil to deal with a major threat and the
cultist's sacrifice is deemed worthy, the archdevil may send
a cornugon.

Warrior Spellcasters. In combat, cornugon devils take
a dual role. They start off as artillery support, unleashing
devastating long range spells from afar to break clustered
enemy ranks while also dispelling any magical threats
and barriers that may hinder their allies. When the battle
finally joins, they take flight and dive at the most dangerous
but vulnerable targets, such as enemy spellcasters. Against
challenging opponents, cornugon devils will utilize both
their martial and spellcasting abilities to full advantage,
often creating illusions to distract and mislead while
making hit and run tactics.

e

CORNUGON
Large fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 207 (18d10 + 108)
Speed 20 ft., fly 60 ft.

WIS
17 (+3)

CHA
18 (+4)

STR
24 (+7)

DEX
17 (+3)

CON
22 (+6)

INT
13 (+1)

Saving Throws Str +12, Dex +8, Wis +8, Cha +9

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages all, telepathy 120 ft.

Challenge 13 (10,000 XP)

Charge. If the cornugon moves at least 15 feet straight toward a
target and then hits it with a gore attack, the attack deals an extra
9 (2d8) damage to the target. If the target is a creature, it must
succeed on a DC 19 saving throw or be pushed up to 10 feet away
and knocked prone.

Devil's Sight. Ma,
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gical darkness doesn't impede the devil's
darkvision.

Innate Spellcasting. The cornugon's spellcasting ability is Charisma
(spell save DC 17, 49 to hit with spell attacks). It can innately cast
the following spells, requiring no material components:

At will: detect evil and good, detect magic, fire bolt (3d10 damage)
2/day each: dispel magic, fireball, lightning bolt, major image

Magic Resistance. The cornugon has advantage on saving throws
against spells and other magical effects.

ACTIONS

Multiattack. The cornugon makes three melee attacks: one with
its bite and two with its claws. Alternatively, it can make one claw
attack and cast one spell.

Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) piercing damage.

Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Gore. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 25 (4d8 + 7) piercing damage.
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Teleport (1/Day). The cornugon magically teleports, along with
any equipment it is wearing and carrying, up to 120 feet to an
unoccupied space it can see.
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Armor Class 19 (natural armor)
Hit Points 78 (12d8 + 24)

Speed 40 ft.
STR DEX CON INT WIS CHA
WNEZ)  RE®)  1ANE)T 1BER) BE) - lEE;

Saving Throws Dex +10, Int +6, Wis +6, Cha +8

Skills Deception +8, Perception +6, Stealth +14

Damage Resistances cold, necrotic; bludgeoning, piercing, and
slashing from nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 16

Languages all, telepathy 120 ft.

Challenge 10 (5,900 XP)

3
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Assassinate. During its first turn, the dogai has advantage on attack
rolls against any creature that hasn't taken a turn. Any hit the dogai
scores against a surprised creature is a critical hit.

Devil's Sight. Magical darkness doesn't impede the devil's

g Medium fiend (devil), lawful evil
b
| darkvision.

a Dexterity saving throw to take only half damage, the dogai instead
takes no damage if it succeeds on the saving throw, and only half

Evasion. If the dogai is subjected to an effect that allows it to make
damage if it fails.
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Innate Spellcasting. The dogai's spellcasting ability is Charisma
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(spell save DC 16). It can innately cast the following spells, requiring
no material components:

At will: alter self, darkness, detect evil and good, detect magic,
shadow blade (5th level)
3/day: nondetection

Shadow Form. As a bonus action, the dogai can turn into an
indistinct figure of pure shadow. While in this form, the dogai
can't attack or cast spells, is invisible in dim light or darkness, can
move through a space as narrow as 1 inch wide without squeezing.
Attacks against the dogai while in shadow form are made with
disadvantage. The dogai can use a bonus action to end the effect.
{
!
i
]

Shadow Stealth. While in dim light or darkness, the dogai can take
the Hide action as a bonus action.

Sneak Attack (1/Turn). The dogai deals an extra 10 (3d6) damage
when it hits a target with a weapon attack and has advantage on the
attack roll, or when the target is within 5 feet of an ally of the dogai
that isn't incapacitated and the dogai doesn't have disadvantage on
the attack roll.

Magic Resistance. The dogai has advantage on saving throws
against spells and other magical effects.

ACTIONS

Multiattack. The dogai makes two melee attacks.

Shortsword. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 9 (1d6 + 6) piercing damage.

Shadow Step. The dogai magically teleports up to 30 feet to an
unoccupied space of dim light or darkness that it can see. Before or
after teleporting, it can make one melee attack.
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Docar1 (AssassiN DEVIL)

The dogai, also known as assassin devils, are highly skilled silent
Killers, infiltrators, and spies who serve the Lords of the Nine and
other archdevils. If they are not on spying missions against the
demons, they are sent to the Material Plane to assist and take care
of problems the worshipers of the Nine pray and ask for, such as
troublesome adventurers.

Meticulous Planners. If a dogai is sent to assassinate a target, it
will first plan its approach, assess the target's location, and make
preparations. It will never engage a target unless it can have total
surprise. It will always conjure its shadow blade beforehand,
and will utilize its shadow abilities to ensure it reaches striking
distance unnoticed.




GASTROBOLUS

A gastrobolus is a wretched devil that is normally found in infernal
sewers, dungeons, and blood-soaked battlefields. It looks like
a bloated, single-horned humanoid with the lower body of a
disgusting giant snail. Poisonous spines protrude from its sides,
and its skin and outer shell is coated with a corrosive, sticky slime.
Fiendish Cleaners. The gastrobolus is sometimes called the
custodian of the Nine Hells. It sweeps, scavenges, and clears the
floors and grounds of organic materials.

_ /"(

GASTROBOLUS
Large fiend (devil), lawful evil
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Armor Class 14 (natural armor)
Hit Points 115 (10d10 + 60)

Speed 20 ft.
STR DEX CON INT WIS CHA
21 (+5) 6 (-3) 22 (+6) 8(¢-1) 12(+1) 5(3)

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities acid, fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages all, telepathy 120 ft.

Challenge 7 (2,900 XP)

Devil Spines. A creature that touches the gastrobolus or hits it

with a melee attack while within 5 feet of it gets pricked by a spine
and takes 7 (2d6) piercing damage and must succeed on a DC 16
Constitution saving throw or become poisoned. While poisoned, the
creature is paralyzed. The creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a success.

Devil's Sight. Magical darkness doesn't impede the gastrobolus's
darkvision.

Magic Resistance. The gastrobolus has advantage on saving throws
against spells and other magical effects.

S G S S U R S S S

ACTIONS

Multiattack. The gastrobolus makes two spine attacks or two acid
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Incapacitating Weapons. In combat, the gastrobolus excretes
and throws acid globs at its targets. The acid globs are caustic
and sticky, burning and restraining a victim hit by it. If a target is
within melee range, the gastrobolus uses its spines to impale and
inject its target with paralyzing venom. Once its prey has been
rendered helpless, the gastrobolus opens its abhorrent central
maw, which is located at the lower front side of the devil, and then
swallows the creature whole. The victim is then deposited into its
acid vat-like abdomen to be consumed completely.

B S e
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glob attacks. It can use Swallow in place of one of these attacks.

Spine. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) piercing damage and the target must succeed on
a DC 17 Constitution saving throw or become poisoned. While
poisoned, the creature is paralyzed. The creature can repeat the
saving throw at the end of each of its turns, ending the effect on
itself on a success.

Acid Glob. Ranged Weapon Attack: +8 to hit, range 60 ft., one target.
Hit: 10 (3d6) acid damage and if the target is a creature, it must
succeed on a DC 17 Strength saving throw or be restrained. While
restrained, a creature takes 7 (2d6) acid damage at the start of each
of the gastrobolus's turns. As an action, the restrained creature can
make a DC 17 Strength check, escaping from the acid glob on a
success. The effect ends if the acid glob is destroyed. The acid glob
has AC 10, 5 hit points and immunity to acid, poison, and psychic
damage. The gastrobolus is immune to its acid globs.

Swallow. The gastrobulus swallows an incapacitated Large or
smaller creature. A swallowed creature is blinded and restrained,
it has total cover against attacks and other effects outside the
gastrobolus, and it takes 10 (3d6) acid damage at the start of each of
the gastrobolus's turns.

If the gastrobolus takes 20 damage or more on a single turn from
a creature inside it, the gastrobolus must succeed on a DC 16
Constitution saving throw at the end of that turn or regurgitate all
swallowed creatures, which fall prone in a space within 5 feet of
the gastrobolus. If the gastrobolus dies, a swallowed creature is no
longer restrained by it and can escape from the corpse by using 5
feet of movement, exiting prone.

Teleport. The gastrobolus magically teleports, along with any
equipment it is wearing and carrying, up to 60 feet to an unoccupied
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PAELIRYON
Huge fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 225 (18d12 + 108)
Speed 40 ft., burrow 20 ft., fly 60 ft.

PAELIRYON

A paeliryon is a greater devil that does its work unseen. This devil

believes that information is the key to advancing in power and
as such, is responsible for the spy and assassin networks
that rivals even Lolth’s.
The paeliryon is a disgusting sight to behold, with
a massive bloated obese body covered in warts.
Its massive face is framed by a devious, red-
lipped smile that prominently shows its
rows of sharp teeth. On its back sprouts
two bat-like wings with ends flayed like
old leather and its hands are armed with
poisoned claws painted in blood red.
Out of the dark. Paeliryons rarely
come out in the open, preferring
to leave its agents to do the dirty
work. When a paeliryon does come
out, it means the plan has gone
wrong, or an opponent has piqued
its interest. Few rarely see this
happen, and even fewer survive, for
paeliryons are incredibly powerful
spellcasters that rival even some of
the demon lords of the Nine Hells.

re
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turn. Until this poison ends, the target is charmed. On a successful
saving throw, the creature is immune to the paeliryon's Intoxicating
Scent for 24 hours.

Magic Resistance. The paeliryon has advantage on saving throws
against spells and other magical effects.

ACTIONS

STR
24 (+7)

DEX
13 (+1)

CON
23 (+6)

INT
15 (+2)

WIS
18 (+4)

CHA
18 (+4)

Saving Throws Str +13, Con +12, Wis +10, Cha +10

Skills Arcana +14, History +14, Religion +14

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 14

Languages all, telepathy 120 ft.

Challenge 17 (18,000 XP)

Devil's Sight. Magical darkness doesn't impede the devil's
darkvision.

Keen Smell. The paeliryon has advantage on Wisdom (Perception)
checks that rely on smell.

Innate Spellcasting. The paeliryon's spellcasting ability is Charisma
(spell save DC 18, +10 to hit with spell attacks). It can innately cast
the following spells, requiring no material components:

At will: charm person, detect evil and good, detect magic, produce
flame (3d8 damage), suggestion

3/day each: dispel magic, fireball, major image, unholy weapon®,

vampiric touch (5th level), wall of fire

1/day each: divine word, unholy aura* (*see Appendix C. New Spells)

Intoxicating Scent. Any creature that starts its turn within 10 feet of
the paeliryon and can smell the paeliryon must succeed on a DC 20
Constitution saving throw or be poisoned until the start of its next
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Multiattack. The paeliryon uses Belittle. It then makes three
attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.
Hit: 17 (3d6 + 7) piercing damage plus 10 (3d6) necrotic damage.

Claw. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.

Hit: 14 (2d6 + 7) slashing damage plus 7 (2d6) necrotic damage and

if the target is a creature, it must make a DC 20 Charisma saving

throw or be cursed with magical deformities. While deformed,

the creature has its speed halved and has disadvantage on ability

checks, saving throws, and attacks based on Strength or Dexterity.
The transformed creature can repeat the saving throw whenever it

finishes a long rest, ending the effect on a success.

Belittle. The paeliryon hurls insults and epithets that strike at the
heart of its enemies' insecurities. Each creature of the paeliryon's
choice that is within 60 feet of the paeliryon and can hear it must
succeed on a DC 18 Wisdom saving throw or become frightened for
1 minute. If the target fails its saving throw by 5 or more, it instead
becomes enraged for 1 minute. While enraged, the creature must
use its action to move up to its speed towards the paeliryon and, if it
is within range, make a melee weapon attack against it. Otherwise,
it must use its Dash action to move towards a space within 5 feet

of the paeliryon. A creature can repeat the saving throw at the

end of each of its turns, ending the effect on itself on a success. If

a creature's saving throw is successful or the effect ends for it, the
creature is immune to the paeliryon's Belittle for the next 24 hours.

Teleport (1/Day). The paeliryon magically teleports, along with
any equipment it is wearing and carrying, up to 120 feet to an
unoccupied space it can see.
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PASSION DEVIL

Passion devils were created by the archdevil Fierna in her
likeness and image, and are therefore both strikingly beautiful
and terrifying. While the passion devils serve Fierna officially as
ambassadors to the courts of other archdevils or dukes of the Nine
Hells, their true purpose is to infiltrate enemy ranks and spy on
other devils.

Emotional Manipulators. Passion devils rarely engage in
combat and instead use their powers of domination, manipulation,
and seduction to meet their objectives. If forced into a fight it
does not like, it will use its spells and abilities to sow just enough
confusion and discord for it to escape.

Passion devils rarely travel alone, and are often accompanied by
bearded devils that serve them as bodyguards.

PAss1ioN
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DEeviIL
Medium fiend (devil), lawful evil

Armor Class 17 (natural armor) k
Hit Points 104 (16d8 + 32)
Speed 30 ft., fly 60 ft. g

STR
16 (+3)

DEX
21 (+5)

CON
14 (+2)

INT
16 (+3)

WIS
18 (+4)

CHA
23 (+6)

Saving Throws Dex 8, Int +6, Wis +7, Cha +9

Skills Deception +12, Persuasion +12

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 14

Languages all, telepathy 120 ft.

Challenge 8 (3,900 XP)

SUBSEP N

Aura of Desire. A creature within 10 feet of the passion devil has
disadvantage on saving throws made against being charmed.

Devil's Sight. Magical darkness doesn't impede the devil's
darkvision.

Innate Spellcasting. The passion devil's spellcasting ability is
Charisma (spell save DC 17). It can innately cast the following
spells, requiring no material components:

At will: alter self, charm person, detect evil and good, detect magic,
disguise self, dissonant whispers (5d6 damage), suggestion
3/day each: charm monster; dominate person

Magic Resistance. The passion devil has advantage on saving
throws against spells and other magical effects.

ACTIONS

Fiery Touch. Melee Spell Attack: +8 to hit, reach 5 ft., one target.
Hit: 21 (6d6) fire damage and if the target is a creature, it must
succeed on a DC 17 Wisdom saving throw. On a failed save, the
target is charmed until the end of the turn and must use its reaction
to move up to half its speed and make one weapon attack against

a creature of the passion devil's choice. If the saving throw is
successful, the creature is immune to the fiery touch's charm effect
for 24 hours.

Teleport (1/Day). The passion devil magically teleports, along
with any equipment it is wearing and carrying, up to 120 feet to an
unoccupied space it can see.

REACTIONS

Instinctive Charm. When a creature within 60 feet of the passion
devil makes an attack roll against it, and another creature is within
the attack's range, the attacker must make a DC 17 Wisdom saving
throw. On a failed save, the attacker is charmed until the end

of the turn and must target the creature that is closest to it, not
including the passion devil or itself. If multiple creatures are closest,
the attacker chooses which one to target. If the saving throw is
successful, the attacker is immune to the passion devil's Instinctive
Charm for 24 hours.
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REMMANON

The remmanon appears as a naked androgynous humanoid
creature that is constantly hovering a few feet above the ground.
Barbed chains and hooks adorn its hairless skin, and long ram-like
horns curl backwards on each side of its head.

Devils of Discord. Remmanons are greater devils of discord,
greed, jealosy, and lust. They hate and destroy the concepts of
camaraderie, kinship, teamwork, trust, and harmony by sowing
dissonance among mortals, breaking their ranks from within.
Most remmanons can be found in Phlegethos, and serve the
archdeyvil Fierna, while a few work under Dispater and Mammon.

Insidious Manipulators. In combat, remmanons prefer to stay
behind the front lines and will very rarely engage in melee. They
would rather manipulate and influence without been seen, using
spells and their Insidious Aura to do most of the damage. If hard-
pressed, they summon bearded devils to protect them and if they
must, use their devastating hellfire touch that can incinerate a
creature and leave nothing but ash.
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REMMANON
Medium fiend (devil), lawful evil

Armor Class 17 (natural armor)
Hit Points 153 (18d8 + 72)
Speed 30 ft., fly 30 ft.

STR
18 (+4)

DEX
19 (+4)

CON
18 (+4)

INT
20 (+5)

WIS
21 (+5)

CHA
22 (+6)

Saving Throws Str +8, Dex 8, Wis +9, Cha +10

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 15

Languages all, telepathy 120 ft.

Challenge 11 (7,200 XP)

Insidious Aura. A creature that starts its turn within 20 feet of

the remmanon must succeed on a DC 18 Wisdom saving throw,
unless the remmanon is incapacitated. On a failed save, the creature
must use its action to move up to its speed and make a melee
weapon attack against a creature of the remmanon's choice that the
remmanon can see. If a creature's saving throw is successful, the
creature is immune to the remmanon's Insidious Aura for the next
24 hours. Constructs, devils, and undead are immune to this effect.
The remmanon can use a bonus action to activate this aura on or off.
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Devil's Sight. Magical darkness doesn't impede the devil's
darkvision.

Innate Spellcasting. The remmanon's spellcasting ability is

Charisma (spell save DC 18, +10 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:

At will: detect evil and good, detect magic, disguise self, dissonant
whispers (5d6 damage)

Magic Resistance. The remmanon has advantage on saving throws
against spells and other magical effects.

ACTIONS

Hellfire Touch. Melee Spell Attack: +8 to hit, reach 5 ft., one target.
Hit: 14 (4d6) fire damage plus 14 (4d6) necrotic damage. If this
damage reduces the target to 0 hit points, it is disintegrated. A
disintegrated creature and everything it is wearing and carrying,
except magic items, are reduced to a pile of fine ash and slag. The
creature can be restored to life only by means of a true resurrection
or a wish spell.

Teleport (1/Day). The remmanon magically teleports, along with
any equipment it is wearing and carrying, up to 120 feet to an
unoccupied space it can see.

Summon Bearded Devils (1/Day). The remmanon magically
summons a 1d3 bearded devils. The devils appear in an unoccupied
spaces within 60 feet of the remmanon and act as the remmanon's
allies. The devils remain until the remmanon dies or until it
dismisses it as an action.
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XERFILSTYX

The xerfilstyx is a greater devil that has the upper form of a huge
winged devil, while its lower half is that of the body of a giant slug.
It lives within the depths of the river Styx, sampling the memory
fragments of souls that flow through it. Having lived in the waters
of Styx, the xerfilstyx devil has been driven insane from the
constant bombardment of memories. Like the sweetest of poisons,
a xerfilstyx takes pleasure in the memories it absorbs while it
dissolves its own mind. It is this insanity that drives xerfilstyx to
attack other creatures, eager to drive them into the waters of Styx
and taste memories within it. It is also because of this that other
devils avoid them.

Opportune Fighters. Xerfilstyx fight from the safety of the

river Styx, unleashing a barrage of offensive ice-based spells to
stun its enemies until it can charge in for a grapple. Once an
enemy is grappled, the xerfilstyx will suck out its blood and then
plunge it into the waters of Styx to end its life. When faced with
overwhelming numbers, the xerfilstyx will use its dreaded blood
breath, exhaling its own blood which is so caustic it can melt flesh
like butter.

[ =

X

A SRR T ¥ e D - oy

RFILSTYX
Huge fiend (devil), lawful evil

VIS TR S R

Hit Points 212 (17d12 + 102)
Speed 40 ft., burrow 20 ft., fly 50 ft., swim 40 ft.

INT
14 (+2)

STR
23 (+6)

DEX
13 (+1)

CON
22 (+6)

WIS
17 (+3)

CHA
18 (+4)

Saving Throws Str +11, Con +11, Wis +8, Cha +9

Skills Arcana +12, History +12, Religion +12

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages Infernal, telepathy 120 ft.

Challenge 15 (13,000 XP)

|
i Armor Class 18 (natural armor)

Amphibious. The xerfilstyx can breathe air and water.

Devil's Sight. Magical darkness doesn't impede the devil's
darkvision.

g Fear Aura. A creature that starts its turn within 20 feet of the
! xerfilstyx must succeed on a DC 17 Wisdom saving throw, unless
} the xerfilstyx is incapacitated. On a failed save, the creature is
frightened for 1 minute. While frightened in this way, a creature
must take the Dash action and move away from the xerfilstyx by the
safest available route on each of its turns, unless there is nowhere to
move, in which case it needn't take the Dash action. If the creature
ends its turn in a location where it doesn't have line of sight to the
xerfilstyx, the creature can repeat the saving throw. On a success,
the effect ends If a creature's saving throw is successful, the creature
is immune to the xerfilstyx's Fear Aura for the next 24 hours.
Innate Spellcasting. The xerfilstyx's spellcasting ability is Charisma
= R ST = N e ST AR
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(spell save DC 17, +9 to hit with spell attacks). It can innately cast

the following spells, requiring no material components:

At will: detect evil and good, detect magic, ray of frost (3d8 damage)
3/day each: charm person, dispel magic, major image, suggestion

1/day each: unholy aura (see Appendix C. New Spells)

Magic Resistance. The xerfilstyx has advantage on saving throws
against spells and other magical effects.

Spell Steal. As a bonus action, the xerfilstyx can steal a spell
prepared by a creature it is grappling with. The target must make
a DC 17 Wisdom saving throw or lose one of its spells (chosen at
random) as if the creature had already cast it. The stolen spell is
added to the xerfilstyx's list of spells that it can cast 1/day. The
xerfilstyx loses all spells acquired this way after 24 hours.

ACTIONS

Multiattack. The xerfilstyx makes three attacks: two with its
greatsword and one with its tail.

Greatsword. Melee Weapon Attack: +11 to hit, reach 15 ft., one
target. Hit: 20 (4d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 20 ft., one target.
Hit: 10 (1d8 + 6) bludgeoning damage and the target must make a
DC 16 Strength saving throw. On a failed save, the target is grappled I
(escape DC 16) and pulled to a space within 5 feet of the xerfilstyx.
While grappled this way, the target is restrained, takes 18 (4d8)
necrotic damage at the start of each of the xerfilstyx's turns, and the
xerfilstyx can't use its tail attack against other targets.

Blood Breath (Recharge after a Long Rest). The xerfilstyx exhales
scalding blood in a 60-foot cone. Each creature in that area must
succeed on a DC 19 Constitution saving throw, taking 22 (5d8) fire
damage and 22 (5d8) necrotic damage on a failed save, or half as
much damage on a successful one.

PN U

Teleport (1/Day). The xerfilstyx magically teleports, along with
any equipment it is wearing and carrying, up to 120 feet to an
unoccupied space it can see.
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DEVIL: ARCHDEVILS

ASMODEUS

Asmodeus, the Lord of Nessus, is the supreme master of the
Nine Hells. Deep within The Pit, the lowest point of all of Baator,
Asmodeus sits on his throne as he leads the eight archdukes

of Hell and schemes towards the total conquest of the cosmos.
Asmodeus believes that existence would be better off if he was to
rule it. His main goal is to destroy all of creation and rebuild it in
his image, pure and serene with him at the top. Those who do not
know his true capabilities see this as an arrogant vision bound

to fail, if only they knew that Asmodeus is one, if not the most,
intelligent and competent creatures in the plane of existence.

Being the most cunning of all, Asmodeus has the rest of the
archdukes in the palm of his hands. While the other archdevils
may have incredible power and sizable armies, Asmodeus is
able to diffuse hostilities through his incredible charisma and
unassailable logic. The other archdukes are incredibly wary of
raising arguments with Asmodeus, for fear of being drawn to a
contract that they know will only benefit him.

Majestic Ruler. No one knows the true form of Asmodeus,
but he often appears as a 9-foot-tall humanoid with dark red
skin, long black hair, and two horns. He is always dressed in
an expensive-looking majestic black and red robe, covering the
still bleeding wounds from his body that he gained when he was
forcefully exiled to the Pit a millennia ago. The wounds, though
centuries old, never cease to bleed, and yet Asmodeus is able to
keep his calm demeanor befitting the regal station of a supreme
ruler. Asmodeus is never without the Ruby Rod, an all-powerful
artifact given to him by Primus which he uses to bind souls into an
unbreachable contract. Through the ages, Asmodeus has learned
to channel the Ruby Rod which has evolved his powers to the
godly levels.

Nessus. Nessus, the lowest layer of the Nine Hells, is a barren
plain devoid of any life or activity. The ground on Nessus is
extremely flat, and is dotted with massive gouges, gorges, and
canyons that are miles across and dozens of miles deep. Wooden
bridges in various states of disrepair are scattered across some
of the gouges. Deep below the gouges that span several miles
deep, pit fiends and all kinds of devils cling to the walls and
outcroppings, waiting for any soul unfortunate enough to have
fallen into Nessus.

Most of the canyons and gouges in Nessus end in fiery pits of lava
except for the ones that houses the creatures that form Nessus’
great army.

Fortress Nessus. Notable among these locations is Malsheem,
an enormous city that is home to Fortress Nessus, Asmodeus’
stronghold. The citadel sits at the very bottom of the Pit, and is
only accessible to those he calls upon. While Nessus is a barren
wasteland, the insides of the fortress is like that of a magnificent
castle, intricately designed and furnished in gold and other
expensive elements. Those that step in are immediately weighed
down by the stifling aura of despair. Asmodeus’ throne sits at the
bottom of the fortress, and is guarded by pit fiends, cornugons, and
his generals. Any creature that manages to find Asmodeus himself
will first have to deal with the immense aura of submission that
comes from him. Asmodeus loathes mortals and weaker creatures
and will usually not appear nor accept their challenge. Instead, he
sends his most powerful generals to dispose of them.
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Unassailable Logician. Asmodeus is one of the most powerful
beings in the cosmos. Aside from being a mighty divine caster,
his time with the Ruby Rod has given him even more deadly
abilities. But what makes Asmodeus a truly dangerous opponent
is his unmatched logic. If ever he finds himself in combat with
equally powerful beings, Asmodeus will constantly explain to
them the error in their ways, even while he is being assaulted.
Halfway through the fight, he would have already planted the
seeds of doubt in his opponents, who will slowly begin to question
themselves and the necessity of fighting Asmodeus. By the time
the fight is over, his opponents would be divided, and some would
have already joined his side.
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ASMODEUS
Large fiend (devil), lawful evil

Armor Class 24 (natural armor)
Hit Points 375 (30d10 + 210)
Speed 40 ft., fly 120 ft.

STR
22 (+6)

DEX
20 (+5)

CON INT WIS CHA
24 (+7) 30 (+10) 30 (+10) 30 (+10)

Saving Throws Dex +14, Int +19, Wis +19, Cha +19

Skills Deception +19, Insight +19, Perception +19, Persuasion +19

Damage Resistances lightning, necrotic, radiant

Damage Immunities cold, fire, poison; bludgeoning, piercing, and
slashing from nonmagical attacks that aren't silvered

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., truesight 120 ft., passive Perception 29

Languages all, telepathy 120 ft.

Challenge 30 (155,000 XP)

Aura of Submission. While Asmodeus is wielding the Ruby Rod, a
creature that starts his turn within 20 feet of Asmodeus must succeed
on a DC 27 Wisdom saving throw, unless Asmodeus is incapacitated.
On a failed save, the creature must kneel and bow before Asmodeus
until the start of its next turn. Until this kneeling and bowing ends,
the target can't take actions or reactions, and its speed is 0 and can't
be increased. If a creature's saving throw is successful, the creature is
immune to Asmodeus's Aura of Submission for the next 24 hours.

Discorporation. When Asmodeus drops to 0 hit points or dies, his
body is destroyed but his essence travels back to his domain in
Nessus, the bottommost layer of the Nine Hells, and is unable to take
physical form for a time.

Limited Magic Immunity. Unless he wishes to be affected, Asmodeus
is immune to spells of 6th level or lower. He has advantage on saving
throws against all other spells and magical effects.

Innate Spellcasting. Asmodeus's spellcasting ability is Charisma
(spell save DC 27, +19 to hit with spell attacks). He can innately cast
the following spells, requiring no material components:

At will: alter self (can become Medium when changing his
appearance), chain lightning, cone of cold, detect magic, dispel
magic, identity, hellish rebuke (8th level), improved invisibility,
mass suggestion, mislead, misty step, shield, telekinesis

3/day each: delayed blast fireball, dominate monster; prismatic spray,
plane shift, programmed illusion, project image, symbol

1/day each: foresight, meteor swarm, power word Kkill, wish

Spellcasting. Asmodeus is a 20th-level spellcaster. His spellcasting
ability is Wisdom (spell save DC 27, +19 to hit with spell attacks)
and he needs only verbal components to cast his spells. He has the
following cleric spells prepared:

Cantrips (at will): guidance, mending, thaumaturgy, toll the dead

1st level (4 slots): command, healing word, sanctuary

2nd level (3 slots): hold person, locate object, zone of truth

3rd level (3 slots): mass healing word, remove curse, spirit guardians

4th level (3 slots): banishment, divination, freedom of movement,
locate creature

5th level (3 slots): dispel evil and good, flame strike, geas, legend
lore, mass cure wounds, scrying, unholy weapon*

6th level (2 slots): blade barrier; harm, heal, word of recall

7th level (2 slots): divine word, fire storm, resurrection

8th level (1 slot): antimagic field, unholy aura®

Oth level (1 slot): gate, true resurrection

* (see Appendix C. New Spells)

Legendary Resistance (5/Day). If Asmodeus fails a saving throw, he
can choose to succeed instead.

Magic Weapons. Asmodeus's weapon attacks are magical.

Regeneration. If Asmodeus has at least 1 hit point, he regains 30 hit
points at the start of his turn.
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Swift Caster. While wielding the Ruby Rod, Asmodeus can use a
bonus action to cast a spell that has a casting time of one action.

ACTIONS

Multiattack. Asmodeus attacks twice with his Ruby Rod and uses his
Chill Gaze.

Ruby Rod (+5 Mace). Melee Weapon Attack: +20 to hit, reach 10

ft., one target. Hit: 20 (2d8 + 11) bludgeoning damage plus 18 (4d8)
necrotic damage. If the target is a creature, it must make a DC 27
Wisdom saving throw. On a failed save, the creature must kneel
and bow before Asmodeus until the start of its next turn. Until this
kneeling and bowing ends, the target can't take actions or reactions,
and its speed is 0 and can't be increased, unless Asmodeus forces it
to (see Command Submissive below).

Chill Gaze. Asmodeus turns his magical gaze toward one creature

he can see within 120 feet of it. The target must succeed on a DC 24
Constitution saving throw. On a failed save, the creature takes 31
(6d6 + 10) cold damage, can't use reactions, its speed is halved, and it
can't make more than one attack on its turn. In addition, the creature
can use either an action or a bonus action on its turn, but not both.
These effects last for 1 minute. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on itself with a
successful save. On a successful save, the target takes half as much
damage.

Reverie of Nessus (1/Day). While wielding the Ruby Rod, Asmodeus
magically creates a 5-foot radius spherical wall of force centered on
Asmodeus that lasts until the start of Asmodeus's next turn. This
wall of force functions as both the wall of force and the antimagic
field spells. While inside this sphere, Asmodeus can function as if
under the time stop spell. In addition, Asmodeus is automatically
purged of any unwanted physical and magical conditions, enchant-
ments or effects, diseases, and maladies (including lost body parts).
Furthemore, Asmodeus regains all hit points and gains the benefits of
someone that has completed a long rest.

Teleport. Asmodeus magically teleports, along with any equipment it
is wearing and carrying, up to 120 feet to an unoccupied space it can
see.

LEGENDARY ACTIONS

Asmodeus can take 4 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and

only at the end of another creature's turn. Asmodeus regains spent
legendary actions at the start of his turn.

Chill Gaze. Asmodeus uses his Chill Gaze.

Command Submissive. Asmodeus targets one creature that is
kneeling and bowing he can see within 60 feet of him. The target
uses its reaction to move up to half its speed and make one weapon
attack against a creature of Asmodeus's choice that he can see.

Teleport. Asmodeus uses his Teleport action.

Ruby Rod (Costs 2 Actions). Asmodeus attacks with his Ruby Rod.

Master Strategist (Costs 2 Actions). Roll d10 for Asmodeus.
Depending on Asmodeus's choice, the number rolled on the die is
subtracted from an attack roll made against Asmodeus or an ally of
his choice or a saving throw roll made against Asmodeus within
the next minute. Alternatively, the number rolled can be added to
Asmodeus's next ability check, attack roll or saving throw within
the next minute, if he so chooses. Asmodeus can keep up to 3
Master Strategist dies at a time.

Cast a Spell (Costs 1-4 Actions). Asmodeus expends a spell slot to
cast a 1st-, 2nd-, 3rd-level, or 4th-level spell that he has prepared.
Doing so costs 1 legendary action per level of the spell.

Summon Pit Fiend (Costs 4 Actions). Asmodeus magically
summons a Pit Fiend. The devil appears in an unoccupied space
within 60 feet of Asmodeus, acts as Asmodeus's ally, and can
summon other devils if it has such power. The devil remains until
Asmodeus dies or until he dismisses it as an action.
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DISPATER

The reclusive lord of Dis rules the second layer of Baator with a
militaristic grip. Hidden within his main lair, the ominous Iron
Tower, Dispater sits on his throne surrounded by the weapons,
treasures and scrolls of secrets he has gained throughout
millennia. The Lord of Iron stands at an imposing height of 7
feet, with steel-like, bluish skin that is cold to the touch. His black
hair is always swept back, prominently showing the two horns on
his forehead. Dispater prefers to roam his castle in resplendent
regalia, but underneath the royal robe is a unique adamantine
armor that he personally crafted and designed to protect him
from any attack no matter how powerful. The armor gleams in
the darkness, imbued with magical charms that allows him to
teleport to safety if he is about to be harmed. Always cautious and
prepared, Dispater has a heavy mace at his side, and a gleaming
black rod with his symbol at the top serving as his badge of office.

Arms Dealer. Dispater trades in iron and secrets. The most
vicious weapons in all nine layers of Hell come from Dis and
Dispater sits at the top of all arms deals, selling weapons and
armor to both sides of any battle. The most powerful weapons,
however, are in the hands of his archdukes and trusted
commanders, with a select few stored in his throne room for his
own use.

Within the main chamber of the tower sits a mound of scrolls
full of secrets that Dispater has collected throughout his life. This
veritable treasure trove of knowledge has been the object of envy
among the other lords, seeing it as a new source of advantage
over each other. The secrets that Dispater has collected has
always come at a price. Creatures will often bargain their souls
as payment for the answer to a secret, which Dispater always
gladly collects to fuel his soul harvesters.

The Iron Tower. Dispater rarely leaves his fortress,
preferring to stay inside his libraries and workshops as he
watches over Dis through the eyes of his minions. The
Iron Tower stands in the middle of Dis, and always looks
like it is farther than it seems. The tower is completely
black and is always enveloped in dark mists and
shadows. Erinyes constantly circle the tower, ensuring
that no one gets in or out without Dispater’s approval.

Dispater is the only one who decides who is allowed
to go in and out of the fortress and getting in is a
near-impossible task. There are several ways to get
in the tower and all have deadly consequences. One
may try to secure the services of the imps that loiter
along the streets of Dis. These imps usually pose as
mischevious and chattering children and
are willing to guide anyone through the
maze-like city and into the fortress for
a price. Adventurers beware though,
because the imps’ true goal is to lure
would-be victims to their deaths.

Due to Dispater’s deep paranoia, he prefers to
stay in his fortress and instead send messages to his
archdukes through letters sewed on the bodies of imp
servants. These messengers use a secret passage
to travel in and out of the fortress.
Adventurers may attempt to follow
the imp as it goes through the secret
passage, though they will need to
take great care not to harm or kill the
imp, lest Dispater be alerted.

Dispater’s Lair. The halls of the [ron
Tower is as labyrinthine as the city it
stands on. Hallways and chambers look
identical and no pathway looks the same after
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passing through it, leading intruders in a hopeless, trap-filled, rat
race to find Dispater’s throne room.

Dispater’s lair sits at the top of the Iron Tower, underneath the
dome that forms the highest point of the tower. The circular room
has obsidian black walls which are as hot as all the walls in Dis,
and four full-sized windows that Dispater uses to watch the entire
city. In the middle of the room is a dais where Dispater sits on his
iron throne. On one side of the throne is a rack of weapons that
Dispater has chosen for his private collection. On the other side
is a long table full of maps and plans that cover the second layer
and the city of Dis that Dispater uses to create his security and
construction plans. Lined up against the walls are the numerous
scrolls of secrets that Dispater himself guards with magic
connected to his life force.

Rust and Discord. Anyone who tries to reach the main lair and
challenge the Lord of Iron will need to contend with the room’s
unbearable heat and Dispater’s aura of fear. Metal obviously has
no effect on him, any weapon or armor that he touches rust almost
immediately. Opponents will also have to deal with his ability to
teleport and summon powerful erinyes and horned devils to fight
for him, as well as his ability to share the shameful and despicable
secrets of his opponents to their allies, twisting the truths, and
forcing them to fight each other.
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DISPATER

Medium fiend (devil), lawful evil

Armor Class 23 (+5 adamantine plate)
Hit Points 312 (25d8 + 200)

Speed 30 ft.
STR DEX CON INT WIS CHA
26 (+8) 12(+1) 26(+t8) 24 (+7) 22(+6) 26 (+8)

Saving Throws Str +16, Con +16, Wis +14, Cha +16

Skills Insight +14, Perception +14, Persuasion +16, Survival +14

Damage Resistances cold

Damage Immunities fire, poison, bludgeoning, piercing, and
slashing from nonmagical attacks that aren't adamantine

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., truesight 120 ft., passive Perception 24

Languages all, telepathy 120 ft.

Challenge 25 (75,000 XP)

Fear Aura. A creature that starts its turn within 20 feet of Dispater
must succeed on a DC 24 Wisdom saving throw, unless Dispater is
incapacitated. On a failed save, the creature is frightened until the
start of its next turn. If a creature's saving throw is successful, the
creature is immune to Dispater's Fear Aura for the next 24 hours.

Innate Spellcasting. Dispater's spellcasting ability is Charisma
(spell save DC 24). He can innately cast the following spells,
requiring no material components:

At will: alter self (can become Medium when changing his
appearance), cloud of daggers (6th level), detect magic, heat metal
(6th level), shield, suggestion

2/day each: blade barrier; charm monster, dispel magic, staggering
smite, unholy weapon*, wall of iron*

1/day each: contingency, cage, invulnerability, mordenkainen's
sword, unholy aura*

* (see Appendix C. New Spells)

Legendary Resistance (3/Day). If Dispater fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Dispater has advantage on saving throws against
spells and other magical effects.

Magic Weapons. Dispater's weapon attacks are magical.

Regeneration. Dispater regains 20 hit points at the start of his turn.
If he takes radiant damage, this trait doesn't function at the start of

its next turn. Dispater dies only if he starts its turn with O hit points
and doesn't regenerate.

Rust Metal. Any nonmagical weapon made of metal that hits
Dispater corrodes. After dealing damage, the weapon takes a
permanent and cumulative -1 penalty to damage rolls. If its penalty
drops to -5, the weapon is destroyed.

When a creature hits Dispater with a magical weapon made of
metal and deals damage, it must succeed on a DC 24 Wisdom
saving throw with advantage on the roll. On a failed save, the
weapon takes a permanent and cumulative -1 penalty to damage
rolls. If its penalty drops to -5, the weapon is destroyed.

Ammunition made of metal that hits Dispater is destroyed after
dealing damage.

ACTIONS

Multiattack. Dispater makes two heavy mace attacks. He can use
Iron Touch or Rusting Touch in place of one of these attacks.

Heavy Mace. Melee Weapon Attack: +16 to hit, reach 10 ft., one
target. Hit: 12 (1d8 + 8) bludgeoning damage plus 13 (3d8) force
damage.

Iron Touch. Melee Weapon Attack: +16 to hit, reach 5 ft., one
creature. Hit: 11 (1d6 + 8) piercing damage and the target must
succeed on a DC 24 Constitution saving throw against being
magically turned into iron. On a failed save, the creature begins to
turn to iron and is restrained. It must repeat the saving throw at the
end of its next turn. On a success, the effect ends. On a failure, the
creature is turned into iron for 24 hours.

Rusting Touch. Dispater corrodes a ferrous metal object it can see
within 5 feet of it. If the object isn't being worn or carried, the touch
destroys a 1-foot cube of it. If the object is being worn or carried by
a creature, the creature can make a DC 24 Dexterity saving throw
to avoid Dispater's touch. If the object is magical, the creature has
advantage on the saving throw.

If the object touched is either metal armor or a metal shield being
worn or carried, its takes a permanent and cumulative -1 penalty to
the AC it offers. Armor reduced to an AC of 10 or a shield that drops
to a +0 bonus is destroyed. If the object touched is a held metal
weapon, it rusts as described in the Rust Metal trait.

Deadly Secrets (Recharge 5-6). Dispater chooses one creature it
can see within 60 feet of it. Each ally of the target within 60 feet of
Dispater and can hear Dispater must succeed on a DC 24 Wisdom
saving throw or it takes 18 (4d8) psychic damage and must use its
reaction to move up to half its speed towards the target and if it is
within range, make one melee weapon attack against it. Otherwise,
it must make a ranged weapon attack or ranged spell attack against
the target. On a successful save, a creature takes half as much
damage. Constructs and undead are immune to this effect.

Teleport. Dispater magically teleports, along with any equipment
it is wearing and carrying, up to 120 feet to an unoccupied space it
can see.

LEGENDARY ACTIONS

Dispater can take 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature's turn. Dispater regains spent
legendary actions at the start of his turn.

Dispater's Touch. Dispater uses Iron Touch or Rusting Touch.

Teleport. Dispater uses his Teleport action.

Enemy Insight (Costs 2 Actions). Dispater chooses one target it
can see within 60 feet of him. Until the end of Dispater's next turn,
Dispater has advantage on the next attack roll and saving throw he
makes against the target. In addition, the target has disadvantage
on the next attack roll and saving throw it makes against Dispater.

Heavy Mace (Costs 2 Actions). Dispater makes a heavy mace
attack.

Raise Barrier (Costs 2 Actions). Dispater casts blade barrier;
cloud of daggers or wall of iron.

REACTIONS

Vexing Escape (Recharge 5-6). When Dispater takes damage,
he reduces that damage to 0 and teleports up to 120 feet to an
unoccupied space it can see.
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MEPHISTOPHELES

Mephistopheles, the Lord of Cania, is the Archduke
of the eight layer of Hell. Steeped in research and
acquisition of knowledge, Mephistopheles has spent
countless millennia on the study of arcane magic. The
expanse of his research has attracted the attention of
other archdukes, most notably Dispater the lord of
the second, who now regularly sends envoys to
Cania in case Mephistopheles stumbles upon new
knowledge that he would also like to acquire. The
most prominent research on Mephistopheles’
table is that of hellfire magic. While he is
the only one who has mastered the use of
hellfire magic, Mephistopheles willingly
imparts the power to influential people and
devoted followers in order to build up and
strengthen his cult following. ¢

Irritable Lord. On the surface, he has
a calm demeanor like that of a well-
educated and sophisticated gentleman.
But as Asmodeus's foremost wizard of the
Nine Hells, Mephistopheles is impatient
and unforgiving, and is prone to killing
minions and other creatures that he may
perceive to be distractions or annoyances
to him. Over 9 feet tall with red skin, a
muscular body, leathery bat wings, two
curved great horns, long black hair,
and yellow eyes, Mephistopheles’
appearance is that of a traditional
devil that mortals perceive. He
wears a long, black cape and
always carries his ranseur, a vicious
three-pronged staff through which he can
channel his hellfire magic.

Cania. Adventurers who dream of
going to Cania will need to survive the
frigid temperature that it offers. Without
any protection, any creature will freeze to
death in seconds while exposed to Cania’s
punishing weather. Mephistopheles chooses
to keep the entire layer of Cania under freezing
temperatures and ice storms to deter unwanted visitors.

Anyone wishing to visit Cania will need to sign a written

approval from Mephistopheles himself which grants visitors
protection from the cold weather, but also makes them subject

to Mephistopheles's Word of Injunction. Most visitors are loyal
worshipers and powerful wizards who would like to study under
Mephistopheles or offer him new knowledge. These unfortunate
visitors soon find themselves the fancy of the Lord of Eight and are
soon unwillingly bound to a contract and forced to toil in the vast
libraries and research laboratories of Cania for all eternity.

Mephistar. The Citadel of Mephistar is the manor of
Mephistopheles. Perched on top of the tallest point of Cania and
surrounded by glaciers, Mephistar acts as the Lord of Eight’s
main laboratory. The entire citadel is colder than Cania, and the
citadel's inhabitants, who are mostly scholars, sages, and wizards,
have learned not to touch the walls for fear of freezing their limbs
instantly. This design was not made to punish the dwellers though.
Mephistar was brought to lower than freezing temperatures so
that the citadel could sustain Mephistopheles’ hellfire experiments.
Some areas that house the strongest hellfire experiments have
already started to melt and are creating icy pools on the floor.
While these pools are a trivial matter to its denizens, naive
wanderers and intruders may find themselves frozen in an icy pool
of water or dying of hypothermia.
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Hellfire and Ice. The hallway to Mephistopheles lair is lined
with various ports and hidden holes that blast hellfire from time
to time. While others may see this as a trap, Mephistopheles
only designed this for his amusement. In the middle of his lair,
Mephistopheles sits on a slowly melting throne, with a “moat” of
icy water surrounding the dais. The temperature in the room can
change depending on Mephistopheles’ whim. Adventurers who
wish to defeat the Lord of Eight will have to deal with extreme
heat and cold as they battle Mephistopheles. The archduke is an
archmage and can emit an aura of hellfire from his body at will.
As the true master of hellfire, Mephistopheles can disintegrate
opponents through hellfire with nothing but a gaze. While
Mephistopheles possesses all of these powers, he perceives
combat as trivial and will have his subordinates and the ice devils
he summons to fight for him.



I T

%
!
|
!
|
E
!
|
|
!
‘g
|
1
|
|

\

MEPHISTOPHELES
Large fiend (devil), lawful evil

Armor Class 22 (natural armor)
Hit Points 325 (26d10 + 182)
Speed 40 ft., fly 80 ft.

STR
20 (+5)

DEX
18 (+4)

CON
24 (+7)

INT
26 (+8)

WIS
26 (+8)

CHA
27 (+8)

Saving Throws Dex +12, Int +16, Wis +16, Cha +16

Skills Arcana +16, History +16, Investigation +16, Perception +16,
Persuasion +16, Religion +16

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities cold, fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., truesight 120 ft., passive Perception 26

Languages all, telepathy 120 ft.

Challenge 26 (90,000 XP)

Hellfire Aura. As a bonus action, Mephistopheles can emit an

aura of diabolic fire, appearing swathed in dark searing flames. A
creature that starts its turn within 10 feet of Mephistopheles, or
touches him or hits him with a melee attack while within 10 feet

of him and the Hellfire Aura is active takes 11 (2d10) fire damage.

A creature that takes damage from the Hellfire Aura becomes
vulnerable to fire damage until the start of its next turn. The Hellfire
Aura remains until Mephistopheles dies or until he dismisses it as
an action.

Innate Spellcasting. Mephistopheles's spellcasting ability is
Charisma (spell save DC 24, +16 to hit with spell attacks). He can
innately cast the following spells, requiring no material components:

At will: alter self (can become Medium when changing his

appearance), detect magic, scorching ray (5th level), fireball, locate
object, suggestion, telekinesis

3/day each: charm monster; dispel magic, unholy weapon (see
Appendix C. New Spells), wall of fire

1/day each: divine word, meteor swarm, symbol, unholy aura (see

Appendix C. New Spells)

Spellcasting. Mephistopheles is a 20th-level spellcaster. His

spellcasting ability is Intelligence (spell save DC 24, +16 to hit with

spell attacks) and he needs only verbal components to cast his

spells. He has the following wizard spells prepared:

Cantrips (at will): mage hand, mending, minor illusion, prestidigi-
tation, ray of frost (4d8 damage)

1st level (4 slots) : identify, magic missile, shield

2nd level (3 slots): hold person, mind spike, misty step, scorching ray

3rd level (3 slots): counterspell, major image, lightning bolt

4th level (3 slots): arcane eye, fabricate, Otiluke's resilient sphere

5th level (3 slots): cone of cold, dominate person, modify memory,
scrying

6th level (2 slots): chain lightning, disintegrate, soul cage, wall of ice

7th level (2 slots): delayed blast fireball, forcecage, sequester

8th level (1 slot): Abi-Dalzim's horrid wilting, dominate monster

9th level (1 slot): imprisonment, prismatic wall

Legendary Resistance (3/Day). If Mephistopheles fails a saving
throw, he can choose to succeed instead.

Magic Resistance. Mephistopheles has advantage on saving throws
against spells and other magical effects.

Magic Weapons. Mephistopheles's weapon attacks are magical.

J
\
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Regeneration. Mephistopheles regains 20 hit points at the start of )
his turn. If he takes radiant damage, this trait doesn't function at the i
start of his next turn. Mephistopheles dies only if he starts his turn |
with 0 hit points and doesn't regenerate. f

ACTIONS

Multiattack. Mephistopheles makes two ranseur attacks.

Ranseur. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 16 (2d10 + 5) piercing damage plus 11 (2d10) fire damage
and the creature is vulnerable to fire damage until the end of
Mephistopheles' next turn.

Hellfire Gaze (Recharge 5-6). Mephistopheles's eyes project intense
fiery energy in a 120-foot line that is 5 feet wide. Each creature

in that line must make a DC 23 Dexterity saving throw, taking

29 (6d6 + 8) fire damage on a failed save, or half as much on a
successful one. If this damage reduces the target to O hit points, it is
disintegrated. A disintegrated creature and everything it is wearing
and carrying, except magic items, are reduced to a pile of fine ash
and slag. The creature can be restored to life only by means of a true
resurrection or a wish spell.

Word of Injunction (1/Day). Mephistopheles utters a dreadful
word of power that can compel one creature it can see within 60
feet to die instantly or be assailed with waves of intense pain. The
creature must have entered into a legally binding contract with
Mephistopheles beforehand. Otherwise, it has no effect.

If the target has 150 hit points or less, Mephistopheles can choose
to have its hit points reduced to 0 and its corpse reduced to ashes.
Otherwise, Mephistopheles can cause the target to be affected by
crippling pain and any speed it has can be no higher than 10 feet.
The target also has disadvantage on attack rolls, ability checks, and
saving throws, other than Constitution saving throws. Finally, if the
target tries to cast a spell, it must first succeed on a Constitution
saving throw, or the casting fails and the spell is wasted.

A target suffering this pain can make a DC 24 Constitution saving
throw at the end of each of its turns. On a successful save, the pain
ends.

Teleport. Mephistopheles magically teleports, along with any
equipment he is wearing and carrying, up to 120 feet to an
unoccupied space it can see.

LEGENDARY ACTIONS

Mephistopheles can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. Mephistopheles
regains spent legendary actions at the start of his turn.

Teleport. Mephistopheles uses his Teleport action.

Ranseur (Costs 2 Actions). Mephistopheles makes one ranseur
attack.

Cast a Spell (Costs 1-3 Actions). Mephistopheles expends a spell
slot to cast a 1st-, 2nd-, or 3rd-level spell that he has prepared.
Doing so costs 1 legendary action per level of the spell.

Summon Ice Devil (Costs 3 Actions). Mephistopheles magically
summons an Ice Devil. The devil appears in an unoccupied space
within 60 feet of Mephistopheles, acts as Mephistopheles's ally, and
can summon other devils if it has such power. The devil remains
until Mephistopheles dies or until he dismisses it as an action.

e ———" o — e e ————— e
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DEevIL: THE ASPECTS

ASPECT OF ASMODEUS

Asmodeus, despite being the most powerful fiend in the known
multiverse, ironically does not make it difficult to grant a petitioner
an Aspect. However, the petitioner must willingly sign away his
soul in eternal servitude to Asmodeus.

The Aspect of Asmodeus may not match the cunning and
calculating logic of its progenitor, but it still captures the Lord
of Nessus's magnetic appeal. The Aspect appears as a 13-foot
tall, dark-skinned man with extremely handsome features. Two
short curving horns sprout from its forehead and its eyes glow a

ASPECT OF ASMODEUS
Large fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 180 (19d10 + 76)
Speed 40 ft., fly 80 ft.

DEX
15 (+2)

CON
18 (+4)

INT
23 (+6)

WIS
23 (+6)

CHA

17 (+3) 23 (+6)
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Skills Deception +12, Insight +12, Perception +12, Persuasion +12

Damage Resistances lightning, necrotic, radiant; bludgeoning,
piercing, and slashing from nonmagical attacks that aren't silvered

Damage Immunities cold, fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 240 ft., passive Perception 22

Languages all, telepathy 120 ft.

Challenge 17 (18,000 XP)

? Aura of Submission. While the Aspect of Asmodeus is wielding the
Ruby Rod, a creature that starts its turn within 20 feet of the Aspect
of Asmodeus must succeed on a DC 20 Wisdom saving throw,
unless the Aspect of Asmodeus is incapacitated. On a failed save,
the creature must kneel and bow before the Aspect of Asmodeus
until the start of its next turn. Until this kneeling and bowing ends,
the target can't take actions or reactions, and its speed is 0 and can't
be increased. If a creature's saving throw is successful, the creature
is immune to the Aspect of Asmodeus's Aura of Submission for the
next 24 hours.
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Innate Spellcasting. The Aspect of Asmodeus's spellcasting ability
is Charisma (spell save DC 20, +12 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:
At will: alter self (can become Medium when changing his
appearance), detect magic, dispel magic, hellish rebuke (4th level),
identify, misty step, shield
2/day each: chain lightning, cone of cold, improved invisibility,
mass suggestion, mislead, telekinesis
1/day each: dominate monster, prismatic spray, project image

Spellcasting. The Aspect of Asmodeus is a 13th-level spellcaster.
Its spellcasting ability is Wisdom (spell save DC 20, +12 to hit with
spell attacks) and it needs only verbal components to cast its spells.
It has the following cleric spells prepared:

Cantrips (at will): guidance, mending, thaumaturgy, toll the dead
1st level (4 slots): command, healing word, sanctuary

2nd level (3 slots): hold person, silence, zone of truth

3rd level (3 slots): mass healing word, remove curse, spirit guardians

4th level (3 slots): banishment, freedom of movement, guardian of
faith, locate creature

5th level (2 slots): dispel evil and good, flame strike, mass cure
wounds, unholy weapon®

6th level (1 slot): blade barrier, heal

7th level (1 slot): divine word

% (see Appendlx C. New Spells)
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malevolent red. It wears a rich crimson robe made from the most
expensive materials and wields a faux version of the Archfiend's
Ruby Rod. The Aspect exudes a charismatic aura that captivates
any that look at it to kneel and bow in reverence and adoration.

While it may lack its progenitor's brilliant tactical mind, the
Aspect is still a mighty being to face. Its spell abilities are already
more than enough to defeat most heroes. But with the Ruby Rod
in its hand, the Aspect is a very formidable opponent able to force
enemies into submission, cast spells effortlessly, and freeze foes
with a stare.

T T . T T e AR T R

Legendary Reststance 1 ﬂ)ay) If the Aspect of Asmodeus falls a

saving throw, it can choose to succeed instead.

Regeneration. The Aspect of Asmodeus regains 10 hit points at the
start of its turn. If it takes cold or radiant damage, this trait doesn't
function at the start of its next turn. The Aspect of Asmodeus dies
only if it starts its turn with O hit points and doesn't regenerate.

Swift Caster. While wielding the Ruby Rod, the Aspect of Asmodeus
can use a bonus action to cast a spell that has a casting time of one
action.

ACTIONS

Multiattack. The Aspect of Asmodeus attacks twice with its Ruby
Rod and uses its Chill Gaze.

Ruby Rod. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 12 (2d8 + 3) bludgeoning damage plus 4 (1d8) necrotic damage.
If the target is a creature, it must make a DC 20 Wisdom saving
throw. On a failed save, the creature must kneel and bow before

the Aspect of Asmodeus until the start of its next turn. Until this
kneeling and bowing ends, the target can't take actions or reactions,
and its speed is 0 and can't be increased.

Chill Gaze. The Aspect of Asmodeus turns its magical gaze toward
one creature it can see within 60 feet of it. The target must succeed
on a DC 18 Constitution saving throw. On a failed save, the creature
takes 16 (3d6 + 6) cold damage, can't use reactions, its speed

is halved, and it can't make more than one attack on its turn. In
addition, the creature can use either an action or a bonus action on
its turn, but not both. These effects last until the end of the Aspect of
Asmodeus's next turn. On a successful save, the target takes half as
much damage.

Teleport (Recharges 5/6). The Aspect of Asmodeus magically
teleports, along with any equipment it is wearing and carrying, up to
60 feet to an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Asmodeus can take 4 legendary actions, choosing
from the options below. Only one legendary action option can be
used at a time and only at the end of another creature's turn. The
Aspect of Asmodeus regains spent legendary actions at the start of
his turn.

Chill Gaze. The Aspect of Asmodeus uses its Chill Gaze.

Command Submissive. The Aspect of Asmodeus targets one
creature frightened by it that it can see within 60 feet of it. The
target uses its reaction to move up to half its speed and make one
weapon attack against a creature of Aspect of Asmodeus's choice
that it can see.

Teleport. The Aspect of Asmodeus uses its Teleport action, if
available.

Ruby Rod (Costs 2 Actions). The Aspect of Asmodeus attacks with
its Ruby Rod.

Cast a Spell (Costs 1-4 Actions). The Aspect of Asmodeus expends
a spell slot to cast a 1st-, 2nd-, 3rd-level, or 4th-level spell that it
has prepared. Doing so costs 1 legendary action per level of the
spell.




ASPECT OF BAEL

Bael only listens to petitions from his followers who consider
themselves soldiers and generals, and only if the Aspect

is to be used in times of war as part of a tactical move or
stratagem.

The Aspect of Bael looks like a 10-foot tall muscular
humanoid with handsome bovine features. It has an
impressive mane of bright red hair and a pair of bull horns on
its head. Its skin is colored gold and its mouth is ridged with
sharp teeth and fangs.

When engaging enemies, the Aspect of Bael unfortunately
does not share its progenitor's natural ability to think a few
steps ahead, measure the battlefield, and make tactical
decisions. Instead, the Aspect prefers to wade into battle
with its morningstar, only falling back to its spells and other
abilities if hard-pressed.

ASPECT OF BAEL
Large fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 114 (12d10 + 48)

Speed 30 ft.
STR DEX CON INT WIS CHA
19 (+4) IBEID)  IeER B E) 17 (E) L7 (GH3)

Skills Intimidation +7, Perception +7, Persuasion +7

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 17

Languages all, telepathy 60 ft.

Challenge 10 (5,900 XP)

Dreadful. The Aspect of Bael can use a bonus action to appear

dreadful until the start of his next turn. Each creature, other than a

devil, that starts its turn within 10 feet of the Aspect of Bael must

succeed on a DC 15 Wisdom saving throw or be frightened until the
i start of the creature's next turn.

Innate Spellcasting. The Aspect of Bael's spellcasting ability is
Charisma (spell save DC 15, +7 to hit with spell attacks). It can
innately cast the following spells, requiring no material components:

At will: alter self (can become Medium when changing its
appearance), detect magic

3/day each: charm person, inflict wounds (5th level), invisibility,
major image
1/day each: animate dead, dispel magic, suggestion

Legendary Resistance (1/Day). If the Aspect of Bael fails a saving
throw, it can choose to succeed instead.

Regeneration. The Aspect of Bael regains 10 hit points at the

start of its turn. If it takes cold or radiant damage, this trait doesn't
function at the start of its next turn. The Aspect of Bael dies only if it
starts its turn with O hit points and doesn't regenerate.

ACTIONS

Multiattack. The Aspect of Bael makes two melee attacks.

Hellish Morningstar. Melee Weapon Attack: +8 to hit, reach 20 ft.,
one target. Hit: 11 (2d6 + 4) piercing damage plus 9 (2d8) necrotic
damage.

Teleport (Recharges 5-6). The Aspect of Bael magically teleports,
along with any equipment it is wearing and carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Bael can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The Aspect of
Bael regains spent legendary actions at the start of its turn.

Awaken Greed. The Aspect of Bael casts charm person or major
image.

Teleport. The Aspect of Bael uses its Teleport action, if available.

Attack (Cost 2 Actions). The Aspect of Bael attacks once with its
hellish morningstar.
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Large fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 152 (16d10 + 64)
Speed 30 ft., fly 60 ft.

INT
18 (+4)

WIS
14 (+2)

CHA
19 (+4)

STR
21 (+5)

DEX
10 (+0)

CON
19 (+4)

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 17

Languages all, telepathy 60 ft.

Challenge 13 (10,000 XP)

Fear Aura. A creature that starts its turn within 20 feet of the Aspect
of Bel must succeed on a DC 17 Wisdom saving throw, unless the
Aspect of Bel is incapacitated. On a failed save, the creature is
frightened until the start of its next turn. If a creature's saving throw
is successful, the creature is immune to the Aspect of Bel's Fear
Aura for the next 24 hours.

Innate Spellcasting. The Aspect of Bel's spellcasting ability is
Charisma (spell save DC 17). It can innately cast the following
spells, requiring no material components:

At will: detect magic
3/day each: fireball, mirror image

|
g Skills Intimidation +9, Perception +7, Persuasion +9
{
§
{
{
g 1/day each: dispel magic, hold monster;, wall of fire

ASPECT OF BEL

Bel does not have any cults, but is
still worshipped by some warriors
and soldiers. Although it is very
unlikely that he will grant a
petition to bestow an Aspect, it
is still possible depending on
the reason, especially if it can
somehow help him reclaim the
rulership of Avernus back from Zariel.
The Aspect of Bel appears as a pit fiend
wearing a golden suit of plate armor and
wielding a flaming greatsword.

The fiend is a deadly opponent to face, having retained the
tactical brilliance of its progenitor. In addition, its fearsome
sword can cut down the mightiest of heroes and when facing
a great number of foes, it is able to unleash fireball spells and
wall of fire to quickly turn the tide of battle.

.
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Legendary Resistance (1/Day). If the Aspect of Bel fails a saving
throw, it can choose to succeed instead.

ACTIONS

Multiattack. The Aspect of Bel makes two attacks: one with its
greatsword and one with its tail.

Greatsword. Melee Weapon Attack: +10 to hit, reach 20 ft., one
target. Hit: 19 (4d6 + 5) slashing damage plus 10 (3d6) fire damage.
If the target is a flammable object that is not being held or worn, it
catches fire.

Tail. Melee Weapon Attack: +10 to hit, reach 20 ft., one target.

Hit: 21 (3d10 + 5) bludgeoning damage. If the target is a creature, it
must succeed on a DC 18 Constitution saving throw or be stunned
until the end of its next turn.

Teleport (Recharges 5-6). The Aspect of Bel magically teleports,
along with any equipment it is wearing and carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Bel can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The Aspect of
Bel regains spent legendary actions at the start of its turn.

Move. The Aspect of Bel moves up to half its speed.

Teleport. The Aspect of Bel uses its Teleport action, if available.

Attack (Cost 2 Actions). The Aspect of Bel attacks once with its
greatsword.

Fireball (Cost 2 Actions). The Aspect of Bel casts fireball.

Tactical Edge (Cost 2 Actions). Roll a d6 for the Aspect of Bel. The

number rolled on the die is subtracted from the next attack roll

made against the Aspect of Bel or an ally of its choice within the

next minute.




ASPECT OF DISPATER

Probably the only reasons Dispater will grant an Aspect to its
petitioner is if Dispater will gain a the petitioner's soul or secret
information important enough to the Lord of Dis.

The Aspect of Dispater will resemble a 7-foot tall tall man with
long dark hair, a pair of short horns on its forehead, and with one
leg ending with a cloven hoof. The Aspect's skin is pale like a
corpse's, but is as tough as iron. It wears an expensive-looking and
finely embroidered clothing and wields a spiked iron mace.

In combat, the Aspect of Dispater will rely mostly on its Touch
attacks and heavy mace. Against groups, it uses its Deadly
Secrets and targets the most vulnerable enemy such as a mage.
Against a challenging enemy, the Aspect will use its Enemy Insight
to gain as much advantage as it can.
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ASPECT OF DISPATER
Medium fiend (devil), lawful evil

Armor Class 18 (plate)
Hit Points 161 (17d8 + 85)

Speed 30 ft.
STR DEX CON INT WIS CHA
20 (+5) 10(+0) 20(+5) 18(+4) 16(+3) 19 (+4)

Skills Insight +8, Perception +8, Persuasion +9, Survival +8

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 18

Languages all, telepathy 120 ft.

Challenge 14 (11,500 XP)

Fear Aura. A creature that starts its turn within 20 feet of the
Aspect of Dispater must succeed on a DC 17 Wisdom saving throw,
unless the Aspect of Dispater is incapacitated. On a failed save, the
creature is frightened until the start of its next turn. If a creature's
saving throw is successful, the creature is immune to the Aspect of
Dispater's Fear Aura for the next 24 hours.

Innate Spellcasting. The Aspect of Dispater's spellcasting ability
is Charisma (spell save DC 17). It can innately cast the following
spells, requiring no material components:

At will: alter self (can become Medium when changing its
appearance), cloud of daggers (4th level), detect magic, heat metal
(4th level), shield

2/day each: charm monster; d1sp61 magic, staggering smite, unholy
weapon®, suggestion, wall of iron*

*(see Appendix C. New Spells)

Legendary Resistance (1/Day). If the Aspect of Dispater fails a
saving throw, it can choose to succeed instead.

Regeneration. The Aspect of Dispater regains 10 hit points at the
start of its turn. If it takes radiant damage, this trait doesn't function
at the start of its next turn. The Aspect of Dispater dies only if it
starts its turn with O hit points and doesn't regenerate.

Rust Metal. Any nonmagical weapon made of metal that hits the
Aspect of Dispater corrodes. After dealing damage, the weapon
takes a permanent and cumulative -1 penalty to damage rolls. If its
penalty drops to -5, the weapon is destroyed.

Ammunition made of metal that hits the Aspect of Dispater is
destroyed after dealing damage.

ACTIONS

Multiattack. The Aspect of Dispater makes two heavy mace attacks.
He can use Iron Touch or Rusting Touch in place of one of these
attacks.

Heavy Mace. Melee Weapon Attack: +10 to hit, reach 5 ft., one

target. Hit: 9 (1d8 + 5) bludgeoning damage plus 9 (2d8) force ]
damage. fl
Iron Touch. Melee Weapon Attack: +10 to hit, reach 5 ft., one |
creature. Hit: 8 (1d6 + 5) piercing damage and the target must )
succeed on a DC 17 Constitution saving throw against being
magically turned into iron. On a failed save, the creature begins to ]
turn to iron and is restrained. It must repeat the saving throw at the J
end of its next turn. On a success, the effect ends. On a failure, the P
creature is turned into iron for 1 hour.

Rusting Touch. The Aspect of Dispater corrodes nonmagical ferrous
metal object it can see within 5 feet of it. If the object isn't being
worn or carried, the touch destroys a 1-foot cube of it. If the object is
being worn or carried by a creature, the creature can make a DC 17
Dexterity saving throw to avoid the Aspect of Dispater's touch.

If the object touched is either nonmagical metal armor or
a nonmagical metal shield being worn or carried, its takes a
permanent and cumulative -1 penalty to the AC it offers. Armor
reduced to an AC of 10 or a shield that drops to a +0 bonus is
destroyed. If the object touched is a held nonmagical metal weapon,
it rusts as described in the Rust Metal trait.

Deadly Secrets (Recharge 5-6). The Aspect of Dispater chooses J

one creature it can see within 60 feet of it. Each ally of the target

within 60 feet of the Aspect of Dispater and can hear the Aspect

of Dispater must succeed on a DC 17 Wisdom saving throw. On a

failed save, the target takes 13 (3d8) psychic damage and must use

its reaction to move up to half its speed towards the target and if it is

within range, make one melee weapon attack against it. Otherwise,

it must make a ranged weapon attack or ranged spell attack against

the target. On a successful save, a creature takes half as much

damage. Constructs and undead are immune to this effect. !
|
/

Teleport (Recharges 5-6). The Aspect of Dispater magically
teleports, along with any equipment it is wearing and carrying, up to
60 feet to an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Dispater can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at

a time and only at the end of another creature's turn. The Aspect of
Dispater regains spent legendary actions at the start of its turn.

Attack. The Aspect of Dispater makes a heavy mace attack.

Dispater's Touch. The Aspect of Dispater uses Iron Touch or
Rusting Touch.

Teleport. The Aspect of Dispater uses its Teleport action, if
available.

Enemy Insight (Costs 2 Actions). The Aspect of Dispater chooses
one target it can see within 60 feet of it. Until the end of the Aspect
of Dispater's next turn, The Aspect of Dispater has advantage on
the next attack roll and saving throw it makes against the target.
In addition, the target has disadvantage on the next attack roll and
saving throw it makes against the Aspect of Dispater.

Raise Barrier (Costs 2 Actions). The Aspect of Dispater casts
cloud of daggers or wall of iron.
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| ASPECT OF GERYON
? Huge fiend (devil), lawful evil
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| Armor Class 15 (natural armor)
Hit Points 147 (14d12 + 56)
Speed 30 ft., fly 50 ft.

STR
21 (+5)

DEX
13 (+1)

CON
18 (+4)

INT
14 (+2)

WIS
12 (+1)

CHA
17 (+3)

Skills Deception +7, Intimidation +7, Perception +5
Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered
Damage Immunities cold, fire, poison
Condition Immunities charmed, exhaustion, frightened, poisoned
Senses darkvision 120 ft., passive Perception 15
Languages all, telepathy 60 ft.
{ Challenge 11 (7,200 XP)

} Innate Spellcasting. The Aspect of Geryon's spellcasting ability
is Charisma (spell save DC 15). It can innately cast the following
i spells, requiring no material components:

‘ At will: alter self (can become Medium when changing its
appearance), detect magic

( 3/day each: invisibility (self only), locate object, suggestion

t 1/day each: ice storm, wall of ice

\
$ Legendary Resistance (1/Day). If the Aspect of Geryon fails a saving
{ throw, it can choose to succeed instead.

)

) Regeneration. The Aspect of Geryon regains 10 hit points at the

| start of its turn. If it takes radiant damage, this trait doesn't function
at the start of its next turn. The Aspect of Geryon dies only if it starts
its turn with O hit points and doesn't regenerate.

ACTIONS

! Multiattack. The Aspect of Geryon makes two attacks: one with its
claws and one with its stinger.
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ASPECT OF GERYON

It doesn't take much for Geryon to grant a petitioner J
an Aspect, for as long as the Aspect is to be used in
hunting and destroying its enemies.

The Aspect of Geryon resembles a creature with
the torso and arms of a gorilla, the lower body of
a giant serpent, and the head of giant humanoid.
Great bat-like wings spread from its back and its
tail ends with a stinger that drips deadly venom.

The Aspect of Geryon lives for battle and
relishes entering into melee combat where it
enjoys tearing foes with its claws and impaling
others with its stinger. It will only use its Horn
or spells if hard-pressed or facing a great
number of opponents.
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Claws. Melee Weapon Attack: +9 to hit, reach 15 ft., one target.
Hit: 12 (2d6 + 5) slashing damage. If the target is Large or smaller,
it is grappled (DC 17) and restrained until the grapple ends. The
Aspect of Geryon can grapple one creature at a time. If the target is
already grappled by the Aspect of Geryon, the target takes an extra
14 (4d6) slashing damage.

Stinger. Melee Weapon Attack: +9 to hit, reach 20 ft., one creature.
Hit: 10 (2d4 + 5) piercing damage, and the target must succeed on a
DC 16 Constitution saving throw or take 9 (2d8) poison damage and
become poisoned until it finishes a short or long rest. The target's
hit point maximum is reduced by an amount equal to half the poison
damage it takes. If its hit point maximum drops to 0, it dies. This
reduction lasts until the poisoned condition is removed.

Sound the Horn (1/Day). The Aspect of Geryon blows its horn,
which causes 1d3 + 1 minotaurs to appear in unoccupied spaces of
his choice within 60 feet of it and act as its allies. The minotaurs roll
initiative when they appear. They remain until they die or the Aspect
of Geryon uses an action to dismiss any or all of them.

Teleport (Recharges 5-6). The Aspect of Geryon magically teleports,
along with any equipment it is wearing and carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Geryon can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Geryon regains spent legendary actions at the start of its turn.

Infernal Glare. The Aspect of Geryon targets one creature it can
see within 60 feet of it. If the target can see Aspect of Geryon, the
target must succeed on a DC 15 Wisdom saving throw or become
frightened of the Aspect of Geryon until the end of its next turn.

Teleport. The Aspect of Geryon uses its Teleport action, if available.

Swift Sting (Costs 2 Actions). The Aspect of Geryon attacks with
its stinger.

B —————— e ——




ASPECT OF MEPHISTOPHELES

Of all archdevils, Mephistopheles is the least likely to bestow an
Aspect. The Lord of Cania rarely entertains any of its worshipers
and hates any distractions they bring. The only time it would
consider granting one is if the petitioner is an exceptional wizard
or sage that can be of use to him and is willing to sign over their
souls.

The Aspect of Mephistopheles stands 9 feet, has deep crimson
skin, and handsome-yet-devilish features. It has blood-red
pupils, thick, jet-black hair, bat-like wings, and long horns that
curl backwards. The Aspect is often dressed in a wizard's robes
but without the top, revealing a muscular bare chest. It wields a
flaming ranseur.

\ ASPECT OF MEPHISTOPHELES
{ Large fiend (devil), lawful evil
' Armor Class 17 (natural armor)
| Hit Points 171 (18d10 + 72)
Speed 40 ft., fly 80 ft.
STR DEX CON INT WIS CHA
17(+3) 14(+2) 18(+4) 18(+4) 18(+4) 19 (+4)

|

‘ Skills Arcana +9, History +9, Investigation +9, Perception +9,
Persuasion +9, Religion +9
Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered
Damage Immunities cold, fire, poison
Condition Immunities charmed, exhaustion, frightened, poisoned
Senses darkvision 120 ft., passive Perception 19
Languages all, telepathy 120 ft.
Challenge 15 (13,000 XP)

Hellfire Aura. As a bonus action, the Aspect of Mephistopheles

flames. A creature that starts its turn within 10 feet of the Aspect
of Mephistopheles, or touches it or hits it with a melee attack while
within 10 feet of it and the Hellfire Aura is active takes 7 (2d6)

fire damage. A creature that takes damage from the Hellfire Aura
becomes vulnerable to fire damage until the start of its next turn.
The Hellfire Aura remains until the Aspect of Mephistopheles dies
or until he dismisses it as an action.

Innate Spellcasting. The Aspect of Mephistopheles's spellcasting
ability is Charisma (spell save DC 17, +9 to hit with spell attacks).
It can innately cast the following spells, requiring no material
components:

At will: alter self (can become Medium when changing its

appearance), detect magic

3/day each: scorching ray (4th level), fireball, locate object,
suggestion, telekinesis

1/day each: charm monster; dispel magic, unholy weapon (see
Appendix C. New Spells), wall of fire

a saving throw, it can choose to succeed instead.

Regeneration. The Aspect of Mephistopheles regains 10 hit points
at the start of its turn. If it takes radiant damage, this trait doesn't
function at the start of its next turn. The Aspect of Mephistopheles
dies only if it starts its turn with O hit points and doesn't regenerate.

can emit an aura of diabolic fire, appearing swathed in dark searing

Legendary Resistance (1/Day). If the Aspect of Mephistopheles fails

The Aspect of Mephistopheles will rely mostly on its spells to

deal with its opponents, avoiding melee combat. Against groups of

foes it will unleash chain lightning, cone of cold, fireball, lightning

bolt, and its hellfire gaze. Against single tough opponents, it will
use dominate person, Otiluke's resilient sphere, charm monster;
scorching ray, and telekinesis.
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Spellcasting. The Aspect of Mephistopheles is an 11th-level

spellcaster. Its spellcasting ability is Intelligence (spell save DC 17,

+9 to hit with spell attacks) and it needs only verbal components to

cast its spells. It has the following wizard spells prepared:

Cantrips (at will): mage hand, mending, minor illusion, prestidigi-
tation, ray of frost (4d8 damage)

1st level (4 slots) : identify, magic missile, shield

2nd level (3 slots): hold person, misty step,

3rd level (3 slots): counterspell, major image, lightning bolt

4th level (3 slots): arcane eye, fabricate, Otiluke's resilient sphere

5th level (2 slots): cone of cold, dominate person, scrying

6th level (1 slot): chain lightning

ACTIONS

Multiattack. The Aspect of Mephistopheles makes two ranseur
attacks.

Ranseur. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 14 (2d10 + 3) piercing damage plus 5 (1d10) fire damage

and the creature is vulnerable to fire until the end of the Aspect of
Mephistopheles's next turn.

Hellfire Gaze (1/Day). The Aspect of Mephistopheles's eyes project
intense fiery energy in a 120-foot line that is 5 feet wide. Each
creature in that line must make a DC 17 Dexterity saving throw,
taking 21 (5d6 + 4) fire damage on a failed save, or half as much on
a successful one. If this damage reduces the target to 0 hit points,
it is disintegrated. A disintegrated creature and everything it is
wearing and carrying, except magic items, are reduced to a pile of
fine ash and slag. The creature can be restored to life only by means
of a true resurrection or a wish spell.

Teleport (Recharges 5-6). The Aspect of Mephistopheles magically
teleports, along with any equipment it is wearing and carrying, up to
60 feet to an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Mephistopheles can take 3 legendary actions,
choosing from the options below. Only one legendary action option
can be used at a time and only at the end of another creature's turn.
The Aspect of Mephistopheles regains spent legendary actions at
the start of its turn.

Attack. The Aspect of Mephistopheles makes one ranseur attack.

Teleport. The Aspect of Mephistopheles uses its Teleport action,
if available

Cast a Spell (Costs 1-3 Actions). The Aspect of Mephistopheles
expends a spell slot to cast a 1st-, 2nd-, or 3rd-level spell that he
has prepared. Doing so costs 1 legendary action per level of the
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ASPECT OF MOLOCH
Large fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 110 (13d10 + 39)

Speed 30 ft.
STR DEX CON INT WIS CHA
19 (+4) 14 @) eER) G ES), IS EHD) 17 (+3)

Skills Deception +7, Intimidation +7, Perception +5

Damage Resistances cold; bludgeoning, piercing, and slashing from
nonmagical attacks that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, frightened, poisoned

Senses darkvision 120 ft., passive Perception 15

Languages all, telepathy 60 ft.

Challenge 10 (5,900 XP)

Innate Spellcasting. The Aspect of Moloch's spellcasting ability
is Charisma (spell save DC 15). It can innately cast the following
spells, requiring no material components:

At will: alter self (can become Medium when changing its
appearance), detect magic

1/day each: burning hands (as a 4th level spell), confusion, fly, major
image, stinking cloud, suggestion, wall of fire

Legendary Resistance (1/Day). If the Aspect of Moloch fails a saving
throw, it can choose to succeed instead.

Regeneration. The Aspect of Moloch regains 10 hit points at the
start of its turn. If it takes radiant damage, this trait doesn't function
at the start of its next turn. The Aspect of Moloch dies only if it starts
its turn with O hit points and doesn't regenerate.

ACTIONS

Multiattack. The Aspect of Moloch makes three attacks: one with its
bite, one with its claw, and one with its whip.
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ASPECT OF MOLOCH

pe

It doesn't take much for Moloch to
grant petitioners an Aspect, as it
currently needs coins, gems, and
treasure to help build an army.

The Aspect of Moloch has a powerful,
stout crimson-skinned physique with
thick arms and legs that ripple with
muscle. Large ridged horns sprout

« from the side of its head and its mouth
* ' is filled with fearsome sharp teeth.

The Aspect has an array of abilities
to employ against its foes, but mostly

| relies on its martial-based abilities. It

:\ uses its breath of despair as often as
it can, especially against large groups
of foes.
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Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 8 (1d8 + 4) slashing damage.

Many-Tailed Whip. Melee Weapon Attack: +8 to hit, reach 20 ft.,
one target. Hit: 9 (2d4 + 4) slashing damage plus 4 (1d8) lightning
damage. If the target is a creature, it must succeed on a DC 16
Strength saving throw or be pulled up to 20 feet in a straight line
toward Aspect of Moloch.

Breath of Despair (Recharge 5-6). The Aspect of Moloch exhales
in a 30-foot cube. Each creature in that area must succeed on a DC
15 Wisdom saving throw or take 16 (3d10) psychic damage, drop
whatever it is holding, and become frightened for 1 minute. While
frightened in this way, a creature must take the Dash action and
move away from the Aspect of Moloch by the safest available route
on each of its turns, unless there is nowhere to move, in which case
it needn't take the Dash action. If the creature ends its turn in a
location where it doesn't have line of sight to the Aspect of Moloch,
the creature can repeat the saving throw. On a success, the effect
ends.

Teleport (Recharges 5-6). The Aspect of Moloch magically teleports,
along with any equipment it is wearing and carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Moloch can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Moloch regains spent legendary actions at the start of its turn.

Teleport. The Aspect of Moloch uses its Teleport action.
Whip. The Aspect of Moloch makes one attack with its whip.
Cast Spell (Costs 2 Actions). The Aspect of Moloch casts a spell.
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ASPECT OF TTAMATZP
Huge fiend (devil), lawful evil g
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Armor Class 19 (natural armor)
Hit Points 218 (19d12 + 95)
Speed 60 ft., fly 120 ft.

CHA
21 (+5)

STR
21 (+5)

DEX
10 (+0)

CON
21 (+5)

INT
19 (+4)

WIS
19 (+4)

Skills Arcana +10, Perception +10, Religion +10

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities acid, cold, fire, lightning, poison

Condition Immunities blinded, charmed, deafened, frightened,
poisoned, stunned

Senses blindsight 60 ft., darkvision 240 ft., passive Perception 20

Languages Common, Draconic, Infernal

Challenge 17 (18,000 XP)

Innate Spellcasting (1/Day). The Aspect can innately cast Divine
Word (spell save DC 19). Its spellcasting ability is Charisma.

Legendary Resistance (1/Day). If the Aspect fails a saving throw, it
can choose to succeed instead.

Regeneration. If the Aspect has at least 1 hit point, it regains 10 hit
points at the start of its turn.

Multiple Heads. The Aspect can take one reaction per turn, rather
than only one reaction per round. It also has advantage on saving
throws against being knocked unconscious. If it fails a saving throw
against an effect that would stun a creature, one of its unspent
legendary actions is spent.

ACTIONS

Multiattack. The Aspect can use its Frightful Presence. It then
makes three attacks: two with its claws and one with its tail.

Claw. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 12 (2d6 + 5) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 14 (2d8 + 5) bludgeoning damage.
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Frightful Presence. Each creature of the Aspect's choice that is

ASPECT OF TIAMAT

It was only recently that Tiamat
was almost able to return to the
Prime Material Plane but was

be willing to grant a petitioner an
Aspect if it would somehow help
her further her goal of escaping
her eternal prison in the Nine
Hells.

P as a huge multi-headed dragon
with each chromatic dragon head
represented.

The Aspect of Tiamat may not
be as powerful as its progenitor,
but it is still be terrifying entity to
engage. Not many can survive a
single dragon's breath, let alone
one every turn.
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within 120 feet of the Aspect and aware of it must succeed on a
DC 19 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature's saving throw
is successful or the effect ends for it, the creature is immune to the
the Aspect's Frightful Presence for the next 24 hours.

LEGENDARY ACTIONS

thwarted at the last moment by an
intrepid group of heroes. She will

The Aspect of Tiamat will appear
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The Aspect can take 5 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature's turn. The Aspect regains spent
legendary actions at the start of its turn.

The Aspect's legendary actions are associated with its five dragon
heads (a bite and a breath weapon for each). Once the Aspect
chooses a legendary action for one of its heads, it can't choose
another one associated with that head until the start of its next turn.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.

Hit: 16 (2d10 + 5) piercing damage plus 7 (2d6) acid damage
(black dragon head), lightning damage (blue dragon head), poison
damage (green dragon head), fire damage (red dragon head), or
cold damage (white dragon head).

Black Dragon Head (Costs 2 Actions). The Aspect exhales acid in
a 60-foot line that is 5 feet wide. Each creature in that line must
make a DC 19 Dexterity saving throw, taking 27 (6d8) acid damage
on a failed save, or half as much damage on a successful one.

Green Dragon Head (Costs 2 Actions). The Aspect exhales
poisonous gas in a 60-foot cone. Each creature in that area must
make a DC 19 Dexterity saving throw, taking 28 (8d6) poison
damage on a failed save, or half as much damage on a successful
one.

Blue Dragon Head (Costs 2 Actions). The Aspect exhales lightning
in a 90-foot line that is 5 feet wide. Each creature in that line must
make a DC 19 Dexterity saving throw, taking 33 (6d10) lightning
damage on a failed save, or half as much damage on a successful
one.

Red Dragon Head (Costs 2 Actions). The Aspect exhales fire in a
60-foot cone. Each creature in that area must make a DC 19
Dexterity saving throw, taking 31 (9d6) fire damage on a failed
save, or half as much damage on a successful one.

White Dragon Head (Costs 2 Actions). The Aspect exhales an icy
blast in a 60-foot cone. Each creature in that area must make a
DC 19 Dexterity saving throw, taking 27 (6d8) fire damage on a
failed save, or half as much damage on a successful one.

CHAPTER 1. BESTIARY
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ASPECT OF ZARIEL
Large fiend (devil), lawful evil

Armor Class 17 (natural armor)
Hit Points 241 (23d10 + 115)
Speed 40 ft., fly 120 ft.

STR
20 (+5)

DEX
18 (+4)

CON
20 (+5)

INT
19 (+4)

WIS
20 (+5)

CHA
22 (+6)

Skills Intimidation +11, Perception +10

Damage Resistances cold, fire, necrotic, radiant; bludgeoning,
piercing, and slashing from nonmagical attacks that aren't silvered
Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, poisoned
Senses darkvision 120 ft., passive Perception 20

Languages all, telepathy 60 ft.

Challenge 15 (13,000 XP)

Devil's Sight. Magical darkness doesn't impede the Aspect of
Zariel's darkvision.

Fiery Weapons. The Aspect of Zariel's weapon attacks are magical.
When it hits with any weapon, the weapon deals an extra 9 (2d8) fire
damage (included in the weapon attacks below).

Innate Spellcasting. The Aspect of Zariel's spellcasting ability is
Charisma (spell save DC 19). It can innately cast the following
spells, requiring no material components:

At will: alter self (can become Medium when changing its

appearance), detect evil and good
1/day each: fireball, invisibility (self only), wall of fire

Legendary Resistance (1/Day). If the Aspect of Zariel fails a saving
throw, it can choose to succeed instead.

Regeneration. The Aspect of Zariel regains 10 hit points at the start
of its turn. If it takes radiant damage this trait doesn't function at the
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ASPECT OF ZARIEL

Zariel grants petitioners her Aspect if
it will help her cause, especially if it is
2 used to train particularly skilled and
talented warriors that may become
part of Zariel's army.

female with angelic features, but its

scowl. It has three horns sprouting
from its forehead that curls over its

that resemble a goat's. Wings that
once had feathers now burn with an
eternal flame, spread from its back.

sword and javelin, which it relies
on most during combat, just like
its progenitor. Priding itself a true
warrior, the Aspect rarely uses its

powerful foe.
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start of its next turn. The Aspect of Zariel dies only if it starts its turn
with O hit points and doesn't regenerate.

ACTIONS

Multiattack. The Aspect of Zariel attacks twice with its longsword
or with its javelins. It can substitute Horrid Touch for one of these
attacks.

Longsword. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 14 (2d8 + 5) slashing damage, or 16 (2d10 + 5) slashing
damage if used with two hands, plus 9 (2d8) fire damage.

Javelin. Melee or Ranged Weapon Attack: + 10 to hit, range 30/120
ft., one target. Hit: 12 (2d6 + 5) piercing damage plus 9 (2d8) fire
damage.

Horrid Touch (Recharge 5-6) . Melee Weapon Attack: + 10 to hit,
reach 10 ft., one target. Hit: 22 (4d10) necrotic damage, and the
target is poisoned for 1 minute. While poisoned in this way, the
target is also blinded and deafened. The target can repeat the saving
throw at the end of each of its turns, ending the effect on itself on a
success.

Teleport (Recharges 5-6). The Aspect of Zariel magically teleports,
along with any equipment it is wearing and carrying, up to 60 feet to
an unoccupied space it can see.

LEGENDARY ACTIONS

The Aspect of Zariel can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used at
a time and only at the end of another creature's turn. The Aspect of
Zariel regains spent legendary actions at the start of its turn.

Move. The Aspect of Zariel moves up to half its speed.

Teleport. The Aspect of Zariel uses its Teleport action, if available.
Immolating Gaze (Costs 2 Actions). The Aspect of Zariel turns its
magical gaze toward one creature it can see within 120 feet of it
and commands it to combust. The target must succeed on a
DC 19 Wisdom saving throw or take 16 (3d10) fire damage.

head seemingly like a helmet and legs

Zariel's Aspect resembles a 9-foot tall

facial expressions twisted in an eternal

The Aspect of Zariel wields a flaming

spells and abilities unless faced with a
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DESTRACHANS

DESTRACHAN

Destrachans are cruel Underdark-dwelling creatures that look
vaguely reptilian and move about like ten-feet long bipedal
dinosaurs, but are actually quite intelligent and very sadistic. They
normally hunt in packs, feeding on misery and taking pleasure in
torturing their victims before going in for the kill.

Sightless Hunters. As underground creatures, destrachans
have evolved to become naturally blind, relying more on their
unmatched sense of hearing to navigate their surroundings and
locate viable prey. They have a pair of sophisticated, three-part
ears that can pinpoint a target's exact location more accurately
than sight.

Deadly Harmonics. What makes destrachans dangerous are
their ability to emit flesh-rending sound waves. Their tubular
maws can project carefully focused harmonics, producing sonic
vibrations so powerful it can literally shatter objects and barriers.
Their tough scaly hide has naturally evolved as well to become
resistant to their own harmonics, as well as other thunder-based
attacks.

Sl SSEE TR VT R G S T PR W T TR SR

DESTRACHAN

Large monstrosity, neutral evil

Armor Class 15 (natural armor)
Hit Points 68 (8d10 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA
} 18(+4) 12(+1) 16(+3) 6(2) 14(+2) 8(1)
l

Skills Perception +4, Stealth +3
Damage Resistances thunder
Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 14
{ Languages understands Undercommon but can't speak
Challenge 3 (700 XP)

SRS

Echolocation. The destrachan can't use its blindsight while
, deafened.

\ Keen Hearing. The destrachan has advantage on Wisdom
(Perception) checks that rely on hearing.

ACTIONS
Multiattack. The destrachan makes two claw attacks.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) slashing damage.

Destructive Harmonics (Recharge 4-6). The destrachan emits
thunder energy in a 30-foot cone. It can choose one from the
following three effects:

1. Rupture. Each creature in that area must succeed on a DC 13
Dexterity saving throw, taking 18 (4d8) thunder damage on a failed
save, or half as much on a successful one.

2. Stun. Each creature in that area must succeed on a DC 13
Constitution saving throw or be stunned until the end of its next
turn.

3. Shatter. Each non-magical object that isn't worn in that area
takes 27 (6d8) thunder damage.




DESTRACHAN PACK LLORD

Destrachans that were physically more superior and vicious than
others eventually bully their way to the top and get the choicest
meals. They eventually grow to a huge size and become the
natural alphas of the pack and the only ones that can breed with
the females. Extremely cunning, they are able to lead other
destrachan to make coordinated attacks.

[ & =

DESTRACHAN PACK LORD

Huge monstrosity, neutral evil

Armor Class 16 (natural armor)
Hit Points 138 (12d12 + 60)
Speed 40 ft.

STR DEX CON INT WIS CHA
22 U6 L D BENEDH (+5) S ELV 161073) s 2Ol

Skills Perception +6, Stealth +4

Damage Resistances thunder

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 16

Languages understands Undercommon but can't speak

Challenge 8 (3,900 XP)

Echolocation. The destrachan pack lord can't use its blindsight
while deafened.
Pack Tactics. The destrachan pack lord has advantage on an attack

roll against a creature if at least one of the destrachan's allies is
within 5 feet of the creature and the ally isn't incapacitated.

Packmaster. An allied destrachan that starts its turn within 30
feet of the destrachan pack lord and can hear the destrachan pack

CRARTIE R 2 T

lord gains Pack Tactics until the start of its next turn, provided the
destrachan pack lord isn't incapacitated.

Keen Hearing. The destrachan pack lord has advantage on Wisdom
(Perception) checks that rely on hearing.
ACTIONS

Multiattack. The destrachan pack lord makes three attacks: two
with its claws and one with its tail.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 11 (1d10 + 6) slashing damage.

Tail. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) bludgeoning damage.

Destructive Harmonics (Recharge 4-6). The destrachan pack lord
emits thunder energy in a 60-foot cone. It can choose one from the
following three effects:

1. Rupture. Each creature in that area must succeed on a DC 16
Dexterity saving throw, taking 36 (8d8) thunder damage on a failed
save, or half as much on a successful one.

2. Stun. Each creature in that area must succeed on a DC 16
Constitution saving throw or be stunned until the end of its next
turn.

3. Shatter. Each non-magical object that isn't worn in that area takes
54 (12d8) thunder damage.
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DIrRE CORBIES

DIrE CORBY

These denizens of the Underdark look like a dark skinned,
humanoid crow, with muscular arms ending in hooked claws. Dire
Corbies are flightless omnivorous predators that have a greater
preference for meat. Although they have a measure of intelligence,
these creatures have no societal structure and do not often use
tools.

They nest in underground cliff-side caves and normally hunt their
prey by leaping down from ceilings or overhangs to rend targets
with their claws. When attacking as a pack, they turn into a
savage frenzy and become nearly suicidal.

DIirRE CORBY ALPHA

Alphas are the natural leaders of the dire corby pack. Not only
are they physically stronger and larger, dire corby alphas also
developed an ear-splitting shriek that it uses constantly to distract
and frighten enemies, giving their hunting pack an opening for a
Killing strike.
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DIRE CORBY ALPHA

Large monstrosity, neutral evil

Armor Class 15 (natural armor)
Hit Points 76 (8d10 + 32)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
21 (+5) 13(1) 19(4) 6(2) 13D 7(2)

D IRE C ORBY Skills Perception +3
Senses darkvision 120 ft., passive Perception 13
L

Medium monstrosity, neutral evil
anguages Undercommon

Armor Class 14 (natural armor) Challenge 4 (1,100 XP)

Hit Points 26 (4d8 + 8)

{
é Speed 30 ft., climb 30 ft.
E
{
{
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it, the dire corby alpha gains advantage on saving throws against
being frightened and charmed, and all melee weapon attack rolls,
but attacks rolls against it have advantage.

STR DEX CON INT WIS CHA
IAERS)  IBEED) 15 ED) BE3) = AERLD) 6 (-2)
ACTIONS
Multiattack. The dire corby alpha makes three attacks: one with its

beak and two with its claws. It can use its Doom Shriek in place of
its beak attack.

Senses darkvision 120 ft., passive Perception 13
Languages Undercommon

Challenge 1 (200 XP
ge( ) Beak. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.

Hit: 8 (1d6 + 5) piercing damage.

Pack Frenzy. While it can see two allied creatures within 30 feet of
it, the dire corby gains advantage on saving throws against being
frightened and charmed, and all melee weapon attack rolls, but
attacks rolls against it have advantage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.

%
]
;
§
!
Pack Frenzy. While it can see two allied creatures within 30 feet of i
Hit: 12 (2d6 + 5) slashing damage. }

Doom Shriek. The dire corby alpha emits a horrifying shriek. Each
humanoid and beast within 30 feet of the dire corby alpha and

able to hear it must succeed on a DC 14 Wisdom saving throw or
be frightened until the end of the dire corby alpha's next turn. If a
target's saving throw is successful or the effect ends for it, the target
is immune to the dire corby's Doom Shriek for 24 hours.

Multiattack. The dire corby makes two claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
hing damage.

%
i
; Skills Perception +3 %
)
|
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DRACOLISKS

DRACOLISK

The dreaded dracolisk is an extremely rare
crossbreed between a dragon and a basilisk.

The dracolisk appears at first glance like a typical
dragon, with its same chromatic skin and typical
batlike wings. However, it has three pairs of legs that
end with razor sharp claws.

Just like a dragon, the dracolisk has a breath weapon.
What makes it more dangerous is its deadly ability to
petrify opponents with its gaze just like a basilisk's.

Presented below are the stats of an ancient, adult,
and young dracolisk of the black dragon variety.

ANCIENT DRACOLISK

Huge dragon, chaotic evil

Armor Class 18 (natural armor)
Hit Points 225 (18d12 + 108)
Speed 30 ft., fly 60 ft., swim 30 ft.

DEX
12 (+1)

CON
22 (+6)

INT
10 (+0)

WIS
14 (+2)

CHA

24 (+7) 14 (+2)

\
|
)
)
|
%
% STR
\

Saving Throws Dex +7, Con +12, Wis +8, Cha +8
Skills Perception +14, Stealth +7
t Damage Immunities acid
! Senses blindsight 60 ft., darkvision 120 ft., passive Perception 24
E Languages Draconic
% Challenge 20 (25,000 XP)

%

! Amphibious. The dracolisk can breath air and water.

L; Legendary Resistance (3/day). If the dracolisk fails a saving throw,
| it can choose to succeed instead.

i Petrifying Gaze. If a creature starts its turn within 60 feet of the
dracolisk and the two of them can see each other, the dracolisk can
force the creature to make a DC 20 Constitution saving throw if the

{ dracolisk isn't incapacitated. On a failed save, the creature magically

E begins to turn to stone and is restrained. It must repeat the saving

§ throw at the end of its next turn. On a success, the effect ends. On a

| failure, the creature is petrified until freed by the greater restoration

| spell or other magic.

A creature that isn't surprised can avert its eyes to avoid the saving
throw at the start of its turn. If it does so, it can't see the dracolisk
until the start of its next turn, when it can avert it s eyes again. If it
looks at the dracolisk in the meantime, it must immediately make
the save.

If the dracolisk sees its reflection within 30 feet of it in bright light,
it m1stakes 1tself for a r1va1 and targets itself W1th its gaze

e e
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ACTIONS

Multiattack. The dracolisk can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 20 (2d12 + 7) piercing damage plus 4 (1d8) acid damage and 4
(1d8) poison damage.

Claw. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Tail. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.
Hit: 16 (2d8 + 7) bludgeoning damage.

Frightful Presence. Each creature of the dracolisk's choice that is
within 120 feet of the dracolisk and aware of it must succeed on a
DC 16 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature's saving throw
is successful or the effect ends for it, the creature is immune to the
dracolisk's Frightful Presence for the next 24 hours.

Acid Breath (Recharge 5-6). The dracolisk exhales acid in a 15-foot
line that is 5 feet wide. Each creature in that area must make a DC
20 Constitution saving throw, taking 58 (13d8) acid damage on a
failed save, or half as much damage on a successful one.

LEGENDARY ACTIONS

The dracolisk can take 3 legendary actions, choosing from the

options below. Only one legendary action option can be used at a

time and only at the end of another creature's turn. The dracolisk

regains spent legendary actions at the start of its turn.

Detect. The dracolisk makes a Wisdom (Perception) check.

Tail Attack. The dracolisk makes a tail attack.

Wing Attack (Costs 2 Actions). The dracolisk beats its wings. Each
creature within 10 feet of the dracolisk must succeed on a DC 21
Dexterity saving throw or take 14 (2d6 + 7) bludgeoning damage
and be knocked prone. The dracolisk can then fly up to half its
flying speed.



ADULT DRACOLISK

Large dragon, chaotic evil

Armor Class 17 (natural armor)
Hit Points 152 (16d10 + 64)
Speed 30 ft., fly 60 ft., swim 30 ft.

STR
20 (+5)

DEX
12 (+1)

CON
18 (+4)

INT
8 (1)

WIS
12 (+1)

CHA
12 (+1)

Saving Throws Dex +5, Con +8, Wis +5, Cha +5

Skills Perception +9, Stealth +5

Damage Immunities acid

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 19
Languages Draconic

Challenge 10 (5,900 XP)

Amphibious. The dracolisk can breath air and water.

Petrifying Gaze. If a creature starts its turn within 30 feet of the
dracolisk and the two of them can see each other, the dracolisk can
force the creature to make a DC 15 Constitution saving throw if the

dracolisk isn't incapacitated. On a failed save, the creature magically

begins to turn to stone and is restrained. It must repeat the saving
throw at the end of its next turn. On a success, the effect ends. On a
failure, the creature is petrified until freed by the greater restoration
spell or other magic.

A creature that isn't surprised can avert its eyes to avoid the saving
throw at the start of its turn. If it does so, it can't see the dracolisk
until the start of its next turn, when it can avert it s eyes again. If it
looks at the dracolisk in the meantime, it must immediately make
the save.

If the dracolisk sees its reflection within 30 feet of it in bright light,
it mistakes itself for a rival and targets itself with its gaze.

ACTIONS

Medium dragon, chaotic evil

Armor Class 16 (natural armor)
Hit Points 45 (7d8 + 14)
Speed 25 ft., fly 50 ft., swim 25 ft.

STR
16 (+3)

DEX
12 (+1)

CON
14 (+2)

INT
6 (-2)

WIS
10 (+0)

CHA
10 (+0)

Saving Throws Dex +3, Con +4, Wis +2, Cha +2

Skills Perception +4, Stealth +3

Damage Immunities acid

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 4 (1,100 XP)

Amphibious. The dracolisk can breath air and water.

Petrifying Gaze. If a creature starts its turn within 30 feet of the
dracolisk and the two of them can see each other, the dracolisk can
force the creature to make a DC 12 Constitution saving throw if the

dracolisk isn't incapacitated. On a failed save, the creature magically

begins to turn to stone and is restrained. It must repeat the saving
throw at the end of its next turn. On a success, the effect ends. On a
failure, the creature is petrified until freed by the greater restoration
spell or other magic.

A creature that isn't surprised can avert its eyes to avoid the saving
throw at the start of its turn. If it does so, it can't see the dracolisk
until the start of its next turn, when it can avert it s eyes again. If it
looks at the dracolisk in the meantime, it must immediately make
the save.

If the dracolisk sees its reflection within 30 feet of it in bright light,
it mistakes itself for a rival and targets itself with its gaze.

ACTIONS

:;
|
5

Multiattack. The dracolisk makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 18 (2d12 + 5) piercing damage plus 4 (1d8) acid damage and 4
(1d8) poison damage.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) slashing damage.

Acid Breath (Recharge 5-6). The dracolisk exhales acid in a 15-foot
line that is 5 feet wide. Each creature in that area must make a DC
16 Constitution saving throw, taking 54 (12d8) acid damage on a
failed save, or half as much damage on a successful one.
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Bite. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 9 (1d12 + 3) piercing damage plus 3 (1d6) acid damage and 3
(1d6) poison damage.

Acid Breath (Recharge 5-6). The dracolisk exhales acid in a 15-foot
line that is 5 feet wide. Each creature in that area must make a DC
12 Constitution saving throw, taking 27 (6d8) acid damage on a
failed save, or half as much damage on a successful one.
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DRAEGLOTHS

DRAEGLOTH ABOMINATION

Draegloth abominations are physically larger, stronger, and more
feral specimens compared to their kind. In addition, they also have
the ability to weave steel-like webbing from their smaller arms,
trapping hapless victims who are then ripped apart by their larger
clawed arms.

DRAEGLOTH WAR CASTER

When young draegloths show signs of exceptional affinity to
magic, the drow take advantage and train them in both the martial
and arcane arts. Those that survive eventually become cunning
war casters that have the ability to cast and maintain spells while
simultaneously hacking at their enemies with their vicious claws.

T AR T e S

DRAEGLOTH ABOMINATION

Large fiend (demon), chaotic evil

Armor Class 17 (natural armor)
Hit Points 189 (18d10 + 90)

Speed 40 ft.
STR DEX CON INT WIS CHA
RNEE) GES) | 20ER) ESERD) 1EHD)  12ED)

Skills Athletics +14, Perception +5, Stealth +7
Damage Resistances cold, fire, lightning
( Damage Immunities poison ‘
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 15
Languages Abyssal, Elvish, Undercommon
Challenge 10 (5,900 XP)
)
\

h

! Fey Ancestry. The draegloth has advantage on saving throws against
being charmed, and magic can't put the draegloth to sleep.

Innate Spellcasting. The draegloth's innate spellcasting ability is
Charisma (spell save DC 13). The draegloth can innately cast the
following spells, without providing material components:
At will: darkness

; 1/day each: confusion, dancing lights, faerie fire

Tethering Web. As a bonus action, the draegloth can pull a target
restrained by its web into an unoccupied space within 5 feet of the
draegloth.

ACTIONS

Multiattack. The draegloth makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 22 (3d10 + 6) piercing damage.

Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 22 (3d10 + 6) slashing damage.

Web (Recharge 5-6). Ranged Weapon Attack: +7 to hit, range 30/60
ft., one Large or smaller creature. Hit: The creature is restrained
by webbing. As an action, the restrained creature can make a DC
17 Strength check, escaping from the webbing on a success. The
effect ends if the webbing is destroyed. The webbing has AC 10,

5 hit points, vulnerability to fire damage and and immunity to
bludgeoning, poison, and psychic damage.
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DRAEGLOTH W
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Large fiend (demon), chaotic evil

- and two with its claws. Alternatively, it can make two attacks with its

Armor Class 16 (natural armor)
Hit Points 190 (20d10 + 80)

Speed 30 ft.
STR DEX CON INT WIS CHA
20 (+5) 16(+3) 18(+4) 14 (+2) 14 (+2) 16 (+3)

Saving Throws Con +8, Wis +6, Cha +7

Skills Arcana +6, Perception +6, Stealth +7

Damage Resistances cold, fire, lightning ‘

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 16

Languages Abyssal, Elvish, Undercommon

Challenge 11 (7,200 XP) ¢
\

Battle Concentration. The draegloth has advantage on Constitution
saving throws that it makes to maintain concentration on a spell
when it takes damage.

Fey Ancestry. The draegloth has advantage on saving throws against
being charmed, and magic can't put the draegloth to sleep.

Innate Spellcasting. The draegloth's innate spellcasting ability is
Charisma (spell save DC 15). The draegloth can innately cast the
following spells, without providing material components:

At will: darkness, dancing lights, faerie fire

3/day each: blight, confusion, mirror image

1/day each: power word stun, maddening darkness

ACTIONS
Multiattack. The draegloth makes three attacks: one with its bite

claws and cast one spell.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 16 (2d10 + 5) piercing damage.

Claws. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 16 (2d10 + 5) slashing damage.




DRAGONS, JUVENILE

JUVENILE DRAGONS

Juvenile dragons range anywhere from 26 to 50 years old, and
are at the stage where they are now out in the wild and looking
to establish their own lair. Juveniles tend to travel far from their
parents’ lair to avoid encroaching in their territory. Adventurers
often mistake juveniles to be younger and weaker, and while
juveniles may not be as powerful as their adult brethren, they still
pose a threat considerable enough to be taken seriously.

Presented below are the stat blocks for juvenile dragons.

/7
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JUVENILE BLACK DRAGON I —
Large dragon, chaotic evil JUVE NILE B LUE D RAGON
Armor Class 17 (natural armor) Large dragon, lawful evil
Hit Points 75 (10d10 + 20)
[ Speed 40 ft., fiy 80 ft., swim 40 ft. e
Hit Points 93 (11d10 + 33)
{ Speed 40 ft., burrow 20 ft., fly 80 ft. ]
} STR DEX CON INT WIS CHA ¢
f1Te3)  14() 1502 11¢0) 11¢0) 14(2) |
( ; STR DEX CON INT WIS CHA ¢
$ 19 (+4 10 (+0 IMAGGES 13 (+1 12 (+1 16 (+3 i
Saving Throws Dex +5, Con +5, Wis +3, Cha +5 J 4 +0) G2 ) & *3)
z Skills Perception +6, Stealth +5 i Rk 1
Damage Immunities acid j 2 Sa‘.rmg Throw.s Dex +3, Con +6, Wis +4, Cha +6
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 16 Skills Perceptlor{ Jf7’ S.tealt.h +3
Languages Draconic Damage I'mm.umtles 11ghtn1ng : ) .
Challenge 5 (1,800 XP) Senses blindsight 1.0 ft., darkvision 60 ft., passive Perception 17
Languages Draconic
Challenge 6 (2,300 XP)
Amphibious. The dragon can breath air and water.
ACTIONS ACTIONS
Multiattack. The dragon makes three attacks: one with its bite and Multiattack. The dragon makes three attacks: one with its bite and
two with its claws. two with its claws.
Bi.te. Melee Weap(?n A.thCki +6 to hit, reach 10 ft~z one target. Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 12 (2d8 + 3) piercing damage plus 3 (1d6) acid damage. Hit: 13 (2d8 + 4) piercing damage plus 4 (1d8) lightning damage.
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. ! [ Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 8 (2d4 + 3) slashing damage. | Hit: 9 (2d4 + 4) slashing damage.
ACid Br e.ath (Rech‘?rr ge 5-6). The dragon exhales acid in a 30-foot Lightning Breath (Recharge 5-6). The dragon exhales lightning in a
line that 1s 5 feet. wide. Each creature in that area must make a.DC 30-foot line that is 5 feet wide. Each creature in that area must make
13 Dexterity saving throw, taking 31 (7d8) acid damage on a failed ! a DC 14 Dexterity saving throw, taking 33 (6d10) lightning damage

save, or half as much damage on a successful one.

on a failed save, or half as much damage on a successful one
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]UVENILE GREEN DRAGON
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Large dragon, lawful evil

Armor Class 17 (natural armor)
Hit Points 82 (11d10 + 22)
Speed 40 ft., fly 80 ft., swim 40 ft.

STR
17 (+3)

DEX
12 (+1)

CON
15 (+2)

INT
15 (+2)

WIS
12 (+1)

CHA
14 (+2)

Saving Throws Dex +4, Con +5, Wis +4, Cha +5

Skills Deception +5, Perception +7, Stealth +4

Damage Immunities poison

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 17
Languages Draconic

Challenge 5 (1,800 XP)

Amphibious. The dragon can breath air and water.

ACTIONS

Multiattack. The dragon makes three attacks: one with its bite and
two with its claws.

Bite. Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 12 (2d8 + 3) piercing damage plus 3 (1d6) poison damage.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 8 (2d4 + 3) slashing damage.

Poison Breath (Recharge 5-6). The dragon exhales poisonous gas
in a 30-foot cone. Each creature in that area must make a DC 13
Constitution saving throw, taking 31 (9d6) poison damage on a
failed save, or half as much damage on a successful one.
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UVENILE RED DRAGON

Large dragon, chaotic evil

Armor Class 17 (natural armor)
Hit Points 123 (13d10 + 52)
Speed 40 ft., climb 40 ft., fly 80 ft.

STR
21 (+5)

DEX
10 (+0)

CON
19 (+4)

INT
13 (+1)

WIS
11 (+0)

CHA
17 (+3)

Saving Throws Dex +3, Con +7, Wis +3, Cha +6

Skills Perception +6, Stealth +3

Damage Immunities fire

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 16
Languages Draconic

Challenge 7 (2,900 XP)

ACTIONS

==

Multiattack. The dragon makes three attacks: one with its bite and
two with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 14 (2d8 + 5) piercing damage plus 3 (1d6) fire damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 10 (2d4 + 5) slashing damage.

Fire Breath (Recharge 5-6). The dragon exhales fire in a 30-foot
cone. Each creature in that area must make a DC 15 Dexterity

saving throw, taking 38 (11d6) fire damage on a failed save, or half
as much damage on a successful one.
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JUVENILE WHITE DRAGON

Large dragon, chaotic evil

Armor Class 16 (natural armor)
Hit Points 76 (9d10 + 27)
Speed 40 ft., burrow 20 ft., fly 80 ft., swim 40 ft.

JUVENILE WHITE DRAGON %
]

STR
16 (+3)

DEX
10 (+0)

CON
16 (+3)

INT
5(-3)

WIS
11 (+0)

CHA
11 (+0)

Juvenile white dragons make their lairs near sea ice or frozen
coastlines. The sea ice is vast and ever-changing. Because of
this, a juvenile white dragon's territory can be enormous—far
greater than any other species of dragon. The size of a juvenile
white dragon's range depends on two main factors: the quality of
the sea ice and the availability of their prey - which consists mostly
of seal, sea lion, walrus, whale, and the occasional humanoid.
They fear and avoid frost giants, because the latter tend to
capture young white dragons and use them as guards and scouts.
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Saving Throws Dex +2, Con +5, Wis +2, Cha +2

Skills Perception +4, Stealth +2

Damage Immunities cold

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 4 (1,100 XP)

et

Ice Walk. The dragon can move across and climb icy surfaces
without needing to make an ability check. Additionally, difficult
terrain composed of ice or snow doesn't cost it extra movement.

ACTIONS

Multiattack. The dragon makes three attacks: one with its bite and
two with its claws.

Bite. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 8 (1d10 + 3) piercing damage plus 2 (1d4) cold damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) slashing damage.

Cold Breath (Recharge 5-6). The dragon exhales cold in a 30-foot
cone. Each creature in that area must make a DC 13 Constitution
saving throw, taking 27 (6d8) cold damage on a failed save, or half as
much damage on a successful one.
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ADULT DRAGONNE
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DRAGONNES

DRAGONNE

A dragonne is a very rare subspecies
of dragon that appear to be a cross
between a lion and a dragon. An adult
dragonne is about 8 feet tall at the shoulder
and has a 16-foot long body of a lion covered
in either lion fur or dragon colored scales and
sporting a pair of dragon wings.

Territorial Predators. Dragonnes live in the
dense jungles and savannahs. They are very
territorial creatures but will also often let out
warning roars to scare would-be intruders.
Those that do not take heed, however, become
prey and are treated to the full brunt of the
dragonne’s roar, a thunderous rumble that
weakens the body and the mind, allowing the
dragonne to tear apart and rend its targets.
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Huge dragonne, neutral

Armor Class 16 (natural armor)
Hit Points 168 (16d12 + 64)
Speed 40 ft., fly 80 ft.

STR
23 (+6)

DEX
12 (+1)

CON
19 (+4)

INT
8 (1)

WIS
13 (+1)

CHA
12 (+1)

Skills Perception +5, Stealth +5

Senses darkvision 60 ft., passive Perception 15
Languages Draconic

Challenge 11 (7,200 XP)

Stunning Pounce. If the dragonne moves at least 30 feet straight
toward a creature and then hits it with a claw attack on the same
turn, that target must succeed on a DC 18 Strength saving throw or
be knocked prone and stunned until the end of the dragonne's next
turn.

ACTIONS

Multiattack. The dragonne makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 16 (3d6 + 6) piercing damage.
Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 16 (3d6 + 6) slashing damage.

Roar (Recharge 5-6). The dragonne emits a magical roar. Each
creature within 120 feet that can hear its roar must succeed on a
DC 16 Wisdom saving throw or gain 2 levels of exhaustion.

LEGENDARY ACTIONS

The dragonne can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The dragonne
regains spent legendary actions at the start of its turn.

Detect. The dragonne makes a Wisdom (Perception) check.

Bite. The dragonne makes a bite attack.

Wing Attack (Costs 2 Actions). The dragonne beats its wings. Each
creature within 15 feet of the dragonne must succeed on a DC 18
Dexterity saving throw or take 13 (2d6 + 6) bludgeoning damage
and be knocked prone. The dragonne can then fly up to half its
flying speed.
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YOUNG DRAGONNE

Armor Class 15 (natural armor)
Hit Points 102 (12d10 + 36)

Large dragonne, neutral %
Speed 40 ft., fly 80 ft. ]

STR
19 (+4)

DEX
12 (+1)

CON
17 (+3)

INT
6 (-3)

WIS
12 (+1)

CHA
12 (+1)

Skills Perception +4, Stealth +4

Senses darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 5 (1,800 XP)

PRSP

Stunning Pounce. If the dragonne moves at least 30 feet straight
toward a creature and then hits it with a claw attack on the same
turn, that target must succeed on a DC 15 Strength saving throw or
be knocked prone and stunned until the end of the dragonne's next
turn.

ACTIONS

Multiattack. The dragonne makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 11 (2d6 + 4) piercing damage.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) slashing damage.

Roar (Recharge 5-6). The dragonne emits a magical roar. Each
creature within 60 feet that can hear its roar must succeed on a DC
14 Wisdom saving throw or gain 1 level of exhaustion.
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DRAGONSPAWNS

DRAGONSPAWNS

The deity Tiamat continuously seeks to escape its infernal prison
and return to the Prime Material Plane. To that end, it has
empowered its most gifted followers to create the Dragonspawn
from various beasts and monstrous eggs. These spawns of Tiamat
have a sliver of Tiamats’ power and are born to spread chaos and
destruction, and help prepare the deity's return.

Tiamat's Sentinels. Dragonspawn reach maturity in just a few
years, never reaching sizes bigger than Large, and leave the nest
to strike out on their own, preferring to stay in environments
similar to those favored by their parents. They nest with other
dragonspawn or even other races so long as they have the same
objectives. They are normally found in the company of Tiamat's
followers, such as the Cult of the Dragon and kobolds, often
serving as guards.

All dragonspawn are loyal to Tiamat’s cause and have adopted
Tiamat’s temperament when it comes to dealing with other races,
which is to say they look down on all non-Dragons and they hate
good-aligned Dragons with a vengeance.

BLACKSPAWN STALKER

This nightmarish creature looks like a young black dragon whose
body has bloated into a spiders’ proportions. It has lost its wings
and in exchange has two spinneret tails that weave webbing, six
arachnid limbs and four pairs of eyes that glow a sickly yellow as it
hunts for prey.

The blackspawn stalker prefers to live in temperate swamps or
dark forests where they lay clutches of eggs in multiple locations
to increase chances of hatching.

Ambush Hunter. The blackspawn stalkers is an expert trap
hunter, spinning webs on the forest floor or the treetops to waylay
unsuspecting wanderers with. It then spits caustic webbing at
its prey to pin them down before lunging at them for a bite and
bludgeoning them with its tails.

R T R MR e s O R e S e
BLACKSPAWN STALKE
Large dragon, chaotic evil
Armor Class 16 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 40 ft.
STR DEX CON INT WIS CHA
17(+3) 18(+4) 18 (+4) 5(2) 12(+1) 8(-1)

Skills Perception +4, Stealth +7

Damage Immunities acid

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages understands Draconic but can't speak

Challenge 5 (1,800 XP)

Spider Climb. The blackspawn stalker can climb difficult surfaces,
including upside down on ceilings, without needing to make an
ability check.
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Stealthy. On each of its turns, the blackspawn stalker can use a
bonus action to take the Hide action.

{ Web Sense. While in contact with a web, the blackspawn stalker
knows the exact location of any creature in contact with the same
web.

Web Walker. The blackspawn stalker ignores movement restrictions
caused by webbing.

W

Slay Foe (1/Turn).
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The blackspawn stalker deals an extra 13 (3d8 \
damage with its weapon attack if it hits a creature that doesn't have
all its hit points.

T T B

ACTIONS

Multiattack. The blackspawn stalker makes three attacks: one with
its bite and two with its tails.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) piercing damage plus 4 (1d8) acid damage and 4 (1d8)
poison damage. The target must succeed on a DC 15 Constitution
saving throw or be poisoned for 1 minute. The creature can repeat
the saving throw at the end of each of its turns, ending the effect on
itself on a success.

Tail. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 8 (1d8 + 4) bludgeoning damage.

Acid Web Spray (Recharge 5-6). The blackspawn stalker spits
webbing in a line that is 30 feet long and 10 feet wide. Each creature
in that line must succeed on a DC 15 Dexterity saving throw or take
18 (4d8) acid damage and be restrained by webbing. A creature that
starts its turn restrained takes 4 (1d8) acid damage. As an action,
the restrained creature can make a DC 15 Strength check, escaping
from the webbing on a success. The effect ends if the webbing is
destroyed. The webbing has AC 10, 5 hit points, vulnerability to ]
fire damage and and immunity to bludgeoning, poison, and psychic ;

damage.
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BLACKSPAWN CRAWLER

The blackspawn crawler is the horrific combination of
a monstrous centipede and a black dragon. It has
the segmented multilegged body of a centipede,
with the head, horns, and fins of a wingless black
dragon. It lives underground beneath temperate
swamps, forests, and ruins. It will head to the
surface only to hunt for prey.

In combat, the blackspawn crawler will prioritize
constricting a target so it can't escape. It then tries to : *F
finish it off with its poisonous bite, unless there - ,‘& e
are other targets to fend off. In which case, it
will either use its acid breath or bite attacks against
them.

BLUESPAWN AMBUSHER

Ambushers are what blue dragons would look like
when compressed into the shape of a badger. They
stand 3 feet tall at the shoulder and measure 5 feet
in length and width. Their blue-scaled body, which
crackles with electricity, no longer have wings but have
adapted to burrowing under the ground.

Ambushers prefer to live in deserts and hunt in packs,
mainly by hiding under the sand to wait for prey to pass by.

RAWLER

BrackspawnN C

Large dragon, unaligned

Armor Class 16 (natural armor)
Hit Points 114 (12d10 + 48)
Speed 40 ft., climb 40 ft.

i STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 18(+4) 4(-2) 12(+1) 7(-1)
Skills Perception +4

{ Damage Immunities acid

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages understands Draconic but can't speak

Challenge 6 (2,300 XP)

R

Keen Smell. The blackspawn crawler has advantage on Wisdom
(Perception) checks that rely on smell.

ACTIONS

——y
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BLUESPAWN AMBUSHER
Medium dragon, lawful evil

Armor Class 15 (natural armor)
Hit Points 52 (7d8 + 21)
Speed 30 ft., burrow 20 ft.

STR
17 (+3)

DEX
16 (+3)

CON INT
16 (+3) 5(2)

WIS
12 (+1)

CHA
8 (-1)

Skills Perception +3, Stealth +7

Damage Immunities lightning

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 13
Languages understands Draconic but can't speak

Challenge 3 (700 XP)

Ambusher. The bluespawn ambusher has advantage on attack rolls
against any creature it has surprised.

ACTIONS

Multiattack. The blackspawn crawler makes two attacks: one with
its bite and one to constrict.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature.

Hit: 13 (2d8 + 4) piercing damage, and the target must succeed on a
DC 15 Constitution saving throw, taking 10 (3d6) acid damage and
10 (3d6) poison damage on a failed save, or half as much damage on
a successful one.

Constrict. Melee Weapon Attack: +7 to hit, reach 5 ft., one Large or
smaller creature. Hit: 13 (2d8 + 4) bludgeoning damage. The target
is grappled (escape DC 14) if the blackspawn crawler isn't already
constricting a creature, and the target is restrained until this grapple
ends.

Acid Breath (Recharge 5-6). The blackspawn crawler exhales acid
in a 30-feet long that is 5 feet wide. Each creature in that line must
succeed on a DC 15 Dexterity saving throw, taking 35 (10d6) poison
damage on a failed save, or half as much damage on a successful

one.
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Multiattack. The bluespawn ambusher makes three attacks: one
with its bite and two with its claws.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing Damage plus 4 (1d8) lightning damage.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d4 + 3) slashing damage.

Electricity Burst (Recharge 5-6). The bluespawn ambusher
discharges a burst of electricity in a 15-foot radius circle centered on
itself. Each creature in the area other than the bluespawn ambusher
must succeed on a DC 13 Constitution saving throw, taking 22
(4d10) lightning damage on a failed save, or half as much damage
on a successful one.

REACTIONS

Instinctive Electricity Burst. When the bluespawn ambusher takes
melee weapon damage and Electricity Burst is available, it uses
Electricity Burst.
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LUESPA

Large dragon, lawful evil

Armor Class 16 (natural armor)

Hit Points 94 (9d10 + 45)
Speed 40 ft.
STR DEX CON INT WIS CHA
21 (+5) 8(-1) 20 (+5) 5(2) 12(+1) 8(-1)
Skills Perception +4

Damage Immunities lightning

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages understands Draconic but can't speak

Challenge 5 (1,800 XP)

Trampling Charge. If the bluespawn stormlizard moves at least 20
feet straight toward a creature and then hits it with a gore attack on
the same turn, that target must succeed on a DC 16 Strength saving
throw or be knocked prone. If the target is prone, the bluespawn
stormlizard can make one stomp attack against it as a bonus action.

ACTIONS

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 14 (2d8 + 5) piercing Damage plus 9 (2d8) lightning damage.

Gore. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 16 (2d10 + 5) piercing damage.

Stomp. Melee Weapon Attack: +8 to hit, reach 5 ft., one prone
target. Hit: 12 (2d6 + 5) bludgeoning damage.

Electricity Breath (Recharge 5-6). The bluespawn stormlizard
exhales lightning in a 15-foot cone. Each creature in the area
must succeed on a DC 16 Dexterity saving throw, taking 33 (6d10)
lightning damage on a failed save, or half as much on a successful
one.
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BLUESPAWN STORMLIZARD

Stormlizards almost look like a hybrid from a wingless blue
dragon and a rhinoceros, with their horns crackling with
electricity. These dragonspawn prefer to live in arid plains but will
be fine anywhere as long as they have a dry, sandy place to lair and
lay eggs.

Trampling Chargers. Stormlizards hunt by charging and goring
their prey, and then finishing them off with their bite and stomp.
When outnumbered, it will use its lightning breath.

Fickle Mounts. Stormlizards have animal level intelligence
and are surprisingly easy to train as mounts so long as the rider
is aligned with Tiamat. They are, however, rather bloodthirsty
and irritable and will need to Kill regularly or they will become
intractable.
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GREENSPAWN LEAPER

GREENSPA

Armor Class 15 (natural armor)
Hit Points 39 (6d8 + 12)

Medium dragon, neutral evil %
Speed 40 ft., climb 40 ft. !

STR
14 (+2)

DEX
16 (+3)

CON
14 (+2)

INT
5(2)

WIS
12 (+1)

CHA
8 (1)

The greenspawn leaper resembles a 4-foot long wingless green
dragon that has had its body streamlined for traveling among tree
branches.

Arboreal Assassins. Leapers prefer to live in warm forests. They
hunt alone or in groups by traversing across the treetops looking
for prey on the ground. When they find a likely target they will
ambush it by dropping down with a killing bite. As a last resort
they will also emit a burst of poison gas that affects all adjacent
targets. This is usually reserved for escape since the gas would
ruin the flesh of the victim and render it inedible for the leapers.
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weapon damage and Poison Burst is available, it uses Poison Burst.

Damage Immunities poison

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 13
Languages understands Draconic but can't speak

Challenge 2 (450 XP)

¢
Skills Athletics +6, Perception +3, Stealth +5 2

Amphibious. The greenspawn leaper can breathe air and water.

Standing Leap. The greenspawn leaper's long jump is up to 30 feet
and its high jump is up to 20 feet, with or without a running start.

ACTIONS
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 1

Hit: 6 (1d6 + 3) piercing damage plus 7 (2d6) poison damage.

Poison Burst (Recharge 5-6). The greenspawn leaper discharges
a cloud of poisonous gas in a 15-foot radius circle centered on
itself. Each creature in the area other than the greenspawn leaper
must succeed on a DC 12 Constitution saving throw, taking 17
(5d6) poison damage on a failed save, or half as much damage on a
successful one.

REACTIONS

Instinctive Poison Burst. When the greenspawn leaper takes melee




GREENSPAWN RAZORFIEND
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poison damage on a failed save, or half as

Large dragon, neutral evil

Armor Class 16 (natural armor)

Hit Points 76 (8d10 + 32)
Speed 40 ft.
]
STR DEX CON INT WIS CHA
18(+4) 14 (+2) 18(+4) 5(2) 12 (+1) 8(-1)

Skills Perception +4, Stealth +8

Damage Immunities poison

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages understands Draconic but can't speak

Challenge 5 (1,800 XP)

i
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Amphibious. The greenspawn razorfiend can breathe air and water.

Improved Critical. The greenspawn razorfiend's melee weapon
attacks score a critical hit on a roll of 19 or 20.

ACTIONS

Multiattack. The greenspawn razorfiend makes three attacks: one
with its bite and two with its wingblades.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 8 (1d8 + 4) piercing damage plus 7 (2d6) poison damage.

Wingblades. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage.

Poison Breath (Recharge 5-6). The greenspawn razorfiend exhales
poisonous gas in a 30-foot cone. Each creature in that area must
succeed on a DC 15 Constitution saving throw, taking 31 (9d6)

uch on a successful one.

N

GREENSPAWN RAZORFIEND

The greenspawn razorfiend bears similarities to a green dragon
but their winged forelimbs are not for flight but for combat as the
wings act as slashing weapons.

Ambush Hunters. Greenspawn razorfiends live in warm forests
or marshlands, hunting singly or in groups. They ambush prey by
lurking underwater or in a thicket, leaping out to attack with their
blade-like wings and ferocious bite.

Shock Troops. Razorfiends are often raised by Tiamat
worshipers to act as vanguards in combat. Their primary means
of utilization would be to release them ahead of their armies and
take advantage of their bloodthirsty nature to wreak havoc on the
opposing force, breaking their ranks.
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BELCHER

| REDSPAW

|
} Large dragon, chaotic evil

Armor Class 16 (natural armor)
Hit Points 105 (10d10 + 50)
Speed 30 ft.

STR DEX CON INT WIS CHA
22 (+6)L.  @CL)ET20 (45). B2 N 8'(])

Skills Perception +4, Stealth +2

Damage Immunities fire

Senses Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 14

Languages understands Draconic but can't speak

Challenge 6 (2,300 XP)

Hold Breath. The redspawn firebelcher can hold its breath for 30
minutes.

Lava Camouflage. The redspawn firebelcher has advantage on
Dexterity (Stealth) checks made to hide in lava or fiery terrain.

N

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
f.,’ Hit: 15 (2d8 + 6) piercing damage plus 9 (2d8) fire damage.

g Belch Fire (Recharges 4-6). Ranged Weapon Attack: +9 to hit, range

} 30/60 ft., one target. Hit: 42 (12d6) fire damage. All other creatures

| within 5 feet of the target must make a DC 15 Dexterity saving
throw, taking 21 (6d6) fire damage on a failed save, or half as much
on a successful one.
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REDSPAWN FIREBELCHER

Redspawn firebelchers bears the resemblance of a red dragon
with the body of a bull, their bulky bodies averaging at least 12 feet
long. They are vicious, stupid brutes that will attack anything that
isn’t aligned with Tiamat.

Lava Lurkers. Redspawn firebelchers prefer to reside in volcanic
areas, living solitary lives until mating season. They tend to laze
around in rivers of lava until they become hungry, whereupon they
intrude into nearby countrysides to eat their fill of meat. If there
is prey nearby, they would hide just underneath the surface of
the lava and slowly make their approach until the prey is within
striking distance or within range of their firebelch, which is a glob
of lava and intense flames that the firebelcher spits out.

Cultists of Tiamat and red dragons often use firebelchers as
guards, placing them underneath low bridges that span lava-filled
caverns and chambers.
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WHITESPAWN

3

ICESKIDDER

Large dragon, chaotic evil

Armor Class 15 (natural armor)
Hit Points 76 (8d10 + 32)

Speed 40 ft.
% STR DEX CON INT WIS CHA
18(+4) 10(+0) 18(+4) 5(2 10/ o) R
WHITESPAWN ICESKIDDER } ) ) : Vi o ( ¢
Whitespawn Iceskidders resemble 11-foot long dragon-headed Skills Perception +2
white lizards that have adapted to gliding over icy surfaces. Their Damage Immunities poison
forelimb-wings aren't used for flight but instead for adjusting their Senses blindsight 10 ft., darkvision 60 ft., passive Perception 12

air resistance while they skim over the ice.

Iceskidders are at home anywhere there is frozen water. They
roam the vicinity singly or in pairs looking for prey to hunt, often
initiating attacks using their freezing breath to freeze victims in
place before closing in to finish them off with a killing bite.

Followers of Tiamat sometimes use iceskidders as mounts or to
pull sleds across frozen surfaces.

restrained.

Languages understands Draconic but can't speak
Challenge 4 (1,100 XP)

Ice Walk. The whitespawn iceskidder can move across and climb
icy surfaces with out needing to make an ability check. Additionally,
difficult terrain composed of ice or snow doesn't cost it extra
movement.

Iceskidder. While on icy or snowy surfaces, the whitespawn
iceskidder can take the Dash or Disengage action as a bonus action.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 15 (2d10 + 4) piercing damage plus 4 (1d8) cold damage.

Freezing Breath (Recharge 5-6). The whitespawn iceskidder
exhales an icy blast in a 30-foot cone. Each creature in that area
must make a DC 14 Strength saving throw. On a failed save,
the target takes 27 (6d8) cold damage and is restrained by ice.
Destroying the ice (AC 10, 10 hit points) ends the effect. On a
successful save, the target takes half as much damage and isn't
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DRAKES

AMBUSH DRAKE
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AMBUSH DRAKE

Medium dragon, neutral evil

Armor Class 15 (natural armor)
Hit Points 30 (4d8 + 12)
Speed 40 ft., fly 20 ft.

STR
14 (+2)

DEX
16 (+3)

CON  INT
16(+3)  4(:3)

WIS
10 (+0)

CHA
7 (-2)

Ambush drakes are often found in the service of Draconic-
speaking creatures, such as kobolds and lizardfolk. They are
either used as guards or as trackers.

Ambush Hunters. In the wild, ambush drakes hunt in packs,
often dividing their numbers - one group to lie waiting in ambush
while another to drive their prey to the ambush spot. Ambush
drakes use a combination of its poisonous bite and slowing breath
to immobilize their targets as the rest of the pack swoop in for the
kill.
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( Skills Perception +2, Stealth +7
Damage Immunities poison
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 12
Languages understands Draconic but can't speak

¢ Challenge 1 (200 XP)

?
; Ambusher. The drake has advantage on attack rolls against any
? creature it has surprised.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage plus 7 (2d6) poison damage.

1 Slowing Breath (Recharge 5-6). The drake exhales gas in a 15-
foot cone. Each creature in that area must succeed on a DC 13
Constitution saving throw. On a failed save, the creature can't use
reactions, its speed is halved, and it can't make more than one
attack on its turn. In addition, the creature can use either an action
or a bonus action on its turn, but not both. These effects last for 1
minute. The creature can repeat the saving throw at the end of each
of its turns, ending the effect on itself with a successful save.
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RAGE DRAKE

Large dragon, chaotic evil

i
Armor Class 17 (natural armor)
Hit Points 147 (14d10 + 70)

Speed 50 ft.
STR DEX CON INT WIS CHA
22 (+6) 16'GES)ETI20)GE5) 8 141(-3) 12 (+1) 7(-2)
Skills Perception +4

Damage Immunities poison

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages understands Draconic but can't speak

Challenge 8 (3,900 XP)

Brutal Critical. The drake rolls one additional weapon damage
die when determining extra damage for a critical hit with a melee
attack.
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Keen Smell. The drake has advantage on Wisdom (Perception)
checks that rely on smell.

{ Pounce. If the drake moves at least 30 feet straight toward a
creature and then hits it with a claw attack on the same turn,
that target must succeed on a DC 17 Strength saving throw or be
knocked prone.

RAGE DRAKE

Rage drakes resemble red dragons in large cat-like bodies.
They are incredibly aggressive, strong, and vicious, pouncing
savagely on prey. Those hardy enough to survive the initial
attack have their bodies locked by the drake's bite and are
violently ripped to shreds like ragdolls by its brutal worrying.

Although extremely difficult to control and prone to bursts
of anger, they are sometimes used as mounts by humanoid
champions of Tiamat.

after a Short or Long Rest). As a bonus action,
the drake can enter a rage at the start of its turn. The rage lasts for
1 minute or until the drake is incapacitated. While raging, the drake
gains the following benefits:

- The drake has advantage on Strength checks and Strength saving
throws

« When it makes a melee weapon attack, the drake gains a +2 bonus
to the damage roll.

- The drake has resistance to bludgeoning, piercing, and slashing
damage.

ACTIONS

Multiattack. The drake makes three attacks: one with its bite and
two with its claws. It can use Worry in place of its bite.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.

Hit: 15 (2d8 + 6) piercing damage or 17 (2d8 + 8) piercing damage
while raging. If the target is Large or smaller, it is grappled (escape
DC 16). Until this grapple ends, the target is restrained, and the
drake can't use its bite on another target.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 9 (1d6 + 6) slashing damage or 11 (1d6 + 8) slashing damage
while raging.

Worry. A creature the drake is grappling must make a DC 17
Constitution saving throw. On a failed save, the creature takes

15 (2d8 + 6) slashing damage and is stunned until the end of the
drake's next turn. On a successful save, the creature takes half as

CHAPTER 1. BESTIARY
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STONE DRAKE

Large dragon, neutral evil

Armor Class 17 (natural armor)
Hit Points 115 (10d10 + 60)
Speed 40 ft., climb 40 ft.

20(+5) 12(+1) 22(+6) 4(3) 10(0) 7(2)

% STR DEX CON INT WIS CHA
{

Skills Athletics +8, Perception +3

Damage Immunities poison

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 13
Languages understands Draconic but can't speak

Challenge 7 (2,900 XP)

Ambusher. The drake has advantage on attack rolls against any
creature it has surprised.

Perfect Climber. The drake has advantage on Strength (Athletics)
checks made while climbing.

ACTIONS

Multiattack. The drake makes three attacks: one with its bite and
two with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) piercing damage plus 7 (2d6) acid damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 8 (1d6 + 5) slashing damage.

Acid Breath (Recharge 5-6). The drake exhales gas in a 15-foot
cone. Each creature in that area must succeed on a DC 17 Dexterity
saving throw. On a failed save, the creature takes 21 (6d6) acid
damage. If the saving throw fails by 5 or more, its armor also takes
a permanent and cumulative -1 penalty to the AC it offers. Armor
reduced to an AC of 10 is destroyed. On a successful save, the target
takes half as much damage.

STONE DRAKE

Stone drakes mark their territories on hills and mountains,
perfectly camouflaged within their rocky regions. These drakes
are expert ambushers and can swiftly move from one crevice to
another without exposing their presence. When faced against
overwhelming odds or a tough foe, they use their powerful breath
weapon - an acid breath so extremely potent that it can melt
through a victim's armor.

Warlords and powerful spellcasters that are able to speak
draconic can tame stone drakes and utilize them to protect their
castles and dungeons from intruders.
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DUERGAR

DUERGAR ARTILLERIST

Duergar artillerists are artificers who have the ability to summon a
powerful arcane turrets, capable of raining death and destruction
on all those that attempt to invade what they watch. By the
artillerist’s will, arcane turrets can be set to spew flame, shoot
force-imbued arrows, or emit an aura of healing within its area.

e
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| DUERGAR ARTILLERIST
Medium humanoid (dwarf), lawful evil Heavy Crossbow. Ranged Weapon Attack: +5 to hit, range 100/400
ft., one target. Hit: 7 (1d10 + 2) piercing damage.
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target. Hit: 4 (1d4 + 2) bludgeoning damage.

Armor Class 16 (breastplate)
Hit Points 66 (12d8 + 12)
Speed 25 ft.

Arcane Turret (Recharges after a Short or Long Rest).The duergar
magically summons a Medium turret in an unoccupied space on a
horizontal surface within 5 feet of it. The turret is a magical object
that occupies its space and that has crablike legs. It has an AC of 18
and 60 hit points. It is immune to poison damage, psychic damage,
and all conditions. If it is forced to make an ability check or a saving
throw, treat all its ability scores as 10 (+0). If the mending spell is

STR DEX CON INT WIS CHA
1768 11E2% 10 (1) 16(3),  10GaRE" 9D

with advantage. If the duergar lacks the room to become Large, it magically turns invisible until it attacks, casts a spell, or uses its
attains the maximum size possible in the space available. Enlarge, or until its concentration is broken, up to 1 hour (as if

‘ {
l '1
} 2
) {
[ J
} {
) [
l J
|
| !
|
) !
! 3
} Skills Perception +3 cast on it, it regains 2d6 hit points. It disappears if it is reduced to 0 |
S Damage Resistances poison hit points or after 10 minutes. The duergar can dismiss it early as an |
% Senses darkvision 120 ft., passive Perception 13 action. f
,; Languages Dwarvish, Undercommon When the duergar summons the turret, it decides which type it is, ;
Challenge 6 (2,300 XP) choosing from the options listed below: |
l 1. Flamethrower. The turret exhales fire in an adjacent 15-foot J
t Duergar Resilience. The duergar has advantage on saving throws cone that you f:les1gn.ate. Each S that area must make 2] j
| against poison, spells, and illusions, as well as to resist being DC 14 Dexterity saving throw, taking 4 (1d8) fire damage on a.falled f
! charmed or paralyzed. save or half as much damage on a successful one. The fire ignites |
% ) p ] any flammable objects in the area that aren’t being worn or carried. §
i Spellcasting. The duergar is a 12th-level spellcaster. Its spellcasting 2. Force Ballista. Make a ranged spell attack, originating from the |
) ability is Intellige.:nce (s.pell save DC 14, +6 to hit with spell attacks). turret, at one creature or object within 120 feet of it. On a hit, the (
\ It has the following artificer spells prepared: target takes 9 (2d8) force damage, and if the target is a creature, it is (
{ Cantrip (at will): fire bolt, mage hand, mending pushed up to 5 feet away from the turret.
[ 1stlevel (4 slots): catapult, shield, thunderwave 3. Defender: The turret emits a burst of positive energy that grants |
l 2nd level (3 slots): see invisibility, scorching ray, shatter itself and each creature of your choice within 10 feet of it 1d8 + 3 !
3rd level (3 slots): fireball, flame arrows, wind wall temporary hit points. ?
Sunlight Sensitivity. While in sunlight, the duergar has O R At Furns,. tbg duej‘rg.a T CanlARg a. el 2k o catise J
: 1 . the turret to activate if it is within 60 feet of it. As part of the same {
disadvantage on attack rolls, as well as on Wisdom (Perception) 3 . .
7 action, the duergar can direct the turret to walk or climb up to 15 j
{ checks that rely on sight. . }
! feet to an unoccupied space. ]
( ACTIONS The duergar can use an action to command the turret to detonate ']
| ) if is within 60 feet of it. Doing so destroys the turret and forces {
5 Enlarge (Recharges aftera Sho’:t Otj Long Rest).. For 1 n}1nu.t e: each creature within 10 feet of it to make a DC 14 Dexterity saving f
k the duergar magically increases in size, along with anything it is throw, taking 10/(3d6) force damage on a failed save or half a5 mUGHE ]
wearing or carrying. While enlarged, the duergar is Large, doubles
’ . " - damage on a successful one.
its damage dice on Strength-based weapon attacks (included in the
attacks), and makes Strength checks and Strength saving throws Invisibility (Recharges after a Short or Long Rest). The duergar )
|
{
(

concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.
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Light Hammer. Melee Weapon Attack: +5 to hit, reach 5 ft., one

S
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DUERGAR BATTLE SMITH

A duergar battle smith is an artificer who can create and
command constructs, known as iron defenders, in battle. The iron
defender would often resemble a mechanical spider that can inject
poison with its bite. Together, the battle smith and iron defender
form a potent team that can prove challenging to a low level party
of adventurers.

"DUERGAR BATTLE SMITH
| Medium humanoid (dwarf), lawful evil

Armor Class 15 (scale mail)
Hit Points 58 (9d8 + 18)
Speed 25 ft.

STR
12 (+1)

DEX
12 (+1)

CON
14 (+2)

INT
18 (+4)

WIS
10 (+0)

CHA
9(1)

Skills Perception +2

Damage Resistances poison

Senses darkvision 120 ft., passive Perception 12
Languages Dwarvish, Undercommon
Challenge 4 (1,100 XP)

of its Strength or Dexterity, for the attack and damage rolls when
attacking with a weapon (included in the attacks).

Command Iron Defender. As a bonus action, the duergar targets
the iron defender it summoned and it can see within 60 feet of it. If
the target can see or hear the duergar, the target can use its reaction
to make a melee weapon attack, or take the Dash, Disengage, Help,
or Repair action.

i Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

Sunlight Sensitivity. While in sunlight, the duergar has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

#
)
[
|
!
|
§ Battle Ready. The duergar uses its Intelligence modifier, instead
3
§
{
)
!
i
3

IRON DEFENDER (SPIDER FORM)

Medium construct, unaligned

S
{
i
i Armor Class 15 (natural armor)
{ Hit Points 50
% Speed 30 ft., climb 30 ft.
STR DEX CON INT WIS CHA
i 14 (+2) 12(+1) 14 (*2) 44 10 (+0) 6 (-2)
Skills Perception +2
% Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned
| Senses darkvision 60 ft., passive Perception 12
% Languages understands one language of its creator but can't
;.  speak
§ Challenge 1 (200 XP)
{
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Spellcastmg The duergar is a 9th-level spellcaster Its spellcastmg
ability is Intelligence (spell save DC 14, +6 to hit with spell attacks).
It has the following artificer spells prepared:

Cantrip (at will): fire bolt, mending

1st level (4 slots): alarm, catapult, heroism, searing smite

2nd level (3 slots): aid, branding smite, heat metal, warding bond
3rd level (2 slots): aura of vitality, conjure barrage, haste

ACTIONS

Enlarge (Recharges after a Short or Long Rest). For 1 minute,

the duergar magically increases in size, along with anything it is
wearing or carrying. While enlarged, the duergar is Large, doubles
its damage dice on Strength-based weapon attacks (included in the
attacks), and makes Strength checks and Strength saving throws
with advantage. If the duergar lacks the room to become Large, it
attains the maximum size possible in the space available.

Maul. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11
(2d6 + 4) bludgeoning damage, or 18 (4d6 + 4) bludgeoning damage
while enlarged.

Heavy Crossbow. Ranged Weapon Attack: +6 to hit, range 100/400
ft., one target. Hit: 9 (1d10 + 4) piercing damage.

Invisibility (Recharges after a Short or Long Rest). The duergar
magically turns invisible until it attacks, casts a spell, or uses its
Enlarge, or until its concentration is broken, up to 1 hour (as if
concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.

Summon Iron Defender (Recharges after a Long Rest). The
duergar summons its mechanical companion. In combat, the iron
defender shares the duergar's initiative count, but it takes its turn

immediately after the duergar. It can move and use its reaction on
its own, but the only action it takes on its turn is the Dodge action,
unless the duergar used Command Iron Defender this turn.

Spider Climb. The iron defender can climb difficult surfaces,
including upside down on ceilings, without needing to make an
ability check.

Vigilant. The iron defender can’t be surprised.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft.. Hit: 6 (1d8 + 2)
piercing damage plus 5 (2d4) poison damage.

Repair (3/Day). The magical mechanisms inside the iron defender
restore 2d8 + 2 hit points to itself or to one construct or object
within 5 feet of it.

REACTIONS

Defensive Pounce. The iron defender imposes disadvantage on

the attack roll of one creature it can see that is within 5 feet of it,
provided the attack roll is against a creature other than the iron

defender.

|
|
|
|
|
|
|
i
|
|
]



DUERGAR HEAVY SNIPER

Duergar heavy snipers are experts at the use of the heavy
crossbow, which is evident in the speed that they demonstrate
when reloading what others may regard as a slow and
cumbersome weapon. Excellent sharpshooters, heavy snipers can
kill targets with just one shot from greater distances, even when
the targets are partially hidden by cover.

DUERGAR INQUISITOR

The inquisitor is a wicked unholy warrior fiercely loyal to the
worship of Laduguer. It is always on the hunt for other dwarven
subraces and worshipers of the Morndinsamman. Armed with a
vicious flail, the inquisitor strides through the Underdark while
emanating a frightening aura of judgement — a veritable symbol of
fear among its enemies and brethren alike.
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DUERGAR HEAVY SNIPER

Medium humanoid (dwarf), lawful evil

Armor Class 15 (studded leather)

Hit Points 78 (12d8 + 24)
Speed 25 ft.
STR DEX CON INT WIS CHA
14(*2) 16(*3) 14(+2) 11(*0) 12(+1) 9(-1)

Skills Perception +5

Damage Resistances poison

Senses darkvision 120 ft., passive Perception 15
Languages Dwarvish, Undercommon

' Challenge 4 (1,100 XP)

Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

crossbows.

Sharpshooter. The duergar's ranged weapon attacks ignore half
cover and three-quarters cover and attacking at long range doesn't
impose disadvantage on the duergar's ranged weapon attack rolls.

Steady Aim (3/Day). As a bonus action, the duergar takes careful
aim at a creature it can see within range of its ranged weapon. Until
the end of its turn, the duergar deals an an extra 10 (3d6) damage
with its ranged weapon attack against the target.

Sunlight Sensitivity. While in sunlight, the duergar has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

ACTIONS

Multiattack. The duergar makes two melee attacks or two ranged
attacks.

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +5 to hit, range 100/400
ft., one target. Hit: 8 (1d10 + 3) piercing damage.

Invisibility (Recharges after a Short or Long Rest). The duergar
magically turns invisible until it attacks, casts a spell, or uses its
Enlarge, or until its concentration is broken, up to 1 hour (as if
concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.

Quick Loader. The duergar ignores the loading quality of
;
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DUERGAR

RSN

QUISITOR
Medium humanoid (dwarf), lawful evil

Armor Class 18 (plate mail)
Hit Points 91 (14d8 + 28)

Speed 25 ft.
STR DEX CON INT WIS CHA
16 (+3) 11 (+0) 15 @) ALWEK) - I2EHED) 15 ED)

Saving Throws Wis +4, Cha +5

Skills Intimidation +5, Perception +4

Damage Resistances poison

Senses darkvision 120 ft., passive Perception 14
Languages Dwarvish, Undercommon
Challenge 6 (2,300 XP)

Aura of Judgement. A creature hostile to the duergar that is within
10 feet of the duergar has disadvantage on saving throws against
being frightened, provided that the duergar isn't incapacitated.

Smite (1/Turn). As a bonus action, when the duergar hits a creature
with a weapon attack, it can expend a 1st level spell slot to deal 9
(2d8) necrotic or radiant damage to the target, and the target must
succeed in a DC 13 Wisdom saving throw or be frightened the end
of its next turn. If the duergar expends a spell slot of 2nd level or
higher, the extra damage increases by 1d8 for each level above 1st
(maximum 5d8).

Spellcasting. The duergar is a 10th-level spellcaster. Its spellcasting
ability is Charisma (spell save DC 13). It has the following paladin
spells prepared:

1st level (4 slots): bane, command, hunter's mark

2nd level (3 slots): hold person, misty step

3rd level (2 slots): crusader's mantle, fear

Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

Sunlight Sensitivity. While in sunlight, the duergar has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS
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Multiattack. The duergar makes two flail attacks and uses Enlarge if
it is available.

Flail. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) bludgeoning damage, or 12 (2d8 + 3) bludgeoning
damage while enlarged, plus 4 (1d8) necrotic damage.

Enlarge (Recharges after a Short or Long Rest). For 1 minute,

the duergar magically increases in size, along with anything it is
wearing or carrying. While enlarged, the duergar is Large, doubles
its damage dice on Strength-based weapon attacks (included in the
attacks), and makes Strength checks and Strength saving throws
with advantage. If the duergar lacks the room to become Large, it
attains the maximum size possible in the space available.

Invisibility (Recharges after a Short or Long Rest). The duergar
magically turns invisible until it attacks, casts a spell, or uses its
Enlarge, or until its concentration is broken, up to 1 hour (as if
concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.
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DUERGAR SERGEANT

DUERGAR SLAVEMASTER

Duergar sergeants are squad leaders and intelligent tacticians in
battle. They often arm themselves with heavy armor while carrying
a sharp war pick and a selection of javelins. These duergar have
strong commanding presence enough to maneuver allies in the
battlefield. A phalanx formation led by a duergar sergeant is
thought to be unbreakable, moving in a synchronized and almost
mechanical manner, giving no room for attackers to strike.

DUERGAR SERGEANT

Medium humanoid (dwarf), lawful evil

Armor Class 16 (scale mail, shield)
Hit Points 32 (5d8 + 10)
Speed 25 ft.

STR
15 (+2)

DEX
11 (+0)

CON
14 (+2)

INT
11 (+0)

WIS
10 (+0)

CHA
10 (+0)

l
Damage Resistances poison \
Senses darkvision 120 ft., passive Perception 10 ]
Languages Dwarvish, Undercommon
Challenge 2 (450 XP)
J
)
}
)
]

Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

Phalanx Formation. The duergar has advantage on attack rolls and
Dexterity saving throws while standing within 5 feet of a duergar
ally wielding a shield.

Sunlight Sensitivity. While in sunlight, the duergar has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

ACTIONS

Multiattack. The duergar makes two war pick or javelin attacks. It
can use Command in place of one of these attacks.

Enlarge (Recharges after a Short or Long Rest). For 1 minute,

the duergar magically increases in size, along with anything it is
wearing or carrying. While enlarged, the duergar is Large, doubles
its damage dice on Strength-based weapon attacks (included in the
attacks), and makes Strength checks and Strength saving throws
with advantage. If the duergar lacks the room to become Large, it
attains the maximum size possible in the space available.

War Pick. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d8 + 2) piercing damage, or 11 (2d8 + 2) piercing damage
while enlarged.

Javelin. Ranged Weapon Attack: +4 to hit, range 30/120 ft., one

target. Hit: 5 (1d6 + 2) piercing damage, or 9 (2d6 + 2) piercing
damage while enlarged.

.

Command. The duergar targets one ally it can see within 30 feet of
it. If the target can see and hear the duergar, the target can make
one weapon attack as a reaction.

Maneuver Allies (Recharge 5-6). Up to four allies within 60 feet of
the duergar that can hear it can each use their reaction to move up
to half their speed without provoking opportunity attacks.

Invisibility (Recharges after a Short or Long Rest). The duergar
magically turns invisible until it attacks, casts a spell, or uses its
Enlarge, or until its concentration is broken, up to 1 hour (as if
concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.

— N L S S S

Slave masters lead and control slaves that the duergar acquire

in their raids or from slave-trading drows. These vicious duergar
use a combination of their flails and whips to punish and prod
humans, orcs, kobolds, and any other wretched creature into
hard labor or forced battles. While sergeants and other leaders
use their commanding presence to maneuver allies in combat,
slave masters use pain and punishment to force slaves to do their
bidding, often ending up as fodder in battle.

DUERGAR SLAVEMASTER

Medium humanoid (dwarf), lawful evil

Armor Class 16 (chain mail)

Hit Points 65 (10d8 + 20)

Speed 25 ft.
STR DEX CON INT WIS CHA
16(+3) 11(+*0) 14(+2) 11(+0) 10(+0) 12(+1)

Skills Intimidation +3, Perception +2

Damage Resistances poison

Senses darkvision 120 ft., passive Perception 12
Languages Dwarvish, Undercommon
Challenge 3 (700 XP)

Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

Sunlight Sensitivity. While in sunlight, the duergar has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

ACTIONS

Multiattack. The duergar makes two melee attacks and uses
Enlarge if it is available.

Flail. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) bludgeoning damage, or 12 (2d8 + 3) bludgeoning
damage while enlarged.

Whip. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 5 (1d4 + 3) slashing damage, or 8 (2d4 + 3) slashing damage
while enlarged.

Enlarge (Recharges after a Short or Long Rest). For 1 minute,

the duergar magically increases in size, along with anything it is
wearing or carrying. While enlarged, the duergar is Large, doubles
its damage dice on Strength-based weapon attacks (included in the
attacks), and makes Strength checks and Strength saving throws
with advantage. If the duergar lacks the room to become Large, it
attains the maximum size possible in the space available.

Invisibility (Recharges after a Short or Long Rest). The duergar
magically turns invisible until it attacks, casts a spell, or uses its
Enlarge, or until its concentration is broken, up to 1 hour (as if
concentrating on a spell). Any equipment the duergar wears or
carries is invisible with it.

Ruthless Command (Recharges after a Short or Long Rest). For
1 minute, the duergar can issue a telepathic command whenever
a nonhostile creature that it can see within 30 feet of it makes an
attack roll. The creature takes 1d8 psychic damage and can add a
d10 to its roll provided it can understand the duergar. A creature
can benefit from only one ruthless command die at a time. This
effect ends 1f the duergar is incapacitated.
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ELEMENTALS, ELDER

When pure elemental energies converge, a new elemental is
created. This occasion, however, is extremely rare and only
happen during catastrophic events that involve the elements.
There are some situations, like that of the phoenix, where an
elemental is reborn into a new body when its current one is
weakened. Many theories other than the ones above persists,
yet we will never know how these mysterious and powerful
elementals came to be. One thing is for sure, young versions of

elder elementals are more likelier to be encountered in their home

planes than the older ones.

Presented below are variants of existing elder elementals.

AN

Huge elemental, neutral

Armor Class 16
Hit Points 162 (12d12 + 84)
Speed 40 ft., swim 120 ft.

STR
24 (+7)

DEX
22 (+6)

CON
24 (+7)

INT
2(4)

WIS
14 (+2)

CHA
15 (+2)

Saving Throws Wis +6, Cha +6

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities acid, poison

Condition Immunities exhaustion, grappled, paralyzed, petrified,
poisoned, prone, restrained, stunned

Senses darkvision 60 ft., passive Perception 12

Languages —

Challenge 12 (8,400 XP)

Partial Freeze. If the leviathan takes 30 cold damage or more
during a single turn, the leviathan partially freezes; until the end of
its next turn, its speeds are reduced to 20 feet, and it makes attack
rolls with disadvantage.

Siege Monster. The leviathan deals double damage to objects and
structures (included in Tidal Wave).

Water Form. The leviathan can enter a hostile creature's space and
stop there. It can move through a space as narrow as 1 inch wide
without squeezing.

ACTIONS

Multiattack. The leviathan makes two attacks: one with its
slam and one with its tail.

S e T ]
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YOuNG LEVIATHAN

Young leviathans retain the same shape as their elder
counterparts, albeit a tad smaller and less powerful. These
massive serpent-like creatures roam the deepest seas, protecting
its subjects. In its true form, a young leviathan can crush sea
fortresses with its blows and sink battleships with a massive tidal
wave. Fortunately, young leviathans are rarely encountered, and
only a fool-hardy simpleton would dare provoke it.
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Slam. Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 11 (1d8 + 7) bludgeoning damage plus 4 (1d8) acid damage.

Tail. Melee Weapon Attack: + 11 to hit, reach 15 ft., one target.
Hit: 12 (1d10 + 7) bludgeoning damage plus 4 (1d8) acid damage.

Tidal Wave (Recharge 6). While submerged, the leviathan magically
creates a wall of water centered on itself. The wall is up 120 feet
long, up to 120 feet high, and up to 20 feet thick. When the wall
appears, all other creatures within its area must each make a DC
19 Strength saving throw. A creature takes 22 (4d10) bludgeoning
damage on failed save, or half as much damage on a successful one.

At the start of each of the leviathan's turns after the wall appears,
the wall, a long with any other creatures in it, moves 50 feet away
from the leviathan. Any Huge or smaller creature inside the wall or
whose space the wall enters when it moves must succeed on a DC
19 Strength saving throw or take 16 (3d10) bludgeoning damage.
A creature takes this damage no more than once on a turn. At the
end of each turn the wall moves, the wall's height is reduced by 40
feet, and the damage creatures take from the wall on subsequent
rounds is reduced by 1d10. When the wall reaches O feet in height,
the effect ends.

A creature caught in the wall can move by swimming. Because
of the force of the wave, though, the creature must make
a successful DC 19 Strength (Athletics) check to swim at all
during that turn.

LEGENDARY ACTIONS

The leviathan can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The leviathan
regains spent legendary actions at the start of its turn.

Move. The leviathan moves up to its speed.
Slam (Costs 2 Actions). The leviathan makes one slam attack.
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YouNG PHOENIX

When a phoenix dies, or when it sees its powers dim, it
can choose to die and be reborn anew. The young phoenix
partially retains the wisdom of its former self, and gains a
hot-headed temperament, eager to try its new-born powers
in the world.

YOouNG TEMPEST

Young tempests are born of the most powerful lightning
storms, forming their serpent-like body alongside their
“parent” until they are whole. Like their adult brethren,
young tempests are temperamental, and are prone to
unleashing torrential rains and punishing winds across all
land it passes through.

YOUNG ZARATAN

Zaratans are born from earthquakes and are about the size
of a small hill when young. These dim-witted elementals
only concern themselves with food, moving slowly across
the terrain in search of the best territory. Young zaratans
are normally overlooked since their carapace resemble

the earth, complete with various types of flora. They are,
however, very territorial and when provoked, can induce
earthquakes and spew various debris from its mouth.

' YOUNG PHOENIX

Huge elemental, neutral

Armor Class 17
Hit Points 100 (8d12 + 48)
Speed 20 ft., fly 120 ft.

STR
17 (+3)

DEX
24 (+7)

CON
22 (+6)

INT
2(4)

WIS
17 (+3)

CHA
16 (+3)

Saving Throws Wis +7, Cha +7

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities fire, poison

Condition Immunities exhaustion, grappled, paralyzed, petrified,
poisoned, prone, restrained, stunned

Senses darkvision 60 ft., passive Perception 13

Languages —

Challenge 10 (5,900 XP)

Fiery Death and Rebirth. When the phoenix dies, it explodes. Each
creature within 40 feet of it must make a DC 18 Dexterity saving
throw, taking 16 (3d10) fire damage on a failed save, or half as much
damage on a successful one. The fire ignites flammable objects in
the area that aren' t worn or carried.

The explosion destroys the phoenix's body and leaves behind an
egg-shaped cinder that weighs 5 pounds. The cinder is blazing hot,

l dealing 21 (6d6) fire damage to any creature that touches it, though
é no more than once per round. The cinder is immune to all damage,
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and after 1d6 days, it hatches a new phoenix.

Fire Form. The phoenix can move through a space as narrow as |
inch wide without squeezing. Any creature that touches the phoenix
or hits it with a melee attack while within 5 feet of it takes 4 (1d8)
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fire damage. In addition, the phoenix can enter a hostile creature's
space and stop there. The first time it enters a creature's space

on a turn, that creature takes 4 (1d8) fire damage. With a touch,
the phoenix can also ignite flammable objects that aren' t worn or
carried (no action required).

Flyby. The phoenix doesn't provoke opportunity attacks when it flies
out of an enemy's reach.

Illumination. The phoenix sheds bright light in a 40-foot radius and
dim light for an additional 20 feet.

Siege Monster. The phoenix deals double damage to objects and
structures.

ACTIONS

Multiattack. The phoenix makes two attacks: one with its beak
and one with its fiery talons.

Beak. Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 14 (2d6 + 7) fire damage. If the target is a creature or a
flammable object, it ignites. Until a creature takes an action to
douse the fire, the target takes 4 (1d8) fire damage at the start
of each of its turns.

Fiery Talons. Melee Weapon Attack: + 11 to hit, reach 15 ft., one
target. Hit: 16 (2d8 + 7) fire damage.

LLEGENDARY ACTIONS

The phoenix can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used
at a time and only at the end of another creature's turn. The
phoenix regains spent legendary actions at the start of its turn.

Peck. The phoenix makes one beak attack.

Move. The phoenix moves up to its speed.

Swoop (Costs 2 Actions). The phoenix moves up to its speed and
attacks with its fiery talons.

A G e
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YOUNG TEMPEST

Huge elemental, neutral

Armor Class 17
Hit Points 138 (12d12 + 60)
Speed O ft., fly 120 ft. (hover)

STR
19 (+4)

DEX
24 (+7)

CON
21 (+5)

INT
2(4)

WIS
17 (+3)

CHA
16 (+3)

Saving Throws Wis +8, Cha +8

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities lightning, poison, thunder

Condition Immunities exhaustion, grappled, paralyzed, petrified,
poisoned, prone, restrained, stunned

Senses darkvision 60 ft., passive Perception 13

Languages

Challenge 13 (10,000 XP)

Air Form. The tempest can enter a hostile creature's space and stop
there. It can move through a space as narrow as 1 inch wide without
squeezing.

Flyby. The tempest doesn't provoke opportunity attacks when it flies
out of an enemy's reach.

Living Storm. The tempest is always at the center of a storm 1d6 +
4 miles in diameter. Heavy precipitation in the form of either rain
or snow falls there, causing the area to be lightly obscured. Heavy
rain also extinguishes open flames and imposes disadvantage on
Wisdom (Perception) checks that rely on hearing.

In addition, strong winds swirl in the area covered by the storm.
The winds impose disadvantage on ranged attack rolls. The winds
extinguish open flames and disperse fog.

Siege Monster. The tempest deals double damage to objects and
structures.

ACTIONS

Multiattack. The tempest makes two attacks with its thunderous
slam.

Thunderous Slam. Melee Weapon Attack: +12 to hit, reach 20 ft.,
one target. Hit: 17 (3d6 + 7) thunder damage.

Lightning Storm (Recharge 6). All other creatures within 80 feet of
the tempest must each make a DC 18 Dexterity saving throw, taking
22 (5d8) lightning damage on a failed save, or half as much damage
on a successful one. If a target's saving throw fails by 5 or more, the
creature is also stunned until the end of its next turn.

LEGENDARY ACTIONS

The tempest can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The tempest
regains spent legendary actions at the start of its turn.

Move. The tempest moves up to its speed.

Lightning Strike (Costs 2 Actions). The tempest can cause a bolt
of lightning to strike a point on the ground anywhere under its
storm. Each creature within 5 feet of that point must make a DC
18 Dexterity saving throw, taking 13 (3d8) lightning damage on a

failed save, or half as much damage on a successful one.
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Huge elemental, neutral

Armor Class 20 (natural armor) ‘
Hit Points 162 (12d12 + 84) 5
Speed 40 ft., swim 40 ft. \

STR
24 (+7)

INT
2 (4)

DEX
10 (+0)

CON
24 (+7)

WIS
17 (+3)

CHA
16 (+3)

Saving Throws Wis +7, Cha +7

Damage Vulnerabilities thunder

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities exhaustion, paralyzed, petrified, poisoned,
stunned

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 13

Languages —

Challenge 12 (8,400 XP)

Ground-Shaking Movement. As a bonus action after moving at least
10 feet on the ground, the zaratan can send a shock wave through
the ground in a 60-foot-radius circle centered on itself. That area
becomes difficult terrain for 1 minute. Each creature on the ground
within the area that is concentrating must succeed on a DC 19
Constitution saving throw or the creature's concentration is broken.

Magic Weapons. The zaratan's weapon attacks are magical.

Siege Monster. The zaratan deals double damage to objects and
structures.

ACTIONS

Multiattack. The zaratan makes two attacks: one with its bite and
one with its stomp.

Bite. Melee Weapon Attack: +11 to hit, reach 20 ft., one target.
Hit: 20 (3d8 + 7) piercing damage.

Stomp. Melee Weapon Attack: +11 to hit, reach 20 ft., one target.
Hit: 18 (2d10 + 7) bludgeoning damage.

Spit Rock. Ranged Weapon Attack: +11 to hit, range 120 ft./240 ft.,
one target. Hit: 25 (4d8 + 7) bludgeoning damage.

Spew Debris (Recharge 5-6). The zaratan exhales rocky debris

in a 60-foot cube. Each creature in that area must make a DC 19
Dexterity saving throw. A creature takes 22 (4d10) blud geoning
damage on a fa iled save, or half as muc h damage on a successful
one. A creature that fails the save by 5 or more is knocked prone.

LEGENDARY ACTIONS

The zaratan can take 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
only at the end of another creature's turn. The zaratan regains spent
legendary actions at the start of its turn.

Stomp. The zaratan makes one stomp attack.

Move. The zaratan moves up to its speed.

Spit (Costs 2 Actions). The zaratan uses Spit Rock.

Retract (Costs 2 Actions). The zaratan retracts into its shell. Until
it takes its Emerge action, it has resistance to all damage, and itis |
restrained. The next time it takes a legendary action, it must take
its Revitalize or Emerge action.

Revitalize (Costs 2 Actions). The zaratan can use this option only
if it is retracted in its shell. It regains 32 (5d12) hit points. The next ]
time it takes a legendary action, it must take its Emerge action.

Emerge (Costs 2 Actions). The zaratan emerges from its shell and
uses Spit Rock. It can use this option only if it is retracted in its

shell.

CHAPTER 1. BESTIARY



ELEMENTAL MYRMIDONS

ELEMENTAL MYRMIDON

Elemental Myrmidons were once free elementals summoned by

powerful spellcasters and bound into magical plates of armor.
While these elementals retain their intelligence, their free
will have been erased, fully subservient to their masters that

summoned them. Elemental myrmidons are neutral-aligned by
nature, its alignment only shifting to good or evil depending on
who or what summoned them. As they get older and absorb more

energy, they get stronger and larger.

Presented below are more powerful variants of elemental
myrmidons.

o i

GREATER AIR ELEMENTAL
MYRMIDON

Large elemental, neutral

Armor Class 18 (plate)
Hit Points 209 (22d10 + 88)
Speed 30 ft., fly 30 ft. (hover)

STR
22 (+6)

DEX
14 (+2)

CON
18 (+4)

INT
10 (+0)

WIS
12 (+1)

CHA
12 (+1)

Damage Resistances lightning, thunder; bludgeoning, piercing,
and slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities paralyzed, petrified, poisoned, prone

Senses darkvision 60 ft., passive Perception 11

Languages Auran, one language of its creator's choice

Challenge 11 (7,200 XP)
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Magic Weapons. The myrmidon's weapon attacks are magical.

ACTIONS

can use Whirlwind Blast in place of one of these attacks.

Flail. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 15 (2d8 + 6) bludgeoning damage.

Lightning Strike (Recharge 5-6). The myrmidon makes one flail

or be stunned until the end of the myrmidon's next turn.

violent winds in a 15-foot radius circle centered on itself. Each
creature in the area other than the myrmidon must make a DC

18 Strength saving throw. On a failure, the target takes 15 (2d8 +

6) bludgeoning damage and is flung up to 10 feet away from the
myrmidon in a random direction and knocked prone. If a thrown

target strikes an object, such as a wall or floor, the target takes an

extra 9 (1d6 + 6) bludgeoning damage. If the target is thrown at

another creature, that creature must succeed on a DC 16 Dexterity

saving throw or take the same damage and be knocked prone.
If the saving throw is successful, the target takes half the
bludgeoning damage and isn't flung away or knocked prone.
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Multiattack. The myrmidon makes three flail attacks. If available, it

attack. On a hit, the target takes an extra 22 (5d8) lightning damage,
and the target must succeed on a DC 16 Constitution saving throw

Whirlwind Blast (Recharge 6). The myrmidon unleashes sudden

E
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GREATER FARTH ELEMENTAL

MYRMIDON

Large elemental, neutral

Armor Class 18 (plate)
Hit Points 199 (21d10 + 84)

Speed 30 ft.
STR DEX CON INT WIS CHA
22 (+6) 10 (+0) 18(+4) 9(1) 2 EHD) . 2 (EHL)

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities poison

Condition Immunities paralyzed, petrified, poisoned, prone

Senses darkvision 60 ft., passive Perception 11

Languages Terran, one language of its creator's choice

Challenge 11 (7,200 XP)

successful one.

Magic Weapons. The myrmidon's weapon attacks are magical.

ACTIONS

Multiattack. The myrmidon makes two maul attacks. If available, it

can use Ground Smash in place of one of these attacks.

Maul. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 20 (4d6 + 6) bludgeoning damage.

Thunderous Strike (Recharge 5-6). The myrmidon makes one maul
attack. On a hit, the target takes an extra 22 (4d10) thunder damage,

and the target must succeed on a DC 16 Strength saving throw or
be knocked prone.

Ground Smash (Recharge 6). The myrmidon slams the ground with
its maul, causing an earth tremor in and pelting with rocks a 15-foot
' radius circle centered on itself. Each creature in the area other than

the myrmidon must succeed on a DC 18 Strength saving throw,

taking 22 (3d10 + 6) bludgeoning damage and is knocked prone on

a failed save, or half as much damage and isn't knocked prone on a
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GREATER FIRE ELEMENTA
MYRMIDON

Large elemental, neutral

N VT T I R S e

Armor Class 18 (plate)
Hit Points 218 (23d10 + 92)

Speed 40 ft.
STR DEX CON INT WIS CHA
17 (+3) 18(+4) 19(+4) 10(+0) 12(+1) 12(+1)

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities fire, poison

Condition Immunities paralyzed, petrified, poisoned, prone

Senses darkvision 60 ft., passive Perception 11

Languages Ignan, one language of its creator's choice

Challenge 11 (7,200 XP)

o T R —e

Illumination. The myrmidon sheds bright light in a 20-foot radius
and dim light in a 40-foot radius.

Heated Body. A creature that touches the myrmidon or hits it with a
melee attack while within 5 feet of it takes 5 (1d10) fire damage.

Magic Weapons. The myrmidon's weapon attacks are magical.

Water Susceptibility. For every 5 feet the myrmidon moves in 1 foot
or more of water, it takes 2 (1d4) cold damage.

ACTIONS

Multiattack. The myrmidon makes three scimitar attacks. If
available, it can use Flame Scorch in place of one of these attacks.

Scimitar. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 11 (2d6 + 4) slashing damage.

Fiery Strikes (Recharge 5-6). The myrmidon uses Multiattack. Each
attack that hits deals an extra 5 (1d10) fire damage.

Flame Scorch (Recharge 5-6). The myrmidon discharges flames in
a 30-foot cone. Each creature in that area must succeed on a DC 16
Dexterity saving throw, taking 28 (8d6) fire damage on a failed save,
or half as much on a successful one.
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MYRMIDON

Large elemental, neutral

Armor Class 18 (plate)
Hit Points 199 (21d10 + 84)
Speed 40 ft., swim 40 ft.

STR
22 (+6)

DEX
14 (+2)

CON
19 (+4)

INT
9 (1)

WIS
12 (+1)

CHA
12 (+1)

Damage Resistances acid, bludgeoning, piercing, and slashing from
nonmagical attacks
Damage Immunities poison

Senses darkvision 60 ft., passive Perception 11
Languages Aquan, one language of its creator's choice
Challenge 11 (7,200 XP)

Magic Weapons. The myrmidon's weapon attacks are magical.

ACTIONS

Multiattack. The myrmidon makes three trident attacks. If
available, it can use Water Jet in place of one of these attacks.

Condition Immunities paralyzed, petrified, poisoned, prone (
|
3

Trident. Melee or Ranged Weapon Attack: +10 to hit, reach 10 ft. or
range 20/60 ft., one target. Hit: 13 (2d6 + 6) piercing damage, or 15
(2d8 + 6) piercing damage if used with two hands to make a melee
attack.

Freezing Strikes (Recharge 5-6). The myrmidon uses Multiattack.
Each attack that hits deals an extra 5 (1d10) cold damage. A target
that is hit by one or more of these attacks has its speed reduced by
10 feet until the end of the myrmidon's next turn.

Water Jet (Recharge 6). The myrmidon magically shoots water in a
60-foot line that is 5 feet wide. Each creature in that line must make
a DC 16 Dexterity saving throw. On a failure, the target takes 17
(5d6) bludgeoning damage and, if it is Large or smaller, is pushed
up to 15 feet away from the myrmidon and knocked prone. On a
success, the target takes half the bludgeoning damage, but is neither

\ pushed nor knocked prone.

o TS R WA W Tl T

=

5 S BT A SE 2 7 0 R

CHAPTER 1. BESTIARY 119



[ ==

| ROA

e TR WML v T B A “atis,

| NIGHT

5 Medium humanoid (elf), neutral evil
{

Armor Class 16 (studded leather)
Hit Points 97 (15d8 + 30)

] Speed 30 ft.

STR DEX CON INT WIS CHA
[ 10/GEO)NISIGERRENA(+2) 12D  12] GRS 7A(:3)

Saving Throws Con +6, Cha +7

Skills Arcana +5, Perception +5, Stealth +8
Senses darkvision 120 ft., passive Perception 15
Languages Elvish, Undercommon

Challenge 10 (5,900 XP)

Fey Ancestry. The drow has advantage on saving throws against
being charmed, and magic can't put the drow to sleep.

S Charisma (spell save DC 15). The drow can innately cast the
following spells, without providing material components:

At will: dancing lights

{ 1/day each: darkness, faerie fire, levitate (self only)

Spellcasting. The drow is a 10th-level spellcaster. Its spellcasting

ELvEs, DrROwW

Drow ARCANE KNIGHT

Drow arcane knights are
remarkable arcane guards that

in the arcane and martial schools.
They are dangerous adversaries,

they now ability to heighten the
potency of their spells, in addition to
empowering them and being to cast
them as a bonus action.

Drow arcane knights usually serve
drow in high positions, such as
matriarchs, high priestesses, and house
wizards as guards.

2nd level (3 slots): mirror image, scorching ray, web
3rd level (3 slots): counterspell, lightning bolt

4th level (3 slots): dimension door; greater invisibility
5th level (2 slots): cone of cold

Sorcery Points. The drow has 10 sorcery points. It can spend 1 or
more sorcery points to gain one of the following benefits:

Empowered Spell: When the drow rolls damage for a spell, it can
spend 1 sorcery point to reroll up to 3 damage dice. It must use the
new rolls. It can use Empowered Spell even if it has already used a
different Metamagic option during the casting of the spell.

Heightened Spell: When the drow casts a spell that forces a
creature to make a saving throw to resist the spell's effects, the
drow can spend 3 sorcery points to give one target of the spell
disadvantage on its first saving throw against the spell.

Quickened Spell: When the drow casts a spell that has a casting
time of 1 action, the drow can spend 2 sorcery points to change the
casting time to 1 bonus action for this casting.

Sunlight Sensitivity. While in sunlight, the drow has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

have further advanced their training

able to attack three times with their
poisoned spiked chains. In addition,

Multiattack. The drow makes three spiked chain attacks.
Spiked Chain. Melee Weapon Attack: +8 to hit, reach 10 ft., one

{
t Innate Spellcasting. The drow's innate spellcasting ability is
b
q target. Hit: 9 (2d4 + 4) slashing damage plus 7 (2d6) poison damage.

ability is Charisma (spell save DC 15, +7 to hit with spell attacks). It
has the following sorcerer spells prepared:

|
|
!
{
l

REACTIONS

Parry. The drow adds 2 to its AC against one melee attack that
would hit it. To do so, the drow must see the attacker and be
wielding a melee weapon.

prestidigitation, true strike

Z Cantrips (at will): fire bolt, mage hand, minor illusion, poison spray,
1st level (4 slots): shield, thunderwave
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DrRow DARK SNIPER

Drow HoOUSE WIZARD

Drow dark snipers are expert marksmen who use the shadows of
the Underdark as their cover. Skilled with the use of the longbow
and hand crossbow, they can pick off unwary targets with ease
without getting noticed. Dark snipers are also excellent melee
fighters, often choosing to carry a shortsword with them in case an
opponent gets too close.

The House Wizard is, usually, the most powerful arcane
spellcaster in the Drow House, a position usually held by a male
who is in a good position with the House Matriarch. His tasks
normally include arcane research, training of potential wizards,
supplying arcane scrolls and magic items, providing magical
defenses and scrying, and leading artillery support during times of
war.

DROW DARK SNIPER

Medium humanoid (elf), neutral evil

Armor Class 16 (studded leather)

Skills Perception +7, Stealth +10

Senses darkvision 120 ft., passive Perception 17
Languages Elvish, Undercommon

Challenge 5 (1,800 XP)

Hit Points 60 (11d8 + 11)
Speed 30 ft.
STR DEX CON INT WIS CHA
W2 (GFIL) - USEZD) I EAY) - IBEE) ¢ IAEED) | D2 (EFD)
f
(
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FeyAncestty The drow has advantage on saving throws against
f being charmed, and magic can't put the drow to sleep.

[ Innate Spellcasting. The drow's innate spellcasting ability is
| Charisma (spell save DC 12). The drow can innately cast the
| following spells, without providing material components:

At will: dancing lights

1/day each: darkness, faerie fire, levitate (self only)

(

' Sharpshooter. The drow's ranged weapon attacks ignore half cover
and three-quarters cover and attacking at long range doesn't impose
disadvantage on the drow's ranged weapon attack rolls.

Stealthy. On each of its turns, the drow can use a bonus action to
take the Hide action.

Sunlight Sensitivity. While in sunlight, the drow has disadvantage on
attack rolls, as well as on Wisdom (Perception) checks that rely on
sight.

Steady Aim (3/Day). As a bonus action, the drow takes careful aim
at a creature it can see within range of its ranged weapon. Until the
end of its turn, the drow deals an an extra 10 (3d6) damage with
each of its ranged weapon attacks against the target.

ACTIONS

Multiattack. The drow makes two short sword attacks or two
longbow attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) piercing damage plus 7 (2d6) poison damage.

Longbow. Ranged Weapon Attack: +7 to hit, range 150/600 ft., one
target. Hit: 8 (1d8 + 4) piercing damage plus 7 (2d6) poison damage.

Hand Crossbow. Ranged Weapon Attack: +7 to hit, range 30/120
ft., one target. Hit: 7 (1d6 + 4) piercing damage, and the target must
succeed on a DC 14 Constitution saving throw or be poisoned

for 1 hour. If the saving throw fails by 5 or more, the target is also
unconscious while poisoned in this way. The target wakes up if

it takes damage or if another creature takes an action to shake it
awake.
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DROW HOUSE WIZARD

Medium humanoid (elf), neutral evil

Armor Class 13 (16 with mage armor)
Hit Points 143 (22d8 + 44)
Speed 30 ft.

STR
10 (+0)

DEX
16 (+3)

CON
14 (+2)

INT
20 (+5)

WIS
13 (+1)

CHA
15 (+2)

‘ Saving Throws Int +9, Wis +5
Skills Arcana +13, History +13, Nature +13, Perception +5
Senses darkvision 120 ft., passive Perception 15
Languages Elvish, Undercommon
Challenge 9 (5,000 XP)

being charmed, and magic can't put the drow to sleep.

Innate Spellcasting. The drow's innate spellcasting ability is
Charisma (spell save DC 14). The drow can innately cast the
following spells, without providing material components:

At will: dancing lights

1/day each: darkness, faerie fire, levitate (self only)

Spellcasting. The drow is a 13th-level spellcaster. Its spellcasting
ability is Intelligence (spell save DC 17, +9 to hit with spell attacks).
It has the following wizard spells prepared:

Cantrip (at will): fire bolt, mage hand, message, minor illusion,
poison spray, prestidigitation

1st level (4 slots): burning hands, mage armor, magic missile, shield
2nd level (3 slots): invisibility, misty step, scorching ray

3rd level (3 slots): counterspell, dispel magic, fireball

4th level (3 slots): evard's black tentacles, greater invisibility

5th level (2 slots): cloudkill, telekinesis

6th level (1 slot): disintegrate

7th level (1 slot): delayed blast fireball

Sunlight Sensitivity. While in sunlight, the drow has disadvantage on
attack rolls, as well as on Wisdom (Perception) checks that rely on
sight.

Alter Energy Type (1/Turn). When the drow casts a spell with a
spell slot and the spell deals acid, cold, fire, force, lightning, necrotic,
radiant, or thunder damage, it can substitute that damage with one
other type from that list.

l
Alter Saving Throw (Recharges after a Short or Long Rest). When

the drow casts a spell with a spell slot and the spell requires a saving
throw, it can change the saving throw from one ability score to
another of its choice.

l ACTIONS
( Multiattack. The drow makes two shortsword attacks.
l

l
\
|
|
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Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 6 (1d6 ot 3) plercmg damage plus i (2d6) p01son damage

|
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DRrRoOwW SOLDIER

Drow soldiers, usually male, are the foundation of any drow army.
Trained for combat and sworn to servitude since childhood, drow

Drow LoLTH'S STING

In some drow societies there is a martial arts training school
known as the Order of the Spider Queen. The school only accepts

female students who come from prominent drow families favored
by Lolth. The students undergo years of brutal training, their
masters pitting them against one another in duels to the death.
Those who complete their training, which is less than half their
original number, become formidable shadow monk assassins
known as Lolth's Stings.

T s TR B

Drow LoLTH'S STING

Medium humanoid (elf), neutral evil

T o R, W T w

Armor Class 15

Hit Points 49 (9d8 + 9)
Speed 40 ft.
DEX CON INT WIS CHA
11(#0) 17(+3) 12(+1) 11(#0) 14(+2) 12(+1)

Skills Perception +4, Stealth +7

Senses darkvision 120 ft., passive Perception 14
Languages Elvish, Undercommon

Challenge 4 (1,100 XP)

5
I STR
f

' Cunning Action. On each of its turns, the drow can use a bonus
§ action to take the Dash, Disengage, or Hide action.

Fey Ancestry. The drow has advantage on saving throws against
being charmed, and magic can't put the drow to sleep.

Innate Spellcasting. The drow's innate spellcasting ability is
Charisma (spell save DC 11). The drow can innately cast the
following spells, without providing material components:

At will: dancing lights

1/day each: darkness, faerie fire, levitate (self only)

Sneak Attack (1/Turn). The drow deals an extra 10 (3d6) damage
when the drow hits a target with a weapon attack and has advantage
on the attack roll, or when the target is within 5 feet of an ally of the
drow that isn't incapacitated and the drow doesn't have disadvantage
on the attack roll.

Shadow Step. While in dim light or darkness, the drow can teleport
as a bonus action up to 60 feet to an unoccupied space it can see that
is also in dim light or darkness. It then has advantage on the first
melee attack it makes before the end of the turn.

Sunlight Sensitivity. While in sunlight, the drow has disadvantage on
attack rolls, as well as on Wisdom (Perception) checks that rely on
sight.

Unarmored Defense. While the drow is wearing no armor and
wielding no shield, its AC includes its Wisdom modifier.

ACTIONS

e P e e e T .

Multiattack. The drow makes two attacks with its rapier.

Rapier. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
(1d8 + 3) piercing damage and 7 (2d6) poison damage.

Hand Crossbow. Ranged Weapon Attack: +5 to hit, range 30/120
ft., one target. Hit: 6 (1d6 + 3) piercing damage, and the target must
succeed on a DC 13 Constitution saving throw or be poisoned

for 1 hour. If the saving throw fails by 5 or more, the target is also
unconscious while poisoned in this way. The target wakes up if

it takes damage or if another creature takes an action to shake it
awake.
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soldiers exhibit their discipline and combat mastery with perfect
and unbreakable phalanx formations.

DRrROW SOLDIER

Medium humanoid (elf), neutral evil

Armor Class 16 (studded leather, shield)
Hit Points 22 (4d8 + 4)

Speed 30 ft.
STR DEX CON INT WIS CHA
10 (+0) 14 (+2) 2 @=) allEx) - @) | 12 EAL)

Skills Perception +2, Stealth +6

Senses darkvision 120 ft., passive Perception 12
Languages Elvish, Undercommon

Challenge 1 (200 XP)

Fey Ancestry. The drow has advantage on saving throws against
being charmed, and magic can't put the drow to sleep.

e T et .

Innate Spellcasting. The drow's innate spellcasting ability is
Charisma (spell save DC 11). The drow can innately cast the
following spells, without providing material components:

At will: dancing lights

1/day each: darkness, faerie fire

Phalanx Formation. The drow has advantage on attack rolls and
Dexterity saving throws while standing within 5 feet of a drow ally
wielding a shield. {

Sunlight Sensitivity. While in sunlight, the drow has disadvantage on
attack rolls, as well as on Wisdom (Perception) checks that rely on
sight.

ACTIONS

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage plus 7 (2d6) poison damage.

REACTIONS

Parry. The drow adds 2 to its AC against one melee attack that
would hit it. To do so, the drow must see the attacker and be wielding
a melee weapon.




ETTINS

ETTIN BERSERKER

The ettin berserker is stronger and more aggressive than

their normal kin. Orc tribes that manage to recruit an ettin
berserker into their ranks use them to break their opponent’s
formations in combat. With excellent battlefield awareness,
ettin berserkers are near-impossible to surprise and can attack
simultaneously with their battleaxe and morningstar.

ETTIN BERSERKER

Large giant, chaotic evil

Armor Class 12 (natural armor)
Hit Points 123 (13d10 + 52)
Speed 40 ft.

STR. DEX CON INT WIS CHA
22(+6) 8(l) 18(+4) 6(2) 10(+0) 10 (+0)

Skills Perception +6

Senses darkvision 60 ft., passive Perception 16
Languages Giant, Orc

Challenge 6 (2,300 XP)

Reckless. At the start of its turn, the ettin can gain advantage on all
melee weapon attack rolls during that turn, but attack rolls against it |
have advantage until the start of its next turn.

Two Heads. The ettin has advantage on Wisdom (Perception)
checks and on saving throws against being blinded, charmed,
deafened, frightened, stunned, and knocked unconscious.

Wakeful. When one of the ettin's heads is asleep, its other head is
awake.
ACTIONS

Multiattack. The ettin makes two attacks: one with its battleaxe and
one with its morningstar.

P NS S S S S S,

i Battleaxe. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 15 (2d8 + 6) slashing damage.

i Morningstar. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
| Hit: 15 (2d8 + 6) piercing damage.

Whirling Weapons (Recharge 5-6). The ettin moves up to its
walking speed in a straight line and targets each creature within 5
feet of it during its movement. Each target must succeed on a DC 17
Dexterity saving throw or take 15 (2d8 + 6) slashing damage and 15
(2d8 + 6) piercing damage.

A T
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ETTIN VANGUARD

ETTIN WiTCH DOCTOR

Vanguards are strong, ferocious-looking armored ettin fighters that
lead their allies into battle. They wade into melee without fear and
ensure no foe gets past them.

= T S T

ETTIN VANGUA

Large giant, chaotic evil

Armor Class 14 (ring mail)
Hit Points 190 (20d10 + 80)

|
|

Speed 40 ft.
STR DEX CON INT WIS CHA
24 (+7) 8(-1) 18(+4) 6(-2) 12 (+1) 10 (+0)
Skills Perception +7

Senses darkvision 60 ft., passive Perception 17
Languages Giant, Orc
Challenge 8 (3,900 XP)

Indomitable (2/Day). The ettin rerolls a failed save. It must use the
new roll.

Punish the Marked (1/Turn). As a bonus action, the ettin can

make a melee weapon attack against a creature marked by it if the
creature dealt damage to anyone other than the ettin during the last
turn. The ettin's melee weapon attack has advantage on the attack
roll, and if it hits, the attack's weapon deals an extra 7 (2d6) damage
to the target.

Threatening. Creatures provoke an opportunity attack from the ettin
when they move 5 feet or more while within the ettin's reach, and

if the ettin hits a creature with an opportunity attack, the target's
speed is reduced to 0 until the end of the current turn.

Two Heads. The ettin has advantage on Wisdom (Perception)
checks and on saving throws against being blinded, charmed,
deafened, frightened, stunned, and knocked unconscious.

Wakeful. When one of the ettin's heads is asleep, its other head is
awake.

ACTIONS

Multiattack. The ettin makes two attacks: one with its battleaxe and
{ one with its morningstar.

e

Battleaxe. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 16 (2d8 + 7) slashing damage, and the target is marked until
the end of the ettin's next turn. This effect ends early if the ettin is
incapacitated or it dies, or if someone else marks the target. While
it is within 5 feet of the ettin, a creature marked by the ettin has
disadvantage on any attack roll that doesn't target the ettin.

Morningstar. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 16 (2d8 + 7) piercing damage, and the target is marked
until the end of the ettin's next turn. This effect ends early if the
ettin is incapacitated or it dies, or if someone else marks the target.
While it is within 5 feet of the ettin, a creature marked by the ettin
has disadvantage on any attack roll that doesn't target the ettin.
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An ettin witch doctor is a divine spellcaster that takes advantage
of its dual heads, each head being able to maintain concentration
on two spells at the same time. This makes it a potentially very
dangerous foe to be left alone.

ETTIN WITC

kills Perception +8

CTO
| Large giant, chaotic evil
[ Armor Class 12 (natural armor) 1
Hit Points 120 (16d10 + 32)
Speed 40 ft.
STR DEX CON INT WIS CHA
19 (+4) 8(-1) ISG2)  GEY) IS ER)  1OEAD)

S
Senses darkvision 60 ft., passive Perception 18
Languages Giant, Orc

Challenge 7 (2,900 XP)

Spelicasting. The ettin is a 7th-level spellcaster. Its spellcasting
ability is Wisdom (spell save DC 13). It has the following druid spells
prepared:

Cantrips (at will): mending, poison spray, thaumaturgy, toll the dead

1st level (4 slots): bane, divine favor, healing word, shield of faith

2nd level (3 slots): blindness/deafness, hold person, magic weapon,
spiritual weapon

3rd level (3 slots): bestow curse, crusader's mantle, revivify, spirit
guardians

4th level (2 slots): banishment, freedom of movement, stoneskin

checks and on saving throws against being blinded, charmed,
deafened, frightened, stunned, and knocked unconscious.

Two-Headed Battle Caster. The ettin can cast a spell in place

of one of its melee weapon attacks. In addition, it can maintain
concentration on up to two spells. If the ettin casts a third spell that
requires concentration while already maintaining concentraion

on two other spells, one of the two previous spells ends (ettin's
choice). If the ettin is required to make a Constitution saving throw
to maintain concentration, it must make a separate saving throw for
each spell.

Wakeful. When one of the ettin's heads is asleep, its other head is
awake.

ACTIONS

Multiattack. The ettin makes two attacks: one with its battleaxe and
one with its morningstar, or it can make one melee weapon attack
and cast a spell.

Battleaxe. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) slashing damage.

Morningstar. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage.

L T o7 R M
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FIRENEWTS

FIRENEWT WAR PRIEST OF IMIX

Blessed by Imix, the war priest is a high-level cleric specializing

in divine warfare magic and often leads its kin into battle. As a gift
from its deity, the war priest’s red scales are always glowing faintly
like embers. Fiery sparks bristle from the scales and claws of the
war priest, and opponents find themselves the burning victims of
its fiery rage after striking the war priest.

FIRENEWT ZEALOT

Devout worshipers of Imix, firenewt zealots are blessed with the
ability to empower their attacks with divine fire. Armed with a
burning scimitar, the wild and aggressive zealots pose a definite
threat in the battlefield.

T 55 TE P,

FIRENEWT WAR

T T 80 T

RIEST OF IMIX

Medium humanoid (firenewt), neutral evil

Hit Points 84 (13d8 + 26)
Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 14 (+2) 14(+2) 8(1) 16 (+3) 10 (+0)

2 Yk YA MRS e

FIRENEW

; Armor Class 17 (chain shirt, shield)
[

? Damage Immunities fire

{

/

i Senses passive Perception 13 T Z EALOT
Medium humanoid (firenewt), neutral evil
Challenge 5 (1,800 XP)
Armor Class 17 (chain shirt, shield)
Amphibious. The firenewt can breathe air and water. Hit Points 52 (8d8 + 16)
]

Spellcasting. The firenewt is a 9th-level spellcaster. Its spellcasting Speed 30 ft.

ability is Wisdom (spell save DC 14, +6 to hit with spell attacks). It
has the following cleric spells prepared:

§
§
Languages Draconic, Ignan g

STR DEX CON INT WIS CHA

Cantrips (at will): resistance, sacred flame, thaumathurgy 10(+0) 14(+2) 14(+2) 7(-2) 12 (+1) 8(1)

1st level (4 slots): divine favor, guiding bolt, healing word

2nd level (3 slots): aid, magic weapon, silence, spiritual weapon
3rd level (3 slots): crusader's mantle, dispel magic, spirit guardians
4th level (3 slots): banishment, freedom of movement, stoneskin
5th level (1 slot): flame strike, hold monster, mass cure wounds

Damage Immunities fire
Senses passive Perception 11
Languages Draconic, Ignan
Challenge 2 (450 XP)

et T

ACTIONS

Multiattack. The firenewt makes two attacks with its scimitar.

Amphibious. The firenewt can breathe air and water.

Divine Fury (Recharges after a Long Rest). As a bonus action,

the firenewt can magically infuse its attacks with divine fire. For 1
minute, the first creature the firenewt hits on each of its turns with a
weapon attack takes 7 (1d6 + 4) fire damage.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) slashing damage plus 4 (1d8) fire damage.

Spit Fire (Recharges after a Short or Long Rest). The firenewt spits
fire at a creature within 10 feet of it. The creature must make a DC ACTIONS
13 Dexterity saving throw, taking 13 (3d8) fire damage on a failed
save, or half as much damage on a successful one.

e e e e e e e e e e e N AP e e e A P\t

Multiattack. The firenewt makes two attacks with its scimitar.

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

REACTIONS Bt 5 (6.

Fiery Retribution (3/day). When a creature within 5 feet of the
firenewt hits the firenewt with an attack, and the firenewt can see
the creature, the firenewt can force the creature to make a DC 14
Dexterity saving throw. The creature takes 13 (3d8) fire damage on
a failed save, and half as much damage on a successful one.

L OESTNEGEE R R e e L e,

Spit Fire (Recharges after a Short or Long Rest). The firenewt spits
fire at a creature within 10 feet of it. The creature must make a DC
12 Dexterity saving throw, taking 13 (3d8) fire damage on a failed
save, or half as much damage on a successful one.
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FLAIL SNAIL

MONSTROUS FLAIL

Huge elemental, unaligned

Armor Class 17 (natural armor)
Hit Points 135 (10d12 + 70)

Speed 30 ft.
STR DEX CON INT WIS CHA
21 (+5) 5(-3) 24 (+7) 3(4) 12 (+1) 5(-3)

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 11
Languages —

Challenge 8 (3,900 XP)

Antimagic Shell. The flail snail has advantage on saving throws
against spells, and any creature making a spell attack against the flail
snail has disadvantage on the attack roll. If the flail snail succeeds

on its saving throw against a spell or a spell attack misses it, an
additional effect might occur, as determined by rolling a d8:

1-2. If the spell affects an area or has multiple targets, it fails and has
no effect. If the spell targets only the flail snail, it has no effect on the
flail snail and is reflected back at the caster, using the spell slot level,
spell save DC, attack bonus, and spellcasting ability of the caster.

3-4. No additional effect.

5-6. The flail snail's shell converts some of the spell's energy into a
burst of destructive force. Each creature within 30 feet of the flail
snail must make a DC 18 Constitution saving throw, taking 1d8
force damage per level of the spell on a failed save, or half as much
damage on a successful one.

CHAPTER 1. BESTIARY

MONSTROUS FLAIL SNAIL

A normal flail snail may grow to monstrous proportions if left
alone to consume everything it comes across. The monstrous flail
snail, which can grow three times the size of its kind, is a threat
to hamlets and small towns that unfortunately happen to be in its
path.

The monstrous flail snail's tentacles are so powerful that it can
stun a creature if it is struck by it multiple times in the same turn.

E i 3 o 1% S 55 RS e S N R R e s
7-8. If Scintillating Shell has already been used, the flail snail's
shell converts the spell's energy and recharges Scintillating Shell.
Otherwise, reroll and ignore results of 7-8.

Flail Tentacles. The flail snail has five flail tentacles. Whenever
the flail snail takes 25 damage or more on a single turn, one of its
tentacles dies. If even one tentacle remains, the flail snail regrows
all dead ones within 1d4 days. If all its tentacles die, the flail snail
retracts into its shell, gaining total cover, and it begins wailing, a
sound that can be heard for 600 feet, stopping only when it dies
5d6 minutes later. Healing magic that restores limbs, such as the
regenerate spell, can halt this dying process.

ACTIONS

Multiattack. The flail snail makes as many Flail Tentacle attacks as
it has flail tentacles, all against the same target. If a target is hit at
least three times by Flail Tentacle attacks in the same turn, it must
make a DC 16 Constitution saving throw or be stunned until the end
of the flail snail's next turn.

Flail Tentacle. Melee Weapon Attack: +8 to hit, reach 15 ft., one
target. Hit: 12 (2d6 + 5) bludgeoning damage.

Scintillating Shell (Recharges 6). The flail snail's shell emits
dazzling, colored light until the end of the flail snail's next turn.
During this time, the shell sheds bright light in a 40-foot radius and
dim light for an additional 40 feet, and creatures that can see the
flail snail have disadvantage on attack rolls against it. In addition,
any creature within the bright light and able to see the flail snail
when this power is activated must succeed on a DC 18 Wisdom
saving throw or be stunned until the light ends.

Shell Defense. The flail snail withdraws into its shell, gaining a +6
bonus to AC until it emerges. It can emerge from its shell as a bonus
action on its turn.

|
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FROGHEMOTHS

FROGHEMOTH TADPOLE

YouNG FROGHEMOTH

Froghemoth tadpoles start the challenge of survival the moment
they are born, having to escape the hungry clutches of its parent
and other larger creatures. About the size of a humanoid,

the tadpoles spends their first few weeks of their lives hiding
underwater from other predators and ambushing anything edible
they can overpower.

FROGHEMOTH TADPOLE

Medium monstrosity, unaligned

Armor Class 12 (natural armor)
Hit Points 22 (4d8 + 4)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 14 (+2) 12 (+1) 2 (-4) 8 (+1) 4 (-3)
[ Skills Perception +5, Stealth +4 ]
Damage Resistances fire, lightning
Senses darkvision 60 ft., passive Perception 15
Languages —
'; Challenge 1/4 (50 XP) Q
Amphibious. The froghemoth can breathe air and water.
Shock Susceptibility. If the froghemoth takes lightning damage,
it suffers several effects until the end of its next turn: its speed is
halved, it takes a -2 penalty to AC and Dexterity saving throws, it
can't use reactions or Multiattack, and on its turn, it can use either i
an action or a bonus action, not both. {
ACTIONS
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

Hit: 7 (1d10 + 2) piercing damage.

X e T YR M e e N S

It is not uncommon to find a young froghemoth being treated

as a god by bullywugs, which they considered as an avatar of
Ramenos. A young froghemoth looks like its more mature kin,
but is significantly smaller, enabling the bullywugs to 'tame' them
by feeding them animals and humanoids they've captured. These
young froghemoths are still quite dangerous though, and will
occasionally swallow a bullywug, or pretty much anything, that
wanders to close to their maws.

Young FroG OTH

Large monstrosity, unaligned

Armor Class 13 (natural armor) [)
Hit Points 102 (12d10 + 36)
Speed 30 ft., swim 30 ft.
)
3

STR DEX CON

16 (+3)

INT
2 (-4)

WIS
10 (+0)

CHA

19 (+4) 13 (+1) 5(3)

Saving Throws Con +6, Wis +3

Skills Perception +6, Stealth +4

Damage Resistances fire, lightning

Senses darkvision 60 ft., passive Perception 16
! Languages —

{
{ Challenge 5 (1,800 XP)

Amphibious. The froghemoth can breathe air and water.

Shock Susceptibility. If the froghemoth takes lightning damage,

it suffers several effects until the end of its next turn: its speed is
halved, it takes a -2 penalty to AC and Dexterity saving throws, it
can't use reactions or Multiattack, and on its turn, it can use either
an action or a bonus action, not both.

ACTIONS

Multiattack. The froghemoth makes two attacks with its tentacles. It
can also use its tongue or bite.

Tentacle. Melee Weapon Attack: +7 to hit, reach 15 ft., one target.
Hit: 13 (2d8 + 4) bludgeoning damage, and the target is grappled
(escape DC 14) if it is a Large or smaller creature. Until the grapple
ends, the froghemoth can't use this tentacle on another target. The
froghemoth has four tentacles.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 15 (2d10 + 4) piercing damage, and the target is swallowed if
it is a Medium or smaller creature. A swallowed creature is blinded
and restrained, has total cover against attacks and other effects
outside the froghemoth, and takes 7 (2d6) acid damage at the start
of each of the froghemoth's turns.

The froghemoth's gullet can hold up to two creatures at a time.
If the froghemoth takes 10 damage or more on a single turn from
a creature inside it, the froghemoth must succeed on a DC 17
Constitution saving throw at the end of that turn or regurgitate all
swallowed creatures, each of which falls prone in a space within 10
feet of the froghemoth. If the froghemoth dies, a swallowed creature
is no longer restrained by it and can escape from the corpse using 5
feet of movement, exiting prone.

Tongue. The froghemoth targets one Small or smaller creature
that it can see within 15 feet of it. The target must make a DC 15
Strength saving throw. On a failed save, the target is pulled into
an unoccupied space within 5 feet of the froghemoth, and the
froghemoth can make a bite attack against it as a bonus action.
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GIANTS

CLouD GIANT MASTERMIND

When brutish giants, such as hill giants and frost giants, that
normally only make random raids suddenly show signs of
coordinated and strategic attacks, it is very likely a cloud giant
mastermind is behind it. Very rarely will it make its presence
known, and only the most shrewd adventurers will be able to
uncover its schemes.

Expert Tactician. The cloud giant mastermind is able to read
situations in an instant and strategically place its allies in the best
positions to maximize chances of victory. Its quick thinking, ability
to adapt, and arcane powers allow it to gain advantage against its
foes. It always has bodyguards nearby to misdirect attacks to in
case it finds itself cornered or hard-pressed, which almost never
happens.
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GIANT MASTERMIND
Huge giant, neutral good (50%) or neutral evil (50%)

Armor Class 15 (natural armor)
Hit Points 275 (22d12 + 132)

Speed 40 ft.
STR DEX CON INT WIS CHA
26 (+8) 12NEAD) ¢ 2PAEHN G (ES) G ES) UGES)

Saving Throws Con +11, Dex +6, Wis +8, Cha +8
Skills Deception +8, Insight +8, Perception +8, Stealth +6
Senses passive Perception 18

Challenge 16 (15,000 XP)

Cunning Action. The giant can take the Dash, Disengage, or Hide
action as a bonus action on each of its turns.

Cunning Insight (Recharges 5-6). As a bonus action, the giant
chooses a target it can see within 30 feet of it. The giant and up to 3
creatures of its choice have advantage on ability checks, attack rolls,
and saving throws made against the target. In addition, the target
has disadvantage on ability checks and attack rolls made against the
giant. These effects last until the start of the giant's next turn.

Cunning Presence. An ally that starts is turn within 30 feet of this
giant and can see and hear this giant can take the Dash, Disengage,
or Hide action as a bonus action this turn, provided the giant isn't
incapacitated.

Keen Smell. The giant has advantage on Wisdom (Perception)
checks that rely on smell.

Innate Spellcasting. The giant's innate spellcasting ability is
Charisma (spell save DC 16). It can innately cast the following
spells, without providing material components:

At will: detect magic, fog cloud, light

3/day each: feather fall, fly; misty step, telekinesis

1/day each: control weather, gaseous form

ACTIONS

Multiattack. The giant makes two morningstar attacks.

Languages Common, Giant
|
}
;

Morningstar. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 21 (3d8 + 8) piercing damage. The attack deals an extra
17 (5d6) damage if the giant has advantage on the attack roll.

Rock. Ranged Weapon Attack: +13 to hit, reach 60/240 ft., one
target. Hit: 30 (4d10 + 8) bludgeoning damage. The attack deals an
extra 17 (5d6) damage if the giant has advantage on the attack roll.

REACTIONS

Misdirection. When the giant is targeted by an attack while a
creature within 5 feet of it is granting it cover against that attack, it
can have the attack target that creature instead.




CLoup GIANT WIND DISCIPLE

FIRE GIANT CHAMPION OF SURTUR

Due to where they live, some cloud giants have become natural
wind disciples that have spent a lifetime mastering the martial arts
combined with the power of the air elements. Armed with a few
spells and its fists, the giant can harness the power of the wind
and hit opponents with the force of a hundred punches.

CLOUD GIANT WIND DISCIPLE
Huge giant, neutral good (50%) or neutral evil (50%)

Armor Class 16 (natural armor)
Hit Points 207 (18d12 + 90)

Speed 40 ft.
STR DEX CON INT WIS CHA
24 (+7) 1LHE) S2AER IO ES) 16 ED) 16 (+3) (

Saving Throws Con +10, Dex +7, Wis +8, Cha +8

Skills Acrobatics +7, Athletics +12, Insight +8, Perception +8
Senses passive Perception 18

Languages Common, Giant

Challenge 13 (10,000 XP)

Evasion. If the giant is subjected to an effect that allows it to make
a Dexterity saving throw to take only half damage, the giant instead
takes no damage if it succeeds on the saving throw, and only half
damage if it fails.

checks that rely on smell.

Innate Spellcasting. The giant's innate spellcasting ability is
Charisma (spell save DC 16). It can innately cast the following
spells, without providing material components:

At will: detect magic, fog cloud, light
3/day each: feather fall, fly, gust of wind, hold person, misty step,
telekinesis

Keen Smell. The giant has advantage on Wisdom (Perception) é
1/day each: cone of cold, control weather, gaseous form )j

Stunning Strike (3/Day). Once per turn, when the giant hits a

creature with a melee weapon attack, it can force the creature to |
make a DC 16 Constitution saving throw or be stunned until the end

of the creature's next turn. \

|
ACTIONS

\ /
| /
5 Multiattack. The giant makes three unarmed strikes. It can use ‘l

Giant Fist of the Unbroken Air in place of one unarmed strike, if
available.

l

Unarmed Strike. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 20 (3d8 + 7) bludgeoning damage.

Rock. Ranged Weapon Attack: +12 to hit, reach 60/240 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage.

l Giant Fist of Unbroken Air (3/Day, 1/Turn). The giant chooses
a creature it can see within 60 feet of it and hits it with a blast of
2 compressed air. The creature must make a DC 16 Strength saving
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throw. On a failed save, the creature takes 33 (6d10) bludgeoning
damage, and is pushed up to 30 feet away and knocked prone. On a
successful save, the creature takes half as much damage, and isn't
pushed or knocked prone.

Chosen and blessed for its undying fervor, the champion of Surtur
swears to spread the flame of the fire god in the mortal plane. A
towering hulk of armor and weapons, the champion’s body has
been infused with the fire of Surtur. Any creature that comes into
contact with the champion is instantly burned, and any weapon
that the champion touches is instantly imbued with the same fire
burning in its body.

As with the teachings of Surtur, the champion ensures that all its
enemies are cleansed with its fire, that even the tiniest remains
are completely incinerated.

Armor Class 18 (plate)
Hit Points 200 (16d12 + 96)

Speed 30 ft.
STR DEX CON INT WIS CHA
26 (+8) 9(-1) 23 G:6)) LOIGEO)NEIGIGES) B (E2)

Saving Throws Con +11, Wis +8, Cha +7

Skills Athletics +13, Intimidation + 7, Perception +8
Damage Immunities fire

Senses passive Perception 18

Languages Giant

Challenge 14 (11,500 XP)

Heated Body. A creature that touches the giant or hits it with a
melee attack while within 5 feet of it takes 5 (1d10) fire damage.

Indomitable (2/day). The giant can reroll a saving throw it fails. It
must use the new roll.

Innate Spellcasting. The giant's innate spellcasting ability is
Wisdom (spell save DC 16). The giant can innately cast the
following spells, without providing material components:
2/day each: dispel magic, fireball, shield

1/day each: conjure elemental (fire), wall of fire

ACTIONS

Multiattack. The giant makes two greatsword attacks. It can use
Arcing Fireblade in place of one of these attacks, if available.

Greatsword. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 29 (6d6 + 8) slashing damage plus 10 (3d6) fire damage
and if the target is not immune to fire, it gains vulnerability to fire

3 until the end of the giant's next turn.

Rock. Ranged Weapon Attack: +13 to hit, reach 60/240 ft., one
target. Hit: 30 (4d10 + 8) bludgeoning damage plus 10 (3d6) fire
damage.

Arcing Fireblade (Recharge 5-6). The giant swings its greatsword
in a full arc, and every creature within 10 feet of it must succeed on
a DC 21 Dexterity saving throw. On a failed save, a creature takes
29 (6d6 + 8) slashing damage plus 10 (3d6) fire damage and if the
target is not immune to fire, it gains vulnerability to fire damage

( until the end of the giant's next turn. On a successful save, the

creature takes half as much damage and doesn't gain vulnerability to
fire damage.
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FIRE GIANT DOOMBLADE

Very rarely are there giants that show any affinity to arcane magic.
But those that do normally become warlocks that make pacts
with evil elder fire elementals such as Kossuth or Imix. Known
as doomblades, these giants use an array of spells and hexes to
weaken their foes before delivering death blows with a swift slash
of their mighty swords.

FIrRE GIANT DOOMBLADE
Huge giant, lawful evil ; f

Armor Class 20 (plate, shield)
Hit Points 175 (14d12 + 84)
Speed 30 ft.

STR DEX CON INT WIS CHA
25(+7)  9(1) 23(+6) 10(+0) 14(+2) 16 (+3)

Saving Throws Dex +3, Con +10, Cha +7
Skills Arcana + 4, Athletics +11, Perception +6
Damage Immunities fire

Senses passive Perception 16

Languages Giant

Challenge 12 (8,400 XP)

Spellcasting. The giant is an 11th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 15, +7 to hit with spell attacks). It

regains its expended spell slots when it finishes a short or long rest.

It knows the following warlock spells:

Cantrips (at will): create bonfire, eldritch blast, thunderclap, true
strike

1st level-5th level (3 5th-level slots): blink, blur; dimension door;

dispel magic, elemental weapon, hellish rebuke, hold monster;
misty step, shield, staggering smite, wrathful smite

1/day each: true seeing

Hexblade's Curse (Recharges after a Short or Long Rest). As a

bonus action, the giant targets a creature it can see within 30 feet

of it. The target is cursed for 1 minute. The curse ends early if the

target dies, the giant dies, or it is incapacitated. Until the curse

| ends, the giant gains the following benefits:

- It deals an extra 3 damage on damage rolls against the cursed

\ target.

b Any attack roll it makes against the cursed target is a critical hit
on a roll of 19 or 20 on the d20.

- If the cursed target dies, the giant regains 14 hit points.

5 ACTIONS
l Multiattack. The giant makes two longword attacks.
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Longword. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 20 (3d8 + 7) slashing damage plus 7 (2d6) fire damage.

Rock. Ranged Weapon Attack: +11 to hit, reach 60/240 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage.

REACTIONS

Armor of Hexes. When hit by an attack roll by a creature cursed by
the giant's Hexblade's Curse, roll a d6. On a roll of 4 or higher, the
attack instead misses the giant, regardless of its roll.
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FIRE GIANT HOUNDMASTER

FIRE GIANT VANGUARD

While fire giants rally their kin, the normally reclusive
houndmaster charges into battle with an army of its own. The
giant trains all hellhounds and nessian warhounds that it has
captured. All hounds under its control are fiercely loyal and will
quickly execute any command from the houndmaster.

S T A RS . e A

FIRE GIANT HOUNDMASTER
Huge giant, lawful evil

£t AT

Armor Class 15 (half plate)
Hit Points 175 (14d12 + 84)

Speed 30 ft.
STR DEX CON INT WIS CHA
290G 0GR o 2ED) VIOED) - 1GES) 1SERD)

Saving Throws Dex +4, Con +10, Cha +5

Skills Animal Handling + 7, Athletics +11, Perception +7
Damage Immunities fire

Senses passive Perception 17

Languages Giant

Challenge 12 (8,400 XP)

Command Hound. As a bonus action, the giant targets one hound
ally it can see within 30 feet of it. If the target can see or hear the
giant, the target can use its reaction to move up to half their speed
and make one melee attack.

Innate Spellcasting. The giant's innate spellcasting ability is
Wisdom. The giant can innately cast the following spells, without
providing material components:

3/day each: hunter's mark

ACTIONS

Multiattack. The giant makes two greatsword attacks. It can use
Maneuver Hounds in place of one attack, if available.

Greatsword. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 28 (6d6 + 7) slashing damage.

Rock. Ranged Weapon Attack: +11 to hit, reach 60/240 ft., one
\ target. Hit: 29 (4d10 + 7) bludgeoning damage.

Maneuver Hounds (Recharge 5-6). Up to four hound allies within
60 feet of this giant that can hear it can each use their reaction to
move up to half their speed without provoking opportunity attacks.

Summon Hounds (Recharges after a Short or Long Rest). The

{ giant summons 1d4 + 2 hellhounds or 1d2 nessian warhounds.
| The hellhounds appear in unoccupied spaces within 30 feet of the
| giant and acts as its allies. The hellhounds act right after the giant
on the same initiative count and fight until they're destroyed. They
disappear when the giant dies.
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| FIRE GIANT VANGUAR

b g Huge giant, lawful evil

| would hit it. To do so, the giant must see the attacker and be
wielding a melee weapon.

A fire giant vanguard is a fearsome figure to behold. Terrifying
spikes protrude from its gruesome plate armor and shield, which
is stained with the blood of its numerous victims. In battle, the
giant always leads the attack, aiming to take the enemy forces'
attention away from its more vulnerable allies.

Armor Class 20 (plate, shield)
Hit Points 202 (15d12 + 105)

Speed 30 ft.
STR DEX CON INT WIS CHA
26 (+8) 9(1) 24 (+7) 100 w14 *2) 13 (+1)

Saving Throws Dex +4, Con +12, Cha +6

Skills Athletics +13, Intimidation +6, Perception +7
Damage Immunities fire

Senses passive Perception 17

Languages Giant

Challenge 13 (10,000 XP)

Indomitable (2/Day). The giant rerolls a failed save. It must use the
new roll.

Punish the Marked (1/Turn). As a bonus action, the giant can
make a melee weapon attack against a creature marked by it if the
creature dealt damage to anyone other than the giant during the
last turn. The giant's melee weapon attack has advantage on the
attack roll, and if it hits, the attack's weapon deals an extra 10 (3d6)
damage to the target.

Threatening. Creatures provoke an opportunity attack from the
giant when they move 5 feet or more while within the giant's reach,
and if the giant hits a creature with an opportunity attack, the
target's speed is reduced to O until the end of the current turn.

ACTIONS
Multiattack. The giant makes three longword attacks.

Longword. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 21 (3d8 + 8) slashing damage, and the target is marked until

the end of the giant's next turn. This effect ends early if the giant is
incapacitated or it dies, or if someone else marks the target. While
it is within 5 feet of the giant, a creature marked by the giant has
disadvantage on any attack roll that doesn't target the giant.

REACTIONS
Parry. The giant adds 4 to its AC against one melee attack that

CHAPTER 1. BESTIARY 131



FrROST GIANT BERSERKER

S S G S —

FrROST GIANT BERSERKER

The berserker lives for battle, and it does not stop until all

its enemies are dead. Clad in leather and patchwork armor,
berserkers are incredibly reckless, charging into the fray without
care. One swing of its enormous greataxe can take cleave through
a dozen men, and those not within reach are crushed by the rocks
it hurls in its frenzy.

- T TS M e N A W P v

Huge giant, chaotic evil

Armor Class 15 (patchwork armor)
Hit Points 149 (13d12 + 65)
Speed 40 ft.

STR DEX CON INT WIS CHA
24 (+7) 9(-1) 2L ES) - 9OED) 10 (+0) 12 (+1)

Saving Throws Con +10, Wis +4, Cha +5
Skills Athletics +11, Perception +4
Damage Immunities cold

Senses passive Perception 14
Languages Giant

Challenge 9 (5,000 XP)

Reckless. At the start of its turn, the giant can gain advantage on all
melee weapon attack rolls during that turn, but attack rolls against it
have advantage until the start of its next turn.

ACTIONS

Multiattack. The giant makes two greataxe attacks. It can use
Cleaving Swing in place of one of its greataxe attacks, if available.

Greataxe. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 26 (3d12 + 7) slashing damage.

Rock. Ranged Weapon Attack: +11 to hit, reach 60/240 ft., one target.
Hit: 29 (4d10 + 7) bludgeoning damage.

Cleaving Swing (Recharges 5-6). The giant swings its greataxe, and

each creature within 10 feet of it must succeed on a DC 19 Dexterity
saving throw. The creature takes 26 (3d12 + 7) slashing damage on a
failed save, or half as much damage on a successful one.
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FroST GIANT CHAMPION OF KOSTCHTCHIE

FrosT GIANT CHAMPION OF THRYM

The champion of Kostchtchie is chosen by its deity to be the
embodiment of its wrath in the Material Plane. The champion,
fueled by the wrath of Kostchtchie, displays a manic look in

its eyes as expecting a battle to happen soon. The skin of the
champion is cold to the touch, and any creature caught in its
breath is instantly frozen.

FrROST GIANT CHAMPION OF
KOSTCHTCHIE

Huge giant, chaotic evil

Armor Class 15 (patchwork armor)
Hit Points 175 (14d12 + 84)

Speed 40 ft.
STR DEX CON INT WIS CHA
24 (+7) 9(-1) 22 (+6)  9(1) 10 (+0) 15(+2)

Saving Throws Con +10, Wis +4, Cha +6

Skills Athletics +11, Intimidation + 6, Perception +4
Damage Immunities cold

Senses passive Perception 14

Languages Giant

Challenge 12 (8,400 XP)

Frenzy. The giant can use a bonus action to make one melee weapon
attack.

Indomitable (2/day). The giant can reroll a saving throw it fails. It
must use the new roll.

Innate Spellcasting. The giant's innate spellcasting ability is
Charisma (spell save DC 14). The giant can innately cast the
following spells, without providing material components:
3/day each: command, darkness

1/day: telekinesis, wind walk

Frost Burst (Recharge 5-6). When the giant hits a creature with a
melee attack, it can use a bonus action to emit a burst of cold that

ACTIONS

\
\
; deals 10 (3d6) cold damage to each creature within 20 feet of it.

Multiattack. The giant makes two maul attacks.

Maul. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit:
28 (6d6 + 7) bludgeoning damage. If the target is a creature and the
attack roll against the target succeeds by 5 or more, the target must
succeed on a DC 20 Constitution saving throw or be stunned until
the end of its next turn.

Rock. Ranged Weapon Attack: +11 to hit, reach 60/240 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage.

| creature takes half as much damage and suffers no other effects.

The champion of Thrym inherits its deity’s cold will. The skin of
the champion turn a darker shade of blue, and the area around
the giant becomes constantly enveloped in a frigid aura. The
champion also gains the ability to cast spells from its fingertips
which it uses to slow and freeze its enemies. In honor of Thrym,
the champion also brandishes a double-bladed greataxe, which it
can swing with incredible strength and ferocity in battle.

R

FroOST GIANT CHAMPION OF THRYM

Huge giant, chaotic evil

Armor Class 15 (patchwork armor)
Hit Points 187 (15d12 + 90)

Speed 40 ft.
STR DEX CON INT WIS CHA
25 (*7)  9(1) IPAEON ILDED) . IERD) 1B ES)

Saving Throws Con +11, Wis +6, Cha +8

Skills Athletics +12, Intimidation + 8, Perception +6
Damage Immunities cold

Senses passive Perception 16

Languages Giant

Challenge 13 (10,000 XP)

. Aura of Frost. A creature that starts its turn within 5 feet of the giant
takes 7 (2d6) cold damage.

Indomitable (2/day). The giant can reroll a saving throw it fails. It
must use the new roll.

Innate Spellcasting. The giant's innate spellcasting ability is
Charisma (spell save DC 16). The giant can innately cast the
following spells, without providing material components:

2/day each: dispel magic, sleet storm
1/day each: wall of ice

ACTIONS
Multiattack. The giant makes two greataxe attacks.

Greataxe. Melee Weapon Attack: +12 to hit, reach 10 ft., one target.
Hit: 26 (3d12 + 7) slashing damage plus 10 (3d6) cold damage. If the
target is a creature, its speed is halved, it can't take reactions, and it
can take either an action or a bonus action on its turn, not both. The
effects last until the start of the giant's next turn.

Rock. Ranged Weapon Attack: +12 to hit, reach 60/240 ft., one target.
Hit: 29 (4d10 + 7) bludgeoning damage plus 10 (3d6) cold damage.

Freezing Breath (Recharge 6). The giant breathes cold in a 30-

foot cone. Each creature in that area must succeed on a DC 19
Constitution saving throw. On a failed save, a creature takes 54
(12d8) cold damage and if the target is not immune to cold, its speed
is halved, it can't take reactions, and it can take either an action or a
bonus action on its turn, not both. The effects last for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. On a successful save, a
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HirLL GIANT BRUISER

Hill giant bruisers are brutish bullies that are very
accustomed to fighting creatures smaller than it,
carrying themselves with a confident swagger

when faced with the smaller enemies.

Veterans at using underhanded tactics, bruisers (
will throw everything from rocks, sand, and
even small creatures just to distract opponents.
These giants also follow the standard

doctrine of giant combat, which is to rain

down boulders to soften the target before
engaging in melee.
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) HiLL GIANT BRUISER

E Huge giant, chaotic evil

Armor Class 13 (natural armor)
Hit Points 115 (11d12 + 44)
Speed 40 ft.

STR DEX CON INT WIS CHA
21 (+5) 8(-1) 19 (+4) 5(-3) 9 (1) 6 (-2)

Senses passive Perception 12
Languages Giant
Challenge 6 (2,300 XP)

Overbearing. As a bonus action, the giant can make a kick attack
against a creature that is Medium or smaller.

g Skills Perception +2
f ACTIONS

Multiattack. The giant makes two greatclub attacks.

Greatclub. Melee Weapon Attack: +8 to hit, reach 10 ft., one 3
| target. Hit: 18 (3d8 + 5) bludgeoning damage and the target gains 5
E disadvantage on its next attack roll until the end of its next turn. ;
}
k g

Kick. Melee Weapon Attack: +8 to hit, reach 5 ft., one Medium
or smaller creature. Hit: 12 (2d6 + 5) bludgeoning damage and
the target must succe