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Planetars act as the weapons of the gods they serve,
presenting a tangible representation of their deities’
might, A planetar can cail down rain to relieve a
drought, or can loose an insect plague to devour crops.

A planetar’s celestial ears detect every falsehood, and its

radiant eyes see through every deception.
Planetars are muscular and hairless and have

opalescent green skin and white-feathered wings. They

tower over most humanoids, brandishing immense
swords with grace. Sometimes sent to aid powerful
mortals on important tasks for good, planetars are
especially fond of missions that involve battling fiends.
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PLANETAR
targe celestiol, lawful good

Armor Class 19 (natural armor)
Hit Points 200 {16d10 + 112)
Speed 40 ft., fly 120 ft.

T T e T ST T -m e

STR. DEX CON INT WIS CHA
4 (+7) 20 (+5) 24 (+7) 19 (+4) 22(+6) 25{+7)

Saving Throws Con +12, Wis +11, Cha +12

Skills Perception +11

Damage Resistances radiant; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened

Senses truesight 120 ft., passive Perception 21

Languages all, telepathy 120 ft.

Challenge 16 (15,000 XP)

Angelic Weapons, The planetar’s weapon attacks are magical,
When the planetar hits with any weapon, the weapon deals an
extra 5d8 radiant damage {included in the attack).

Divine Awareness. The planetar knows if it hears a |ie.

innate Spellcasting. The planetar's spellcasting ability is
Charisma (spell save DC 20). The planetar can innately cast the
following spells, requiring no material components:

At will: detect evil and good, invisibility (self only)

3fday each: blade barrier, dispel evil and good, flame strike,
raise dead

1/day each: commune, control weather, insect plague

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

ACTIONS
Multiattack. The planetar makes two melee attacks.

Greatsword. Melee Weapon Attack: 412 to hit, reach 5 ft.,
one target. Hit: 21 (4d6 + 7) slashing damage plus 22 {5d8)
radiant damage.

Healing Touch {4/Day). The planetar touches another creature.
The target magically regains 30 (6d8 + 3) hit points and is freed
from any curse, disease, poison, blindness, or deafness,
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ANTMATED OBJECTS

Animated objects are crafted with potent magic to follow
the commands of their creators. When not commanded,
they follow the last order they received to the best of
their ability, and can act independently to fulfill simple
instructions. Some animated objects (including many of
those created in the Feywild) might converse fluently or
adopt a persona, but most are simple automatons.

Constructed Nature. An animated object doesn’t
require air, food, drink, or sleep.

The magic that animates an object is dispelled when
the construct drops to 0 hit points. An animated object
reduced to 0 hit points becomes inanimate and is too
damaged to be of much use or value to anyone.

ANIMATED ARMOR

This empty steel shell clamors as it moves, heavy

plates banging and grinding against one another like
the vengeful spirit of a fallen knight. Ponderous but
persistent, this magical guardian is almost always a suit
of plate armor.

To add to its menace, animated armor is frequently
enchanted with scripted speech, so the armor can utter
warnings, demand passwords, or deliver riddles. Rare
suits of animated armor are able to carry on an actual
conversation.

FLYING SWORD

A flying sword dances through the air, fighting with the
confidence of a warrior that can’t be injured. Swords
are¢ the most common weapons animated with magic,
Axes, clubs, daggers, maces, spears, and even self-
loading crossbows are also known to exist in animated
object form.

RUG OF SMOTHERING

Would-be thieves and careless heroes arrive at the
doorsteps of an enemy’s abode, eyes and ears alert for
traps, only to end their quest prematurely as the rugs
beneath their feet animate and smother them to death.
A rug of smothering can be made in many different
forms, from a finely woven carpet fit for a queen to
a coarse mat in a peasant’s hovel. Creatures with
the ability to sense magic detect the rug's false
magical aura.
In some cases, a rug of smothering is disguised as
a carpet of flying or another beneficial magic item.
However, a character who stands or sits on the rug, or
who attempts to utter a word of command, is quickly
trapped as the rug of smothering rolls itself tightly
around its victim.
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ANIMATED ARMOR

Medium construct, unaligned

H’. 2

Armor Class 13 (natural armor)
Hit Points 33 (6d8 + 6)

Speed 25 ft.

CON
13 (+7)

wis
-4

CHA
1(-5)

STR
14 (+2)

DEX
1 (+0)

INT
19

Damage Immunities poison, psychic

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

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception 6

Languages —

Challenge 1 (200 XP)

Antimagic Susceptibility. The armor is incapacitated while in
the area of an antimagic field, If targeted by dispel magic, the
armor must succeed on a Constitution saving throw against the
caster's spell save DC or fall uncenscious for 1 minute,

False Appearance. While the armor remains motionless, it is
indistinguishable from a normal suit of armor.

AcTioNs

Multiattack. The armor makes two melee attacks.

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) bludgeoning damage.




o ThE cHES wWeRe THE

2 SELF,
F GaR'S B¢ oRNBLADE HIMSELFr
ones oF GAP soupvk
B'rm. cLuTCHiN WIE RUSTY ¥ R e
3 GINE MY SURPRISE wHEN T
om Hi1s BONY GRASP!

ikl NEXT T

T
FLEW FR .
: & sCAR- LANG ROBYE
Syl GOT THE S KETITEHS HALFLY
— vy QUIcKSTTLE

{ FLYING SWORD

1 Seall construct, urtaligned i

Armor Class 17. {natural armor) .
. Hit Points 17 (5d6) i
; Speed 0 ., fly 50 ft,

STR DEX CON INT WIS  CHA
PN2@) 152 NE0) 1(5)  S(-3) 1(5)

Saving Throws Dex +4
Damage Immunities poison, psychic
Condition Immunities blinded, charmed, deafened, frightened,
paralyzed, petrified, poisoned
. Senses blindsight 60 ft. {blind beyond this radius),
passive Perception 7
Languages —
. Challenge 1/4 (50 XP)

© Antimagic Susceptibility. The sword is incapacitated while in
_ the area of an antimagic field. If targeted by dispel magic, the

sword must succeed on a Constitution saving throw against
" the caster’s spell save DC or fall unconscious for 1 minute.

False Appearance. While the sword remains motionless and
isn't flying, it is indistinguishable from a narmal sword,
ACTIONS -.

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

ANINATED
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RuG OF SMOTHERIN

Large constrirct, unaligned

Armor Class 12 |
Hit Points 33 (6d10)

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception &
Languages —
Challenge 2 {450 XP) !

Speed 10 ft. r
STR DEX CON INT wis CHA |
V@) WE 10E0) 1S 34 165 |
!
Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened, frightened,
paralyzed, petrified, poisoned |
|

Antimagic Susceptibility. The rug is incapacitated while in

the area of an antimagic field. If targeted by dispel magic, the |
rug must succeed on a Constitution saving throw against the
caster's spell save DC or fall unconscious for 1 minute,

Damage Transfer. While it is grappling a creature, the rug takes
only half the damage dealt to it, and the creature grappled by
the rug takes the other half.

{
{
E
False Appearance, While the rug remains motionless, it is i
indistinguishable from a normal rug. }
[
|
F

AcTioNs

: Smother. Melee Weapon Attack: +5 to hit, reach 5 ft,, one
Medium or smaller creature. Hit: The creature is grappled

| {escape DC 13). Until this grapple ends, the target is restrained,
blinded, and at risk of suffocating, and the rug can’t smother

- another target. In addition, at the start of each of the target’s
turns, the target takes 10 {2d6 + 3) bludgeoning damage.










BANSHEE

When night falls, unlucky travelers hear the faint cries
of the forlorn dead. This woeful spirit is a banshee, a
spiteful creature formed from the spirit of a female elf.

Banshees appear as luminous, wispy forms that
vaguely recall their mortal features. A banshee’s face is
wreathed in a wild tangle of hair, its body clad in wispy
rags that flutter and stream around it.

Divine Wrath. Banshees are the undead remnants of
elves who, blessed with great beauty, failed to use their
gift to bring joy to the world, Instead, they used their
beauty to corrupt and control others. Elves afflicted by
the banshee’s curse experience no gladness, feeling
only distress in the presence of the living. As the curse
takes its toll, their minds and bodies decay, until death
completes their transformation into undead monsters.

Sorrow Bound. A banshee becomes forever bound to
the place of its demise, unable to venture more than five
miles from there. It is forced to relive every moment of
its life with perfect recall, yet always refuses to accept
responsibility for its doom.

Beauty Hoarders. The vanity that inspired the
banshee’s cursed creation persists in undeath. These
creatures covet beautiful objects: fine jewelry, paintings,
statues, and other objects of art. At the same time, a
banshee abhors any mirrored surface, for it can’t bear to
see the horror of its own existence. A single glimpse of
itself is enough to send a banshee into a rage.

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

I T L A T S T

- BANSHEE

Medium undead, chaotit evil

9

, Armor Class 12
Hit Points 58 {13d8)
Speed 0 ft,, fly 40 ft. (hover)

.~ SIR DEX CON INT wis CHA
VT8 M) W00 1240 M) 17 (+3)
{

! Saving Throws Wis +2, Cha +4
+ Damage Resistances acid, fire, lightning, thunder; bludgeoning,
' plercing, and slashing from nonmagical weapons
Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained
| Senses darkvision 60 ft., passive Perception 10
Languages Common, Elvish
Challenge 4 (1,100 XP)

g Detect Life. The banshee can magically sense the presence
| of living creatures up to 5 miles away. She knows the general
direction they're in but not their exact locations,

lncorporveal Movement. The banshee can move through other
creatures and objects as If they wers difficult teriajn, She takes
5 {1d10) force damage if she ends her turn inside an objett.

ACTIONS

Corrupting Touch. Melee Spell Attack: +4 to hit, reach 5 ‘ft., ohe
target. Hit: 12 (3d6 + 2) necrotic damage. '

]
Horrifying Visage. Each non-undead creature within 60 feet of

the banshee that can see her must succeed on a DC 13 Wisdom
saving throw or be frightened for 1 minute. A frightened target
can repeat the saving throw at the end of each of its turns,

with disadvantage if the banshee 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
banshee's Horrifying Visage for the next 24 hours.

{

!

f
Wail {1/Day). The banshee releases a mournful wail, provided {
that she isn't in sunlight. This wail has no effect on constructs
and undead. All other creatures within 30 feet of her that can
hear her must make a DC 13 Constitution saving throw. On
a faflure, a creature drops to 0 hit points. On a success, a
creature takes 10 (3d6) psychic damage.
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SPECTATOR

Medium aberration, lawfid neutral

Armor Class 14 {natural armor}
Hit Points 39 (6d8 + 12)
Speed 0 ft., fly 30 ft. {(hover)

STR
8¢

DEX
14 {(+2)

CON
14 (+2)

INT
13 @)

Wis
14 (+2)

CHA
N @+0)

Skills Perception +6

. Condition Immunities prone
" Senses darkvision 120 ft., passive Perception 16

Languages Deep Speech, Undercommon, telepathy 120 ft.

* Challenge 3 (700 XP}

ACTIONS
Bite. Melee Weapon Attack: +1 to hit, reach § ft., one target.

Hit: 2 {1d6 - 1) piercing damage.

Eye Rays, The spectator shoots up to two of the following
magical eye rays at one or two creatures it can see within 90
feet of it. It can use each ray only once on a turn.

1. Confusion Ray. The target must succeed ona DC 13
Wisdom saving throw, or it can't take reactions until the end
of its next turn. On its turn, the target can't move, and it uses

A spectator is a lesser beholder that is summoned
from another plane of existence by a magical ritual, the
components of which include four beholder eyestalks
that are consumed by the ritual’s magic. Appropriately,
a spectator has four eyestalks, two on each side of the
wide eye at the center of its four-foot diameter body.

Magical Guardians. A summoned spectator guards

a location or a treasure of its summoner’s choice
for 101 years, allowing no creature hut its
summoner to enter the area ot access the jtem,
unless the summoner instructed otherwise, If

the item is stolen or destroyed before the years
have all passed, a summoned spectator vanishes.
It otherwise never abandons its post.

Glimmers of Madness. Though it can speak, a
spectator communicates primarily by way of telepathy. It
is civil while on guard, openly discussing its orders and
its summoner. However, even a brief conversation with
a spectator is enough to reveal quirks in its personality
brought on by its years of isolation. It might invent
imaginary enemies, refer to itself in the third person, or
try to adopt the voice of its summoner.

Like any beholder, a spectator views itself as the
epitome of its kind, and it has an intense hatred of other
spectators, If two spectators encounter one another,
they almost always fight to the death.

Freed from Service. When a spectator has fulfilled
its service, it is free to do as it pleases. Many take
up residence in the places they previously guarded,
especially if their summoners have died. With the
spectator’s loss of purpose, the flickers of madness it
displayed during its servitude flourish,

its action to make a melee or ranged attack-against a randemly
determined creature within range. If the target can't attack, it
does nothing on its turn.,

2. Paralyzing Ray. The target 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 target 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, with
disadvantage if the spectator is visible to the target, ending the
effect on itself on a success.

4. Wounding Ray. The target must make a DC 13 Constitution -
saving throw, taking 16 (3d10) necrotic damage on a failed
save, or half as much damage on a successful one.

Create Food and Water. The spectator magically creates
enough food and water to sustain itself for 24 hours.

REACTIONS

Spell Reflection. If the spectator makes a successful saving
throw against a spell, or a spell attack misses it, the spectator
can choose another creature (including the spellcaster) it can
see within 30 feet of it. The spell targets the chosen creature
instead of the spectator. If the spell forced a saving throw, the
chosen creature makes its own save, If the spell was an attack,
the attack roll is rerolled against the chosen creature,










BUGBEARS

Bugbears are born for battle and mayhem. Surviving
by raiding and hunting, they bully the weak and despise
being bossed around, but theit love of carnage means
they will fight for powerful masters if bloodshed and
treasure are assured,

Goblinoids. Bughears are often found in the company
of their cousins, hobgoblins and goblins. Bughears
usually enslave goblins they encounter, and they bully
hobgoblins into giving them gold and food in return
for setving as scouts and shock troops. Even when
paid, bugbears are at best unreliable allies, yet goblins
and hobgoblins understand that no matter how much
bughears might drain a tribe of resources, these
creatures are a potent force.

Followers of Hruggek, Bugbears worship Hruggek,
a lesser god who dwells on the plane of Acheron. In the
absence of their goblinoid kin, bugbears form loose war
bands, each one led by its fiercest member. Bughears
helieve that when they die, their spirits have a chance
to fight at Hruggelk's side. They try to prove themselves
worthy by defeating as many foes as possible.

Venal Ambushers. Despite their intimidating builds,
‘bugbears move with sutrprising stealth. They are fond of
setting ambushes and flee when outmatched. They are
dependable mercenaries as long as they are supplied
food, drink, and treasure, but a bugbear forgets any
bond when its life is on the line. A wounded member of
a bugbear band might be left behind to help the rest of
the band escape. Aftetward, that bugbeat tight help
pursuers track down its former companions if doing so
saves its life,

Medium humanoid {goblinoid), chaotic evil l

Armor Class 16. (hide armor, shield)
Hit Points 27 (5d8 + 5)
Speed 30 ft.

INT WIS  CHA '
N0 9 (-1 [

STR DEX CON
15(+2) 142y T13(+}  8(-)

Skills Stealth +6, Survival +2

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Challenge 1 (200 XP)

8Brute. A melee weapon deals one extra die of its damage when the
bugbear hits with it (included in the attack).

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

Morningstar. Melee Weapon Attack: +4 to hit, reach 5 ft., one
* target. Hit: 11 (2d8 + 2} piercing damage.

F Javelin, Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
‘ range 304120 ft., one target. Hit: 9 (2d6 + 2) piercing damage
‘] in melee or 5 (1d6 + 2) piercing damage at range.

3
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BUGBEAR CHIEF
Medium humanoid (goblinoid), chaotic evil
—
Armor Class 17 {chain shirt, shield)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
STR DEX CON INT WIS CHA

143 ME) 14E) NE0) 12E) T 0)

Skills Intimidation +2, Stealth +6, Survival +3
Senses darkvision 60 ft., passive Perception 11
Languages Common, Goblin

Challenge 3 {700 XP)

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

Heart of Hruggek. The bugbear has advantage on saving
throws against being charmed, frightened, paralyzed,
poisoned, stunned, or put to sleep.

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.

Morningstor. Melee Weapon Attack: +5 to bit, reach 5 ft., one
target. Hit: 12 (2d8 + 3) piercing damage.

Javelin. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 10 (2d6 + 3) piercing damage
in melee or 6 (1d6 + 3) piercing damage at range.
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CRAWLING CLAW

“Finy undead, neutral evil

'ArmorCIa;s 12
Hit Points 2 (1d4)
Speed 20 ft., climb 20 ft.

E

STR DEX CON INT WIS CHA
VB ME2y NHEH 53 10460 4(-3)

Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned

Senses blindsight 30 ft. (blind beyond this radius),
passive Perception 10

Languages understands Common but can't speak

Challenge 0 (10 XP)

Turn lmmunity, The claw is immune to effects that
turn undead.

ACTIONS

Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one
‘ target. Hii: 3 (1d4 + 1) bludgeoning or slashing damage
{claw's choice).

GRAWLING CLAW.

CRAWLING CLAW

Crawling claws are the severed hands of murderers
animated by dark magic so that they can go on killing,
Wizards and warlocks of a dark bent use crawling claws
as extra hands in their labors.

Magical Origins. Through dark necromantic rituals,
the life force of a murderer is bound to its severed hand,
haunting and animating it. If a dead murderer's spirit
already manifests as another undead creature, if the
murderer is raised from death, or if the spirit has long
passed on to another plane, the ritual fails.

The ritual invoked to create a crawling claw works
best with a hand recently severed from a murderer, To
this end, ritualists and their servants frequent public
executions to gain possession of suitable hands, or
make bargains with assassins and torturers.

Creator's Control, A crawling claw can’t be turned,
nor can it be controlled by spells that control undead,
These foul monsters are entirely bound to the will of
their creator, which can concentrate on a claw in sight
to mentally command its every action. If the crawling
claw's creator doesn’t command it, the claw follows its
last command to the best of its ability.

Commands given to a crawling claw must be simple. A
claw can’t be tasked with finding and killing a particular
person, because its limited senses and intelligence
prevent it from tracking and picking out specific
individuals. However, a command to kill all creatures
in a particular locale works, A crawling claw can easily
feel out the contours of keys and doorknobs, crawling
from room to room on a blind killing spree.

Malign Intelligence. A crawling claw possesses little
of the intellect and memories of the individual of which
it was once a living part. The hate, jealousy, or greed
that drove that person to murder lingers on, however,
amplified by the claw’s torturous fragmented state.

Left to its own devices, a crawling claw imitates and
recreates the same murderous acts it committed in life.

Living Claws. If a crawling claw is animated from
the severed hand of a still-living murderer, the ritual
binds the claw to the murderer’s soul. The disembodied
hand can then return to its former limb, its undead flesh
knitting to the living arm from which it was severed.

Made whole again, the murderer acts as though
the hand had never been severed and the ritual had
never taken place. When the crawling claw separates
again, the living body falls into a coma. Destroying the
crawling claw while it is away from the body kills the
murderer. However, killing the murderer has no effect
on the crawling claw.

Undead Nature. A crawling claw doesn't require air,
food, drink, or sleep.
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CycLoPS

Cyclopes are one-eyed giants that eke out a meager
existence in wild lands. Isolationists by nature, they
avoid contact with other races and try to drive away
strangers in their territory.

Nonreligious. Legends claim that the cyclopes are
the spawn of one of the gods of the giants, but these
creatures pay little heed to any deities. They see little
benefit in prayer and dislike ritual, which they perceive
as complex and foreign. However, a cyclops that gains

direct benefit from some site of divine power, or which is

threatened by a supernatural force or creature, will pay
homage as long as the benefit or threat remains.

Unsophisticated. Though they are reasonably
intelligent, cyclopes live simple, reclusive lives, keeping
herds of animals for food. They prefer to dwell alone
or in small family groups, lairing in caves, ruins, or
rough structures of dry stone construction they build
themselves. A cyclops keeps its herd animals with it at
night, sealing the entrance to its home with boulders to
let it serve double duty as a barn.

A cyclops lairs within a day’s journey of other
cyclopes, so that they can meet to trade goods or seek
mates, They craft weapons and tools of wood and stone,
but will use metal when they can find it. Although
cyclopes understand the Giant tongue, they write
nothing and speak little, using grunts and gestures for
their interactions with each other.

Cyclopes don't use money for trade, but they value
gold, shells, and other glitiering and colorful objects as
jewelry, A cyclops might wear a necklace strung with
feathers and silver coins, but also with pewter goblets,
cutlery, and other bits of ruined metal.

Unwise. Cyclopes aren’t great thinkers or strategists.
Slow to learn and bound to their traditional ways, they
find innovation difficult. Although they are a terrifying
threat in combat due to their size and sirength, they can
often be tricked by clever foes.

Cyclopes can be cowed and awed by obvious displays
of magic. Rustics with little exposure to magic, they can
be deceived into mistaking a warlock, cleric, or other
caster for a powerful divine figure. However, their sense
of pride causes them to react with vengeful, bloodthirsty
violence once they learn that the individual they
assumed was a “god” is a mere mortal.

A em

% CYCLOPS

‘} Huge giant, chaotic neutral

Armor Class 14 (natural armor)

Hit Points 138 (12d12 + 60)
Speed 30 ft,
STR DEX CON INT WIS CHA
22(6) NEF0) 20(+5 81 &(-23 10{(+0)
Senses passive Perception 8
Languages Giant

Challenge 6 (2,300 XP)

Poor Depth Perception. The cyclops has disadvantage on any
attack roll against a target more than 30 feet away.

ACTIONS
Multiattack. The cyclops makes two greatclub attacks.

Greatclub. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 19 (3d8 + 6) bludgeoning damage.

Rock. Ranged Weapon Attack: +9 to hit, range 30/120 ft., one
target. Hit: 28 (4d10 + 6) bludgeoning damage,
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DeEMILICH

Tiny undead, neutral evil

. Armor Class 20 {natural armor)
! Hit Points 80 (20d4)

1

. Speed 0 ft., fly 30 ft. (hover)

STR DEX CON INT WIS  CHA
1(-5)  20(5) 1040} 20 (#5) 17(43) 20 (+5)

ety e o

| Saving Throws Con +6, Int +11, Wis +9, Cha +11

! Damage Resistances bludgeoning, piercing, and slashing from

. magic weapons

; Damage Immunities necrotic, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical weapons

! Condition Immunities charmed, deafened, exhaustion,
frightened, paralyzed, petrified, poisoned, prone, stunned

! Senses truesight 120 ft., passive Perception 13

! Languages —

* Challenge 18 (20,000 XP)

Avoidance. If the demilich is subjected to an effect that allows
it to make a saving throw to take only half damage, it instead

+ takes no damage if it succeeds on the saving throw, and only
half damage if it fails.

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

Turn Immunity. The demilich is immune to effects that
+ turn undead.

ACTIONS
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" How! {Recharge 5-6). The demilich emits a bloodcurdling
. howl, Each creature within 30 feet of the demilich that can hear

PEMILICH

.
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the howl must succeed ot a DC 15 Cohstitution saving threw
or drop to 0 hit points. On a successful save, the creature-is
frightened until the end of its next turn.

Life Drain. The demilich targets up to three creatures that it
can see within 10 feet of it. Each target must succeed on a DC
19 Constitution saving throw or take 21 (6d6) necrotic damage,
and the demilich regains hit points equal o the total damage
dealt to all targets.

LEGENDARY ACTIONS

The demilich 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
demilich regains spent legendary actions at the start of its turn.

Flight. The demilich flies up to half its flying speed. :
Cloud of Dust. The demilich magically swirls its dusty remains. !
Each creature within 10 feet of the demilich, including around

a corner, must succeed on a DC 15 Constitution saving throw ¢
ot be blinded until the end of the demilich’s next turn. A !
creature that succeeds on the saving throw is immune 1o this
effect until the end of the demilich’s next turn. !
Energy Drain {Costs 2 Actions). Each creature within 30 feet
of the demilich must make a DC 15 Constitution saving
throw. On a failed save, the creature’s hit point maximum
is magically reduced by 10 (3d6). If a creature’s hit point
maximum is reduced to 0 by this effect, the creature dies.
A creature’s hit point maximum can be restored with the
greater restoration spell or similar magic.
Vile Curse (Costs 3 Actions). The demilich targets one creature
it can see within 30 feet of it. The target must succeed on a
DC 15 Wisdom saving throw or be magically cursed. Until the '
curse ends, the target has disadvantage on attack rolls and
saving throws. The target can repeat the saving throw atthe  «
end of each of its turns, ending the curse on a success.
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GLABREZU
Large fiend (demoh), chaotic evil

Armor Class 17 (natural armor}

Hit Points 157 (15d10 + 75)
Speed 40 ft,
STR DEX CON INT WIS CHA

0065 15(2) 21@#5) 19(+4) 1743 1643

Saving Throws Str +9, Con +9, Wis +7, Cha 47

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

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 13

Languages Abyssal, telepathy 120 ft.

Challenge 9 {5,000 XP)

Innate Spelicasting. The glabrezu's spellcasting ability is
Intelligence (spell save DC 16). The glabrezu can innately cast
the following spells, requiring no material components:

s T e o

REMONS

At will: darkness, detect magle, dispel magic
V/day each: confusion, fly, power word stun

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

ACTIONS -

Multiattack. The glabrezu makes four attacks: two with its
pincers and two with its fists. Alternatively, it makes two
attacks with its pincers and casts one spell.

Piricer. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 16 (210 + 5} bludgeoning damage. If the target is
a Medium or smaller creature, it is grappled {escape DC 15).
The glabrezu has two pincers, each of which can grapple only
one target,

Fist. Melee Weapon Attack: +9 to hit, reach § ft., one target. Hit:
7 (2d4 + 2) bludgeoning damage.






















e,

7

YoCcHLOL

Medium fiend (demon, shapechanger), chaotic evil

Armor Class 15 (natural armor)
Hit Points 136 (1648 + 64)
Speed 30 ft., climb 30 ft.

STR
15 {+2)

DEX
14 (+2)

CON
18 (+4)

INT
13 (+1)

WIS
15 (+2)

CHA
15 {+2)

Saving Throws Dex +6, Int +5, Wis +6, Cha +6

Skills Deception +10, Insight +6

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

Damage Immunities poison

Condition Immunities poisoned

Senses darkyision 120 ft., passive Perception 12

Languages Abyssal, Elvish, Undercommon

Challenge 10 (5,900 XP)

Shapechanger. The yochlol can use its action to polymorph
into a form that resembles a female drow or giant spider, or
back into its true form. Its statistics are the same in each form.
Any equipment it is wearing or carrying isn’t transformed. It
reverts to its true form if it dies.

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

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

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

At will: detect thoughts, web
1/day: dominate person

Web Walker. The yochlol ignores movement restrictions caused
by webbing,

ACTIONS
Multiattack. The yochlol makes two melee attacks.

Slam (Bite in Spider Form). Melee Weapon Attack: +6 to hit,
reach 5 ft. (10 ft. in demon form), one target. Hit: 5 {1d6 + 2)
bludgeoning (piercing in spider form) damage plus 21 (6d6)
poison damage.

Mist Form. The yochlol transforms into toxic mist or reverts to
its true form. Any equipment it is wearing or carrying is also
transformed. it reverts fo its true form ifit dies.

While in mist form, the yochlol is incapacitated and can’t
speak. It has a flying speed of 30 feet, can hover, and can
pass through any space that isn’t airtight. It has advantage on
Strength, Dexterity, and Constitution saving throws, and it is
immune to nonmagical damage.

While in mist form, the yochlol can enter a creature’s space
and stop there. Each time that creature starts its turn with
the yochlol in its space, the creature must succeed on a DC
14 Constitution saving throw or be poisoned until the start
of its next turn. While poisoned in this way, the target is
incapacitated.
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VARIANT: BONE DEvIL POLEARM
Some bone devils have the following action options.

Multiattack. The devil makes two attacks: one with its
hooked polearm and one with its sting.
Hooked Polearm. Melee Weapon Attack: +8 to hit, reach
10 ft., one target. Hit: 17 (2d12 + 4) piercing damage. If the
© target is a Huge or smaller creature, it is grappled {escape
DC 14). Until this grapple ends, the devil can't use its

palearm on another target.
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BONE DEVIL
Large fiend (devil}, lawful evit

Armor Class 19 (natural armor)
Hit Points 142 (15d10 + 60)
Speed 40 ft., fly 40 ft.

STR. DEX CON INT WIS CHA
18 (+4)  16(3) 184 1BEY) 14(+2) 16 (43)

Saving Throws Int +5, Wis +6, Cha +7

Skills Deception +7, Insight +6

Damage Resistances cold; bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 fi., passive Perception 12

Languages infernal, telepathy 120 ft.

! Challenge 9 {5,000 XP)

A A A L [ T e T R . "

Devif’s Sight. Magical darkness doesn't impede the devil's
darkvision.

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

Mudtiattack. The devil makes three attacks: two with its claws
and one with its sting.

Claw. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 8 (1d8 + 4) slashing damage.

Sting. Melee Weapon Attack: +3 to hit, reach 10 ft., one target.
Hit: 13 (2d8 + 4) piercing damage plus 17 {5d6) poison
damage, and the target must succeed on a DC 14 Constitution
saving throw or become poisoned 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. .
f
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Imp
Tiny fiend (devil, shapechanger), lawful evil

Armor Class 13

Hit Points 10 (3d4 + 3)

Speed 20 ft., fly 40 ft.

f—

STR DEX  CON INT WIS  CHA
6(-2) 17(3) BE) NE) 1261 143E2)

Skills Deception +4, Insight +3, Persuasion +4, Stealth +5
Damage Resistances cold; bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered
Damage Immunities fire, poison
" Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 11
" Languages infernal, Common
Challenge 1 (200 XP)

Shapechanger. The imp can use its action to polymorph into a
. beast form that resembles a rat (speed 20 ft.), a raven (20 fi.,
* fly 60 ft.), or a spider (20 ft., climb 20 ft.), or back into its true
! form. Its statistics are the same in each form, except for the
‘ speed changes noted. Any equipment it is wearing or carrying
isn't transformed. It revérts to its true form if it dies.

Devif’s Sight. Magical darkness doesn’t impede the imp’s
darkvision,

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

ACTIONS

Sting (Bite in Beast Form). Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 5 {1d4 + 3) piercing damage, and
the target must make on a DC 11 Constitution saving throw,
taking 10 (3d6) poison damage on a failed save, or half as
much damage on a successful one.

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

DEVILS

LEMURE
Medium fiend {devil), lawfil evil

Armor Class 7
Hit Points 13 (3d8)
Speed 15 ft.

CHA
3(-4)

STR DEX
10 (+0)  5(-3)

CON INT WIS
N@E0)  1(-5) 1 (+0)

Darmage Resistances cold

Damage Immunities fire, poison

Condition Immunities charmed, frightened, poisoned
Senses darkvision 120 ft., passive Perception 10
Languages understands infernal but can't speak
Challenge 0 {10 XP)

Devil's Sight. Magical darkness doesn’t impede the lemure’s
darkvision.

Hellish Rejuvenation. A lemure that dies in the Nine Hells
comes back to life with all its hit points in 1d10 days unless it is
killed by a good-aligned creature with a bless spell cast on that
creature or its remains are sprinkled with holy water.

ACTIONS

Fist. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit:
2 (1d4) bludgeoning damage.
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PIT FIEND Magic Weapons, The pit fiend's weapon attacks are magical.

Large fiend (devil), lawful evil innate Spelicasting. The pit fiend's spellcasting ability is
Charisma {spell save DC 21). The pit fiend can innately cast the

Armor Class 19 {natural armor) following spells, requiring no material components:

Hit Points 300 (24410 + 168)

Speed 30 ft., fiy 60 ft. At will: detect magic, fireball
3/day each: hold monster, wall of fire

STR DEX CON INT WIS CHA

26(+#8) V4 (+2) 24(+7) 22(6) 18(+4) 24 (47

Saving Throws Dex +8, Con +13, Wis +10

Damage Resistances cold; biudgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 14

Languages Infernal, telepathy 120 ft.

Challenge 20 {25,000 XP)

Fear Aura. Any creature hostile to the pit fiend that starts its
turn within 20 feet of the pit fiend must make a DC 21 Wisdom
saving throw, unless the pit fiend 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 pit fiend's Fear Aura for the next 24 hours.

| Magic Resistonce. The pit fiend has advantage on saving
throws against spells and other magical effects.

e e e A A A

ACTIONS

Muttiattack. The pit fiend makes four attacks: one with its bite,
one with its claw, one with its mace, and one with its tail.

Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., one target.
Hit: 22 (4d6 + 8) piercing damage. The target must succeed on
a DC 21 Constitution saving throw or become poisoned. While
poisoned in this way, the target can't regain hit points, and it
takes 21 (6d6) poison damage at the start of each of its turns,
The poisoned target can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a success.

Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 17 (2d8 + 8) slashing damage.

Mace. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 15 (2d6 + 8) bludgeoning damage plus 21 (6d6)
fire damage.

Tail. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 24 (3d10 + 8) bludgeoning damage.
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PLESIOSAURUS

Large beast, unaligned

Armor Class 13 patural armor}
Hit Points 68 (8d10 + 24)
Speed 20 ft., swim 40 ft,

wis
12 (+1)

CHA
3 (-3)

STR
18 (+4)

DEX
15 {+2)

CON
16 (+3)

INT
2(-4)

Skills Perception +3, Stealth +4
Senses passive Perception 13
Languages —

1 Challenge 2 (450 XP)

Hold Breath. The plesiosaurus can hold its breath for 1 hour,

AcCTIONS

Bite, Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 14 (3d6 + 4) piercing damapge.

T i e |
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TRICERATOPS
Huge beast, unaligned

[
Armor Class 13 (natural armor)
Hit Points 95 {10412 + 30)

Spaed 50 ft.
STR DEX CON INT WIS CHA
2(+6) 9(-1) @) 2(-4 NE0  5(-3

Senses passive Perception 10
Languages —
Challenge 5 {1,300 XP)

Trampling Charge. If the triceratops 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 13 Strength
saving throw or be knocked prone. If the target is prone,

the triceratops can make one stomp attack againstitas a
bonus action,

ACTIONS

Gore. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 24 (4d8 + 6) piercing damage.

Stomp. Melee Weapon Attack: +9 to hit, reach 5 ft., one prone

creature, Hit: 22 (3d10 + 6) bludgeoning damage
- e

PINGRAURS
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PTERANODON

Medium beast, unaligned

Armor Class 13 {natural armor}
Hit Points 13 (3d8)
Speed 10 ft., fly 60 ft.

INT
2(-4)

wis
3D

CHA
5(-3)

STR
12 (+1)

DEX
15 (+2}

CON
10 (+0)

Skills Perception +1

Senses passive Perception 11
Languages —

Challenge 1/4 {50 XP)

Flyby. The pteranodon doesn’t provoke an opportunity attack
when it flies out of an enemy's reach.
ACTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 6 (2d4 + 1) piercing damage.

TYRANNOSAURUS REX
Huge beast, unaligned

Armor Class 13 {natural armor)
Hit Points 136 (13d12 + 52)

Speed 50 ft.
STR DEX CON INT WIS CHA
BHT) 0E0) 19(+4)  2(-4 12461 9(-))

Skills Perception +4

Senses passive Perception 14
Languages —

Challenge 8 {3,900 XP)

ACTIONS

Muitiattack, The tyrannosaurus 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 10 t., one target.
Hit: 33 (4d12 + 7) piercing damage. If the target is a Medium
or smaller creature, it is grappled {escape DC 17). Until this
grapple ends, the target is restrained, and the tyrannosaurus
can't bite another target.

Tail, Melez Weapon Attack: +10to hit, reach 10 ft., one target.
Hit; 20 (3d3 + 7) bludgeoning damage.
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ApuLr BLUE DRAGOLIGH
Huge undead, lawful evil

Armor Class 19 (natursl armor)

Hit Points 225 {(18d12 + 108)

Spead 40 ft., burrow 30 ft., fly 80 ft.

[

STR DEX CON INT wis CHA

25(+7) 10(#0) 23(+6) V6 {#3) 15(+2) 19 (+4)

[z ==

Saving Throws Dex +5, Con +11, Wis +7, Cha +9

Skllls Perception +12, Stealth +5

Damage Resistances necrotic

Damage Immunities lightning, poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senges blindsight 60 ft., darkvision 120 ft., passive Perception 22

Languages Cornmon, Draconic

Challange 17 (18,000 XP)

Legendary Resistance {3/Day. |f the dracolich fails a saving
throw, it can choose to succeed instead.

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

ACTIONS

Muitiattack, The dracolich can use its Frightful Presence.
It then makes three attacks: one with its bite and two with
its claws.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target, Hit: 18 (2d10 + 7) piercing damage plus 5 (1d10}
lightning damage,

, SHADOW

Shadow dragons are true dragons that were either born
in the Shadowfell or transformed by years spent within
“its dismal confines, Some shadow dragons embrace
the Shadowfell for its bleak landscapes and desolation.
Others seck to return to the Material Plane, hungry to
spread the darkness and evil of the Plane of Shadow.
Dark Portals. Portals to the Shadowfell manifest

“¥in forlorn places and the deep gloom of subterranean

- caverns. The dragons that lair in such places often
- discover these portals and find themselves transported

‘- to a new realm. Ancient dragons that sleep in their lairs
~Tor months or years at a time might find themselves

spirited away, never knowing that a portal has formed
without their knowledge as they dream.

Recast in Shadow. The transformation to a shadow
dragon happens over a period of years, during which
time a dragon’s scales lose their luster and fade to a
charcoal hue. Its leathery wings become translucent, its
eyes paling to pools of opalescent gray. Shadow dragons
find sunlight abhorrent, and they are weaker in bright
light than they are in darkness. Darkness makes the
dragon fade to a spectral shadow of its former self.

The magical nature of dragons holds an attraction
for the Shadowfell, which seems somehow to crave

A

Ciaw. Me!ee Weapon Attack +12t0 hlt, reach 5 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Tail. Melee Weapon Attack: 412 to hit, reach 15 ft., one taiget.
Hit: 16 (2d8 + 7) bludgeoning damage.

Frightful Presence. Each creature of the dracolich's choice that
is within 120 feet of the dracolich and aware of it must succeed
on a DC 18 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 dracolich’s Frightful Presence for
the next 24 hours.

Lightning Breath {Recharge 5-6). The dracolich exhales
lightning in a 90-foot line that is 5 feet wide. Each creature in
that line must make a DC 20 Dexterity saving throw, taking
66 {12d10) lightning damage on a failed save, or half as much
damage on a successful one,

LEGENDARY ACTIONS

The dracolich can take 3 legendary actions, choosing from
the options betow. Only one legendary action option can be
used at a time and only at the end of another creature’s turn.
The dracolich regains spent legendary actions at the start

of its turn.

Detect. The dracolich makes a Wisdom (Perception) check.

Tail Attack. The dracolich makes a tail attack.

Wing Attack {Costs 2 Actions). The dracolich beats its tattered
wings. Each creature within 10 feet of the dracelich must
succeed on a DC 21 Dexterity saving throw or take 14 {2d6
+ 7) bludgeoning damage and be knocked prone. After
beating its wings this way, the dracolich can fly up to half its
flying speed.

the might and majesty of these great reptiles. The
Shadowfell also has a dispiriting effect on its denizens,
such that the longer a creature remains on the plane,
the more it accepts the plane’s malaise. As months and
years pass for a dragon on the Shadowfell, it becomes
aware of the transformation being wrought upon it, and
yetcando nothing to prevent it.

Back in the World. A shadow dragon is so suffused
with the power of the Shadowfell that even a return to
the Material Plane can't undo its transformation. Some
shadow dragons attempt to lure other creatures from
the mortal realm back to the Shadowfell to keep them
company, at least until they tire of their guests and
devour them. Others are happy to leave the Shadowfell
behind forever, understanding that treasure and power
are easier to come by in the Material Plane,

SHADOW DRAGON TEMPLATE

Only a true dragon can transform into a shadow dragon,
and only if it is born in the Shadowfell or remains there
for several years. A dracolich can't be turned into a
shadow dragon, since it loses its draconic nature when it
becomes undead.

When a dragon becomes a shadow dragon, it retains
its statistics except as described below. The shadow




dragon might retain or lose any or all of its laira‘;ctionS
or inherit new ones, as the DM sees fit.

Damage Resistances. The dragon has resistance to
necrotic damage.

Skill Proficiency: Stealth. The dragon’s proficiency
bonus is doubled for its Dexterity (Stealth) checks.

Living Shadow. While in dim light or darkness,
the dragon has resistance to damage that isn't force,
psychic, or radiant.

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

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

New Action: Bite. If the dragon deals acid, cold, fire,
lightning, or poison damage with its bite, change that
damage type to necrotic.

New Action: Shadow Breath. Any damage-dealing
breath weapon possessed by the dragon deals
necrotic damage instead of its original damage type. A
humanoid reduced to 0 hit points by this damage dies,
and an undead shadow rises from its corpse and acts
immediately after the dragon in the initiative count. The
shadow is under the dragon’s contral.

¥
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YouNG RED SHADOW DRAGON

Large dragon, chaotic evil

Armor Class 18 (natural armer)

Hit Points 178 (17d10 + 85)

Speed 40 ft., climb 40 ft., fly 80 ft.

|

STR DEX CON INT WIS CHA

23(+6) 100} 21445 MY N0 1944

i

Saving Throws Dex +4, Con +9, Wis +4, Cha +8

Skills Perception +8, Stealth +8

Damage Resistances nacrotic

Damage Immunities fire

Senses blindslght 30 ft., darkvislon 120 ft,, passive Perception 13

Languages Cormmon, Draconic

Challenge 13 {10,000 XP)

Living Shadow. While in dim light or darkness, the dragon has
resistance to damage that isn't force, psychic, or radiant.

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

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

ACTIONS

Multiattack. The dragon 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: 17 (2d10 + &) piercing damage plus 3 (1d6}
necrotic damage.

Claw, Melee Weapon Attack: +10 to hit, reach § ft., one target.
Hit: 13 (2d6 + 6) slashing damage.

Shadow Breath {Recharge 5-6). The dragon exhales shadowy

fire in a 30-foot cone. Each creature in that area must make

a DC 18 Dexterity saving throw, taking 56 (16d6) necrotic

damage on 2 failed save, or half as much damage on a

successful one. A humanoid reduced to 0 hit points by this

damage dies, and an undead shadow rises from its corpse and

acts immediately after the dragon in the initiative count. The

shadow is under the dragon's control. D
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2 YOUNG BLACK DRAGON
Large dragon, chaotic evil

— =

Armor Class 18 {natural armor}
Hit Points 127 {15d10 + 45)
Speed 40 ft., fly 80 ft., swim 40 ft.

ADULT BLACK DRAGON

Huge dragon, chactic evil

Armor Class 19 (natural armor)

STR DEX  CON INT WIS  CHA
Hit Points 195 (17d12 + 85
¥ Speed 40 1t, ﬂ;f 80 ft., swil?n 40, Wid) W) TEH 24 N0 15+
[om—— e —
STR DEX CON INT wis CHA ., Saving Throws Dex +5, Con +6, Wis +3, Cha +5 '
23(+6) M (2) 21 (+5) 14{2) 13 (s1) 17 (+3) ' SD':::;::T;!:?:“’;:; f:_f:"" +5 i
| —

Senses blindsight 30 ft., darkvision 120 ft,, passive Perception 16
Languages Common, Draconic
Challenge 7 {2,900 XP)

Saving Throws Dex +7, Con +10, Wis +6, Cha +8
\ Skills Perception +11, Stealth +7

Damage Immunities acid
Senses blindsight €0 ft., darkvision 120 ft., passive Perception 21 [B
Languages Common, Draconic '
Challenge 14 (11,500 XP}

1 Amphibious. The dragon can breathe air and water.

&4 ACTIONS _
" | Muitiattack. The dragon makes three attacks: one with its bite ]
and two with its claws.

Amphtbrous The dragon can breathe air and water.

S {‘g Legendary Resistance (3/Day). If the dragon fails a saving y
1 throw, it can choose to succeed instead. Y Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
: it Hit: 15 (2d10 + 4) piercing damage plus 4 {(1d8) acid damage.
s ACTIONS =
Muitiattack. The dragon can use its Frightful Presence, it then
makes three attacks: one with its bite and two with its claws.

Claw, Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
4 Hit: 11 {2d6 + 4} slashing damage.

Acid Breath {Recharge 5—6). The dragon exhales acid in a

[ Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. 30-foot line that is § feet wide. Each creature in that line
it Hit: 17 (2d10 + 6) piercing damage plus 4 {1d8) acid damage. must make a DC 14 Dexterity saving throw, taking 49 {11d8)
' Claw. Melee Weapon Attack: €11 to hit, reach S ft., one target. acid damage on a failed save, or half as much damage on a
Hit: 13 (2d6 + 6) slashing damage. successful one.
[ - e = e 2 - ot = |
Tail, Melee Weapon Attack: 411 to hit, reach 15 ft., one target. L = e
Hit: 15 (2d8 + 6} bludgeoning damage.
(28 416} bludgeening damag BLACK DRAGON WYRMLING
Frightfil Presence. Each creature of the dragon's choice that Medium dragon, chaokic evil
is within 120 feet of the dragon and aware of it must succeed =
on a DC 16 Wisdom saving throw or become frightened for 1 Armor Class 17 {natural armor)
minute. A creature can repeat the saving throw at the end of Hit Points 33 {6d8 + 6)
each of its turns, ending the effect on itself on a success. Ifa Speed 30 ft,, fly 60 ft., swim 30 ft.
creature’s saving throw is successful or the effect ends for it, B
the creature is immune to the dragon’s Frightful Presence for STR DEX CON INT WIS CHA
L the next 24 hours. 15(#2) 140320 13{1) 10{+0) 1M {+0) 13 (#1) I
i

¥ Acid Breath {Recharge 5-6). The dragon exhales acid in a Saving Throws Dex +4, Con +3, Wis +2, Cha 43

60-foot line that is 5 feet wide. Each creature in that line ill 4, Stealth +4
= must make a DC 18 Dexterity saving throw, taking 54 (12d8) sntnrgrfr:f;:‘o:n:” “T; *
, acid damage on a failed save, or half as much damage on a Senses blindsight 10 ft,, darkvision 60 ft., passive Perception 14

successful one. Languages Draconic

Challenge 2 (450 XP
LEGENDARY ACTIONS allenge 2 ( )

The dragon can take 3 legendary actions, choosing from the
‘. - options below. Only one legendary action option can be used

ata time and only at the end of ancther creature’s turn, The ACTIONS

dragon regains spent legendary actions at the start of its turn,

Amphibious. The dragon can breathe air and water,

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

Detect. The dragon makes a Wisdom (Perception} check. Hit: 7 {1d10 + 2} piercing damage plus 2 (1d4) acid damage.

Tail Attack. The dragon makes a tail attack. .

Wing Attack [Costs 2 Actions). The dragon beats its wings. Acid Breath (Recharge 5—6). The dragon exhales acid in a
Each creature within 10 feet of the dragon must succeed 15-foot line that is 5 feet wide. Each creature in that line
on a BC 19 Dexterity saving throw or take 13 (2d6 + 6) must make a DC 11 Dexterity saving throw, taking 22 (5d8)
bludgeoning damage and be knocked prone. The dragon can acid damage on a failed save, or half as much damage on a

then fly up to half its flying speed. successful one,
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* Gargantuan dragon, fowfid evil

. Armor Class 22 (natural armor)
Hit Points 481 (26420 + 208)
" Speed 40 ft., burrow 40 ft., fly 80 ft.

STR DEX CON INT WIS  CHA
9(+9) 10(0) 2708 1844 17@EY) 2469

Saving Throws Dex +7, Con +15, Wis +10, Cha +12

Skills Perception +17, Stealth +7

Damage Immunities lightning

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 27
Languages Common, Draconic

Challenge 23 (32,500 XP)

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

ACTIONS

Multiattack. The dragon can use its Frightful Presence. it then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +16 to hit, reach 15 ft., one
target. Hit: 20 (2d10 + 9) piercing damage plus 11 (2d10)
lightning damage.

Claw. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.
Hit: 16 (2d6 + 9) slashing damage.

Tail. Melee Weapon Attack: +16 to hit, reach 20 ft., one target.
Hit: 18 (2d8 + 9) bludgeoning damage.

Frightfisl Presence. Each creature of the dragon’s choice that
is within 120 feet of the dragon and aware of it must succeed
on a DC 20 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. Ifa
creature’s saving throw is successful or the effect ends for it,
the creature is immune to the dragon’s Frightful Presence for
the next 24 hours,

Lightning Breath (Recharge 5-86). The dragon exhales lightning
in a 120-foot line that is 10 feet wide, Each creature in that line
must make a DC 23 Dexterity saving throw, taking 88 (16d10)
lightning damage on a failed save, or half as much damage on
a successful one.

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn,

Detect, The dragon makes a Wisdom {Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 15 feet of the dragon must succeed
on a DC 24 Dexterity saving throw or take 16 {2d6 + 9)
bludgeoning damage and be knocked prone. The dragon can

then fly up to half its flying speed.

DRAGONS




BLUE DrRAGON
Huge dragon, lawful evil
[
Armor Class 19 (natural armor)
Hit Points 225 (18412 + 108)
Speed 40 ft., burrow 30 R, fly 80 fi.

STR DEX CON INT WIS CHA

25(+7) 0(0) 23(+6) 16(+3) 15(HD 19 {+4)
| m—
Saving Throws Dex +5, Con +11, Wis +7, Cha +9
Skills Perception +12, Stealth +5
Damage Immunities lightning
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 22
Languages Common, Draconic
Chatlenge 16 (15,000 XP)

| e

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

ACTIONS

Muftiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 18 (2d10 + 7) piercing damage plus § (1410}
lightning damage.

Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Tall, Melee Weapon Attack: +12 to hit, reach 15 ft., one target.
Hit: 16 (2d8 + 7) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that

is within 120 feet of the dragon and aware of it 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. Ifa
creature’s saving throw is successful or the effect ends for it,

the creature is immune to the dragon’s Frightful Presence for
the next 24 hours.

Lightning Breath {Recharge 5-6). The dragon exhales lightning
in a 90-foot fine that is § feet wide. Each creature in that line
must make a DC 19 Dexterity saving throw, taking 66 (12d10})
lightning damage on a failed save, or half as much damage on
a successful one,

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check.

Tail Attack. The dragon makes a tail attack,

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 10 feet of the dragon must succeed
on a DC 20 Dexterity saving throw or take 14 (2d6 + 7)
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.

YouNG BLUE DRAGON
fawful evil

—r—

Armor Class 18 {natural armor)

Hit Points 152 (16d10 + 64)

Speed 40 ft,, burrow 20 ft.,, fly 30 ft,

STR DEX CON INT WIS CHA
2065) 10(0) 19(+4) M2 ) T EY)
e
Saving Throws Dex +4, Con +8, Wis +5, Cha +7
Skills Perception +8, Stealth +4
Damage Immunities lightning
Senses blindsight 30 ft., darkvision 120 ft., passive Perception 19
Languages Comman, Draconic
Challenge 9 (5,000 XP)

ACTIONS

Multiattack. The dragon 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: 16 (2d10 + 5) piercing damage plus 5 {1d10)
lightning damage,

Claw. Melee Weapon Attack: +9 to hit, reach 5 it., one target.
Hit: 12 (2d6 + 5) slashing damage.

Lightning Breath {Recharge 5-6). The dragon exhales lightning
in an 60-foot line that is 5 feet wide. Each creature in that line
must make a DC 16 Dexterity saving throw, taking 55 (10d10)
lightning damage on a failed save, or half as much damage on
a successful one.

BLUE DRAGON WYRMLING

Medium dragon, fawful evit

. Arfnor Cj':'%zﬂ, {natural armor)

Hit Points 52 {8d8 + 16)
Speed 30 ft,, burrow 15 ft., fly 60 ft.
[ e—
SR DEX CON INT Wwis CHA
73 0E0 15E 1261) NEY  15H2)

L=

Saving Throws Dex +2, Con +4, Wis +2, Cha +4

Skills Perception +4, Stealth +2

Damage Immunities lightning

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 3 {700 XP)

ACTIONS

Bite, Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (1d10 + 3) piercing damage plus 3 (1d6)
lightning damage.

Lightning Breath (Recharge 5-6). The dragon exhales lightning
in a 30-foot line that is 5 feet wide. Each creature in that line
must make a DC 12 Dexterity saving throw, taking 22 (4d10)
lightning damage on a failed save, or half as much damage on
a successful one,
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ANCIENT GREEN DRAGON
. Gargantuan dragon, lawfil evil

L

Armor Class 21 (natural armor)

Hit Points 385 (22d20 + 154)

Speed 40 fi., fly 80 ft.,, swim 40 ft,

[

STR  DEX CON INT WIS  CHA
7+8 12(¥} 25(7) 2045} 173} 19 (+4)
=

Suving Throws Dex +8, Con +14, Wis +10, Cha +11
Skills Deception +11, Insight +10, Perception +17,
Persuasion +11, Stealth +8
Damage Immunities poison
Condition immunities polsoned
Senses blindsight 60 ft., darkvision 120 ft., passive Parception 27
Languages Common, Draconic
Challsnge 22 {30,000 XP}

Amphibious, The dragon can breathe air and water.

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

AcTIONS

Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite, Melee Weapon Attack: +15 to hit, reach 15 ft,, one
target. Hit: 19 (2d10 + 8) plercing damage plus 1¢ (3d6)
« poisan damage.

—_ vor
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Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., one target,
Hit: 22 (4d6 + 8) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one target.
Hit: 17 (2d8 + 8) bludgeoning damage.

Frightful Presence, Each creature of the dragon's choice that

is within 120 feet of the dragon 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 dragon's Frightful Presence for
the next 24 hours.

Poison Breath (Recharge 5—6). The dragon exhales poisonous
gas in a 90-foot cone. Each creature in that area must make

a DC 22 Constitution saving throw, taking 77 (22d6) poison
damage on a failed save, or half as much damage on a
successful one,

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 15 feet of the dragon must succeed
on a DC 23 Dexterity saving throw or take 15 {2d6 + 8)
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.
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g ADULT GREEN DRAGON
Muge dragon, lawful evil

Armor Class 19 {natural armor)
Hit Points 207 (13d12 + 90)
Speed 40 ., fly 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
22(46) 1241} A (+5) 18(+4) 1542 7@

oA Saving Throws Dex +6, Con +10, Wis +7, Cha +8
Skills Deception +38, Insight +7, Perception +12,
Persuasion +8, Stealth +6
Lg Damage Immunities poison
M Condition Immunities poisoned
& Senses blindsight 60 ft.,, darkvision 120 f,, passive Perception 22
Languages Common, Draconic
Challenge 1S (13,000 XP)

:.*- t Amphibious, The dragon can breathe air and water,

3 Legendary Resistance {3/Day). |f the dragon fails a saving
AR throw, it can choose to succeed instead.

- A AcTions

| Multiattack. The dragon can use its Frightful Presence. It then
] makes three attacks: one with its bite and two with its claws.

T, Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 17 (2d10 + 6) piercing damage plus 7 {2d6}
] poison damage.

Claw. Melee Weapon Attack: +1] to hit, reachi 5 ft4 one target.
Hit: 13 (2d6 + 6} slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft.; one target.
Hit: 15 (2d8 + 6} bludgeoning damage.

Frightful Presence. Each creature of the dragon's choice that
is within 120 feet of the dragon 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. Ifa
creature’s saving throw is successful or the effect ends for it,
the creature is immune to the dragon’s Frightful Presence for
the next 24 hours.

Poison Breath {Rechorge 5-6}. The dragon exhales poisonous
gas in a 60-foot cone, Each creature in that area must make

a DC 18 Constitution saving throw, taking 56 (16d6} poison
damage on a failed save, or half as much damage on a
successful one.

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn.

Detect, The dragon makes a Wisdom (Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 10 feet of the dragon must succeed
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6}
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.

"" — = i ; \
’:.;r: YouNG GREEN DrRAGON Amphibious. The dragon can breathe air and water.
% ' 2ge dragon, fawfil evil ACTIONS - LT e f v ~ “' T
i Armor Class 12 {natural armor) Multiattack. The dragon makes three attacks: one with its bite
” Hit Points 136 (16d10 + 48) and two with its claws.

Spead 40 fi,, fly 30 ., swim 40 ft,

STR. DEX CON INT WIS  CHA
1) 2440 VY 6HY) BED I53HY

Saving Throws Dex +4, Con +6, Wis +4, Cha +5
Skills Deception +5, Perception +7, Stealth +4
Damage immunities poison

Condition Immunities poisoned

Senses blindsight 30 ft., darkvision 120 ft., passive

Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one
target. Hit: 15 (2d10 + 4} piercing damage plus 7 (2d6)
poison damage.

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

Poison Breath (Recharge 5-6). The dragon exhales poiscnous
gas in a 30-foot cone. Each creature in that area must make
a DC 14 Constitution saving throw, taking 42 (12d6) poison

Perception 17 damage on a failed save, or half as much damage on a
Languages Common, Draconic successful one.
? Challenge 2 {3,900 XP}
PRAGONS
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' ANCIENT WHITE DRAGON

——— bt

Gargantuan dragon, chaotic evil

Armor Class 20 (natural armor)
Hit Points 333 (13420 + 144)
Speed 40 ft., burrow 40 ft., fly 80 ft., swim 40 fi.

STR
26 (+8)

DEX
10 (+0)

CON INT
26 (+8) 10 {(+0}

wIis
13 (+1)

CHA
14 {+2)

Saving Throws Dex +6, Con +14, Wis +7, Cha +8

Skills Perception +13, Stealth +6

Damage Immunities cold

Senses biindsight 60 ft., darkvision 120 ft., passive Perception 23
Languages Common, Draconic

Challenge 2¢ (24,500 XP)

fce 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 moment.

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

AcTions

Clow. Melee Weapon Attack: +14 to hit, reach 10 ft., one target,
Hit: 15 {2d6 + 8) slashing damage.

Tail. Melee Weapon Attack: +14 to hit, reach 20 ft., one target.
Hit: 17 (2d8 + 8) bludgeoning damage.

Frightfirl Presence. Each creature of the dragon’s choice that

is within 120 feet of the dragon 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 dragon’s Frightful Presence for
the next 24 hours.

Cold Breath {Recharge 5-6}. The dragon exhales an icy blast in
a 90-foot cone. Each creature in that area must make a DC 22

Constitution saving throw, taking 72 (16d8) cold damage on a

failed save, or half as much damage on a successful one.

LEGENDARY ACTIONS

Multiattack. The dragon can use its Frightful Presence. Itthen
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +14 to hit, reach 15 ft,, one target.
Hit: 19 (2d10 + 8} piercing damage plus 9 (2d8) cold damage.

o
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The dragon 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
dragon regains spent legendary actions at the start of its turn,

Detect. The dragon makes a Wisdom (Perception) check.

Tail Attack, The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 15 feet of the dragon must succeed
on a DC 22 Dexterity saving throw or take 15 (2d6 + 3)
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.

T
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ADULT WHITE DRAGON

Huge dragon, chaotic evil

Armor Class 18 (natural armor)
Hit Points 200 {16d12 + 96)
Speed 40 ft,, burrow 30 fi., fly 80 ft., swim 40 ft.

STR DEX  CON INT WIS  CHA
] 22¢6) 10(+0) 22(+6) B(-1) 12{()) 12{+1)

’).f-r’

Saving Throws Dex +5, Con +11, Wis +6, Cha +6

Skills Perception +11, Stealth +5

Damage Immunities cold

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 21
Languages Common, Draconic

Challenge 13 (10,000 XP)

fce 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 moment.

tegendary Resistance (3/Dayj. If the dragon fails a saving
throw, it can choose to succeed instead.

ACTIONS

Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 17 (2d10 + 6) piercing damage plus 4 (1d8) cold damage.

Claw, Melee Weapon Attack: +11 to hit, reach 5 ft.; one target.
Hit: 13 {2d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 15 {2d8 + 6) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that

is within 120 feet of the dragon 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 dragon’s Frightful Presence for
the next 24 hours.

Cold Breath (Recharge 5-6). The dragon exhales an icy blast in
a 60-foot cone. Each creature in that area must make a DC 13

Constitution saving throw, taking 54 (12d8) cold damage on a

failed save, or half as much damage on a successful one.

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings.
Each creature within 10 feet of the dragon must succeed
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6)
bludgeoning damage and be knocked prone. The dragon can

then fly up to half its flying speed.

= =
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YOUNG WHITE DRAGON
Large dragon, chaotic evil

Armor Class 17 (natural armor)
Hit Points 133 {14d10 + 56)
Speed 40 ft,, burrow 20 ft., fly 80 ft., swim 40 ft.

STR
18 {+4)

DEX
10 (+0)

CON INT
18 (¢4)  6(-2)

wis
1 (+0)

CHA
12 (41

Saving Throws Dex +3, Con +7, Wis +3, Cha +4

Skills Perception +6, Stealth +3

Damage Immunities cold

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 16
Languages Common, Draconic

Challenge 6 (2,300 XP)

tce 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 moment.

ACTIONS

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

Bite, Melee Weapon Attack: 47 to hit, reach 10 ft, one target.
Hit: 15 (2d10 + 4) piercing damage plus 4 {1d8) cold damage.

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

Cold Breath (Recharge 5-6). The dragon exhales an icy blast in
a 30-foot cone. Each creature in that area must make a DC 15
Constitution saving throw, taking 45 (10d8) cold damage on a
failed save, or half as much damage on a successful one.

— = = ——
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ANCIENT BRASS DRAGON
Gargantuan dragon, chactic good

Armor Class 20 (natural armor)
 Hit Points 297 (17d20 + 119)
Speed 40 ft., burrow 40'ft., fly 80 ft.

1

| STR DEX
27 (+8) 10 (+0)

CON INT WIS CHA
25(7)  16(+3) 15(+2) 19 (+4)

{ Saving Throws Dex +6, Con +13, Wis +8, Cha +10

} Skills History +9, Perception +14, Persuasion +10, Stealth +6

| Damage Immunities fire

| Senses blindsight 60 ft., darkvision 120 ft., passive Perception 24
! Languages Common, Draconic

J Challenge 20 {24,500 XP}

i Legendary Resistance (3/Day). If the dragon fails a saving

} throw, it can choose to succeed instead.
t

 ACTIONS

i Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +14 to hit, reach 15 fi., one target.
r Hit: 19 (2d10 + 8) piercing damage.
' Claw, Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 15 (2d6 + 8) slashing damage.

" Tail. Melee Weapon Attack: +14 10 hit, reach 20 ft., one farget.
Hit: 17 (2d8 + 8) bludgeoning damage.

, Frightfil Presence. Each creature of the dragon's choice that
is within 120 feet of the dragon and aware of it must succeed
on a DC 18 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. Ifa

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

Breath Weapons (Recharge 5-6). The dragon uses one of the
following breath weapons:

Fire Breath. The dragon exhales fire in an 80-foot line that is
10 feet wide. Each creature in that line must make a DC 21
Dexterity saving throw, taking 56 (16d6) fire damage on a
failed save, or half as much damage on a successful one.
Sleep Breath. The dragon exhales sleep gas in a 90-foot
cone. Each creature in that area must succeed ona DC 21
Constitution saving throw or fall unconscious for 10 minutes.
This effect ends for a creature if the creature takes damage or
someone uses an action to wake it.

Change Shape. The dragon magically polymorphs into a
humanoid or beast that has a challenge rating no higher than
its own, or back into its true form. It reverts to its true form if
it dies. Any equipment it is wearing or carrying is absorbed or
borne by the new form (the dragon’s choice).

- In a new form, the dragon retains its alignment, hit points,
Hit Dice, ability to speak, proficiencies, Legendary Resistance,
lair actions, and Intelligence, Wisdom, and Charisma scores, as
well as this action, Its statistics and capabilities are otherwise
replaced by those of the new form, except any class features or
legendary actions of that form.

LEGENDARY ACTIONS

it

The dragon 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
dragon regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom {Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack [Costs 2 Actions). The dragon beats its wings.
Each creature within 15 feet of the dragon must succeed
on a DC 22 Dexterity saving throw or take 15 {2d6 + 8)

bludgeoning damage and be knocked prone. The dragon can r

then fly up to half its flying speed.
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ADULT BrASS DRAGON
Huge dragon, chaotic good

Armor Class 18 (natural armor)
Hit Points 172 (15d12 + 75)
Speed 40 ft., burrow 30 ft., fly 80 ft.

STR DEX  CON INT WIS  CHA
23(46) 1W0(H0) 2145 14 1BE) 1763

Saving Throws Dex +5, Con +10, Wis +6, Cha +8

Skills History +7, Perception +11, Persuasion +8, Stealth +5
Damage Immunities fire

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 21
Languages Common, Draconic

Challenge 13 (10,000 XP)

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

AcTIONS

Multiottock. The dragon can use its Frightful Presence. it then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 17 {2d10 + 6} piercing damage,

Claw. Melee Weapon Attack: +11 to hit, reach § ft., one target.
Hit: 13 (2d6 + 6} slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 15 (2d8 + 6} bludgeoning damage.

YounGg Brass DRAGON
Large dragon, chaotic good

Armor Class 17 {natural armor}
~Hit Points 110 (13d10 + 39)
Speed 40 ft., burrow 20 ft., fly 80 ft.

STR. DEX CON INT WIS CHA
1964 10E0) 7R3 1261 10 1532

Saving Throws Dex +5, Con +8, Wis 45, Cha +7

Skills Perception +10, Persuasion +7, Stealth +5

Damage tmmunities fire

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 20
Languages Common, Draconic

Challenge 6 {2,300 XP)

: ACTIONS

Multiattack, The dragon makes three attacks: one with its bite
: and two with its claws.
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Frightful Presence. Each creature of the dragon's choice that
is within 120 feet of the dragon 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 dragon’s Frightful Presence for
the next 24 hours. {?

Breath Weapons {Recharge 5-6}. The dragon uses one of the
following breath weapons,

Fire Breath. The dragon exhales fire in an 60-foot line that is
5 feet wide. Each creature in that line must make a DC 13
Dexterity saving throw, taking 49 (13d6) fire damage on a
failed save, or half as much damage on a successful one.

Sleep Breath, The dragon exhales sleep gas in a 60-foot
cone, Each creature in that area must succeed on a DC 18
Constitution saving throw or fall unconscious for 10 minutes. P
This effect ends for a creature if the creature takes damage or
someone uses an action to wake it.

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its turn,

il

Detect, The dragon makes a Wisdom {Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack {Costs 2 Actions). The dragon beats its wings.
Each creature within 10 feet of the dragon must succeed
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6)
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.
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Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 15 {2d10 + 4} piercihg damage.

Claw. Melee Weapon Atsack: 49 to hit, reach 5 ft., one target.
Hit: 1 (2d6 + 4) slashing damage.

Breath Weapons (Recharge 5-6). The dragon uses one of the
following breath weapons.

Fire Breath. The dragon exhales fire in a 40-foot line that is
5 feet wide. Each creature in that line must make a DC 14
Dexterity saving throw, taking 42 (12d6} fire damage on a
failed save, or half as much damage on a successful one,
Sleep Breath, The dragon exhales sleep gas in a 30-foot
cone. Each creature in that area must succeed ona DC 14
Constitution saving throw or fall unconscious for 5 minutes.
This effect ends for a creature if the creature takes damage or
someone uses an action to wake it













,ERONZE DRAGON

Bronze dragons are coastal dwellers that feed primarily
on aquatic plants and fish, They take the forms of
friendly animals to observe other creatures of interest.
They are also fascinated by warfare and eagerly join
armies fighting for a just cause,

A ribbed and fluted crest defines the shape of a bronze
dragon’s head. Curving horns extend out from the crest,
echoed by spines on its lower jaw and chin. To help them
swim, bronze dragons have webbed feet and smooth
scales. A bronze wyrmling's scales are yellow tinged
with green; only as the dragon approaches adulthood
does its color deepen to a darker, rich bronze tone. The
pupils of a bronze dragon'’s eyes fade as the dragon ages,
until they resemble glowing green orbs.

Dragons of the Coast. Bronze dragons love to
watch ships traveling up and down the coastlines near
their lairs, sometimes taking the forms of dolphins or
seagulls to inspect those ships and their crews more
closely. A daring bronze dragon might slip aboard a
ship in the guise of a bird or rat, inspecting the hold
for treasure. If the dragon finds a worthy addition to its
hoard, it barters with the ship’s captain for the item.

War Machines. Bronze dragons actively oppose
tyranny, and many bronze dragons yearn to test their
mettle by putting their size and strength to good use.

When a conflict unfolds near its lair, a bronze dragon
ascertains the underlying cause, then offers its services
to any side that fights for good. Once a bronze dragon
commits to a cause, it remains a staunch ally.

Well-Organized Wealth. Bronze dragons loot sunken
ships and also collect colorful coral and pearls from
the reefs and seabeds near their lairs. When a bronze
dragon pledges to help an army wage war against
tyranny, it asks for nominal payment. If such a request
is beyond its allies’ means, it might settle for a collection
of old books on military history or a ceremonial item
commemorating the alliance. A bronze dragon might
also lay claim to a treasure held by the enemy that it
feels would be safer under its protection.

A BRONZE DRAGON’S LAIR

A bronze dragon lairs in coastal caves. It might salvage
a wrecked ship, reconstruct it within the confines of its
lair, and use it as a treasure vault or nest for its eggs.

LAIR ACTIONS
On initiative count 20 (losing initiative ties), the dragon
takes a lair action to cause one of the following effects:

+ The dragon creates fog as though it had cast the fog
cloud spell. The fog lasts until initiative count 20 on
the next round.

+ Athunderclap originates at a point the dragon can see
within 120 feet of it. Each creature within a 20-foot
radius centered on that point must make a DC 15
Constitution saving throw or take 5 (1d10) thunder
damage and be deafened until the end of its next turn,

REGIONAL EFFECTS
The region containing a legendary bronze dragon’s fair
is warped by the dragon’s magic.
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BrRONZE DRAGON WYRMLING
Medium dragon, lawful good

Armor Class 17 {natural armor)
Hit Points 32 (5d8 + 10)
Speed 30 ft., fly 60 ft., swim 30 R.

STR. DEX CON INT WIS CHA
7@#3) 00 1562 1201 N0 15 @2

Saving Throws Dex +2, Con +4, Wis +2, Cha +4

Skills Perception +4, Stealth +2

Damage Immunities lightning

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages Draconic

Challenge 2 (450 XP}

Amphibious, The dragon can breathe air and water,

ACTIONS

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

Breath Weapons [Recharge 5-6). The dragon uses one of the
following breath weapons,

Lightning Breath. The dragon exhales lightning in a 40-foot line
that is 5 feet wide, Each creature in that line must make a DC
12 Dexterity saving throw, taking 16 (3d10) lightning damage
on a failed save, or half as much damage on a successful one.

Repulsion Breath. The dragon exhales repulsion energy in a
30-foot cone. Each creature in that area must succeed on a
DC 12 Strength saving throw. On a failed save, the creature is
pushed 30 feet away from the dragon.

+ Once per day, the dragon can alter the weather in a
6-mile radius centered on its lair. The dragon doesn’t
need to be outdoors; otherwise the effect is identical to
the control weather spell.

+ Underwater plants within 6 miles of the dragon's lair

take on dazzlingly brilliant hues.

Within its lair, the dragon can set illusory sounds,

such as soft music and strange echoes, so that they

can be heard in various parts of the lair.

If the dragon dies, changed weather reverts to normal,
as described in the spell, and the other effects fade
in 1d10 days. b
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ApurLt COPPER DRAGON

Huge dragon, chaotic good

Armor Class 18 (natural armor)
Hit Points 184 {16d12 + 30)
Speed 40 ft., climb 40 ft., fly 30 ft.

CHA
17 (+3)

STR DEX
23(+6) 12 (+1)

CON INT WIS
21 (+5) 18 (+4) 15 (+2)

Saving Throws Dex +6, Con +10, Wis +7, Cha +8

Skills Deception +8, Perception +12, Stealth +6

Damage Immunities acid

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 22
Languages Common, Draconic

Challenge 14 (11,500 XP)

Legendary Resistance {3/Dayj. If the dragon fails a saving
throw, it can choose to succeed instead.

ACTIONS

Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite, Melee Weapon Attack: +11 to hit, reach 10 fi,, one target.
Hit: 17 (2d10 + 6) piercing damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) slashing damage.

Tail, Melee Weapon Attack: +11 to hit, reach 15 ft., one target.
Hit: 15 (2d8 + 6) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that
is within 120 feet of the dragon and aware of it must succeed
on a DC 16 Wisdom savmg throw or become frlghtened for 1

M
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YOUNG COPPER DRAGON
Large dragon, chaotic good

Armor Class 17 (natural armor)
Hit Points 119 (14d10 + 42}
Speed 40 ft,, climb 40 ft., fly 80 ft.

STR  DEX
19 (+4) 12 (1)

CON INT WIS  CHA
7E3) 1663 1B} 15E)

Saving Throws Dex +4, Con +6, Wis +4, Cha +5

Skills Deception +5, Perception +7, Stealth +4

Damage Immunities acid

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 17
Languages Common, Draconic

Challenge 7 (2,900 XP)

ACTIONS

Multiattack. The dragon makes three attacks: one with its bite
and two with its claws.
C—

minute, A creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a success. Ifa
creature’s saving throw is successful or the effect ends for it,

the creature is immune to the dragon’s Frightful Presence for
the next 24 hours.

Breath Weapons (Recharge 5-6). The dragon uses one of the
following breath weapons.

=re

Acid Breath. The dragon exhales acid in an 60-foot line that
is 5 feet wide. Each creature in that line must make a DC 18
Dexterity saving throw, taking 54 (12d8) acid damage on a
failed save, or half as much damage on a successful one.
Slowing Breath, The dragon exhales gas in a 60-foot cone, Each l
creature in that area must succeed on a DC 18 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. i

LEGENDARY ACTIONS

The dragon 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
dragon regains spent legendary actions at the start of its tum.

Detect, The dragon makes a Wisdom (Perception) check.

Tail Attack. The dragon makes a tail attack.

Wing Attack [Costs 2 Actlons). The dragon beats its wings,
Each creature within 10 feet of the dragon must succeed
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6)
bludgeoning damage and be knocked prone. The dragon can
then fly up to half its flying speed.

Bite. Melee Wsapon Auack + 1o hlt reach 10 Ft one target
Hig: 15 (2d10 + 4) piercing damage.

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

Breath Weapons {Recharge 5-6). The dragon uses one of the
following breath weapons.

Acid Breath. The dragon exhales acid in an 40-foot line that
is 5 feet wide, Each creature in that line must make a DC 14
Dexterity saving throw, taking 40 (9d8) acid damage on a
failed save, or half as much damage on a successful one.

Slowing Breath, The dragon exhales gas in a 30-foot cone, Each
creature in that area must succeed on a DC 14 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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andfivers, IIllSt-ShI‘Otlded islands, cave complexes
hidden behind sparkling waterfalls, or ancient ruins.

LAIR ACTIONS

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

s+ The dragon glimpses the future, so it has advantage
on attack rolls, ability checks, and saving throws until
initiative count 20 on the next round.

« One creature the dragon can see within 120 feet of it
must succeed on a DC 15 Charisma saving throw or
be banished to a dream plane, a different plane of exis-
tence the dragon has imagined into being. To escape,
the creature must use its action to make a Charisma
check contested by the dragon's. If the creature wins,
frescapes the dream plane, Otherwise, the effect
ends on initiative count 20 on the next round. When
the effect ends, the creature reappears in the space
it left or in the nearest unoccupied space if that one
is occupied.
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YOUNG GOLD DRAGON
Large dragon, lawful good’

-
Armor Class 18 {natural armor)
Hit Points 178 (17d10 + 85)
Speed 40 ft., fly 20 ft., swim 40 ft.

STR
23 (+6)

DEX
14 (+2}

CON
21 (+5)

INT
16 (+3)

wis
13 (+1)

CHA
20 {+5)

Saving Throws Dex +6, Con +9, Wis +5, Cha +9

Skills Insight +5, Perception +9, Persuasion +9, Stealth +6
Damage Immunities fire

Senses blindsight 30 ft., darkvision 120 ft., passive Perception 19
Languages Common, Draconic

Challenge 10 (5,900 XP}

Amphibious. The dragon can breathe air and water.

ACTIONS

Multiottack, The dragon 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: 17 (2d10 + 6) piercing damage.

Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 13 {2d6 + 6) slashing damage.

Breath Weapons [Recharge 5-6). The dragon uses one of the
following breath weapons.

Fire Breath. The dragon exhales fire in a 30-foot cone. Each
creature in that area must make a DC 17 Dexterity saving
throw, taking 55 {10410} fire damage on a failed save, or half
as much damage on a successful one.

Weakening Breath. The dragon exhales gas in a 30-foot cone.
Each creature in that area must succeed on a DC 17 Strength
saving throw or have disadvantage on Strength-based attack
rolls, Strength checks, and Strength saving throws 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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RecIoNAL EFFECTS

The region containing a legendary gold dragon’s lair
is warped by the dragon’s magic, which creates orie or
more of the following effects:

» Whenever a creature that can understand a language
sleeps or enters a state of trance or reverie within 6
miles of the dragon’s lair, the dragon can establish
telepathic contact with that creature and converse
with it in its dreams. The creature remembers its con-
versation with the dragon upon waking.

« Banks of beautiful, opalescent mist manifest within -
6 miles of the dragon’s lair. The mist doesn’ ; ,SDS(;ul:c
anything. It assumes haunting forms when eV1hcrea.
tures are near the dragon or other non-evil creatures
in the mist, warning such creatures of the danger:

- Gems and pearls within 1 mile of the dragon’s
lair sparkle and gleam, shedding dim light in a
5-foot radius.

If the dragon dies, these effects end immediately.
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GOLD DRAGON WYRMLING
Medivm dragon, lawful good b
Armor Class 17 {natural armor)
Hit Points 60 (848 + 24}

Speed 30 ft., fly 60 ft,, swim 30 ft.

STR

19 {+4)
=
Saving Throws Dex +4, Con +6, Wis +2, Cha +5
Skills Perception +4, Stealth +4
Damage Immunities fire
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 14
Languages Draconic
Challenge 3 (700 XP)

DEX
14 {(+2)

CON
17 (+3)

INT
14 {(+2}

wiS
1 (+0)

CHA
16 (+3)

Amphiblous. The dragon can breathe air and water,

AcCTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target.
Hit: 9 {(1d10 + 4) piercing damage.

Breath Weapons (Recharge 5-6}. The dragon uses one of the
following breath weapons. .

Fire Breath. The dragon exhales fire in a 15-foot cone. Each
creature in that area must make a DC 13 Dexterity saving
throw, taking 22 {4d10) fire damage on a failed save, or half
as much damage on a successful one. |

Weakening Breath. The dragon exhales gas in a 15-foot cone.
Each creature in that area must succeed on a DC 13 Strength |
saving throw or have disadvantage on Strength-based attack !
rolls, Strength checks, and Strength saving throws for 1 t
minute. A creature can repeat the saving throw at the end of |

each of its turns, ending the effect on itself on a success. E
¥ 3 e i:g:% — 2 —
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A1r ELEMENTAL

Large elemental, neutral
. :

Armor Cl;ss 15
Hit Points 90 (12d10 + 24)
Speed 0 ft., fiy 20 ft. (hover)
s
STR DEX CON INT WIS CHA
M{2) 20(45) 142 6(-2 WK 6(-2

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

Damage Immunities poison

Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisaned, prone, restrained, unconscious

Senses darkvision 60 ft., passive Perception 10

Languages Auran

Challenge 5 (1,800 XP)

1 Air Form. The elemental 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 elemental makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft,, one target.
Hit: 14 (2d8 + 5) bludgeoning damage.

Whirlwind (Recharge 4—6), Each creature in the elemental's
space must make a DC 13 Strength saving throw. On a failure,
a target takes 15 (3d8 + 2) bludgeoning damage and is flung
up 20 feet away from the elemental in a random direction and
knocked prone. If a thrown target strikes an object, such as a

1 wall or floor, the target takes 3 (1d6) bludgeoning damage for

every 10 feet it was thrown. If the target is thrown at another
creature, that creature must succeed on a DC 13 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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EArTH ]

Large elemental, neutral

Armor Class 17 (natural armor)
Hit Points 126 {12d10 + 60)
Speed 30 ft.,, burrow 30 ft.

STR
20 (+5)

wis
10 (+0)

CHA
5 (-3)

DEX
8 (-1)

CON
20 (+5)

INT
5(-3)

Damnage Vulnerabilities thunder

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities poison

Condition Immunities exhaustion, paralyzed, petrified,
poiscned, unconscious

Senses darkvision 60 ft., tremorsense 60 ft,,
passive Perception 10

Languages Terran

Challenge 5 (1,300 XP)

Earth Glide. The elemental can burrow through nonmagical,
unworked earth and stone. While doing so, the elemental
doesn't disturb the material it moves through.

Siege Monster, The elemental deals double damage to objects
and structures,

ACTIONS

Multiattack. The elemental makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one target,
Hit: 14 (2d8 + 5) bludgeoning damage,
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FIrRE ELEMENTAL

Large elementaf, neutral

Armor Cla‘ss 13

Hit Points 102 (12d10 + 36)
Speed 50 ft.
STR DEX CON INT WIS CHA
1V@E0) 7)) 643 6(-2) 1000 7(-2)

Damage Resistances biudgeoning, piercing, and slashing from
nonmagical weapons
Damage Immunities fire, poison t
Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, prone, restrained, unconscious
Senses darkvision 60 ft., passive Perception 10
Languages Ignan I
Challenge 5 {1,800 XP)

I Fire Form, The elemental can move through a space as narrow I
as 1 inch wide without squeezing. A creature that touches the

| elemental or hits it with a melee attack while within 5 feet of

it takes 5 (1d10) fire damage. In addition, the elemental 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 5 (1d10)
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.

tumination. The elemental sheds bright light in a 30-foot
radius and dim light in an additional 30 feet.

Water Susceptibility. For every 5 feet the elemental moves in
water, or for every gallon of water splashed on it, it takes 1
cold damage.

ACTIONS
Multiattack. The elemental makes two touch attacks.

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

Hit: 10 {2d6 + 3) fire darnage. If the target is a creature ora

flammable object, it ignites. Until a creature takes an action to

douse the fire, the target takes 5 (1d10) fire damage at the start
| of each of its turns,
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WATER ELEMENTAL

Large elemental, neutral

Armor Class 14 {natural armor)
Hit Points 114 {12410 + 48)
Speed 10 ft., swim 90 ft.

STR  DEX
18 (+4) M (+2)

CON INT Wis
184 3(-3) 10H0)

CHA
(-1

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

Damage Immunities poison

Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, prone, restrained, unconscious

Senses darkvision 60 ft., passive Perception 10

Languages Aquan

- Challenge 5 (1,800 XP)

Water Form. The elemental can enter a hostile creature’s space

_and stop there. It can move through a space as narrow as 1

inch wide without squeezing. I

Freeze. If the elemental takes cold damage, it partially freezes;
its speed is reduced by 20 feet until the end of its next turn,

-ACTIONS

Multiattack, The elemental makes two slam attacks,

Stam. Melee Weapon Attack: +7 to hit, reach 5 ft,, one target.
Hit: 13 (2d8 + 4) bludgeoning damage.

Whelm (Recharge 4-6). Each creature in the elemental's space
must make a DC 15 Strength saving throw. On a failure, a
target takes 13 (2d8 + 4) bludgeoning damage. If it is Large or
smaller, it is also grappled {escape DC 14). Until this grapple
ends, the target is restrained and unable to breathe unless it |
can breathe water. If the saving throw is successful, the target
is pushed out of the elemental’s space.

The elemental can grapple one Large creature or up to two
Medium or smaller creatures at one time, At the start of each
of the elemental's turns, each target grappled by it takes 13
{2d8 + 4) bludgeoning damage. A creature within 5 feet of the
elemental can pull a creature or object out of it by taking an
action to make a DC 14 Strength and succeeding.

























FAERIE DRAGON
Tiny dragon, chaotic good

Armor Class 15
Hit Points 14 (4d4 + 4)
Speed 10 ft., fly 60 ft.

STR DEX  CON INT WIS  CHA
3(-4) 2005 1BE) M@ED 12@) 1643

=

Skills Arcana +4, Perception +3, Stealth +7

Senses darkvision 60 ft., passive Perception 13

Languages Draconic, Sylvan

Challenge 1 (200 XP) for a red, orange, or yellow faerie dragon;
2 (450 XP) for a green, blue, indigo, or violet faerie dragon

Superior invisibility. As a bonus action, the dragen can
magically turn invisible until its concentration ends (as if
concentrating on a spell). Any equipment the dragon wears or
carries is invisible with it.

Limited Telepathy, Using telepathy, the dragon can magically
communicate with any other faerie dragon within 60 feet of it,

Magic Resistance. The dragon has advantage on saving throws
against spells and other magical effects.
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Innate Speflcasting. The dragon’s innate spellcasting ability is

FAERIE DRAGON

A faerie dragon is a cat-sized dragon with butterfly
wings. It wears a sharp-toothed grin and expresses its
delight by the twitching of its tail, its merriment fdding
only if it Is attacked.

Invisible Tricksters. The only warning of a faerie
dragon's presence is a stifled giggle. The dragon sfays
out of sight, watching invisibly as its victirns contend.
with its pranks, When its fun is done, the dragon might
reveal itself, depending on the disposition of its' “prey.”

Friendly and Bright. A faerie dragon has a sharp
mind, a fondness for treasure and good company, and
a puckish sense of humor. Travelers can play to a faerie
dragon’s draconic nature by offering it “treasure” in the
form of sweets, baked goods, and baubles in exchange
for information or safe passage through its territory.

The Colors of Age. A faerie dragon's scales change
hue as it ages, moving through all the colors of the
rainbow. All facrie dragons have innate spellcasting
ability, gaining new spells as they mature.

Dragon Color Age Range

Red 5 years or less
Orange 6-10 years
Yeliow 11-20 years
Green 21-30 years
Blue 31-40 years
Indigo 41-50 years
Violet 51 years or more
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Charisma (spell save DC 13). It can innately cast a number of
spells, requiring no material components. As the dragon ages
and changes color, it gains additional spells as shown below.

Red, 1/day each: dancing lights, mage hand, minor ilfusion
Qrange, 1/day: color spray

Yellow, 1/day: mirror image

Green, 1fday: suggestion

Blue, 1/day: major image

Indigo, 1/day: hallucinatory terrain

Violet, 1/day: polymorph

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature.
Hit: 1 piercing damage.

Euphoria Breath (Recharge 5—8}. The dragon exhales a puff of
euphoria gas at one creature within 5 feet of it. The target must
succeed on a DC 11 Wisdom saving throw, of for 1 minute, the
target can't take reactions and must roll a d6 at the start of
each of its turns to determine its behavior during the turn:
1-4. The target takes no action or bonus action and uses all |
of its movement to move in a random direction,
5-6. The target doesn't move, and the only thing it cando
on its turn is make a DC 11 Wisdom saving throw, ending the
effect on itself on a success, F
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FLuMPH

The mysterious flumphs drift through the Underdark,
propelled through the air by the jets whose sound gives
them their name. A flumph glows faintly, reflecting

its moods in its color. Soft pink means it is amused,
deep blue is sadness, green expresses curiosity, and
crimson is anger.

Intelligent and Wise. Flumphs communicate
telepathically. Though they resemble jellyfish, lumphs
are sentient beings of great intelligence and wisdom,
possessing advanced knowledge of religion, philosophy,
mathematics, and countless other subjects.

Flumphs are sensitive to the emotional states of
nearby creatures. If a creature’s thoughts suggest
goodness, a flumph seeks that creature out. When
facing creatures that exude evil, a lumph flees.

Psionic Siphons. Flumphs feed by siphoning mental
energy from psionic creatures, and they can be found
hirking near communities of mind Aayers, aboleths,
githyanki, and githzerai. As passive parasites, they take
only the mental energy they need, and most creatures
feel no loss or discomfort from such feeding.

Consuming psionic energy reveals the thoughts and
emotions of the creatures on which the flumphs feed.
Since so many of those creatures are evil, flumphs are
often sabjected to thoughts, emotions, and hungers that

sicken their pure nature. When Alumphs encounter good-
hearted adventurers, they eagerly share the dark secrets

they have learned in the hopes of casting down their

evil sources of energy, even if doing so means they must

seck out new sources of nourishment.

Flumph Society. Flumphs live in complex and
organized groups called cloisters, within which each
flumph has a place and purpose. These harmonious
groupings have no need for leaders, since all flumphs
contribute in their own way.

R

Stnall aberration, lawful good

incapacita

Frump ,

Armor Class 12
Hit Points 7 (2d6)
Speed 5 ft., fly 30 ft.

STR DEX CON INT WIS  CHA
6(-2) 15(+2) 10(+0) M (+2) 14(2) 11 (+0)

Skills Arcana +4, History +4, Religion +4

Damage Vulnerabilities psychic

Senses darkvision 60 fi., passive Perception 12

Languages understands Undercommeon but can’t speak,
telepathy 60 fi.

Challenge 1/8 (25 XP)

Advanced Telepathy. The flumph can perceive the content of
any telepathic communication used within 60 feet of it, and it
can’t be surprised by creatures with any form of telepathy.

Prone Deficiency. If the flumph is knocked prone, roll a die.
On an odd result, the flumph lands upside-down and is

i
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ted. At the end of each of its turns, the flumph can
make a DC 10 Dexterity saving throw, righting itself and ending
the incapacitated condition if it succeeds,

Telepathic Shroud. The flumph is immune to any effect that
would sense jts emations or read its thoughts, as well as all
divination spells,

ACTIONS

Tendrils. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature, Hit: 4 {1d4 + 2) piercing damage plus 2 (1d4) acid
damage. At the end of each of its turns, the target must make
a DC 10 Constitution saving throw, taking 2 (1d4) acid damage
on a failure or ending the recurring acid damage on a success.

A lesser restoration spell cast on the target also ends the
recurring acid damage.

Stench Spray (1/Day). Each creature in a 15-foot cone

originating from the flumph must succeed on a DC 10

Dexterity saving throw or be coated in a foul-smelling liquid. !
A coated creature exudes a horrible stench for 1d4 hours. The
coated creature is poisoned as long as the stench lasts, and
other creatures are poisoned while within 5 feet of the coated
creature. A creature can remove the stench on itself by using a
short rest to bathe in water, alcohol, or vinegar.
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GAS SPORE

Large plant, tUnaligned

B

Armor Class 5

Hit Points 1 {1410 - 4)
Speed 0 ft., fly 10 ft. (hover)

WIS
1 (-5}

CHA
1 {-5}

STR
b S63)

DEX
1{9)

CON INT
34 69

Damage Immunities poison

Condition Immunities blinded, deafened, frightened, paralyzed,
poisoned, prone

Senses blindsight 30 ft. (blind beyond this radius),

i passive Perception 5

' Languages —

Challenge 1/2 (100 XP)

Death Burst. The gas spore explodes when it drops to 0 hit
points. Each creature within 20 feet of it rmust succeed on a DC
15 Constitution saving throw or take 10 {3d6) poison damage
and become infected with a disease on a failed save. Creatures
immune to the poisoned condition are immune to this disease.
Spores invade an infected ¢reature's system, killing the
creature in a number of hours equal to 1d12 + the creature’s
Constitution score, unless the disease is removed. in half
" that tirme, the creature becomes poisoned for the rest of the
duration. After the creature dies, it sprouts 2d4 Tiny gas spores
that grow to full size in 7 days.

Eerie Resemblance. The gas spore resembles a beholder. A
creature that can see the gas spore can discern its true nature
with a successful DC 15 Intelligence (Nature) check.

- ACTIONS

Touch, Melfee Weapon Attack: +0 to hit, reach 5 ft, one

creature. Hit: 1 poison damage, and the creature must succeed

on a DC 10 Constitution saving throw or become infected with
" the disease described in the Death Burst trait.

{ NGl
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SHRIEKER
Medium plaht, unaligned

[

Armor Class 5

Hit Points 13 (3d8)

Speed 0 ft,

o
STR DEX CON INT WIS CHA
1(-5) 1 (=3} 10 {(+0) 1{-5} 3 {-4) 1{-3)

Condition Immunities blinded, deafened, frightened

Senses blindsight 30 ft. {blind beyond this radius},
passive Perception 6

Languages —

Chalienge 0 (10 XP)

»{ False Appearance. While the shrieker remains motionless, it is
4 indistinguishable from an ordinary fungus.

ReEACTIONS

l Shriek, When bright light or a creature is within 30 feet of the

{ shrieker, it emits a shriek audible within 300 feet of it. The
shrieker continues to shriek until the disturbance moves out of
range and for 1d4 of the shrieker’s turns afterward.
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VioLeT Fungus

This purplish mushroom uses root-like feelers growing
from its base to creep across cavern floors. The four
stalks protruding from a violet fungi's central mass

are used to lash out at prey, rotting flesh with the
slightest touch. Any creature killed by a violet fungus
decomposes rapidly. A new violet fungus sprouts from
the moldering corpse, growing to full size in 2d6 days.

D e e e T e P, SUPTD IR

VILET. Funacus

Medium plant, dnaligned

Armor Class 5
Hit Points 18 (448)
Speed 5 ft.
STR DEX CON INT wis CHA
34 T{-5) 10{0) 1{-3) 3{-4) 1{-3)

Condition Immunities blinded, deafened, frightened

Senses blindsight 30 ft. (blind beyond this radius),
passive Perception 6

Languages —

Challenge 1/4 (50 XP)

Faise Appearance. While the violet fungus remains motionless,
it is indistinguishable from an ordinary fungus.

ACTIONS
Multiattack. The fungus makes 1d4 Rotting Touch attacks.

Rotting Touch. Melee Weapon Attack: +2 to hit, reach 10 fi., one
creature. Hit: 4 (1d8) necrotic damage,
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GARGOYLE
Medium-elemental, chaotic evil
el
Armar Class 15 [natural armor)
Hit Points 52 (7d8 + 21)

Speed 30 #t., fly 60 ft.,

STR DEX CON INT WIS CHA
BE2) NEO 16(3) 6(2 NE) 7(2)

Damage Resistances bludgeoning, piercing, and slashing from
nenmagical weapons that aren’t adamantine

Damage Immunities poison

Condition iImmunities exhaustion, petrified, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages Terran

Challenge 2 (450 XP)

False Appearance. While the gargoyle remains motionless, it is
indistinguishable from an inanimate statue.
ACTIONS

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

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.

Claws. Melee Weapon Astack: +4 to hit, reach 5 ft., one target.
Hit: § {1d6 + 2} slashing damage.
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GARGOYLE

The ingnimate“ gargoyles that perch atop great buildings
are inspired by these malevolent creatures of elemental
earth that resemble grotesque, fiendish statues. A
gargoyle lurks among masonry and ruins, as still as

any stone sculpture, and delights in the terror it creates
when it breaks from its suspended pose, as well as the
pain it inflicts on its victims.

Animate Stone, Gargoyles cling to rocky cliffs and
mountains, or roost on ledges in underground caves.
They haunt city rooftops, perching vulture-like among
the high stone arches and buttresses of castles and
cathedrals, and they can hold themselves so still that
they appear inanimate. Able to maintain this state for
years, a gargoyle makes an ideal sentry.

Deadiy Reputation, Gargoyles have a reputation for
cruelty. Statues carved into the likenesses of gargoyles
appear in the architecture of countless cultures to
frighten away trespassers. Although such sculptures
are only decorative, real gargoyles can hide among
them to ambush unsuspecting victims, A gargoyle
might alleviate the tedium of its watch by catching
and tormenting birds or rodents, but its long wait only
increases its craving for harming sentient creatures.

Cruel Servants. Gargoyles are easily inspired by
the cunning of an intelligent master. They enjoy simple
tasks such as guarding a master's home, torturing
and killing interlopers, and anything else that involves
minimum effort and maximum pain and carnage.

Gargoyles sometimes serve demons for their
propensity for wanton chaos and destruction. Powerful
spellcasters can also easily enlist gargoyle guardians to
keep watch over their gates and walls, Gargoyles have
the patience and fortitude of stone, and will serve even
the cruelest master for years without complaint.

Elemental Nature, A gargoyle doesn’t require ait,
food, drink, or sleep.

| .
SHARDS OF ELEMENTAL EviL
As Ogrémoch, the evil Prince of Elemental Earth, treads
his stony realm, it leaves shards of broken rock in his wake,
Imbued with slivers of sentience, these shards thrum with

« the essence of the elemental prince, growing over long years
into vaguely humanoid rock formations that resolve at last
into the hard, cruel shapes of gargoyles.

Ogrémoch doesn't create gargoyles deliberately, but
they are a physical manifestation of his evil. Gargoyles are
mockeries of the elemental air that Ogrémoch despises. They
are heavy creatures of living stone, yet capable of flight. Like
their creator, they possess a fundamental hatred for beings
of elemental air, aarakocra in particular, and relish every
opportunity to destroy such creatures.

On their home plane, gargoyles carve out earth motes that
Ogrémoch hurtles into Aaga, the domain of the aarakocra
and the benevolent Wind Dukes the bird folk serve in the
Elemental Plane of Air.
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STONE GIANT

Huge giant, neutral

Armor Class 17 (nhatural armor)

Hit Points 126 (11d12 + 55)
Speed 40 ft.

STR DEX CON INT  Wis  CHA
23(+6) 15(+2) 20(+5) W0 E0) 12(+)  9(-)
[

Saving Throws Dex +5, Con +8, Wis +4
{ Skills Athletics +12, Perception +4

Senses darkvision 60 ft., passive Perception 14
| Languages Giant

Challenge 7 {2,900 XP)

Stone Camouflage. The giant has advantage on Dexterity
(Stealth) checks made to hide in rocky terrain.

ACTIONS
Multiattack. The giant makes two greatclub attacks.

Greatclub. Melee Weapon Attack: +9 to hit, reach 15 ft., one
target. Hit: 19 (3d8 + 6} bludgeoning damage.

Rock, Ranged Weapon Attack: +9 to hit, range 607240 ft., one
target, Hit: 28 (4d10 + 6} bludgeoning damage. If the target is a
creature, it must succeed on a DC 17 Strength saving throw or
be knocked prone.

REACTIONS

Rock Catching. If a rock or similar object is hurled at the giant,
the giant can, with a successful DC 10 Dexterity saving throw,
catch the missile and take no bludgeoning damage from it.
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GIANTS
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STORM
Hugg giant, thastic good

Armor Class 16 {scale mail)
Hit Points 230 (20d12 + 100)

Speed 50 ft., swim 50 ft.

—_

- STR DEX CON INT WIS CHA
29(+9) 4 (+2) 20(+5) 16 (+3) 18 (+4) 13 (+4)

Saving Throws Str +14, Con +10, Wis +9, Cha +9

Skills Arcana +8, Athletics +14, History +8, Perception +9
Damage Resistances cold

Damage Immunities lightning, thunder

Senses passive Perception 19

Languages Common, Giant

Challenge 13 {10,000 XP)

Amphibious. The giant can breathe air and water.

Innate Spellcasting. The giant's innate spellcasting ability is
Charisma (spell save DC 17). it can innately cast the following
spells, requiring no material components:

At will: detect magic, feather fall, fevitate, light
3/day each: control weather, water breathing

ACTIONS
Multiattack. The giant makes two greatsword attacks.

Greatsword, Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 30 (6d6 + 9) slashing damage.

Rock. Ranged Weapon Attack: +14 to hit, range 60240 ft., one
target. Hi: 35 (4d12 + 9) bludgeoning damage.

Lightning Skrike {Recharge 5-6). The giant hurls a magical
lightning bolt at a point it can see within 500 feet of it. Each
creature within 10 feet of that point must make a DC 17 {
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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. GITHYANKI WARRIOR
. Medium humanoid {gith), lawful evil

Armor Class 17 thalf plate)
Hit Points 49 (93 + 9)
Speed 30 ft.

STR DEX CON INT wis CHA
152 1M4E 123 1B 1BE) 10H0)

Saving Throws Con +3, Int 43, Wis 43
Senses passive Perception 11
Languages Gith

Challenge 3 (700 XP)

Innate Spellcasting (Psionics), The githyanki's innate
spellcasting ability is Intelligence. It can innately cast the
following spells, requiring no components:

r
a At will: mage hand {the hand is invisible)
' 3/day each: jump, misty step, nondetection (seif only)
ACTIONS
Multiattack. The githyanki makes two greatsword attacks.
Greatsword. Melee Weapon Attack: +4 to hit, reach 5 fi.,
. one target, Hit: 9 (2d6 + 2) slashing damage plus 7 (2d6)
e psychic damage.
~ . -
GITHYANKI KNIGHT
Medium humanoid (gith), lawful evil
Armor Class 13 {plate)
Hit Points 91 (14d8 + 28)
Speed 30 ft.
STR DEX CON INT WIS CHA
16@3) M) IS 14@EY 1MED 15+
Saving Throws Con +5, Int +5, Wis +5
Senses passive Perception 12
Languages Gith
Challenge 8 (3,500 XP)
innate Spelicasting {Psionics). The githyanki's innate
spellcasting ability is Intelligence (spell save DC 13, +5 to hit
with spell attacks). It can innately cast the following spells,
requiring no components:
At will: mage hand (the hand is invisible)
3/day each: jump, misty step, nondetection (self only), tongues
1/day each: plane shift, telekinesis
AcTIONS
Multiattack. The githyanki makes two silver greatsword attacks.
Silver Greatsword, Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 13 (2d6 + 6) slashing damage plus
10 (3d6) psychic damage. This is a magic weapon attack.
On a critical hit against a target in an astral body (as with
the astral projection spell), the githyanki can cut the silvery
cord that tethers the target to its material body, instead of
G dealing damage.
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GOBLIN
Small humanoid (goblinoid), neuird! evil

Armor Class 15 (leather armor, shield)

Hit Points 7 (2d6)
Speed 30 ft.

STR DEX CON INT WIS CHA
BN M2 000 1060 SE) 8-
" Skills Stealth +6
, Senses darkvision 60 fi., passive Perception 9

Languages Common, Goblin

Challenge 1/4 (50 XP)

Nimble Escape. The goblin can take the Disengage or Hide
action as a bonus action on each of its turns.

ACTIONS

-

Scimitar, Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) slashing damage.

=

Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 ft,,
one target. Hit: 5 (1d6 + 2) piercing damage.

GOBLINS
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Small humdnoid (goblinoid), neutrdl evil

Armor Class 17 (chain shirt, shield)
Hit Points 21 (6d6)

Speed 30 ft.
STR DEX CON INT WIS CHA
100 14@#2) 1W0HEN 10H0) 8(-T) 100
Skills Stealth +&

Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Challenge 1 {200 XP)

Nimble Escape. The goblin can take the Disengage or Hide
action as a bonus action on each of its turns.
ACTIONS

Multiattack. The goblin makes two attacks with its scimitar.
The second attack has disadvantage.

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 5 (1d6 + 2) plercing damage.

REACTIONS

Redirect Attack. When a creature the goblin can see targets
it with an attack, the goblin chooses another goblin within 5
feet of it. The two goblins swap places, and the chosen goblin

, becomes the target instead.
S b
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IrRON GOLEM
Large constriict, uhaligned

Armor Class 20 {natural armor}

Hit Points 210 (2010 + 100)
Speed 30 ft.
STR DEX CON INT WIS CHA
67y 9N 2065 34 N@E 15

Damage Immunities fire, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical weapons that aren’t
adamantine

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

Senses darkvision 120 ft., passive Perception 10

Languages understands the languages of its ereator but
can't speak

Challenge 16 {15,000 XP)

Fire Absorption. Whenever the golem is subjected to fire
damage, it takes no damage and instead regains a number of
hit points equal to the fire damage dealt.

Immutable Form. The golem is immune to any spell or effect
that would alter its form.

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

Magic Weapons. The golem's weapon attacks are magical.

ACTIONS

Multiattack. The golem makes two melee attacks.

Slam. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.
Hit: 20 (3d8 + 7} bludgeoning damage.

Sword, Melee Weapon Attack: +13 to hit, reach 10 ft., one
target, Hit: 23 (3d10 + 7) slashing damage.

Poison Breath (Recharge 6). The golem exhales poisonous gas
in a 15-foot cone. Each creature in that area must make a DC 19

Constitution saving throw, taking 45 (10d8) poison damage on
a failed save, or half as much damage on a successful one.

GOLEMS

STONE ‘GOLEM

jFson m?»igqmﬁgnsd g

4

Armor Class 17. {natural armor)

Hit Points 178 (17d10 + 85)

Speed 30 ft.

§°STR DEX CON INT wis CHA
22(+6)  9(-1) 20{5) 3(-4 N@E0 1{5

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

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

Sensas darkvision 120 ft., passive Perception 10

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

Challenge 10 (5,300 XP}

* Immutable Form. The golem is immune to any spell or effect ’
that would alter its form.

}Ulagic Resistance, The golem has advantage on saving throws
against spells and other magical effects.

! Magic Weapons. The golem's weapon attacks are magical,

ACTIONS

Multiatiack. The golem makes two slam attacks.

" Slam. Melee Weapon Attack: +10 to hit, reach 5 ft.,, one target.
Hit: 19 (3d8 + 6) bludgeoning damage.

Slow (Recharge 5-6). The golem targets one or more creatures

it can see within 10 feet of it. Each target must make a DC 17
Wisdom saving throw against this magic. On a failed save, a
target can't use reactions, its speed is halved, and it can't make
more than one attack on its turn. In addition, the target can

take either an action or a bonus action on its turn, not both,
These effects last for 1 minute, A target 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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GRIFFON
Large monstrosity, unaligned
] Armor Class 12
1 Hit Points 59 {7d10 + 21}
{ Speed 30 ft., fly 80 ft,
STR DEX CON INT wis CHA
18(+4) 15{+2) 16(+3) 2(-4 13{1) 8{)

1 skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Languages —
Challenge 2 {450 XP)

Keen Sight. The griffon has advantage on Wisdom {Perception}
checks that rely on sight.

ACTIONS
Multiattack. The griffon makes two attacks: one with its beak

1 and one with its claws.

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

i
j
1

Hit: 8 (1dB + 4} piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target.
Hit: 11 (2d6 + 4) slashing damage.
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QRIFFON

GRIFFON |

are ferocious avian carnivores with the
fmuscular bodies of lions and the head, forelegs, and
Bwings of eagles, When they attack, griffons are as swift
deadly as eagles, even as they strike with a lion's
might and grace.

Horse Eaters. Griffons hunt in small prides, flying
high over plains and forests near their rocky cliff-side
aeries. Herd animals and horses are the prey they
crave above all others, though they also hunt and kill
hippogrifis, When it spots horses, a griffon screeches
to alert its pride mates, which descend quickly
toward their prey.

Those riding or herding horses dread the griffon'’s
piercing cry, preparing themselves for the bloody fight
that inevitably follows. A griffon ignores a horse’s rider
when possible, and a rider that abandons its mount, or
a herder that releases one or two horses, can escape
unharmed while the griffon targets its chosen prey.
Riders who attempt to protect their horses attract the
full fury of an attacking griffon.

Sky Dwellers. Griffons lair in high rocky clifftop
aeries, building their nests from sticks, leaves, and the
bones of their prey. Once griffons establish a territory,
they remain in that area until the food supply has
been exhausted.

Aggressive and territorial, griffons engage in brutal
aerial combat to defend their aeries, tearing and
shredding the wings of flying intruders to send them
spiraling to the ground. Creatures that climbto a
griffon’s lair are plucked from the cliffs and eaten, or are
knocked from the heights to go tumbling to their deaths.

Trained Mounts. A griffon raised from an egg can be
trained to serve as a mount. However, such training is
time consuming, expensive (mostly for the ample food
the creature requires), and dangerous. Expert trainers
well versed in the griffon’s legendary ferocity are typically
the only ones able to raise these creatures safely.

Once trained, a griffon is a fierce and loyal steed. It
bonds with one master for life, fighting to the death to
protect that rider. A griffon mount retains its ravenous
appetite for horseflesh, and a wise master ensures that
a griffon remains satiated with other prey when passing
through civilized lands.



GRIMLOCK

The degenerate subterranean grimlocks were once
human, but their worship of the mind flayers over
generations of prowling the Underdark transformed
them into blind, monstrous cannibals long ago.

Debased Cultists. The empire of the mind flayers
once spread across many worlds, enslaving countless
races. Among those were human cultures whose high
priests the mind flayers subverted using their insidious
powers of thought control. Those leaders gradually
turned the faiths of their followers toward the illithids,
which they worshiped as blasphemous deities,

Ovet time, the rituals of these enslaved humans
created fervent cannibal cults that regarded the brain
eating of the mind flayers as a holy sacrament. The
illithids commanded their worshipers to abduct other
sentient creatures to be sacrificed. After the victims'
brains had been consumed, the mind flayers gave the
lifeless bodies to the cultists.

Blind Hunters. When the rule of the mind flayers
crumbled, their cults faced constant warfare from their
enemies, the same creatures that had once been their
victims. The culis fled into the Underdark domains of
their illithid gods. Over generations in that lightless
realm, the cultists learned to rely on their other senses
for survival. In time, their eyes withered away and
eyelids sealed, leaving only covered eye sockets behind.

A grimlock's ears prick up at the faintest footfall or
whisper echoing down stone passageways. It can speak
in tones too low for most other humanoids to hear. The
odors of sweat, flesh, and blood awaken its hunger,
and it can track by such scents like a bloodhound. To
enhance their senses, grimlocks leave trails of blood,
piles of dung, or the viscera of slain prey in places far
from their lairs. When intruders pass through those
areas, they carry the foul scents with them, warning the
grimlocks of their approach.

For most creatutes, blindness is an enormous
hindrance. For a grimlock with its other heightened
senses, sightlessness is a boon. A grimlock isn't fooled
by visual illusions or misperceptions. It is fearless as it
stalks prey.

Endless War. Grimlocks still venerate the mind
flayers, serving them whenever possible, Grimlocks also
recall the war in which they were driven underground.
To them, it has never ended, They continue to return
to the surface world to abduct captives for their
illithid masters.

GRIM1OCK

wMedlium humanioid (grimlock), neutraf evil
R

e
Armor Class 11
Hit Points 11 (2d8 + 2)

Speed 30 ft.

o

STR DEX  CON INT WIS  CHA
1643 1261 126 91 8{-1) 6(-2)

Skills Athletics +5, Perception +3, Stealth +3

Condition Immunities blinded

Senses blindsight 30 ft. or 10 ft. while deafened (blind beyond
this radius}, passive Perception 13

Languages Undercommaon

Challenge 1/4 (50 XP)

Blind Senses. The grimlock can’t use its blindsight while
deafened and unable to smell.

Keen Hearing and Smell. The grimlock has advantage on
Wisdom (Perception) checks that rely on hearing or smell.

Stone Camouflage. The grimlock has advantage on Dexterity
{Stealth) checks made to hide in rocky terrain.

ACTIONS

Spiked Bone Club. Melee Weapon Attack: +5 to hit, reach 5 fi.,
one target. Hit: 5 {1d4 + 3} bludgeoning damage plus 2 (1d4)
piercing damage.
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Some humanoids make the mistake of thinking that
the hags’ rules of conduct apply to all creatures. When
confronted by such an individual, a hag might find it
amusing to string the fool along for a while before
teaching it a permanent lesson,

Dark Lairs, Hags dwell in dark and twisted » o i
woods, bleak moors, storm-lashed seacoasts, %\\ » WY kY
and gloomy swamps. In time, the landscape - N \
around a hag’s lair reflects the creature’s
noxiousness, such that the land itself can
attack and kill trespassers, Trees twisted by
darkness attack passersby, while vines snake
through the undergrowth to snare and drag off
creatures one at a time. Foul stinking fogs turn
the air to poison, and conceal pools of quicksand and
sinkholes that consume unwary wanderers.

GREEN Hac

The wretched and hateful green hags dwell in dying
forests, lonely swamps, and misty moors, making
their homes in caves. Green hags love to manipulate
other creatures into doing their bidding, masking their
intentions behind layers of deception. They lure victims
to themi by mimicking voices calling out for help, or
drive unwanted visitors away by imitating the cries of
fierce beasts.

Obsession with Tragedy. Green hags revel in
the failings and tragedies of other creatures. They
derive joy from bringing people low and seeing hope
turn into despair, not just for individuals but also for
whole nations.

Covens. A green hag that is part of a coven (see
the “Hag Covens” sidebar) has a challenge rating of
5(1,800 XP).

GREEN Hag Mimicry, The hag can mimic animal sounds and humangid
Medium fey, neutral evil voices. A creature that hears the sounds can tell they are
imitations with a successful DC 14 Wisdom (Insight) check.

Armor Class 17 (natural armor)
Hit Points 82 (11d8 + 33) ACTIONS
Speed 30 fi. Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.

Hit: 13 (2d8 + 4) slashing damage.

STR DEX  CON INT WIS  CHA . K
Bd)  12(0) 1643) 13N 1442 46 tHlusory Appearance. The hag covers herself and anything she is

wearing or carrying with a magical illusion that makes her look
like another creature of her general size and humanoid shape.
Senses darkvision 60 ft., passive Perception 14 The illusion ends if the hag takes a bonus action to end it or
Languages Common, Draconic, Sylvan if she dies.

Challenge 3 (700 XP) The changes wrought by this effect fail to hold up to physical
inspection. For example, the hag could appear to have smooth
. ) skin, but someane touching her would feel her rough flesh.
Amphibious. The hag can breathe air and water. Otherwise, a creature must take an action to visually inspect
the illusion and succeed on a DC 20 Intelligence (Investigation)
check to discern that the hag is disguised.

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

Innate Spellcasting. The hag's innate spellcasting ability
is Charisma (spell save DC 12}, She can innately cast the
following spells, requiring no material components: fnvisible Passage. The hag magically turns invisible until she

attacks or casts a spell, or until her concentration ends (as

if concentrating on a spell). While invisible, she leaves no

physical evidence of her passage, 50 she can be tracked only by ,

magic. Any equipment she wears or carries is invisible with her. ) H

At will: dancing lights, minor illusion, vicious mockery
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NicHT HAG

Medium fiend, neutral evil

Armor Class 17 {natural armor)
Hit Points 112 (15d8 + 45)
Speed 30 ft.

STR DEX  CON INT WIS  CHA
1B4) 1532 V63 16(3) 14(2) 16 (43)

Skills Deception 47, Insight +6, Perception +6, Stealth +6
Damage Resistances cold, fire; bludgeoning, plercing, and
slashing from nonmagical weapons that aren't silvered

Condition Immunities charmed

Senses darkvision 120 ft,, passive Perception 16
Languages Abyssal, Common, Infernal, Primordial
Challenge 5 (1,800 XP}

Innate Spellcasting. The hag's innate spellcasting ability is
Charisma (spell save DC 13, +5 to hit with spell attacks). She
can innately cast the following spells, requiring no material
components:

At will: detect magic, magic missile
2/day each: plane shift {self only), ray of enfecblement, sleep

FAGS,

NicHT HaAG

Sly and subversive, night hags want to see the virtuous
turn to villainy: love turned into obsession, kindness
turned to hate, devotion to disregard, and generosity
to selfishness. Night hags take perverse joy in
corrupting mortals.

Night hags were once creatures of the Feywild, but
their foulness saw them exiled to Hades long ago, where
they degenerated into fiends. The night hags have long
since spread across the Lower Planes.

Soulmongers. While a hurnanoid sleeps, a night hag
can straddle the person ethereally and intrude upon its
dreams. Any creature with truesight can see the hag's
spectral form straddling its prey. The ethereal hag fills
her victim's head with doubts and fears, in the hope of
tricking it into performing evil acts in the waking world.
The hag continues her nightly visitations until the victim
finally expires in its sleep. If the hag has driven her
victirn to commit evil deeds, she traps its corrupted soul
in her soul bag (see the “Night Hag ltems” sidebar) for
transport to Hades.

Covens. A night hag that is part of a coven (see
the “Hag Covens” sidebar) has a challenge rating of
7 (2,900 XP).

Magic Resistance. The hag has advantage on saving throws
against spells and other magical effects.
ACTIONS ‘ N s

Clows {Hag Form Only). Melee Weap-on Attack: +6 tvo hit, reach ’
5 ft., one target, Hit: 13 (2d8 + 4) slashing damage.

Change Shape. The hag magically polymorphs into a Small or
‘Medium female humanoid, or back into her true form. Her
statistics are the same in each form. Any equipment she is
wearing or carrying isn’t transformed. She reverts to her true
form if she dies.

Etherealness. The hag magically enters the Ethereal Plane from
the Material Plane, or vice versa. To do so, the hag must have a
heartstone in her possession,

Nightmare Haunting (1/Day). While on the Ethereal Plane, the
hag magically touches a sleeping humanoid on the Material
Plane. A protection from evil and good spell cast on the target
prevents this contact, as does a magic circle. As long as the
contact persists, the target has dreadful visions. If these visions
last for at least 1 hour, the target gains no benefit from its rest,
and its hit point maximum is redwced by 5 {1d10}. If this effect
reduces the target’s hit point maximum to 0, the target dies,
and if the target was evil, its soul is trapped in the hag’s soul
bag. The reduction to the target’s hit point maximum lasts until
removed by the greater restoration spell or similar magic.
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HirPOGRIFF

A beast whose magical origins are lost to history, a
hippogriff possesses the wings and forelimbs of an
eagle, the hindquarters of a horse, and a head that
combines the features of both animals.

Reclusive and omnivorous, hippogriffs mate for life
and seldom venture more than a few miles from their
nest, When defending its mate or its young, a hippogriff
fights to the death. Hippogriffs don't lay eggs but give
birth to live young.

Dragons, griffons, and wyverns have a taste for
hippogriff meat and frequently prey on these creatures,

Flying Mounts. A hippogriff raised in captivity can be
trained to be a faithful companion and mount. Of all the
creatures that can serve as flying mounts, hippogriffs
are among the easiest to train and the most loyal once
trained properly.

'HIPPOGRIFF

Large monstrosity, unaligned

Armor Class 11
Hit Points 19 (3d10 + 3}
Speed 40 ft., fly 60 ft.

; STR DEX CON INT WIS CHA
T EY) O BEY BEY 24 12E) 8

Skills Perception +5

Senses passive Perception 15
Languages —

Challenge 1 (200 XP)

Keen Sight. The hippogriff has advantage on Wisdom
(Perception) checks that rely on sight.

ACTIONS

Multiottack. The hippogriff makes two attacks: one with its
beak and one with its claws.

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

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target,
Hit: 10 (2d6 + 3) slashing damage,
o o B s







D s

Beast Trainers. Hobgoblins have a long history of
training animals to service, Like the more civilized
races, they use oxen and horses to transport goods
and weaponry over long distances. They communicate
with each other using trained ravens, and keep vicious

‘wolves to guard prisoners and protect hobgoeblin camps.

Hobgoblin cavalry use trained worgs as steeds, in the
same way that goblins ride wolves. Some tribes even
keep carnivorous apes as fighting beasts.

Conquer and Control. Hobgoblins claim lands
with abundant resources, and they can be found in
forests and mountaing, near mines and humanoid
settlements, and anywhere else that wood, metal, and
potential slaves can be found. They build and conquer
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1 HOBGOBLIN
Medium humanoid (goblinoid), lawful evil

E

Armor Class (8 (chain mail, shield)
Hit Points 11 (2d8 + 2)

4 Speed 30 ft.
! STR DEX CON INT WIS CHA
COBE) 2N 12610 1040 1060 9 (-)

. Senses darkvision 60 ft,, passive Perception 10
- Languages Common, Goblin
! Challenge 12 {100 XP)

Martial Advantage. Once per turn, the hobgoblin can deal an
extra 7 (2d6) damage to a creature it hits with a weapon attack

. if that creature is within 5 feet of an ally of the hobgoblin that
isn’t incapacitated.

' ACTIONS

on the plane of Acheron.

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

Longbow. Ranged Weapon Attack: +3 to hit, range 1507600 ft.,
. one target, Hit: 5 (1d8 + 1) piercing damage.

o e A
strongholds in strategically advaritﬂgeou‘g}},ocaﬂéhg;
which they thep use as staging areas to expand

their territory.

Hobgoblin warlords never tire of combat, but
they don't take up arms lightly. Before they attack,
hobgoblins conduct thorough reconnaissance to gauge
the strengths and weaknesses of their foes, When
assaulting a sironghold, they surround it first to cut off
escape routes and supply lines, then slowly starve their
enemies out.

Hobgoblins fortify their own holdings, bolstering
existing defenses with innovations of their own.
Whether they lair in cavern complexes, dungeons,
ruins, or forests, they protect their strongholds with
ditches, fences, gates, guard towers, pit traps, and crude
catapults or ballistas.

Legion of Maglubiyet. Hobgoblins worship
Maglubiyet the Mighty Cne, the greater god of
goblinoids. As terrifying as this figure is, hobgoblins
don't fear death, believing that when they die in battle,
their spirits join the honored ranks of Maglubiyet's army

HOBGOBLIN CAPTAIN

Medium humanoid (goblinaid), lawful evil

Armor Class 17 (half plate)

Hit Paints 39 (6d8 + 12)
Speed 30 ft.
L
STR DEX CON INT WIS CHA

15042 14(2) 4G 1241 1040 13 @)

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 3 (700 XP)

Martial Advantage. Once per turn, the hobgeblin can deal

ah extra 10 {3d5) damage to a creature it hits with a weapon
attack if that creature is within 5 feet of an ally of the hobgoblin
that isn't incapacitated.

AcCTIONS

~ Multiattack. The hobgoblin makes two greatsword attacks.

- Greatsword, Melee Weapon Attack: +4 to hit, reach 5 ft., one

target, Hit: 9 (2d6 + 2) piercing damage.

‘, Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach § ft. or

range 30/120 ft., one target. Hit: § (1d6 + 2) piercing damage.
Leadership (Recharges after o Short or Long Rest). For 1

. minute, the hobgoblin can utter a special command or warning

whenever a nonhostile creature that it can see within 30 feet

f of it makes an attack roll or a saving throw. The creature can
* add a d4 to its roll provided it can hear and understand the

; hobgoblin. A creature can benefit from only one Leadership die

1 at a time. This effect ends if the hobgoblin is incapacitated.
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HOBGOBLIN WARLORD
Medium humanoid (goblinoid), lawful evil

Armor Class 20 (plate, shield)
Hit Points 97 (13d8 + 39)

Speed 30 ft.

STR DEX CON INT WIS  CHA
16443 MEY) 18EY) MEZ NED) 153

Saving Throws Int +5, Wis +3, Cha +5

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Challenge 6 (2,300 XP)

Martial Advantage. Once per turn, the hobgoblin can deal an
extra 14 (4d6) damage to a creature it hits with a weapon attack
if that creature is within § feet of an ally of the hobgoblin that
isn’t incapacitated.

ACTIONS

Multiattack. The hobgoblin makes three melee attacks.
Alternatively, it can make two ranged attacks with its javelins,

=t

s

Longsword. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 7 (148 + 3) slashing damage, or 8 {1d10 + 3}
slashing damage if used with two hands.

Shield Bash. Melee Weapon Attack: +9 to hit, reach § ft., one
creature. Hit: 5 {1d4 + 3) bludgeoning damage. If the target is
Large or smaller, it must succeed on a DC 14 Strength saving
throw or be knocked prone.

Javelin. Melee or Ranged Weapon Attack: +9 to hit, reach 5 ft. or
range 30/120 ft., one target. Hii: 6 (1d6 + 3) piercing damage.

Leadership (Recharges after a Short or Long Rest), For 1
minute, the hobgoblin can utter a special command or warning
whenever a nonhostile creature that it can see within 30 feet
of it makes an attack roll or a saving throw. The creature can
add a d4 to its roll provided it can hear and understand the
hobgoblin. A creature can benefit from only one Leadership die
at a time. This effect ends if the hobgoblin is incapacitated.

REACTIONS

Parry. The hobgoblin adds 3 to its AC against one melee attack
that would hit it. To do so, the hobgoblin must see the attacker
and be wielding a melee weapon.
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HomMunNcuULUS

Shaping a mixture of clay, ash, mandrake root, and
blood, one can channel rare ritual magic to create a
faithful, squirrel-sized companion.

A homunculus is a construct that acts as an extension

of its creator, with the two sharing thoughts, senses,
and language through a mystical bond. A master can
have only one homunculus at a time (attempts to create
another one always fail), and when its master dies, the
homunculus also dies.

Shared Mind. A homunculus knows everything its
creator knows, including all the languages the creator

can speak and read. Likewise, everything the construct
senses is known to its master, even over great distances,

provided both are on the same plane. Functioning as a

SpY, a Scout, an emissary, or a messenger, a homunculus

is an invaluable servant for a spellcaster engaged in
secret experimentation or adventuring.

HoMuNcULUS

Tiny construct, neutral

Armor Class 13 {natural armor)
Hit Points 5 {2d4)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS  CHA
4(-3) 52 M@E0) W0E0) WE0)  7(-2)

Damage Immunities poison

Condition Immunities charmed, poisoned

Senses darkvision 60 ft., passive Perception 10

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

Challenge 0 (10 XP)

Telepathic Bond. While the homunculus is on the same
plane of existence as its master, it can magically convey
what it senses to its master, and the two can communicate
telepathically.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature,
Hit: 1 piercing damage, and the target must succeed on

a DC 10 Constitution saving throw or be poisoned for 1
minute. If the saving throw fails by § or more, the target is
instead poisoned for 5 {1d10} minutes and unconscious while
poisoned in this way.






HybprA

The hydra is a reptilian horror with a crocodilian body
and multiple heads on long, serpentine necks. Although
: its heads can be severed, the hydra magically regrows
P them in short order. A typical specimen has five heads.

' At the dawn of time, Tiamat, the Queen of Evil
Dragons, slew a rival dragon god named Lernaea and
cast her blood across the multiverse, Each drop that fell
upon a world spawned a multi-headed hydra consumed
by a hunger as great as the fallen god's hatred. Great
champions are known to test their mettle against these
fearsome creatures.

Everlasting Hunger. A rapacious and gluttonous
monster, a hydra snatches and tears apart its preyin a
frenzy of feeding. When a hydra has cleared a territory
of food and driven off any creatures smart enough to
avoid it, it moves on to seek its meals elsewhere. A
hydra’s hunger is so great that if it can’t feed, it might
turn against itself, its heads attacking each other as the
! creature eats itself alive.

Hardy Water Dwellers. Hydras are natural
swimmers, dwelling in rivets, along lakeshores, in
ocean shallows, and in wetland bogs. A hydra rarely
requires shelter from the elements, so it doesn't
normally have a lair. Only in colder climes are hydras
. drawn to the protection of sheltered caverns and ruins.
| When a hydra sleeps, at least one of its heads remains
awake and alert, making the creature difficult to catch
by surprise.

9o

HybDrA

Huge monstrosity, unaligned

Armor Class 15 {natural armor)
Hit Points 172 (15d12 + 75)
Speed 30 ft,, swim 30 ft,

STR DEX CON INT s CHA
20045 12{(+1) 20(+8) 2(-4) WE0) T (-2

Skills Perception +6

Senses darkvision 60 ft., passive Perception 16
Languages —

Challenge 8 (3,900 XP)

Hold Breath. The hydra can hold its breath for 1 hour,

Mutltiple Heads, The hydra has five heads. While it has more
than cne head, the hydra has advantage on saving throws
against being blinded, charmed, deafened, frightened,
stunned, and knocked unconscious.

Whenever the hydra takes 25 or more damage in a single
turn, one of its heads dies. If all its heads die, the hydra dies,

At the end of its turn, it grows two heads for each of its heads
that died since its last turn, unless it has taken fire damage
since its last turn. The hydra regains 10 hit points for each head
regrown in this way.

Reactive Heads. For each head the hydra has beyond
one, it gets an extra reaction that can be used only for
opportunity attacks.

Wakeful. While the hydra sleeps, at least one of its
heads is awake.

ACTIONS

By il Muitiattack, The hydra makes as many bite attacks as it
§; has heads,

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.

Hit: 10 (1d10 + 5) piercing damage.






















taking 10 (3d6) lightning damage on a failed save, or
half as much damage on a successful one.

REGIONAL EFPECTS

The region containing a kraken’s lair is watped by the
creature’s blasphemous presence, creating the following
magical effects:

+ The kraken can alter the weather at will in a 6-mile
radius centered on its lair. The effect is identical to the
controi weather spell.

« Water elementals coalesce within 6 miles of the lair.
These elementals can't leave the water and have
Intelligence and Charisma scores of 1 (=5).

+ Aquatic creatures within 6 miles of the lair that have
an Intelligence score of 2 or lower are charmed by the
kraken and aggressive toward intruders in the area.

When the kraken dies, all of these regional effects fade
immediately.

R AR T2 T P T e, v, B B A e T i e ol e e e

KRAKEN

Gargantuan monstrosity (titan), chaotic evil

, Armor Class 18 {natural armor}
Hit Points 472 (27420 + 189)
Speed 20 ft,, swim 60 ft.

STR  DEX CON INT WIS  CHA
30 (+10) N @0) 25@7) 22 (+6) 18 (+4) 20 (+5)

[ Saving Throws Str +18, Dex +8, Con +15, Int +14, Wis +12
Damage Immunities lightning; bludgeoning, piercing, and
slashing from nonmagical weapons
Condition Immunities frightened, paralyzed
* Senses truesight 120 ft., passive Perception 14
Languages understands Abyssal, Celestial, Infernal, and
Primordial but can't speak, telepathy 120 ft.
Challenge 23 (50,000 XP)

Amphibious, The kraken can breathe air and water,

Freedom of Movement. The kraken ignores difficult terrain,
and magical effects can’t reduce its speed or cause it to be
restrained. It can spend 5 feet of movement to escape from
nonmagical restraints or being grappled.

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

ACTIONS

Multiattack. The kraken makes three tentacle attacks, each of
" which it can replace with one use of Fling,

Bite. Melee Weapon Attack: +18 to hit, reach § ft,, one target.

Hit: 23 (3d8 + 10) piercing damage. [f the target is a Large

or smaller creature grappled by the kraken, that creature

is swallowed, and the grapple ends. While swallowed, the

creature is blinded and restrained, it has total cover against

. attacks and other effects outside the kraken, and it takes 42

| (12d6) acid damage at the start of each of the kraken's turns.
If the kraken takes 50 damage or more on a single turn

j from a creature inside it, the kraken must succeed on a DC 25

A=

Constitution saving throw at the end of that turn or regurgitate
all swallowed creatures, which fall prong in a space within 10
feet of the kraken. If the kraken dies, a swallowed creature is no
longer restrained by it and can escape from the corpse using 15
feet of movement, exiting prone.

Tentacle, Melee Weapon Attack: +18 to hit, reach 30 ft., one
target. Hit: 20 (3d6 + 10} bludgeoning damage, and the target

is grappled {escape DC 18). Until this grapple ends, the target .
is restrained. The kraken has ten tentacles, each of which can
grapple one target.

Fling. One Large or smaller object held or creature grappled
by the kraken is thrown up to 60 feet in a random direction
and knocked prone. If a thrown target strikes a solid surface,
the target takes 3 {1d6) bludgeoning damage for every 10 feet
it was thrown. If the target is thrown at another creature, that
creature must succeed on a DC 18 Dexterity saving throw or
take the same damage and be knocked prone.

¥

Lightring Sterm, The kraken magically creates three bolts of
lightning, each of which can strike a target the kraken can see |
within 120 feet of it. A target must make a DC 23 Dexterity
saving throw, taking 22 (4d10) lightning damage on a failed E
save, or half as much damage on a successful one.

LEGENDARY ACTIONS

The kraken 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
kraken regains spent legendary actions at the start of its turn.

e ——

Tentacle Attack or Fling. The kraken makes one tentacle attack
or uses its Fling.

Lightning Storm (Costs 2 Actions). The kraken uses
Lightning Storm,

Ink Cloud {Costs 3 Actions). While underwater, the kraken
expels an ink cloud in a 60-foot radius. The cloud spreads
around corners, and that area is heavily obscured to
creatures other than the kraken. Each creature other than
the kraken that ends its turn there must succeed on a DC 23
Constitution saving throw, taking 16 (3d10} poison damage
on a failed save, or half as much damage on a successful
one, A strong current disperses the cloud, which otherwise

disappears at the end of the kraken's next turn.
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shapéchanger), newfral

12
Hit Points 120 (16d8 + 48)
Speed 30 ft. (40 ft. in tiger form)

STR DEX CON INT W1S CHA
13 15¢#2) 16{+3) 1000} 13} 1 {(+0)

Skills Perception 45, Stealth +4

Damage Immunities bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren't silvered

Senses darkvision 60 ft., passive Perception 15

Languages Commen {can't speak in tiger form})

Challenge 4 {1,100 XP)

Shapechanger. The weretiger can use its action to polymorph
into a tiger-humanoid hybrid or into a tiger, or back into its true
form, which is humanoid. Its statistics, other than its size, are
the same in each form. Any equipment it is wearing or carrying
isn’t transformed. 1t reverts to its true form if it dies.

Keen Hearing and Smell. The weretiger has advantage on
Wisdem (Perception) checks that rely on hearing or smell,

Pounce (Tiger ar Hybrid Form Only). |f the weretiger moves at
least 15 feet straight toward a creature arid then hits it with a
claw attack on the same turri, that targst must succeed on a
DC 14 Strength saving throw or be knocked prone. Ifthe target
is prone, the weretiger can make one bite attack against it as a
bonus action.

ACTIONS

Multiattack (Humanoid or Hybrid Form Only). In humanoid
form, the weretiger makes two scimitar attacks or two longbow
attacks. In hybrid form, it can attack like a humanoid or make
two claw attacks.

Bite (Tiger or Hybrid Form Only). Melee Weapon Attack:

+5 to hit, reach 5 ft., one target. Hit: 8 (1d10 + 3} piercing
damage. If the target is a humanoid, it must succeed on a
DC 13 Constitution saving throw or be cursed with weretiger
lycanthropy.

Claw (Tiger or Hybrid Form Only). Melee Weapon Attack: +5 to
hit, reach 5 ft., one target. Hit: 7 (1d8 + 3} slashing damage.

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

tonghow (Humanoid or Hybrid Form Only). Ranged Weapon
Attack: +4 to hit, range 150/600 ft., one target. Hit: 6 (1d8 + 2)
piercing damage.






MAGMIN

Small elemental, chaotic neutral

i
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Armor Class 14 fﬁatu ral armor)
i_ Hit Points 9 (246 + 2)
. Speed 30 ft,

STR  DEX  CON
7(-2) 1BEy 126

INT WIS  CHA
8(=1) 1 @0) 10 (:0)

" Agrinning, mischievous magmin resembles a stumpy

i. when it isn’t ablaze and radiating heat like a bonfire, nonmagical weapons
"+ small jets of flame erupt from its porous skin, Damage Immunities fire

Languages Ignan

elemental spirits bound into physical forms by magic, Challenge 1,2 (100 XP)

.. and they appear in the Material Plane only when

humanoid sculpted from a black shell of magma, Even Damage Resistances bludgeoning, piercing, and slashing from

Summoned Pyromaniacs. Magmins are fire Senses darkvision 60 ft., passive Perception 10

summoned. They view flammable objects as kindling

T
- . for a grand conflagration, and only the magical control Death Burst. When the magmin dies, it explodes in a burst of f
exerted by their summoners keeps them from setting fire and magma. Each creature within 10 feet of it must make I
Byeryth[ng they touch ablaze. Their propensity for fire a DC N Dexterity saving throw, taking 7 (2d6) fire damage on |
. ,and havoc makes them ideal for spreading chaos and a failed save, or half as much damage on a successful one. f
destructlon A mob of magmins summoned inside a Flammable objects that aren't being worn or carried in that :
castle can reduce it to a burning shell within minutes. area are ignited. ,
Fiery Destruction. Although its flame is potent, the _ Ignited llumination. As a bonus action, the magmin can set i
- magmin’s hard magma shell prevents it from instantly itself ablaze or extinguish its flames. While ablaze, the magmin |
igniting everything it comes into contact with. However, sheds bright light in a 10-foot radius and dim light for an ;
- like the fires inside them, magmins are capricious and additional 10 feet.

unpredictable, Moreover, as simple elemental creations, ' ;
they are oblivious to the harm their native element ACTIONS i
causes creatures of the Material Plane, ' Touch, Melee Weapon Attack: +4 1o hit, reach § ft., one i

If it has the opportunity while in service to its master, " target. Hit: 7 (2d6) fire damage. If the target is a creature or a
a magmin seeks out areas of great heat, such as forest . flammable object, it ignites. Until a creature takes an actionto |
fires or the bubbling magma of an active volcano. At . douse the fire, the creature takes 3 {1d6) fire damage at the end |
other times, a magmin compulsively looses fire from its : of each of its turns. [
- fingertips, delighting in setting objects ablaze. e S e et e

o . 1

" MAGMIN
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Dust MepHiy

MEPHITS

Mephits are capricious, imp-like creatures native to the
elemental planes. They come in six varieties, each one
representing the mixture of two elements,

Ageless tricksters, mephits gather in large number&
on the Elemental Planes and in the Elemental Chaos. .
They also find their way to the Material Plane, where %
they prefer to dwell in places where their base elementé" -
are abundant. For example, a magma mephit is
composed of earth and fire, and it favors volcanic lairs,
while an ice mephit, which is composed of air and water,
favors frigid locales.

Elemental Nature. A mephit doesn’t require food,
drink, or sleep.

Dust MEPHIT

Composed of earth and air, dust mephits are drawn to
catacombs and find death morbidly fascinating,

Ice MEPHIT.

D

Comprising frigid air and water, ice mephits are aloof
and cold, surpassing all other mephits in pltlless cruelty.

DUST MEPHIT

Small elemental, newtral evil

Armor Class 12 [
Hit Points 17 {5d6) -
Speed 30 ft., fiy 30 ft,

STR
3{-3)

INT
9{-1)

DEX
14 (+2)

con
10 (+0)

wis
1 (+0)

CHA
10 {+0)

Skills Perception +2, Stealth +4
f Damage Vulnerabifities fire
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 12
Larlguages Auran, Terran
. Challenge 1/2 (100 XP)

I

i
Death Burst, When the mephit dies, it explodes in a burst of
dust. Each creature within 5 feet of it must then succeed on a
DC 10 Constitution saving throw or be blinded for 1 minute.

* A blinded creature can repeat the saving throw on each of its

{ turns, ending the effect on itself on a success.

' Innate Spelicasting {1/Day). The mephit can innately cast sleep,
! requiring no material components. Its innate spellcasting
[ ability is Charisma.

| ACTIONS

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature, Hit: 4 {1d4 + 2) slashing damage.

" Bfinding Breath (Recharge 6). The mephit exhales a 15-foot

. cone of blinding dust. Each creature in that area must succeed
on a DC 10 Dexterity saving throw or be blinded 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.

+

L #he

Ice MepHiT

IcE MEPHIT
Smell eleméhtal, neutral evil

Armor Class 11
Hit Points 21 (6d6)
Speed 30 ft., fly 30 ft.

STR
7(-2)

DEX
13 (+1)

CON
10 (+0)

INT
9 (-1

wis
N (+0)

CHA
12 (+7)

Skills Perception +2, Stealth +3

Damage Vulnerabilities bludgeoning, fire
Damage Immunities cold, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 12
Languages Aquan, Auran

Chatlenge 1/2 (100 XP)

Death Burst. When the mephit dies, it explodes in a burst of
jagged ice. Each creature within 5 feet of it must make a DC 10
Dexterity saving throw, taking 4 (1d8) slashing damage on a
failed save, or half as much damage on a successful one,

False Appearance. While the mephit remains motionless, it is
indistinguishable from an ordinary shard of ice.

Innate Spelicasting {1/Day). The mephit can innately cast
Jog eloud, requiring no material components. Its innate
spellcasting ability is Charisma.

ACTIONS

Claws, Melee Weapon Attack: 43 to hit, reach 5 ft., one creature.

Hit: 3 (1d4 + 1) slashing damage plus 2 {1d4} cold damage.

Frost Breath {Recharge 6). The mephit exhales a 15-foot cone
of cold air. Each creature in that area must succeed on a DC 10
Dexterity saving throw, taking 5 (2d4) cold damage on a failed
save, or half as much damage on a successful one,
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MINOTAUR

A minotaur’s roar is a savage battle cry that most
civilized creatures fear, Born into the mortal realm by
demonic rites, minotaurs are savage conquerors and
carnivores that live for the hunt. Their brown or black
fur is stained with the blood of fallen foes, and they
carry the stench of death.

The Beast Within, Most minotaurs are solitary
carnivores that roam labyrinthine dungeons, twisting
caves, primeval woods, and the maze-like streets and
passages of desolate ruins. A minotaur can visualize
every route it might take to close the distance to its prey.

The scent of blood, the tearing of flesh, and the
cracking of bones spur a minotaur’s lust for carnage,
overwhelming all thought and reason. In a blood rage,

a minotaur charges anything it sees, butting and goring
like a battering ram, then chopping the fallett in twain.

Apart from ambushing creatures that wander into its
labyrinth, a minotaur cares little for strategy or tactics.
Minotaurs seldom organize, they don't respect authority
or hierarchy, and they are notoriously difficult to enslave,
let alone control.

Cults of the Horned King. Minotaurs are the dark
descendants of humanoids transformed by the rituals of
cults that reject the oppression of authority by returning
to nature. Inductees often mistake these cults for
druidic circles or totemic religions whose ceremonies
involve entering a labyrinth while wearing a ceremonial
animal mask.

Within these bounded environments, cultists hunt,
kill, and eat wild beasts, indulging their basest primal
urges. In the end, however, sacrificial animals ate
exchanged for humanoid sactifice—sometimes an
inductee that tried to escape the cult after learning its
secrets. These labyrinths become blood-soaked halls of
slaughter, echoing to the cultists’ savagery.

Unknown to all but their highest-ranking leaders,
these mystery cults are creations of the demon lord
Baphomet, the Horned King, whose layer of the Abyss
is a gigantic labyrinth. Some of his followers are fervent
supplicants that plead for strength and power. Others
come to the cult seeking a life free from authority’s
chains—and are liberated of their humanity instead as
Baphomet transforms them into the minotaurs that echo
his own savage form.

Although they begin as creations of the Horned King,
minotaurs can breed true with one another, giving rise
to an independent race of Baphomet's savage children

in the world. L

MINOTAUR

Large monstrosity, chaotic evil

Armor Class 14 {natural armor)
Hit Points 76 (9d10 + 27)

Speed 40 ft,
STR DEX CON INT WIS CHA
1B+ MNEF0 16(+3 623 16(+3) 9(-1

Skills Perception +7

Senses darkvision 60 ft., passive Perception 17
Languages Abyssal

Challenge 3 (700 XP)

Charge. |f the minotaur 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 9 (2d8) piercing damage. If the targetis a
creature, it must succeed on a DC 14 Strength saving throw or
be pushed up tc 10 feet away and knocked prone.

Labyrinthine Recall. The minotaur can perfectly recall any path
it has traveled.

Reckless. At the start of its turn, the minotaur can gain
advantage on all melee weapon attack rolls it makes during
that turn, but attack rolls against it have advantage until the
start of its next turn,

ACTIONS

Greataxe. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 17 (2d12 + 4) slashing damage.

Gore. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target.
Hit: 13 (2d8 + 4) piercing damage. %]
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MODRONS

Modrons are beings of absolute law that adhere to a

hive-like hierarchy. They inhabit the plane of Mechanus

and tend its eternally revolving gears, their existence a
"clockwork routine of perfect order.

Absofute Law and Order. Under the direction
of their leader, Primus, modrons increase order in
the multiverse in accordance with laws beyond the
comprehension of mortal minds, Their own minds
are networked in a hierarchal pyramid, in which
each modron receives commands from superiors and
delegates orders to underlings. A modron carries out
commands with total obedience, utmost efficiency, and
an absence of morality or ego.

Modrons have no sense of self beyond what is
necessary to fulfill their duties. They exist as a unified
collective, divided by ranks, yet they always refer to
themselves collectively. To a modron, there is no “I,” but
only “we” or “us.”

Absolute Hierarchy. Modrons communicate only
with their own rank and the ranks immediately above
and below thermn. Modrons more than one rank away are
either too advanced or too simple to understand.

Cogs of the Great Machine. If a modron is destroyed,
its remains disintegrate. A replacement from the next
lowest rank then transforms in a flash of light, gaining
the physical form of its new rank. The promoted modron
is replaced by one of its underlings in the same manner,
all the way to the lowest levels of the hierarchy. There, a
new modron is created by Primus, with a steady siream
of monodrones leaving the Great Modron Cathedral on
Mechanus as a result,

The Great Modron March. When the gears of
Mechanus complete seventeen cycles once every 289
years, Primus sends a vast army of modrons across the
‘Outer Planes, ostensibly on a reconnaissance mission.
The march is long and dangerous, and only a small
number of modrons returns to Mechanus.

(MONODRONE

A monodrone can perform one simple task at a time and
can relay a single message of up to forty-eight words.

IBYUODRONE

VARIANT: ROGUE MODRONS
A modron unit sometimes becomes defective, either through
natural decay or exposure to chaotic forces. Rogue modrons
don’t act in accordance with Primus's wishes and directives,
breaking laws, disobeying orders, and even engaging in
violence. Other modrons hunt down such rogues,

A rogue modron loses the Axiomatic Mind trait and can
have any alignment other than lawful neutral, Otherwise, it
has the same statistics as a regular modron of its rank,
~ r— sy

MONODRONE

Medium construct, lawful neutral

Armor Class 15 {natural armor)
Hit Points 5 (1d8 + 1)
Speed 30 ft,, fly 30 ft.

~ STR DEX CON INT WIS  CHA
10+0) 13@) 12(#1)  4(-3) 1040) 5(-3)

‘The blocky duodrones supervise units of monodrones
and can perform up to two tasks at a time.

“TRIDRONE

j‘ ot es are shaped like inverted pyramids. They lead
lesser modrons in battle.

QUADRONE

Astute combatants, quadrones serve as artillery and
field officers in the regiments of modron armies,

PﬁNmDmNE

Pentadrones oversee Mechanus's worker populace and
car improvise in response to new situations.

MODRONS

Senses truesight 120 ft., passive Perception 10
Languages Modron
Challenge 1/8 {25 XP)

Axiomatic Mind. The monodrone can’t be compelled to actin a
manner contrary to its nature or its instructions,

Disintegrotion, If the monodrone dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

AcTIONS

Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 3 (14 + 1) piercing damage.

Javelin, Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft.or |
range 307120 ft., one target. Hit: 4 (1d6 + 1) piercing damage.
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DUODRONE

Medium construct, lawful neutral

Armor Class 15 (naturai armor)
Hit Points 11 {2d8 + 2)

TRIDRONE

Medium construct, lawful neutral

Armor Class 15 {natural armor)
Hit Points 16 (3d8 + 3)

Speed 30 ft. Speed 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
N0 BE) 12¢)  6(2 WY 72 1241 BE) 1260 9(¢-1) 100 9D
Senses truesight 120 ft., passive Perception 10 Senses truesight 120 fi., passive Perception 10
Languages Modron Languages Modron
Challenge 1/4 (50 XP) Challenge 1/2 (100 XP)

Axiomatic Mind. The duodrone can’t be compelled to act in a
manner contrary to its nature or its instructions,

Disintegration. If the duodrone dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

ACTIONS

Axiomatic Mind. The tridrone can’t be compelled to actin a
manner contrary to its nature or its instructions.

Disintegration. If the tridrone dies, its body disintegrates
into dust, leaving behind its weapons and anything else it
was carrying.

ACTIONS

Multiattack. The duodrone makes two fist attacks or two
javelin attacks.

Fist. Melee Weapon Attack: +2 to hit, reach 5 ft,, one target. Hit:
2 (1d4) bludgeoning damage.

Javelin. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or
range 30/120 ft., one target. Hii: 4 {1d6 -+ 1) piercing damage.

ey

e T - |

Muftiottack, The tridrone makes three fist attacks or three
javelin attacks.

Fist. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit:

3 (1d4 + 1) bludgeoning damage.

Jovelin. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 4 (1d6 + 1) piercing damage.

228



226

=TT i T B A T, T A R Tl i s g U P,

UADRONE

+ Medium construct, lawful reutral

1 Armor Class 16 (natural armor)
Hit Points 22 (4d8 + 4)
Speed 30 ft., fly 30 ft.

STR. DEX CON INT WIS CHA
12(8) 142 12() 100} 10{+0) 1 (+0)

| Skills Perception +2

1 Senses truesight 120 ft., passive Perception 12
¢ Languages Modron
Challenge 1 {200 XP)

| Axiomatic Mind. The quadrone can’t be compelled to act in a
¢ manner contrary to its nature or its instructions.

i Disintegration. If the quadrone dies, its bedy disintegrates
U into dust, leaving behind its weapons and anything else it
©was carrying.

"ACTIONS

_ Multiattack. The quadrone makes two fist attacks or four
shortbow attacks.

' Fist, Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit;

~ 3 (1d4 + 1) bludgeoning damage.

| Shortbow. Ranged Weapon Attack: +4 to hit, range 807320 ft.,
, one target. Rit: 5 (1dé + 2) piercing damage.

Laige construct, lawful neutral

Armor Class 16 {natural armor)
Hit I?oints 32 {5d10 + 5)

Epﬁqmﬂ.

STR DEX  CON INT WIS  CHA
542 M@ 12} 10H0) 100 13 ()

Skills Perception +4

Senses truesight 120 ft., passive Perception 14
Languages Modron

Challenge 2 (450 XP)

Axiomatic Mind, The pentadrone can’t be compelled tc actin a
manner contrary to its nature or its instructions.

Disintegration. |f the pentadrone dies, its body disintegrates
into dust, leaving behind its weapens and anything else it
was carrying.

ACTIONS

Multiattack. The pentadrone makes five arm attacks,

Arm. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) bludgeoning damage.

Paralysis Gas (Recharge 5—6). The pentadrone exhales a 30-
foot cone of gas. Each creature in that area must succeed on a
DC 11 Constitution saving throw or be paralyzed 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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MUMMIES

Raised by dark funerary rituals, a mummy shambles
from the shrouded stillness of a time-lost temple or
tomb. Having been awoken from its rest, it punishes
transgressors with the power of its unholy curse.

Preserved Wrath. The long burial rituals that
accompany a mummy’s entombment help protect
its body from rot. In the embalming process, the
newly dead creature’s ergans are removed and
placed in special jars, and its corpse is treated with
preserving oils, herbs, and wrappings. After the body
has been prepared, the corpse is typically wrapped in
linen bandages.

The Will of Dark Gods. An undead muminy is created
when the priest of a death god or other dark deity
ritually imbues a prepared corpse with necromantic
magic. The mummy’s linen wrappings are inscribed
with necromantic markings before the burial ritual
conchides with an invocation to darkness. As a
mumimy endures in undeath, it animates in response
to conditions specified by the ritual. Most commeonly,

a transgression against its tomb, treasures, lands, or
former loved ones will cause a muminy to rise.

The Punished, Once deceased, an individual has no
say-in whether or not its body is made into a mummy.
Some mummies were powerful individuals who
displeased a high priest or pharach, or who committed
crimes of treason, adultery, or murder. As punishment,
they were cursed with eternal undeath, embalmed,
mummified, and sealed away. Other times, mummies
acting as tomb guardians are created from slaves put to
death specifically to serve a greater purpose.

Creature of Ritual, A mummy obeys the conditions
and parameters laid down by the rituals that created it,
driven only to punish transgressors. The overwhelming
terror that foreshadows a mummy’s attack can leave
the intended victim paralyzed with fright. In the days
following a mummy's touch, a victim's body rots from
the outside in, until nothing but dust remains.

Ending a Mummy’s Curse. Rare magic can undo or
dispel the ritual that gave rise to a mummy, allowing it
to truly die. More commonly, a muminy can be sent back
to its endless rest by undoing the transgression that
caused it to rise. A sacred idol might be replaced in its
niche, a stolen treasure could be returned to its tomb, or
a temple might be purified of despoiling bloodshed.

More ephemeral or permanent offenses, such as
revealing a secret the mummy wished kept or killing
an individual the mummy loved, can't be so easily
remedied. [n such cases, a mummy might slaughter all
the creatures responsible and still not sate its wrath.

Undead Archives. Though they seldom bother to
do so, mummies can speak. As a result, some serve as
undead repositories of lost lore, and can be consulted by
the descendants of those who created them. Powerful
individuals sometimes intentionally sequester mummies
away for occasional consultation.

Undead Nature. A mummy doesn’t require air, food,
drink, or sleep.

MuMMY LORD R

In the tombs of the ancients, tyrannical monarchs and
the high priests of dark gods lie in dreamless rest,
waiting for the time when they might reclaim their
thrones and reforge their ancient empires. The regalia
of their terrible rule still adorns their linen-wrapped
bodies, their moldering robes stitched with evil symbols
and bronze armor etched with devices of dynasti¢s that
fell a thousand years before.

Under the direction of the most powerful priests,
the ritual that creates a mummy can be increased in
potency. The mummy lord that rises from such & ritual
retains the memories and personality of its former
life, and is gifted with supernatural resilience. Dead
emperors wield the same infamous rune-marked
blades that they did in legend. Sorcerer lords work
the forbidden magic that once controlled a terrified
populace, and the dark gods reward dead priest-kings’
prayers by imparting divine spells.

Heart of the Mummy Lord, As part of the ritual that
creates a mummy lord, the creature's heart and viscera
are removed from the corpse and placed in canopic jars.
These jars are usually carved from limestone or made of
pottery, etched or painted with religious hieroglyphs.

As long as its shriveled heart remains intact, a
murnmy lord can't be permanently destroyed. When
it drops to O hit points, the mummy lord turns to dust
and re-forms at full strength 24 hours later, rising out
of dust in close proximity to the canopic jar containing
its heart. A mummy lord can be destroyed or prevented
from re-forming by burning its heart to ashes. For this
reason, a mummy lord usually keeps its heart and
viscera in a hidden tomb or vault.

The mummy lord's heart has AC 5, 25 hit points, and
iminunity to all damage except fire.










230

MycoNiIDs

Myconids are intelligent, ambulatory fungi that live
in the Underdark, seck enlightenment, and deplore
violence. If approached peacefully, myconids gladly
provide shelter or allow safe passage through

their colonies.

Circles and Melds. The largest myconid in a colony
is its sovereign, which presides over one or more social
groups called circles. A circle consists of twenty or more
myconids that work, live, and meld together.

A meld is a form of communal meditation that
allows myconids to transcend their dull subterranean
existence. The myconids’ rapport spores bind the
participants into a group consciousness, Hallucination
spores then induce a shared dream that provides
entertainment and social interaction. Myconids consider
melding to be the purpose of their existence. They use
it in the pursuit of higher consciousness, collective
union, and spiritual apotheosis. Myconids also use their
tapport spores to communicate telepathically with other
sentient creatures.

Myconid Reproduction. Like other fungi, myconids
reproduce by mundane sporing. They carefully control
their spores’ release to avoid overpopulation.

SPORE SERVANT TEMPLATE

A spore servant is any Large or smaller creature brought
back to life by the animating spores of a myconid
sovereign A creature that was never flesh and blood

: Smah‘ plant, J‘au{fu! neutraf

Armor Class 10
Hit Points 7 (2d6)
Speed 10 ft,

STR DEX
8(-1) 10 (+0)

CON  INT WIS
10(+0)  8(-1) 1 {+0)

CHA
5¢3)

Senses darkvision 120 ft., passive Perception 10
Languages —
Challenge 0 (10 XP)

F Distress Spores. When the myconid takes damage, all other

1 myconids within 240 feet of it can sense its pain.

Sun Sickness. While in sunlight, the myconid has disadvantage
| on ability checks, attack rolls, and saving throws. The myconid
i dies if it spends more than 1 hour in direct sunlight.

i
iACTIONS

| Fist. Melee Weapon Attack: +1 to hit, reach 5 fi.,, one target. Hit:
i 1 (1d4 - 1) bludgeoning damage plus 2 {1d4) poison damage.

j Rapport Spores (3/Day). A 10-foot radius of spores extends

{ from the myconid. These spores can go around corners and
affect only creatures with an Intelligence of 2 or higher that
aren't undead, constructs, or elementals, Affected creatures
can communicate telepathically with one another while they are

1 within 30 feet of each other. The effect lasts for 1 hour.
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to begin with (suchas a oonstruct emenﬁl ooze,

plant, or undead) can't be turned into a spore servant.
The following characteristics change or are added toa
creature that becomes a spore servant.

Retained Characteristics. The servant retains its
Armor Class, hit points, Hit Dice, Strength, Dexterity,
Constitution, vulnerabilities, resistances, and immunities.

Lost Characteristics. The servant loses its original
saving throw and skill bonuses, special senses, and
special traits. It loses any action that isn’t Multiattack or
a melee weapon attack that deals bludgeoning, piercing,
or slashing damage. If it has an action or a melee weapon
attack that deals some other type of damage, it loses the
ability to deal damage of that type, unless the damage
comes from a piece of equipment, such as a magic item.

Type. The servant's type is plant, and it loses any tags.

Alignment. The servant is unaligned.

Speed. Reduce all the servant’s speeds by 10 feet, to a
minimum of 5 feet.

Abitity Scores. The servant’s ability scores change as
follows: Int 2 (—4), Wis 6 (-2), Cha 1 (-5).

Senses. The servant has blindsight with a radius of
30 feet, and it is blind beyond this radius.

Condition Immunities. The servant can’t be blinded,
charmed, frightened, or paralyzed.

Languages. The servant loses all known languages,
but it responds to orders given to it by myconids using
rapport spores. The servant gives highest priority to
orders received from the most powerful myconid.

Attacks. If the servant has no other means of dealing
damage, it can use its fists or limbs to make unarmed
strikes. On a hit, an unarmed strike deals bludgeoning
damage equal to 1d4 + the servant’s Strength modifier,
or, if the servant is Large, 2d4 +its Strength modifier,

SAMPLE SPORE SERVANT
This spore servant statistics presented here use a
quaggoth as the base creature.

QUAGGOTH SPORE SERVANT

Medium plant, unaligned

Armor Class 13 (natural armor)
Hit Points 45 (6d8 + 18)
Speed 20 ft., climb 20 ft.

STR DEX
17(H+3) 12(0)

CON INT wis
16{+3) 2{-4) 6(-2)

CHA
1(-5)

Damage Immunities poison

Condition Immunities blinded, charmed, frightened,
paralyzed, poisoned

Senses blindsight 30 ft. {blind beyond this radius),
passive Perception 8

Languages —

Challenge 1 (200 XFP)

AcTiONS
Multiattack, The spore servant makes two claw attacks.

Claw, Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3} slashing damage.
o
















NIGHTMARE

Large fiend, neutral evil

Armor Class 13 (natural armor)
Hit Points 68 (8d10 + 24)
Speed 60 ft., fly 90 ft.

STR DEX CON INT WIS  CHA
18(+4) 15(2 63 10E0) 13¢1) 15 ()

Damage Immunities fire

Senses passive Perception 1

Languages understands Abyssal, Common, and Infernal but
can't speak

Challenge 3 (700 XP)

Confer Fire Resistance. The nightmare can grant resistance to
fire damage to anyone riding it.

Humination. The nightmare sheds bright light in a 10-foot
radius and dim light for an additional 10 feet.

AcCTiONS

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 13 (2d8 .+ 4) biudgeoning damage plus 7 (2d6)
fire damage.

Ethereai Stride. The nightmare and up to three willing creatures
within 5 feet of it magically enter the Ethereal Plane from the
Material Plane, or vice versa.

NIGHTMARE

A nightmare appears in a cloud of roiling smoke, its
mane, tail, and hooves wreathed in flame. The creature’s
unearthly black form moves with supernatural speed,
vanishing in a cloud of brimstone as quickly as

it appeared.

Dread Steed. Also called a “demon horse” or “hell
horse,” the nightmare serves as a steed for creatures of
exceptional evil, carrying demons, devils, death knights,
liches, night hags, and other vile monsters. It resembles
a fiendish horse, and a nightmare’s fiery red eyes betray
its malevolent intelligence.

A nightmare can be summoned from the Lower
Planes, but unless a worthy sacrifice is offered to it as
food upon its arrival, the nightmare displays no special
loyalty to the creature it serves.

Creating a Nightmare. Nightmares don’t appear
naturally in the multiverse, They must be created from
pegasi. The ritual that creates a nightmare requires.th:
torturous removal of a pegasus’s wings, driving that
noble creature to evil as it is transformed by dark magic,

TN
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NoTHIG .
Mediuin abe‘i'raﬁon, neutral epil
=

Armor Class 15 {natural armor)
Hit Points 45 (6d8 + 13)
Speed 30 ft.

STR DEX CON INT WIS CHA
14320 1663 1643 13@E) 10H0) 8-

Skills Arcana +3, Insight +4, Perception +2, Stealth +5
Senses truesight 120 ft., passive Perception 12
Languages Undercommon

Challenge 2 (450 XP}

Keen Sight. The nothic has advantage on Wisdom {Perception)
checks that rely on sight.

AcTions

Multiattack. The nothic makes two claw attacks.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3} slashing damage.

Rotting Gaze. The nothic targets one creature it can see
within 30 feet of it. The target must succeed on a DC 12
Constitution saving throw against this magic or take 10 (3d6)
necrotic damage.

Weird Insight. The nothic targets one creature it can see within
30 feet of it. The target must contest its Charisma {Deception)
check against the nothic's Wisdom (Insight) check. Ifthe
nothic wins, it magically learns one fact or secret about

the target. The target automatically wins if it is immune to
being charmed.

£
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NoTHIC

A baleful eye peers out from the darkness, its

gleam hinting at a weird intelligence and unnerving
malevolence. Most times, a nothic is content to watch,
weighing and assessing the creatures it encounters.
When driven to violence, it uses its horrific gaze to rot
the flesh from its enemies’ bones.

Cursed Arcanists. Rather than gaining the godlike
supremacy they crave, some wizards who devote
their lives to unearthing arcane secrets are reduced
to creeping, tormented monsters by a dark curse left
behind by Vecna, a powerful lich who, in some worlds,
has transcended his undead existence to become a god
of secrets. Nothics retain no awareness of their former
selves, skulking amid the shadows and haunting places
rich in magical knowledge, drawn by memories and
impulses they can’t quite understand.

Dark Oracles, Nothics possess a strange magical
insight that allows them to extract knowledge from
other creatures. This grants them unigue understanding
of secret and forbidden lore, which they share for a
price. A nothic covets magic items, greedily accepting
such gifts from creatures that seek out its knowledge.

Lurkers in Magical Places. Nothics are notorious
for infiltrating arcane academies and other places
rich in magical learning. They are driven by the vague
knowledge that there exists a method to reverse their
condition, This isn’t a clear sense of purpose, but rather
an obsessive tug at the end of the mind. Some nothics
are clever enough to realize that this is merely part of
the strange lesson for their folly, a false hope to drive
them to seek out more arcane secrets,





















GRAY OOZE
Megdium o0Zé, unaligned
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OGHRJE ELLY

Large ooze, unaligned

Armor Class 8
Hit Points 22 (3d8 + 9)
Speed 10 ft., climb 10 ft. |

{ str DEX CON INT WIS CHA | ﬁ:?:;iﬁ::sfss(sdlo 1)
1261 662 1663) 165 66D 264 | goeedTofr, climb 107t
4 —

5TR DEX CON INT WIS CHA
15(¢#2) 6(-2) 14(2) 2(-4 62 1(-%)

Skills Stealth +2 ;
Damage Resistances acid, cold, fire B
1 Condition Immunities blinded, charmed, deafened, exhaustion,
frightened, prone
Senses blindsight 60 ft. (blind beyond this radius},
passive Perception &
Languages —
Challenge 172 (100 XP)

i Damage Resistances acid

: Damage Immunities lightning, slashing

| Condition Immunities blinded, charmed, deafened, exhaustion,
. frightened, prone

\’ Senses blindsight 60 ft. (blind beyond this radius),

I

}
t
passive Perception 3
Amorphous. The ooze can move through a space as narrow as J Languages —
{ linch wide without squeezing. Challenge 2 (450 XP)

 Corrode Metal. Any nonmagical weapon made of metal that
hits the ooze corrodes. After dealing damage, the weapon Amorphous. The jelly can move through a space as narrow as 1
takes a permanent and cumulative -1 penalty to damage rolls. inch wide without squeezing. L
Ifits penalty drops to -5, the weapon is destroyed. Nonmagical
ammunition made of metal that hits the ooze is destroyed after

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

dealing damage. ikity ch
i The ooze can eat through 2-inch-thick, nonmagical metal abilty check.
l in 1 round. ACTIONS
| False Appearance. While the ooze remains motionless, it is Pseudopod. Melee Weapon Attack: +4 to hit, reach 5 ft., one ‘
| indistinguishable from an oily pool or wet rock. target, Hit: 9 (246 + 2) bludgeoning damage plus 3 (1d6)
1 acid damage.
. ACTIONS i
} Pseudopod. Melee Weapon Attack: +3 to hit, reach 5 ft., one REACTIONS
target, Hit: 4 (1d6 + 1) bludgeoning damage plus 7 (2d6) Split. When a jelly that is Medium or larger is subjected to |
acid damage, and if the target is wearing nonmagical metal ! lightning or slashing damage, it splits into two new jellies if it

armor, its armor is partly corroded and takes a permanent l has at least 10 hit points. Each new jelly has hit points equal to )
and cumulative -1 penalty to the AC it offers. The armor is . halfthe original jelly’s, rounded down. New jellies are one size =
destroyed if the penalty reduces its AC to 10. smaller than the original |elly

T g AT T T M W A~ Ml ki A T et T T e bohte e T T

AT e T


































%54

N

elusive pseudodragon dwells in the quiet places of
the world, making its home in the hollows of trees and
small caves. With its red-brown scales, horns, and a
maw filled with sharp teeth, a pseudodragon resembles
a tiny red dragon but its disposition is playful.

Quiet and Defensive. Pseudodragons have little

interest in other creatures, and they avoid them
whenever possible. If it is attacked, a pseudodragon

-fights back using the poisonous stinger at the tip of its
* tail, one jab of which can put a creature into a catatonic

state that can last for hours.

Draconic Famitiars. Mages often seek out
pseudodragons, whose agreeable disposition, telepathic
ability, and resistance to magic make them superior
familiars. Pseudodragons are selective when it comes
to choosing companions, but they can sometimes
be won over with gifts of food or treasure. When
a psetidodragon finds an agreeable companion, it
bonds with that person as long as it is treated fairly.

A pseadodragon puts up with no ill treatment, and
it abandons a manipulative or abusive companion

without warning.

* Skills Perception +3, Stealth +4

~ Challenge 174 (50 XP)

! Keen Senses. The pseudodragon has advantage on Wisdom
" (Perception) checks that rely on sight, hearing, or smell,

- Magic Resistance. The pseudodragon has advantage on saving
_ throws against spells and other magical effects.
" communicate simple ideas, emotions, and images

understand a language.

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

. Sting. Melee Weapon Attack: +4 1o hit, reach 5 ft., one creature.
. Hit: 4 (1d4 + 2) piercing damage, and the target must succeed
on a DC 11 Constitution saving throw or become poisoned for
. 1 hour. If the saving throw fails by 5 or more, the target falls
uncenscious for the same duration, or until it takes damage or
another creature uses an action to shake it awake.

Language of Emotion. Pseudodragons can't speak,
but they communicate using a limited form of telepathy
that allows them to share basic ideas such as hunger,
curiosity, or affection. When it bonds with a companion,
a pseudodragon can communicate what it sees and
hears even over long distances, '

A pseudodragon often vocalizes animal noises, A
rasping purr indicates pleasure, while a hiss means
unpleasant surprise. A bird-like chirping represents
desire, and a growl always means anger or discontent.

il b
VARIANT: PSEUDODRAGON FAMILIAR
Some pseudodragons are willing to serve spellcasters as a
familiar. Such pseudodragons have the following trait.

Familiar. The pseudodragon can serve another creature as
a familiar, forming a magic, telepathic bond with that willing
companion. While the two are bonded, the companion
can sense what the pseudodragon senses as long as they
are within 1 mile of each other. While the pseudodragon is
within 10 feet of its companion, the companion shares the
pseudodragon’s Magic Resistance trait. At any time and
for any reason, the pseudadragon can end its service as a
familiar, ending the telepathic bond. '

ol TR A T A~ il -~ Ty e T AT

PSEUDODRAGON

Tiny dragon, neutral good

Armor Class 13 {natural armor)
Hit Points 7 (2d4 + 2)
Speed 15 ft., fly 60 ft.

STR DEX
6(-2 1502

CON INT WIS  CHA
BE) 10@0) 12() 10 (4+0)

Senses blindsight 10 ft., darkvision 60 ft., passive Perception 13
Languages understands Commeon and Draconic but
can’t speak

Limited Telepathy. The pseudodragon can magically

telepathically with any creature within 100 feet of it that can

AcTIONS

Hit: 4 (1d4 + 2) piercing damage.
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QUAGGOTH

Medium humanoid (quaggoth), chaotic neutral

Armor Class 13 (natural armor)
Hit Points 45 (6d3 + 18)
30 ft., climb 30 ft.

STR. DEX <CON INT WIS CHA
17(#3) 126 1663)  6(-2 12()  7(-2)

Skills Athletics +5

Damage Immunities poison

Condition immunities poisoned

Senses darkvision 120 ft., passive Perception 10
Languages Undercommon

Challenge 2 (450 XP)

Wounded Fury. While it has 10 hit points or fewer, the
quaggoth has advantage on attack rolls. In addition, it deals an
extra 7 {2d6) damage to any target it hits with a melee attack.

AcTioNns

Multiattack. The quaggoth makes two claw attacks.

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

_._..‘..\_gu._i R 2 g
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QUAGGOTH

Savage and territorial, quaggoths climb the chasms
of the Underdark. They maul their foes in a frenzy,
becoming even more murderous in the face of death.

Quaggoth Origins. Quaggoths were never an
enlightened species, but they were not always the brutal
Underdark denizens they are today. In a distant age,
quaggoth tribes dwelled upon the surface as nocturnal
arboreal hunters, possessing their own language and
culture. When elves appeared in the mortal realm, they
clashed with the quaggoths, eventually driving them to
near extinction, Only by fleeing deep into the Underdark
did the quaggoths survive,

As they passed the ages deep beneath the world, the
quaggoths’ fur lost its color and their vision adapted to
the darkness, even as the constant danger and weird
magic of their new realm transformed them. Turning
increasingly brutal and savage, they ate whatever food
they could find—and when they could not find it, they
preyed on each other. As cannibalism became part of
their culture, their past was abandoned.

Servants of the Drow. The ancient entmity between
quaggoths and surface elves makes them easy converts
to the dark elf cause. In recent years, the drow have
taken an interest in breeding quaggoths, encouraging
their ferocity while strengthening their obedience.
Wealthy drow houses have legions of quaggoths at
their command. Even worse, the drow cultivate the
quaggoths’ hatred of the elves by leading them on
surface raids against known elven enclaves.

Thonots. Some quaggoths absorb psionic energy that
suffuses certain parts of the Underdark. When a tribe
discovers that one of its own has inherited such powers,
they press it into the role of tribal shaman, or thonot,

A thonot keep a tribe’s lore and ensures its superiority
against enernies. A thonot that fails the tribe is slain and
devoured in a cannibalistic ritual, in the hope that its
power passes to another more worthy quaggoth,

Poison Immunity, Generations of hunting venomous
subterranean creatures and perpetual exposure to the
molds and fungi that grow in the depths have forced
quaggoths to adapt immunities to poisons of all kinds.

| g,
VARIANT: QUAGGOTH THONOT
A quaggoth thonot is a normal quaggoth with a challenge
rating of 3 (700 XP) and the following additional trait.

Innate Spelicasting (Psionics). The quaggoth's innate
spelicasting ability is Wisdom (spell save DC 11). The
quaggoth can innately cast the following spells, requiring
no components:

At will: feather fall, mage hand (the hand is invisible)
1/day each: cure wounds, enlarge freduce, heat metal,
miitror image
~ i - 7
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SALAMANDER Yla

Large elemental, neutral evif

Armor Class 15 {natural armor)
Hit Points 90 (12d10 + 24)

Speed 30 ft.

STR DEX CON INT WIS CHA
18(+4)  14(2) 1562 NE0) 10 (=0) 12 @)

Damage Vulnerabilities cold

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Damage immunities fire

Senses darkvision 60 ft., passive Perception 10

Languages Ignan

Challenge 5 {1,800 XP}

Heoted Body. A creature that touches the salamander or hits
it with a melee attack while within 5 feet of it takes 7 (2d6)
fire damage.

SALAMANDERS

J"f‘:"
:f‘i‘

Fi]
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Heated Weapons. Any metal melee weapon the salamander
wields deals an extra 3 {1d6) fire damage on a hit {included in
the attack).

ACTIONS

Multiattack. The salamander makes two attacks: one with its
spear and one with its tail.

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft.
or range 20 ft./60 ft., one target. Hit: 11 (2d6 + 4) piercing
darage, or 13 (2d8 + 4) piercing damage if used with two
hands to make a melee attack, plus 3 (1d6) fire damage.

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 11 (2d6 + 4} bludgeoning damage plus 7 (2d6) fire
damage, and the target is grappled (escape DC 14). Until this
grapple ends, the target is restrained, the salamander can
automatically hit the target with its tail, and the salamander
can’t make tail attacks against other targets.






















MINOTAUR SKELETON
Large undead, ldwful evil

Armor Class 12 (natural armor)

Hit Points 67 (9d10 + 18)

Speed 40 ft.

—

STR DEX CON INT wis CHA

B4 ME0) 15(H2) 6(-2 8(1) 5{I

—

Damage Vulnerabllities bludgecning

Damage Immunities poisan

Condition Immunitles exhaustion, poisoned

Senses darkvision 60 ft., passive Perception 9

Languages understands Abyssal but can't speak

Challenge 2 (450 XF)

Charge. If the skeleton 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 9 (2d8) piercing darage. if the target is a
creature, it must succeed on a DC 14 Strength saving throw or
be pushed up to 10 feet away and knocked prone.

ACTIONS

Greataxe. Melee Weapon Attack: +6 to hit, reach 3 ft., one
target. Hit: 17 {2d12 + 4) slashing damage.

Gore, Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4) piercing damage.

WARHORSE SKELETON

Large undead, lawful evil
[IF s
Armor Class 13 (barding scraps)
Hit Peints 22 (3410 + 6)

Speed 60 f1.

STR DEX CON INT WIS CHA
B4 2@+ 15(+2) 2({-4) 8(-) 5 (=3)

Damage Vulnerabillties bludgeoning

Damage Immunities peison

Condition Immunities exhaustion, peisoned
Senses darkvision 60 ft., passive Perception 9
Languages —

Challenge 1/2 (100 XP)

ACTIONS

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target.
Hit: 11 (2d6 + 4) bludgeoning damage.
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RED SLAAD
Large aberrdtion, chaotic neutral
[
Armor Class 14 (hatural armor)
Hit Polnts 93 (11d10 + 33)
Speed 30 ft.
STR DEX CON INT Wis CHA
16(+3) 12(+1) 16(+3) 6(-2 6(-2 7(-2)
fe——

Skills Perception +1
Damage Resistances acld, cold, fire, lightning, thunder
1| Sanses darkvision 60 ft., passive Perception 11
Languages Slaad, telepathy 60 ft,
: Challenge 5 {1,800 X7)

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

Regeneration, The slaad regains 10 hit points at the start of its
turn if it has at least 1 hit point.

| ACTIONS

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

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 8 (2d4 + 3) piercing damage.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) piercing damage. If the target is a humanoid,
it must succeed on a DC 14 Constitution saving throw or be

. infected with a disease—a minuscule slaad egg.

A humanoid host can carry only one slaad eggtoterm at a
time. Over three months, the egg moves to the chest cavity,
gestates, and forms a slaad tadpole. In the 24-hour period
before giving birth, the host starts to feel unwell, its speed is
halved, and it has disadvantage on attack rolls, ability checks,
and saving throws. At birth, the tadpole chews its way through
vital organs and out of the host's chest in 1 round, killing the
host in the process.

If the disease is cured before the tadpole's emergence, the
unborn slaad is disintegrated.

— e e zm,
SLAAD TADPOLE
Tiny aberration, chaotic neutral
Armor Class 12
Hit Points 10 (4d4)
Speed 30 ft.
B
STR DEX CON INT Wwis CHA
7(2) 1542 10400 34 5(-3) 3{-4)
[

Skllls Stealth +4

Damuge Resistances acid, cold, fire, lightning, thunder
Senses darkvislon 60 ft., passive Perception 7
Languages understands Slaad but can’t speak
Challenge 1/8 (25 XF)

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

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

Hit: 4 (1d4 + 2) piercing damage.

T
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BLUE SLAAD

Large aberration, chaotic neusral
[
Armor Class 15 (natural armor)
Hit Polnts 123 (13410 + 52)

Speed 30 ft.

_’

STR. DEX CON INT WIS  CHA
065 1562 18(+4) T(-2 7(-2 9(-1)
L—

Skills Perception +1

Damage Resistances acld, cold, fire, lightning, thunder
Sansas darkvision 60 ft., passive Perception 11
Languages Slaad, tetepathy 60 ft.

Challange 7 (2,900 XP)

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

Regeneration. The slaad regains 10 hit points at the start of its
turn if it has at least 1 hit point.

ACTIONS

Muitiattack. The slaad makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Astack: +8 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) slashing damage. If the target is a humanoid,
it must succeed on a DC 15 Constitution saving throw or be
infected with a disease called chaos phage. While infected,

the target can't regain hit points, and its hit point maximum is
reduced by 10 (3d6) every 24 hours. Ifthe disease reduces the
target's hit point maximum to 0, the target instantly transforms
into a red slaad or, if it has the ability to cast spells of 3rd

level or higher, a green slaad. Only a wish spell can reverse the
transformation.
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GYNOSPHINX

. Large monstrosity, lawful neutral

Armor Class 17 {natural armor)
* Hit Points 136 (16410 + 48)
~ Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
B4 15¢2) 16(+3) 18 (+4) 18 (4} 18 (+4)

Skills Arcana +14, History +14, Perception +9, Religion +3
" Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons
Damage Immunlties psychic
Condition Immunities charmed, frightened
" Senses truesight 120 ft,, passive Perception 19
Languages Common, Sphinx
Challenge 11 {7,200 XP}

Inscrutable. The sphinx is immune to any effect that would
sense its emotions or read its thoughts, as well as any
divination spell that it refuses. Wisdom (Insight) checks

" made to ascertain the sphinx's intentions or sincerity have
disadvantage,

Magic Weapons, The sphinx's weapon attacks are magical.

- Speficasting, The sphinx is a 9th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 17, +9 to hit

sser e e 3 . o T B o =i e e 7]

with spell attacks). It requires no material components to cast *

its spells. The sphinx has the following wizard spells prepared:

Cantrips (at will): mage hand, minor illusion, prestidigitation
1st level (4 slots): detect magic, identify, shield

2nd level (3 slots): darkness, locate object, suggestion

3rd level (3 slots): dispel magic, rermove curse, tongues

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

5th level (1 slot): fegend lore

o s e

ACTIONS
Multiattack. The sphinx makes two claw attacks.

cr o e

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. |
Hit: 13 (2d8 + 4} slashing damage.

LEGENDARY ACTIONS

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

Claw Attack. The sphinx makes one claw attack.

Teleport {Costs 2 Actions). The sphinx magically teleports,
along with any equipment it is wearing or carrying, up to 12
feet to an unoccupied space it can see.

Cast a Spell {Costs 3 Actions). The sphinx casts a spell from its
list of prepared spelis, using a spell slot as normal.
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SUCCUBUS/INGUBUS
Medium fiend (shapechanger), neutral evil
[~

Armor Class 15 (natural armor)

Hit Polnts 66 (12d8 + 12)

Speed 30 ft., fly 60 ft,

wis
12 (+1)

INT
15 (+2)

STR
8(-1)

DEX
17 (43)

CON
13 )

CHA
20 (+5)

Skills Deception +8, Insight +5, Perception +5, Persuasion +9,
Stealth +7

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

Sanses darkvision 60 ft., passive Perception 15

Languages Abyssal, Common, Infernal, telepathy 60 ft.

Challenge 4 (1,100 XP)

Telepathic Bond. The fiend ignores the range restriction on its

telepathy when communicating with a creature it has charmed.

The two don’t even need to be on the same plane of existence.

Shapechanger. The fiend can use its action to polymorph
into a Small or Medium humanoid, or back into its true form.
Without wings, the fiend loses its flying speed. Other than its
size and speed, its statistics are the same in each form. Any

equipment it is wearing or carrying isn't transformed. It reverts

to its true form if it dies.

< v e
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AcTIONS R TR o
Claw {Fiend Form Only}. Melee Weapon Attack: +5 to hit, reach
5 ft., ohe target. Hit: 6 (1d6 + 3} slashing damage.

2
o

Charm. One humanoid the fiend can see within 30 feet of it
must succeed on a DC 15 Wisdom saving throw or be magically
charmed for 1 day. The charmed target obeys the fiend's verbal
or telepathic commands. Hfthe target suffers any harm or
receives a suicidal command, it can repeat the saving throw,
ending the effect on a success. If the target successfully saves
against the effect, o if the effect on it ends, the target is
imrmune to this fiend’s Charm for the next 24 hours,

The fiend can have only one target charmed at a time. If it
charms another, the effect on the previous target ends.

Draining Kiss. The fiend kisses a creature charmed by it or a
willing creature. The target must make a DC 15 Constitution |
saving throw against this magic, taking 32 {5d10 + 5} psychic
damage on a failed save, or half as much damage on a .
successful one. The target's hit point maximum is reduced by

an amount equal to the damage taken, This reduction lasts

until the target finishes a long rest. The target dies if this effect
reduces its hit point maximum to 0.

Etherealness. The fiend magically enters the Ethereal Plane
from the Material Plane, or vice versa. “

a8s



TARRASQUE

The legendary tarrasque is possibly the most dreaded
monster of the Material Plane. It is widely believed that
only one of these creatures exists, though no one can
predict where and when it will strike.

A scaly biped, the tarrasque is fifty feet tall and
seventy feet long, weighing hundreds of tons. It carries
itself like a bird of prey, leaning forward and using its
powerful lashing tail for balance. Its cavernous maw
yawns wide enough to swallow all but the largest

* Gargantuan monstrosity (titan), unaligned ’
H

; Armor Class 25 (natural armor)
" Hit Points 676 (33d20 + 330)
: Speed 40 ft,
N —
STR DEX CON INT wis CHA
D 30(+10) T (+0) 30(+10) 3(-4) N (#0) 11 (+0)

] Saving Throws Int +5, Wis +9, Cha 49

: Damage Immunities fire, poison; bludgeoning, piercing, and
:  slashing from nonmagical weapons

j Condition immunities charmed, frightened,

i paralyzed, poisoned

3 ] Senses blindsight 120 ft., passive Perception 10

Languages —

i Challenge 30 (155,000 XP)

"\ Legendary Resistance {3/Day). If the tarrasque fails a saving
i’ throw, it can choose to succeed instead.

Magic Resistance. The tarrasque has advantage on saving
i throws against spells and other magical effects,

1 Reflective Carapace. Any time the tarrasque is targeted by a
magic missife spell, a line spell, or a spell that requires a ranged
Y attack roll, roll a d6. On a 1to 5, the tarrasque is unaffected.

" On a 6, the tarrasque is unaffected, and the effect is reflected

* back at the caster as though it originated from the tarrasque,

* turning the caster into the target.

! Siege Monster. The tarrasque deals double damage to objects
; and structures,

| AcTiONS

_: T 'ARR A.SQUE o ’ - . Clqur. Me.\'ee Weapon A:I:ack +19 to hlt reach 15 ft one target
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creatures, and so great is its hunger that it can devour
the populations of whole towns.

Legendary Destruction. The destructive potential of
the tarrasque is so vast that some cultures incorporate
the monstet into religious doctrine, weaving its sporadic
appearance into stories of divine judgment and wrath,
Legends tell how the tarrasque slumbers in its secret
lair beneath the earth, remaining in a dormant state for
decades or centuries. When it awakens in answer to
some inscrutable cosmic call, it rises from the depths to
obliterate everything in its path.

¢
Hit: 28 (4d8 + 10) slashing damage. §

Horns, Mele¢ Weapon Attack: +19 to hit, reach 10 ft., one
target, Hit: 32 (4d10 + 10) piercing damage.

Tail. Melee Weapon Attack: +19 to hit, reach 20 ft., one target.
Hit: 24 {4d6 + 10) bludgeoning damage. If the targetis a
creature, it must succeed on a DC 20 Strength saving throw or
be knocked prone.

Frightful Presence. Each creature of the tarrasque’s choice
within 120 feet of it and aware of it 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, with disadvantage if the tarrasque is within line of
sight, 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 tarrasque's Frightful Presence for the

next 24 hours.

Swalfow. The tarrasque makes one bite attack against a Large
or srnaller creature it is grappling. If the attack hits, the target
takes the bite’s damage, the target is swallowed, and the
grapple ends. While swallowed, the creature is blinded and
restrained, it has total cover against attacks and other effects
outside the tarrasque, and it takes 56 {16d6) acid damage at
the start of each of the tarrasque’s turns.

If the tarrasque takes 60 damage or more on a single turn
from a creature inside it, the tarrasque must succeed on a
DC 20 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 tarrasque. If the tarrasque dies, a
swallowed creature is no longer restrained by it and can escape
from the corpse by using 3G feet of movement, exiting prone,

LEGENDARY ACTIONS

" Multiattack, The tarrasque can use its Frightful Presence. It

, then makes five attacks: one with its bite, two with its claws,

1 ane with its horns, and one with its tail, It can use its Swallow
- instead of its bite.

{ Bite. Melee Weapon Attack: +19 to hit, reach 10 ft., one target.
{ Hit: 36 (4d12 + 10) piercing damage, If the target is a creature,

4 itis grappled (escape DT 20). Until this grapple ends, the
? ' target is restrained, and the tarrasque can't bite another target.

T N i - i B P AL Tl T L e T T

The tarrasque 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
tarrasque regains spent legendary actions at the start of its turn,

Attack, The tarrasque makes one claw attack or tail attack.

Move, The tarrasque moves up to half its speed.

Chomp {Costs 2 Actions). The tarrasque makes one bite attack or
uses its Swallow.

= e P = S A S A

- =



















TTHE WALL CAYE
THE WAST THING
— A SURVIVOR'S A
AN UMS

.

292

o 1N, THAT'S

1 pememeenr.”
CCOUNT OF
ER HMULK ATTACK

»
4 i
1

' UMBER HULK
} Large monstrosity, chaotic evil
) Armor Class 18 (natural armor)

Hit Points 93 (11d10 + 33)
[ Speed 30 ft., burrow 20 ft.
, STR DEX CON INT WIS CHA

20{+5 1BE) 16+ 9(¢1) 10@0) 10 (+0)

| Senses darkvision 120 f., tremorsense 60 ft.,
~ passive Perception 10

Languages Umber Hulk

Challenge 5 (1,800 XP)

Confusing Gaze. When a creature starts its turn within 30 feet
of the umber hulk and is able to see the umber hulk’s eyes, the
umber hulk can magically force it to make a DC 15 Charisma
saving throw, unless the umber hulk is incapacitated.

On a failed saving throw, the creature ¢can't take reactions
until the start of its next turn and rolls a d8 to determine
what it does during that turn. On a 1 to 4, the creature does

I = iy = 2 P b

TMBER HULK

UMBER HulLk

An abominable horror from deep beneath the earth, an
umber hulk burrows into cave complexes, dungeons, or
Underdark settlements in search of food. Those lucky
enough to survive an umber hulk attack often remember
precious little of the incident, thanks to the umber hulk’s
mind-scrambling gaze.

Devious Delvers. Umber hulks can burrow through
solid rock, forming new tunnels in their wake. The
steel-hard chitin of its body can withstand the cave-ins,
tunnel collapses, and rock falls that commonly follow it.

Burrowing into the wall of a cavern or passageway,
an umber hulk lies in wait for creatures to pass by
on the other side, its hair-like feelers sensing any
movement around it. When it explodes out in a shower
of earth and rock, its unsuspecting quarry turns to face
the oncoming threat—and is entranced by the umber
hulk's bewildering eyes, forced to stand helpless as its
mandibles snap shut.

Mind Scrambler. Many survivors of an umber hulk
encounter recollect little about the attack, because the
monster’s confusing gaze scrambles their memory of

the event. Those who have fought and killed umber

hulks recognize the signs. For other denizens of
the Underdark, grisly tales of vanished explorers
and wanton destruction speak of an unknown
foe, Umber hulks take on supernatural status
in these harrowing stories, many of which
convey the same warning: once an umber
hulk has been spotted, it is already too late
& , loescapeit,

nothing. On a 5 or 6, the ¢reature takes no action but uses all
its movement to move in a random direction. On a 7 or &, the
creature makes one melee attack against a random creature, or
it does nothing if no creature is within reach.

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
can’t see the umber hulk until the start of its next turn, when it
can avert its eyes again, If the creature looks at the umber hulk
in the meantime, it must immediately make the save.

Tunneler. The umber hulk can burrow through solid rock at
halfits burrowing speed and leaves a 5 foot-wide, 8-foot-high
tunnel in its wake.

ACTIONS

Multiattack, The umber hulk makes three attacks: two with its
claws and one with its mandibles,

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

Mandibles. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 14 {2d8 + 5) slashing damage.


































WYVERN

Travelers in the wild sometimes look to the skies

to see the dark-winged shape of a wyvern carrying
its prey. These cousins to the great dragons hunt

the same tangled forests and caverns as their kin,
Their appearance sends ripples of alarm through the
borderlands of civilization.

A wyvern has two scaly legs, leathery wings, and a
sinewy tail topped with its most potent weapon: a poison
stinger. The poison in a wyvern's stinger can kill a
creature in seconds. Extremely potent, wyvern poison
burns through its victim's bloodstream, disintegrating
veins and arteries on its way to the heart. As deadly
as wyverns can be, however, hunters and adventurers
often track them to claim the venom, which is used in
alchemical compounds and to coat weapons.

Aerial Hunters. A wyvern doesn't fight on the ground
unless it can’t reach its prey by any other means, or
if it has been fooled into a position from which aerial
combat isn't an option. If forced into a confrontation on
the ground, a wyvern crouches low, keeping its stinger
poised above its head as it hisses and growls.

Aggressive and Reckless. A wyvern intent on its prey
backs down only if it sustains serious injury, or if its
prey eludes it long enough for another easier potential
meal to wander along, If it corners a fleeing creature in
an enclosure too small to enter, a wyvern guards where
the quarry hides, lashing with its stinger whenever
opportunity allows.

Although they possess more cunning than ordinary
beasts, wyverns lack the intelligence of their draconic
cousins. As such, creatures that maintain their
composure as a wyvern hunis them from the air can
often elude or trick it. Wyverns follow a direct path to
their prey, with no thought given to possible ambushes,

Tarned Wyverns. A wyvern can be tamed for use as
a mount, but doing so presents a difficult and deadly
challenge. Raising one as a hatchling offers the best
resulis. However, a wyvern's violent temperament has

 cost the life gﬁ‘g}gny a would-be master.

&%

WYVERN

Large dragon, uhailgned

Armor Class 13 {natural armor}
Hit Points 110 (13d10 + 39}
Speed 20 ft., fly 80 ft.

STR DEX CON INT WIS  CHA
19(+4) 10H0) 16(43)  5{-3) 12() 6(-2)

Skills Perception +4

Senses darkvision 60 ft., passive Perception 14
Languages —

Challenge 6 (2,300 XP)

ACTIONS

Multiattack. The wyvern makes two attacks: one with its bite
and one with its stinger. While flying, it can use its claws in
place of one other attack.

Bite, Melee Weapon Attack: +7 to hit, reach 10 ft., one creature.
Hit: 11 (2d6 + 4) piercing damage.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 4} slashing damage.

Stinger. Melee Weapon Attack: +7 to hit, reach 10 ft., one
creature. Hit: 11 (2d6 + 4) piercing damage. 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,

<7
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ARCANALOTH

“Medium fiend (yugoloth), newtral evil

Armor Class 17 {natural armor)
Hit Points 104 {16d3 + 32)
Speed 30 ft,, fly 30 fi.
Fr—
STR DEX CON INT wis CHA
1763) 127 14{(+2) 20(+5) 16 {+3} 17 {(+3)

Saving Throws Dex +5, Int +3, Wis +7, Cha +7

Skills Arcana +13, Deception +9, Insight +9, Perception +7

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

Damage Immunities acid, poison

Conditlon immunities charmed, poisoned

Senses truesight 120 ft., passive Perception 17

Languages all, telepathy 120 ft.

Challenge 12 (3,400 XP)

Innate Spelicasting. The arcanaloth’s innate spellcasting ability
is Charisma (spell save DC 15), The arcanaloth can innately
cast the following spells, requiring no material components:

At will: alter self, darkness, heat metal, invisibility {self only),
magic missile

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

Magic Weapons. The arcanaloth’s weapon attacks are magical.

Spelicasting. The arcanaloth is a 16th-level spellcaster. (ts
spellcasting ability is Intelligence {spell save DC 17, +9 to hit
with spell attacks). The arcanaloth has the following wizard
spells prepared:

Cantrips {at will): fire bolt, mage hand, minor illusion,
prestidigitation

1st level {4 slots): detect magic, identify, shield, Tenser's
Sloating disk

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

3rd level (3 slots): counterspell, fear, firebalf

4th level (3 slots): barishment, dimension door

5th level (2 slots): contact other plane, hold monster

6th level (1 slot): chain lightning

7th fevel (1 slot): finger of death

8th level {1 slot): mind blank

ACTIONS

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 8 (2d4 + 3) slashing damage, The target must make a DC
14 Constitution saving throw, taking 10 (3d6} poison damage
on a failed save, or half as much damage on a successful one,

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

L2,

MEZZOLOTH

Medium fiend {yugoloth), neutral evil

Armor Class 18 (natural armor}
Hit Polnts 75 (10d8 + 30)
Speed 40 ft.

STR.  DEX CON INT WIS  CHA
1BH4) N0 16(3)  7(2 W) M {+0)

Skills Perception +3
Damage Resistances cold, fire, lightning; bludgeoning,
piercing, and slashing from nonmagical weapons
Darnage Immunities acid, poison
Conditlon Immunities poisoned
Senses blindsight 60 ft., darkvision 60 ft.,
passive Perception 13
Languages Abyssal, Infernal, telepathy 60 ft.
Challenge 5 (1,800 XP}

Innate Spelicasting, The mezzoloth's innate spellcasting ability
is Charisma (spell save DC 11). The mezzoloth can innately
cast the following spells, requiring no material components:

2/day each: darkness, dispel magic
1/day: cloudkill

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

Magic Weapons. The mezzoloth's weapeon attacks are magical.

AcTIONS

Multiattack. The mezzoloth makes two attacks: one with its
claws and one with its trident.

Claws, Melee Weapon Attack: +7 to hit, reach § ft., one target.
Hit: 9 {2d4 + 4) slashing damage.

Trident. Melez or Ranged Weapon Attack: +7 to hit, reach 5 ft.
or range 20/60 ft., one target. Hit: 7 (1d6 + 4) piercing damage,
or 8 {1d3 + 4] piercing damage when held with two claws and
used to make a melee attack.

Teleport, The mezzoloth magically teleports, along with
any equipment it is wearing or carrying, up to €0 feet to an
unoccupied space it can see.
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—FoNkin HopDYPEAK, ON FRIENGSHIP

Medium undead, neutral evil
———
Armor Class §

Hit Points 22 (3d8 + 9)
Speed 20 ft.

=
STR
13 (+7)

DEX
6 (-2)

CON
16 (+3)

INT
3(-4)

WIS
6 (-2)

CHA
53

Saving Throws Wis +0

Damage Immunities poison

Condition Immunitles poisoned

Senses darkvision 60 ft,, passive Perception 3

Languages understands the languages it knew in life but
can't speak

Chalienge 1/4 (50 XP)

I

_ Undead Fortitude. If damage reduces the zombie to 0 hit

; points, it must make a Constitution saving throw with a DC
of 5+ the damage taken, unless the damage is radiant or

* from a critical hit. On a success, the zombie drops to 1 hit

| point instead.

ACTIONS

]

i.

1 Slam. Melee Weapon Attack: +3 to hit, reach 5 ft., one target,
] Hit: 4 (1d6 + 1) bludgeoning damage.

T T I TR TRA

| OGRE ZOMBIE

¢ -Large undead, neutral evil

i Armor Class &
Hit Points 85 (9410 + 36)

Speed 30 ft.
iyt
STR DEX CON INT wis CHA
P19 4) 6=y 18+ 3(-4 6(-2 5{-3)
{ o
{ Saving Throws Wis +0

: Damage immunities poison
{ Condition Immunities poisoned

; Senses darkvision 60 ft., passive Perception 8

i Languages understands Commeon and Giant but can’t speak

. Challenge 2 {450 XP)

Undead Fortitude. If damage reduces the zombie to @ hit
points, it must make a Constitution saving throw with a DC
of 5 + the damage taken, unless the damage is radiant or

1 from a critical hit. On a success, the zombie drops to 1 hit
point instead.

] ACTIONS

1 Morningstar, Melee Weapon Attack: +6 to hit, reach 5 ft., one
| target. Hit: 13 (2d8 + 4) bludgeoning damage.
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BEHOLDER ZOMBIE

‘Large undead, neutral evil

Armor Class 15 (natural armer)
Hit Points 53 (11d10 + 33)
- Speed O ft., fly 20 ft. (hover)

'\H
‘o STR DEX CON INT wis CHA
WE0) 81 16(3)  3(-4 8(-1) 5(-3)
Saving Throws Wis +2

Damage Immunities poison
Condition immunities poisoned
Senses darkvision 60 ft,, passive Perception 9
. Languages understands Deep Speech and Undercommon but
can’t speak
Challenge 5 (1,800 XP)

- Undead Fortitude. |f damage reduces the zombie to 0 hit

points, it must make a Constitution saving throw with a DC
of 5 + the damage taken, unless the damage is radiant or

~ from a critical hit. On a success, the zombie drops to 1 hit
. point instead,

" ACTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 14 (4d6) piercing damage.

Eye Ray. The zombie uses a random magical eye ray, choosing

a target that it can see within 60 feet of it.

1. Paralyzing Ray. The targeted creature must succeed on a
DC 14 Constitution saving throw or be paralyzed for 1 minute.
The target ¢an repeat the saving throw at the end of each of its

" turms, ending the effect on itself on a success,

2. Fear Ray. The targeted creature must succeed on a DC 14
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. Enervation Ray. The targeted creature must make a DC 14
Constitution saving throw, taking 36 (8d8) necrotic damage on

* afailed save, or half as much damage on a successful one.

4, Disintegration Ray. If the target is a creature, it must
succeed on a DC 14 Dexterity saving throw or take 45 (1048)
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 nonmagical object

4
i
]

or creation of magical force, this ray disintegrates a 10-foot
cube of it,




A: MISCELLANEOUS CREATURES

i’-’l"'hias appendix contains statistics for various animals,
vermin, and other critters. The stat blocks are organized
alphabetically by creature name,

APE

Medium beast, unaligned

Armor Class 12
HIt Points 19 (3d8 + 6)
Speed 30 fi., climb 30 fi.

STR DEX CON INT WIS  CHA
16(+3) 4@ ¥EY 6(2 12(4)  7(-2

Skills Athletics +5, Perception +3
Senses passive Perception 13
Languages —

Challenge 1/2 (100 XP)

ACTIONS

Muftiattack. The ape makes two fist attacks.

Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., one térget. Hit:
6.(1dé + 3) bludgeoning damage.

Rock. Ranged Weapon Attack: +5 to hit, range 25/50 ft., one
target. Hit: 6 (1d6 + 3) bludgeoning damage.

AWAKENED SHRUB
Small plant; unaligned

Armor Class 9
Hit Points 10 (3d6)
Speed 20 ft.

STR DEX CON INT WIS  CHA
34 8(1) M@E0) 10@0) 1W0EH)  6(-2)

Damage Vulnerabilities fire

Damage Resistances piercing

Senses passive Perception 10

Languages one language known by its creator
Challenge 0 {10 XP)

False Appearance. While the shrub remains motionless, it is
indistinguishable from a normal shrub.

ACTIONS

Rake. Melee Weapon Attack: +1 1o hit, reach 5 ft., one target.
Hit: 1 (1d4 - 1) slashing damage.

An awakened shrub is an ordinary shrub given
sentience and mobility by the awaken spell or
similar magic.

AWAKENED TREE

Huge plans, unaligned

Armor Class 13 {natural armor)
Hit Points 59 (7d12 + 14)
Speed 20 ft.

STR, DEX <CON  INT WIS CHA
19(+4)  6{-2) 1532 0E0) 10(0) 7 (-2)

Damage Vulnerabilities fire

Damage Resistances bludgeoning, piercing
Senses passive Perception 10

Languages one language known by its creator
Challenge 2 {450 XP)

Folse Appearance, While the tree remains motionless, itis
indistinguishable from a normal tree,
ACTIONS

Slam. Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 14 (3d6 + 4) bludgeoning damage.

An awakened tree is an ordinary tree given sentience
and mobility by the awaken spell or similar magic.

AXE BEAK

Large beast, unaligned

Armor Class 11
Hit Points 19 (3d10 + 3)
Speed 50 ft.

STR DEX CON INT WIS  CHA
14(2) 1207 12(+)  2(-4) 10(0) 5(-3)

Senses passive Perception 10
Languages —
Challenge 1/4 {50 XP)

ACTIONS

Beak. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d8 + 2) slashing damage.

An axe beak is a tall flightless bird with strong legs and
a heavy, wedge-shaped beak. It has a nasty disposition
and tends to attack any unfamiliar creature that
wanders too close.
ik : i
OTHER ANIMALS
A book of this size can't contain statistics for every animal
inhabiting your D&D campaign world. However, you can
use the stat block of one animal to represent another easily
enough, For example, you can use the panther statistics to
represent a jaguar, the giant goat statistics to represent a
buffalo, and the hawk statistics to represent a falcon.
<3 _— — —>
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DruIiD

Medium humanoid {any race), any alignment

Armor Class 11 {16 with barkskin)
Hit Points 27 (5d8 + 5)
Speed 3¢ ft.

STR DEX  CON INT WIS  CHA
0H0) 12E) BEY) 120 1542 N (+0)

Skills Medicine +4, Nature +3, Perception +4
Senses passive Perception 14

Languages Druidic plus any two languages
Challenge 2 (450 XP}

Spelicasting. The druid is a 4th-level spellcaster, Its
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with
spell attacks). It has the following druid spells prepared:

Cantrips {at will}: druidcraft, produce flame, shillelagh

1st level (4 slots): entangle, longstrider, speak with
animals, thunderwave

2nd level (3 slots): animal messenger, barkskin

ACTIONS

Quorterstaff. Melee Weapon Attack: +2 to hit (+4 to hit with
shillelagh), reach 5 ft., one target. Hit: 3 {1d6) bludgeoning
damage, or 4 {1d3) bludgeoning damage with shilielagh or if
wielded with two hands.

Druids dwell in forests and other secluded wilderness
locations, where they protect the natural world from
monsters and the encroachment of civilization. Some
are tribal shamans who heal the sick, pray to animal
spitits, and provide spiritual guidance.

CGLADIATOR

Medium humanoid (any race), any alignment

Armor Class 16 (studded leather, shield)

Hit Points 112 (15d8 + 45)
Speed 30 ft.
STR DEX CON INT WIS CHA

18(+4) 5@ 16(+3) 10(+0) 1ZH) 15 (4+2)

Saving Throws Str +7, Dex +5, Con +6

Skills Athletics +10, intimidation +5

Senses passive Perception 11

Languages any one language {usually Commeon)
Challenge 5 (1,300 XP)

Brave. The gladiator has advantage on saving throws against
being frightened.

Brute. A melee weapon deals cne extra die of its damage when the
gladiator hits with it (included in the attack}.

AcCTIONS

Multiattack. The gladiator makes three melee attacks or two
ranged attacks.

Spear. Melee or Ranged Weapon Attack: 47 to hit, reach 5 ft. and
range 20/60 ft., one target. Hit: 11 {2d6 + 4) piercing damage,
or 13 (2d8 + 4) piercing damage if used with two hands to
make a melee attack.

Shield Bash. Melez Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 9 (2d4 + 4) bludgeoning damage. If the target

is a Medium or smaller creature, it must succeed ona BC 15
Strength saving throw or be knocked prone.

REACTIONS

Parry. The gladiator adds 3 to its AC against one melee attack
that would hit it. To.do so, the gladiator must see the attacker
and be wielding _a'm_qgee weapon.










ScouT

Medium huranoid (any race), any alignment

Armor Class 13 (leather armor)

Hit Points 16 (3d8 + 3) ,
Speed 30 ft.
STR DEX CON INT WIS CHA
NE0) 14(+2) 12(1) NE0) 1BEY 11 (+0)

Skills Nature +4, Perception +5, Stealth +6, Survival +5
Senses passive Perception 15

Languages any one language {usually Common}
Challenge 1/2 (100 XP}

Keen Hearing and Sight. The scout has advantage on Wisdom
(Perception) checks that rely on hearing or sight.

ACTIONS

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

Shortsword. Melee Weapon Attack: +4 to hit, reach § ft., one
target. Hit: 5 (1d6 + 2} piercing damage.

Longbow, Ranged Weapon Attack: +4 to hit, ranged
1507600 ft., one target. Hit: 6 (1d8 + 2} piercing damage.

Scouts are skilled hunters and trackers who offer
their services for a fee. Most hunt wild game, but
a few work as bounty hunters, serve as guides, or
provide military reconnaissance.

SPY

Medium humanoid {any race), any olignment

Armor Class 12
Hit Points 27 (6d3)

Speed 30 fi.
STR DEX CON INT WIS CHA
00} 15(2) 100} 12(+T)  14(+2) 16 (#3)

Skills Deception +5, Insight +4, Investigation +5, Perception +6,
Persuasion +5, Sleight of Hand +4, Stealth +4

Senses passive Perception 16

Languages any two languages

Challenge 1 (200 XP)

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

Sneak Attack {1/Turn). The spy 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
within 5 feet of an ally of the spy that isn’t incapacitated
and the spy doesn't have disadvantage on the

attack roll,

Nl o

AcTiONS

Multiottack. The spy makes two melee attacks,

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target, Hit: § (1d6 + 2) piercing damage,

Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 30/120
ft., one target. Hit: § (1d6 + 2) piercing damage,

Rulers, nobles, merchants, guildmasters, and other
wealthy individuals use spies to gain the upper hand in
a world of cutthroat politics. A spy is trained to secretly
gather information, Loyal spies would rather die than
divulge information that could compromise them or
their employers.

T
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INDEX OF STAT BLOCKS

Use this index to find a specific monster stat block.

A

Asnrakocra, 12

Aboleth, 13

Abominable Yeui, 306
Acererak, 49

Acolyte, 342

Adult Black Dragon, 58
Aduli Blue Dracolich, 84
Adult Blue Dragon, 91
Adult Brass Dragon, 105
Adult Bronze Dragon, 108
Adult Copper Dragon, 111
Aduli Gold Dragon, 114
Adult Green Dragon, 94
Adult Bed Dragon, 98
Adult Silver Deagon, 117
Adult White Dragon, 161
Ajr Elemental, 124
Allosavrus, 79

Ancient Black Dragon, 87
Ancient Blue Dragon, 90
Ancient Brass Dragon, 104
Ancient Bronze Dragon, 107
Ancient Copper Dragon, 110
Anclent Gold Dragon, 113
Angient Green Dragon, 93
Ancient Red Dragon, 97
Ancient Sifver Dragon, 116
Ancient White Dragon, 100
Androsphinx, 281
Animated Armor, 19
Ankheg, 21

Ankylosaurus, 79

Ape, 317

Arcanaloth, 313
Archmage, 342

Assassin, 343

Awakened Shrub, 317
Awakened Tree, 317

Axe Beak, 117

Azer, 22

B

Babogn, 318

Bardger, 318

Balor, 55

Bandit, 343

Bandit Captain, 344
Banshee, 23

Barbed Devil, 70
Barlgura, 56

Basilisk, 24

Bat, 318

Bearded Bevil, 10
Behir, 25

Beholder, 28
Beholder Zoanbie, 316
Berserker, 344

Black Bear, 318

Black Dragon Wyrmling, B8
Black Pudding, 241

9
Blue Dragon Wyrmling, 91
Blue Slaad, 276
Boar, 319
Bone Devil, 71
Bone Maga, 23]
Brass Dragon Wyrmling, 106
Bronze Dragon Wyrmling, 109
Brown Bear, 319
Bugbear, 3
Bugbear Chief, 33
Bulette, 34
Bullywug, 35

C

Cambion, 36
Camel, 320
Carrion Crawler, 37
Cat, 320

Cave Bear, 334
Centaur, 38

Chain Devil, 72
Chasme, 57
Chimera, 32
Chuul, 40

Clowd Giant, 154
Cockairice, 42
Commoner, 345

Constricior Snake, 320
Copper Dragon Wyitmling, 112
Couall, 43

Courtier. See Noble,

Crab, 320

Crawling Claw, 44

Crocodile, 320

Cult Fanatic, 345

Cultise, 345

Cyclops, 45

D

Dao, 143

Darkmantle, 46

Death Dog, 321

Death Knight, 47

Death Slaad, 278

Death Tyrant, 29

Deep Gnome {Svirfneblin), 164
Desr, 321

Demilich, 48

Deva, 16

Dire Wolf, 321

Discased Giant Rat, 327
Displacer Beast, 81
Djinni, 144
Doppelganger, B
Dracolich (lemp!ale), 83
Drait Horse, 321
Dragon Turtle. 119
Dretch, 57

Drider, 120

Drow, 128

Drow Elite Warrior, 128
Drow Mage, 129

Drow Priesteas of Lolth, 129
Druid, 346

Dryad, 121

Duergar, 122
Duodrone, 225

Dust Mephit, 215

E

Eagle, 322

Earth Elemental, 124
Efreeti, 145
Elephant, 322

Elk, 322

Ewpyrean, 130
Erinyes, 73

Ettercap, 131

Ettin, 132

F

Faerie Dragon, 133
Fire Elemental, 125
Fire Giant, 154
Fire Snake, 265
Flameskull, 134
Flesh Golern, 169
Flumph, 135
Fiying Snake, 322
Flying Sword, 20
Fomorian, 136
Frog, 322

Frost Giant, 155

G

Galeb Duohr, 139
Gargoyle, 140

Gas Spore, 138
Gelatinous Cube, 242
Ghast, 148

Ghost, 147

Ghoul, 148

Giant Ape, 323

Giant Badger, 323
Giant Bat, 323

Giant Boar, 323
Giant Centipede, 323
Giant Constrictor Snake, 324
Giant Crab, 324

Giant Crocodile, 324
Giant Eaghe, 324
Giant Elk, 325

Giant Fire Beetle, 325

o

Giant Frog, 325

Gilant Goat, 326

Giant Hyena, 326

Giant Lizard, 326

Giant Octopus, 326
Giant Qwl, 327

Giant Poisonous Snalw 327
Giant Rat, 327

Giant Scorpion, 327
Giant Sea Horse, 328
Giant Shark, 328

Giant Spider, 328

Giant Toad, 329

Giant Vulture, 329
Giant Wasp, 329

Giant Weasel, 329
Giani Wolf Spider, 330
Gibbering Mouther, 157
Githyanki Knight, 160
Githyanki Warrior, 160
Githzerai Monk, 161
Githzerai Zerth, 161
Glabrezu, 58

Gladiutor, 346

Gnoll, 163

noll Fang of Yeenoghu, 163
Gnoll Pack Lord, 163

Gold Dragcm Wyrmling. 115
Gorgen, 171

Gortstro, 59

Gray Qoze, 243

Giray Slaad, 277

Green Dragon Wyrmling, 95
Green Hag, 177
Green Slaad, 277
Greli, 172

Grick, 173

Grick Alpha, 173
Griffon, 174
Grimlock, 175
Guard, 347
Guardian Maga, 234
Gynosphinx, 282

H

Hall-Dragon {iemptate), 180
Half-Qgre, 238

Half-Red Dragon Veteran, 180
Harpy. 181

Hawk, 330

Heil Hound, 182

Helmed Horror, 183
Hezrou, 60

Hill Giant, 155

Hippogriff, 184

Haohgoblin, 186

Hobgoblin Captain, 186
Hobgoblin Warlord, 187
Homunocutus, 188

Haok Horror, 189

Horned Devil, 74

Hunter Shack, 330

Hydra, 190

Hyena, 331

I

lce Devil, 75

lce Mephie, 215

Tmp, 76

Incubus, 284

Intellect Devourer, 191
lavisible Stalker, 192
Tron Golemn, 170

Jackal, 331
Jackalwere, 193
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