




Medium elemental, neutral 
 

Armor Class 14 
Hit Points 39 (7d8+7) 
Speed fly 60 ft. (hover) 

 

Str Dex Con Int Wis Cha 
14 (+2) 19 (+4) 12 (+1) 10 (+0) 13 (+1) 13 (+1) 

 
Skills Acrobatics +6, Stealth +6 
Damage Immunities lightning 
Damage Resistances acid, poison 
Senses darkvision 60 ft., passive Perception 11 
Languages Auran 
Challenge 1 (200 XP) 

 

Elemental Resilience. When the arrowhawk takes fire or 

cold damage, roll 1d10 and reduce the damage by this 

amount. 

Actions 

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

target. Hit: 8 (1d8+4) piercing damage. 

Electricity Ray. Ranged Spell Attack: +6 to hit, range 50 ft., 

one target. Hit: 11 (2d10) lightning damage. 



Medium monstrosity, neutral 
 

Armor Class 15 (natural armor) 
Hit Points 17 (3d8+3) 
Speed 30 ft., climb 30 ft. 

 

Str Dex Con Int Wis Cha 
17 (+3) 12 (+1) 13 (+1) 2 (-4) 12 (+1) 8 (-1) 

 
Skills Athletics +5, Stealth +3 
Senses darkvision 120 ft., passive Perception 11 
Challenge 1/2 (100 XP) 

 

Actions 

Pincers. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 8 (2d4+3) piercing damage and if the target is a 

Medium or smaller creature, it is grappled (escape DC 15). 

Until the grapple ends, the cave fisher can only use its 

pincers against the grappled creature and has advantage 

on attack rolls to do so.  

Filament Shot. Ranged Weapon Attack: +5 to hit, range 60 

ft., one target. Hit: The target is restrained by the 

filament. As an action, the restrained target can make a 

DC 13 Strength check, bursting the filament on a success. 

Pouring alcohol (including cave fisher blood) on the 

filament dissolves the adhesive and grants advantage on 

this check The filament can also be attacked and 

destroyed (AC 10; hp 5; immunity to bludgeoning, 

slashing, and piercing damage from nonmagical weapons). 

The cave fisher can use an action to pull the restrained 

target up to 15 feet toward it.  

The cave fisher cannot use this attack while it has 

another target restrained by this attack. 



Large undead, neutral evil 
 

Armor Class 14 (natural armor) 
Hit Points 102 (12d10+36) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
18 (+4) 10 (+0) 16 (+3) 3 (-4) 11 (+0) 10 (+0) 

 
Skills Athletics +6, Perception +2 
Damage Immunities necrotic 
Condition Immunities charmed, exhaustion, frightened, 

paralyzed, poisoned 
Senses darkvision 60 ft., passive Perception 12 
Challenge 4 (1,00 XP) 

 

Trampling Charge. If the dread ram moves at least 20 feet 

straight toward a target and then hits with a ram attack on 

the same turn, the target takes an extra 8 (1d8+4) 

bludgeoning damage. If the target is a creature, it must 

succeed on a DC 14 Strength check or be knocked prone. If 

the target is prone, the dread ram can make one attack 

with its hooves against it as a bonus action. 

Actions 

Intimidating Charge. The dread ram moves 20 feet 

straight toward a target, uses its Ram attack, and then 

uses its Frightful Presence. 

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

target. Hit: 8 (1d8+4) bludgeoning damage.  

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

target. Hit: 8 (1d8+4) bludgeoning damage. 

Cold Flame Breath. The dread ram exhales green flame in 

a 10-foot cone. Each creature in that area must make a DC 

13 Dexterity saving throw, taking 17 (5d6) necrotic 

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

one. The dread ram can use this ability once, and regains 

the use of it when it finishes a long rest.  

Frightful Presence. Each creature of the dread ram’s 

choice that is within 60 feet of it and aware of it must 

succeed on a DC 10 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 dread ram’s Frightful Presence for the next 24 

hours. 



Large elemental, chaotic evil 
 

Armor Class 14 (natural armor) 
Hit Points 78 (12d10+12) 
Speed 30 ft., climb 30 ft. 

 

Str Dex Con Int Wis Cha 
11 (+0) 15 (+2) 12 (+1) 6 (-2) 12 (+1) 7 (-2) 

 
Skills Stealth +4 
Damage Vulnerabilities fire 
Damage Immunities cold 
Senses darkvision 60 ft., passive Perception 11 
Languages Primordial 
Challenge 2 (450 XP) 

 

Frigid Aura. When a creature starts its turn within 20 feet 

of the frost salamander, they take 4 (1d8) points of cold 

damage. 

Actions 

Multiattack. The frost salamander makes four claw 

attacks and one bite attack. 

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

target. Hit: 3 (1d6) slashing damage. 

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

target. Hit: 7 (2d6) piercing damage. 



Huge monstrosity, unaligned 
 

Armor Class 17 (natural armor) 
Hit Points 207 (18d12+90) 
Speed 30 ft., burrow 15 ft. 

 

Str Dex Con Int Wis Cha 
24 (+7) 10 (+0) 20 (+5) 2 (-4) 11 (+0) 11 (+0) 

 
Saving Throws Str +11, Con +9 
Skills Perception +4, Stealth +4 
Damage Immunities cold 
Senses passive Perception 14 
Challenge 12 (8,400 XP) 

 

Death Throes. When it dies, the frost worm turns to ice 

and shatters in an explosion. Each creature within 60 feet 

must make a DC 17 Constitution saving throw. They take 

42 (12d6) cold damage and 28 (8d6) piercing damage on a 

failed save, or half as much on a success.  

Icy Body. A creature that touches the frost worm or hits it 

with a melee attack while within 5 feet of it takes 10 (3d6) 

cold damage. 

Snowy Camouflage. The frost worm has advantage on 

Dexterity (Stealth) checks made to hide in snowy terrain. 

Actions 

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one 

target. Hit: 16 (2d8+7) piercing damage and 4 (1d8) cold 

damage. 

Trill. The frost worm emits a high-pitched sonic noise that 

causes creatures to stand motionless before it. Each 

creature of the frost worm’s choice within 60 feet must 

make a DC 12 Wisdom saving throw. On a failure, the 

creature is stunned for as long as the frost worm trills (as 

if it was concentrating on a spell). If the creature stops 

hearing the trill, is attacked, or is shaken by an ally as an 

action, it gets another saving throw, ending the effect on a 

success. If a creature’s saving throw is successful or the 

effect ends for it, the creature is immune to the frost 

worm’s Trill for the next 24 hours.  

Icy Breath. The frost worm sprays a blast of frigid air in a 

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

17 Constitution saving throw, taking 52 (15d6) cold 

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

The frost worm must finish a long or short rest before it 

can use this ability again. 



Large monstrosity, unaligned 
 

Armor Class 15 (natural armor) 
Hit Points 30 (4d10+8) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
16 (+3) 12 (+1) 15 (+2) 2 (-4) 9 (-1) 8 (-1) 

 
Skills Perception +1 
Damage Vulnerabilities cold 
Damage Immunities fire 
Senses passive Perception 11 
Challenge 1/2 (100 XP) 

 

Magic Resistance. The giant strider has advantage on 

saving throws against spells and other magical effects. 

Fire Eater. The giant strider can use fire to heal itself. 

When it would take fire damage, it recovers 4 (1d8) hit 

points. In any area of intense ambient heat (above 100 

degrees Fahrenheit), the giant strider can use its action to 

recover 4 (1d8) hit points. Once used, the giant strider 

must finish a long rest to use this trait again. 

Actions 

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

target. Hit: 7 (1d8+3) piercing damage. 

Kick. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 8 (1d10+3) slashing damage. 

Tears of Fire. The giant strider fires a small fireball from a 

duct near its eyes. The fireball travels up to 60 feet and 

explodes in a 10-ft radius sphere. Creatures in the area of 

the explosion must make a DC 12 Dexterity saving throw, 

taking 3 (1d6) fire damage on a failed save, or no damage 

on a successful one. The giant strider can use this ability 

twice, and then it must finish a long or short rest before it 

can use this attack again.  



Large monstrosity, unaligned 
 

Armor Class 16 (natural armor) 
Hit Points 210 (28d10+56) 
Speed 40 ft., climb 40 ft. 

 

Str Dex Con Int Wis Cha 
22 (+6) 15 (+2) 14 (+2) 2 (-4) 12 (+1) 7 (-2) 

 
Skills Perception +5, Stealth +6 
Senses passive Perception 17 
Challenge 12 (8,400 XP) 

 

Rend. If the girallon hits the same target with two or more 

claw attacks on its turn, it tries to tear the creature apart, 

dealing and additional 22 (2d10+12) slashing damage. 

Keen Scent. The girallon has advantage on Wisdom 

(Perception) checks that rely on scent. 

Actions 

Multiattack. The girallon makes four claw attacks and a 

bite attack. 

Claw. Melee Weapon Attack: +10 to hit, reach 10 ft., one 

target. Hit: 11 (1d10+6) slashing damage. 

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

target. Hit: 10 (1d8+6) piercing damage. 



Large monstrosity, unaligned 
 

Armor Class 14 (natural armor) 
Hit Points 137 (11d10+77) 
Speed 30 ft. 

 

Str Dex Con Int Wis Cha 
23 (+6) 10 (+0) 24 (+7) 3 (-4) 12 (+1) 8 (-1) 

 
Skills Athletics +9, Perception +4, Survival +4 
Senses passive Perception 13 
Challenge 6 (2,300 XP) 

 

Rend. If the gray render hits the same target with at least 

one claw attack and its bite on its turn, it tries to tear the 

creature apart, dealing an additional 13 (2d6+6) slashing 

damage. 

Actions 

Multiattack. The gray render makes two claw attacks and 

a bite attack. 

Claw. Melee Weapon Attack: +9 to hit, reach 10 ft., one 

target. Hit: 9 (1d6+6) slashing damage and the target is 

knocked prone or grappled (escape DC 19), the gray 

render chooses which. 

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

target. Hit: 13 (2d6+6) piercing damage. 

“No, I’m not going to stop it from bringing us 
meat. I don’t care that we don’t need it. I don’t 
care that it’s starting to smell bad. I don’t care that 
it’s attracting scavengers. I’m not doing it! For 
gods’ sakes, Helle, look at the thing! You try 
telling it ‘no!’”  

-- Hrihory the Cold, about his new friend. 



Large monstrosity, chaotic evil 
 

Armor Class 15 (natural armor) 
Hit Points 64 (10d10+10) 
Speed 40 ft., climb 40 ft. 

 

Str Dex Con Int Wis Cha 
17 (+3) 14 (+2) 13 (+1) 10 (+0) 12 (+1) 9 (-1) 

 
Skills Athletics +5, Perception +3, Stealth +4 
Senses darkvision 120 ft., passive Perception 11 
Languages Undercommon 
Challenge 2 (450 XP) 

 

Spines. A creature that touches the harpoon spider or hits 

it with a melee attack while within 5 feet of it takes 3 

(1d6) piercing damage. A creature grappling the harpoon 

spider takes this damage at the end of its turn. 

Actions 

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

target. Hit: 7 (1d8+3) piercing damage and the target must 

make a DC 11 Constitution saving throw. On a failure, the 

target is poisoned until they finish a long rest. If the saving 

throw fails by 5 or more, the target is also paralyzed while 

they are poisoned.   

Fang Harpoon. Ranged Weapon Attack: +5 to hit, range 

20 ft., one target. Hit: 5 (1d4+3) piercing damage and the 

target must make a DC 13 Strength saving throw. 

Creatures of Huge size and larger automatically succeed 

on this save. On a success, the target takes an additional 5 

(1d4+3) piercing damage as the harpoon pulls free. On a 

failure, the target is pulled in a straight line to the nearest 

unoccupied space within 5 feet of the harpoon spider.   

Impale. The harpoon spider picks up a creature and 

impales it on their spiked carapace. This attack can only 

target an incapacitated creature. It deals 7 (2d6) piercing 

damage and the target is grappled. 



Small monstrosity, chaotic evil 
 

Armor Class 13 (natural armor) 
Hit Points 11 (2d6+4) 
Speed 10 ft., fly 60 ft. 

 

Str Dex Con Int Wis Cha 
12 (+1) 13 (+1) 15 (+2) 3 (-4) 13 (+1) 6 (-2) 

 
Skills Perception +3  
Senses passive Perception 13 
Challenge 1/2 (100 XP) 

 

Actions 

Multiattack. The howler wasp makes two attacks – one 

with its bite, and one with its claws. 

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 3 (1d4+1) piercing damage.   

Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 4 (1d6+1) slashing damage.   

Sting. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 3 (1d4+1) piercing damage and the target must 

make a DC 12 Constitution saving throw or take 9 (2d8) 

poison damage and be poisoned for 1 hour. While 

poisoned, the creature suffers disadvantage on Dexterity 

saving throws.   

Reactions 

Inciting Pheromone. If a melee attack reduces the howler 

wasp to 0 hit points or it suffers a critical hit, it tries to 

douse its attacker with a chemical that drives nearby 

howler wasps into a frenzy. The attacker must make a DC 

11 Dexterity saving throw or be coated in the pheromone 

for 10 minutes or until it washes the pheromone off with 

water. Howler wasps have advantage on attacks against a 

creature coated in the pheromone, and the coated 

creature cannot hide from any howler wasp.  



Large elemental, neutral 
 

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

 

Str Dex Con Int Wis Cha 
16 (+3) 14 (+2) 16 (+3) 6 (-2) 11 (+0) 11 (+0) 

 
Skills Athletics +6, Perception +3, Stealth +5  
Damage Vulnerabilities cold 
Damage Immunities fire 
Senses blindsight 10 ft., passive Perception 12 
Languages Ignan 
Challenge 5 (1,800 XP) 

 

Fiery Body. A creature that touches the inferno spider or 

hits it with a melee attack while within 5 feet of it takes 10 

(3d6) fire damage. 

Actions 

Burning Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 

one target. Hit: 14 (2d10+3) piercing damage and the 

target must make a DC 14 Constitution saving throw or 

become poisoned. When a creature starts their turn 

poisoned by this attack, they take 14 (4d6) fire damage. A 

creature poisoned by this effect gets another saving throw 

at the end of their turn, ending the effect on a success. 

Flame Web (Recharge 5-6). Ranged Weapon Attack: +6 to 

hit, range 20/40 ft., one target. Hit: 10 (3d6) fire damage 

and the target is restrained by webbing. When a creature 

starts their turn restrained by this attack, they take 10 

(3d6) fire damage. As an action, the restrained target can 

make a DC 14 Strength check, bursting the web on a 

success. The webbing can also be attacked and destroyed 

(AC 10; hp 5; vulnerability to cold damage and immunity 

to bludgeoning, fire, poison, and psychic damage). 



Medium monstrosity, neutral 
 

Armor Class 14 (natural armor) 
Hit Points 72 (16d8) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
11 (+0) 14 (+2) 11 (+0) 6 (-2) 12 (+1) 13 (+1) 

 
Skills Athletics +2, Perception +3, Stealth +4, Survival +4 
Senses passive Perception 17 
Languages Gnoll, Goblin 
Challenge 1 (200 XP) 

 

Keen Scent. The krenshar has advantage on Wisdom 

(Perception) and Wisdom (Survival) checks that rely on 

scent. 

Actions 

Multiattack. The krenshar makes one bite attack and two 

claw attacks.  

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

target. Hit: 5 (1d6+2) piercing damage. 

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

target. Hit: 4 (1d4+2) slashing damage. 

Terrifying Screech. The krenshar tears the flesh away from 

its face, revealing exposed muscle and sinew, and makes a 

loud screech. One creature of the krenshar’s choice that 

can see and hear it must make a DC 11 Wisdom saving 

throw. On a failure, the creature is frightened for 1 

minute.   

“See a krenshar, run away. 

The pride will feast quite well today. 

See a krenshar, stand and fight. 

The pride will feast quite well tonight.” 

-- Children’s Rhyme 





Small monstrosity, lawful evil 
 

Armor Class 15 (natural armor) 
Hit Points 36 (8d6+8) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
13 (+1) 16 (+3) 13 (+1) 4 (-3) 13 (+1) 10 (+0) 

 
Skills Athletics +3, Perception +3, Stealth +5  
Senses passive Perception 13 
Challenge 1/2 (100 XP) 

 

Actions 

Multiattack. The kruthik makes two claw attacks.  

Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 4 (1d6+1) slashing damage. 

   

Medium monstrosity, lawful evil 
 

Armor Class 16 (natural armor) 
Hit Points 78 (12d8+24) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
17 (+3) 16 (+3) 15 (+2) 4 (-3) 13 (+1) 10 (+0) 

 
Skills Athletics +5, Perception +3, Stealth +5  
Senses passive Perception 13 
Challenge 3 (700 XP) 

 

Actions 

Multiattack. The kruthik makes two claw attacks and a 

bite attack, or it makes two spine attacks.  

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

target. Hit: 7 (1d8+3) slashing damage. 

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

target. Hit: 6 (1d6+3) piercing damage. 

Spine. Ranged Weapon Attack: +5 to hit, range 50/100 ft., 

one target. Hit: 6 (1d6+3) piercing damage. 

   

Large monstrosity, lawful evil 
 

Armor Class 17 (natural armor) 
Hit Points 136 (16d10+48) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
21 (+5) 16 (+3) 17 (+3) 4 (-3) 13 (+1) 10 (+0) 

 
Skills Athletics +8, Perception +4, Stealth +6  
Senses passive Perception 13 
Challenge 6 (2,300 XP) 

 

Actions 

Multiattack. The kruthik makes two claw attacks and a 

bite attack. If the kruthik starts its turn grappling an 

enemy, it can instead make four claw attacks.  

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

target. Hit: 8 (1d10+3) slashing damage and 5 (2d4) acid 

damage. 

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

target. Hit: 7 (1d8+3) piercing damage and 5 (2d4) acid 

damage. 



Medium aberration, chaotic evil 
 

Armor Class 13 (natural armor) 
Hit Points 52 (8d8+16) 
Speed 40 ft. 

 

Str Dex Con Int Wis Cha 
13 (+1) 17 (+3) 15 (+2) 6 (-2) 10 (+0) 6 (-2) 

 
Skills Survival +2  
Senses passive Perception 10 
Languages -- 
Challenge 1 (200 XP) 

 

Reactive Limbs. The mad slasher possesses six reactions 

that it can use only for opportunity attacks. 

Actions 

Whirlwind Attack. The mad slasher makes one claw attack 

against every creature within 5 feet of it.  

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

target. Hit: 7 (1d8+3) slashing damage. 



Small monstrosity, unaligned 
 

Armor Class 12  
Hit Points 18 (4d6+4) 
Speed 40 ft., climb 20 ft., swim 20 ft. 

 

Str Dex Con Int Wis Cha 
10 (+0) 15 (+2) 13 (+1) 2 (-4) 12 (+1) 6 (-2) 

 
Skills Athletics +2, Perception +3, Stealth +5  
Damage Immunities lightning 
Senses blindsight 60 ft., passive Perception 13 
Challenge 1/4 (50 XP) 

 

Actions 

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

target. Hit: 4 (1d4+2) piercing damage. 

Lethal Shock. The shocker lizard can only use this action if 

at least one other shocker lizard is within 20 feet.  The 

shocker lizard can target any creature within 20 feet of 

any shocker lizard. The target must make a DC 12 

Dexterity saving throw, taking 9 (2d8) lighting damage on 

a failure and half as much on a success. 

Every shocker lizard after the first within 20 feet of the 

attacking shocker lizard adds 4 (1d8) lightning damage to 

this attack, and increases the DC of the Dexterity saving 

throw by 1.  

Stunning Shock. One creature within 5 feet of the shocker 

lizard must make a DC 11 Constitution saving throw or 

take 4 (1d8) lightning damage and be stunned until the 

end of their next turn. 



Medium monstrosity, chaotic evil 
 

Armor Class 12 (natural armor) 
Hit Points 38 (7d8+7) 
Speed 30 ft., swim 30 ft. 

 

Str Dex Con Int Wis Cha 
8 (-1) 13 (+1) 13 (+1) 12 (+1) 8 (-1) 13 (+1) 

 
Skills Athletics +1, Intimidation +3, Survival +1, Stealth +3 
Damage Immunities lightning 
Senses passive Perception 9 
Languages Aquan, Infernal 
Challenge 1/2 (100 XP) 

 

False Appearance. When it is still, a spark lasher 

resembles a carpet of floating plant life. A creature that 

can see the spark lasher can discern its true nature with a 

DC 15 Intelligence (Nature) check.  

Actions 

Tentacle. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 13 (3d8) lightning damage. 

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one 

target. Hit: 4 (1d6+1) piercing damage. 



Medium elemental, neutral 
 

Armor Class 12 (natural armor) 
Hit Points 55 (10d8+10) 
Speed 30 ft., burrow 30 ft. 

 

Str Dex Con Int Wis Cha 
15 (+2) 13 (+1) 13 (+1) 6 (-2) 12 (+1) 10 (+0) 

 
Skills Perception +3, Stealth +3 
Damage Vulnerabilities cold 
Damage Immunities fire 
Senses blindsight 60 ft., passive Perception 12 
Languages Ignan, Terran 
Challenge 1 (200 XP) 

 

Absorb Fire. The thoqqua can use fire to heal itself. When 

it would take fire damage, it recovers 4 (1d8) hit points. 

Once used, the thoqqua must finish a long rest to use this 

trait again. 

Fiery Body. A creature that touches the thoqqua or hits it 

with a melee attack while within 5 feet of it takes 7 (2d6) 

fire damage. Any nonmagical weapon that hits the 

thoqqua burns or melts. After dealing damage, the 

weapon takes a permanent and cumulative -1 penalty to 

damage rolls. If its penalty drops to -5, the weapon is 

destroyed. Nonmagical ammunition that hits the thoqqua 

is destroyed after dealing damage.  

A thoqqua can also burrow through solid stone by 

making it molten for a short time as it passes through. 

Actions 

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

target. Hit: 4 (1d6+2) piercing damage and 7 (2d6) fire 

damage. The thoqqua can also choose a nonmagical 

object being worn or carried by the target. If the target is 

a shield or armor, it takes a permanent and cumulative -1 

penalty to the AC it offers. Armor reduced to an AC of 10 

or a shield that drops to a +0 bonus is destroyed. If the 

target is any other piece of nonmagical equipment, it is 

destroyed.  



Medium fiend, neutral evil 
 

Armor Class 16 (natural armor) 
Hit Points 60 (8d8+24) 
Speed 40 ft., fly 60 ft. 

 

Str Dex Con Int Wis Cha 
15 (+2) 13 (+1) 17 (+3) 6 (-2) 12 (+1) 14 (+2) 

 
Skills Perception +3, Stealth +3, Survival +3 
Damage Resistance bludgeoning, piercing, and slashing 

damage from nonmagical weapons that aren’t silvered. 
Senses darkvision 60 ft., passive Perception 13 
Languages Common 
Challenge 1/2 (100 XP) 

 

Keen Scent. The yeth hound has advantage on Wisdom 

(Perception) and Wisdom (Survival) checks that rely on 

scent.  

Actions 

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

target. Hit: 6 (1d8+2) piercing damage.  

Bay. Any non-fiend within 60 feet of the yeth hound that 

can hear it must make a DC 12 Wisdom saving throw or be 

frightened of all yeth hounds. A creature that cannot hear 

any yeth hound 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 any yeth hound’s Bay for 

the next 24 hours.



Huge monstrosity, neutral 
 

Armor Class 14 (natural armor) 
Hit Points 123 (13d12+39) 
Speed 20 ft., fly 60 ft. 

 

Str Dex Con Int Wis Cha 
18 (+4) 14 (+2) 17 (+3) 7 (-2) 13 (+1) 11 (+0) 

 
Skills Perception +3, Survival +3 
Damage Vulnerabilities thunder 
Condition Immunities blinded 
Senses blindsight 120 ft. (blind beyond this radius), 

passive Perception 13 
Challenge 4 (2,300 XP) 

 

Actions 

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

target. Hit: 13 (2d8+4) piercing damage.  

Thunder Lance (Recharge 3-6). The yrthak uses one of the 

following sonic lance attacks. 

Thunder Ray. Ranged Spell Attack: +5 to hit, range 60 ft., 

one target. Hit: 21 (6d6) thunder damage. 

Explosive Debris. The yrthak targets some solid surface 

within 60 feet of it, and causes an explosion of shrapnel 

from being hit with the thunder lance. Creatures within 

10 feet of that point can make a DC 13 Constitution 

saving throw, taking 14 (4d6) piercing damage on a 

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



Creature CR Type Alignment Plane Locations 

Arrowhawk 1 Elemental Neutral Air Ruins 
Cave Fisher 1/2 Monstrosity Neutral Material Underdark 
Dread Ram 4 Undead Neutral Evil Material Demon Shrines 
Frost Salamander 2 Elemental Chaotic Evil Frostfell Glaciers 
Frost Worm 12 Monstrosity Unaligned Material Tundra 
Giant Strider 1/2 Monstrosity Unaligned Material Volcanoes 
Girallon 12 Monstrosity Unaligned Material Jungles 
Gray Render 6 Monstrosity Unaligned Material Wetlands 
Harpoon Spider 2 Monstrosity Chaotic Evil Material Underdark 
Howler Wasp 1/2 Monstrosity Chaotic Evil Material Forests 
Inferno Spider 5 Elemental Neutral Fire Fire Shrines 
Krenshar 1 Monstrosity Neutral Material Forests 
Kruthik Hatchling 1/2 Monstrosity Lawful Evil Material Underdark 
Kruthik Adult 3 Monstrosity Lawful Evil Material Underdark 
Kruthik Elder 6 Monstrosity Lawful Evil Material Underdark 
Mad Slasher 1 Aberration Chaotic Evil Material Jungles 
Shocker Lizard 1/4 Monstrosity Unaligned Material Swamps 
Spark Lasher 1/2 Monstrosity Chaotic Evil Material Swamps 
Thoqqua 1 Elemental Neutral Fire Underdark 
Yeth Hound 1/2 Fiend Neutral Evil Hades Hills 
Yrthak 4 Monstrosity Neutral Material Mountains 

 


