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Introduction

“Far better is it to dare mighty things, to win glorious triumphs, even though checkered by failure...than to rank with those poor
spirits who neither enjoy nor suffer much, because they live a gray twilight that knows not victory nor defeat.”

—Theodore Roosevelt, Battlemaster

PREFACE

Imagine you have been running a game of 5th Edition for some time
now, and the characters have passed the 10th level benchmark. As their
powers increase, you find yourself struggling to field compelling foes that
threaten these seemingly invincible heroes with defeat. As you scour the
world in search of resources to improve your game’s monsters, you find
yourself spending more and more time customizing a handful of foes to
meet your encounter needs. It’s exhausting, time-consuming, and frus-
trating to see an ambush undone by a simple banishment spell or to watch
your dragon boss fight be butchered in a single turn by a paladin’s critical.
This pain has driven many an experienced DM to retire a campaign when
it should be at its most exciting. Whether you are looking for a solution
to these aforementioned problems or just need some deadly, high-level
foes for your next game, the Total Party Kill Bestiary is here to inspire fear
and shred character sheets, no matter the level of your players’ characters.

The creatures in this book will eat skilled adventurers for breakfast.
Overconfident or careless characters will find themselves petrified by
the song of a beautiful fey bird, slain instantly by an undead horseman
heralding death, or the favorite chew toy of a ravenous brown dragon.
These monsters will feel right at home in your game world, lurking in its
darkest corners or conquering nations. Bizarre, mysterious, malevolent,
or virtuous, these creatures are exclusively high-level threats suitable only
for veteran heroes. Wherever these foes appear, they will make an impact,
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VIOLENT CONTENT WARNING

The Totally Party Kill Bestiary contains many fantastic and won-

derous creatures to delight your players. It also contains some
pretty dark and gruesome critters that will do gnarly stuff to
PCs who encounter them. We feel that such designs add an
air of menace and danger that inspires real fear and disgust

in players; emotions can be just as important to the RPG
experience as fun, laughs, and thrills. However, that doesn’t
mean they are for everyone, and you should take the prospect
of integrating creatures that push this boundary seriously.
The last thing we want is to see someone walk away from your
game table because of something we made, so please talk to
your players about how far you can push violence against their
characters using some of the monsters contained with these

pages. You don't have to give everything away but do your best

to ensure the people at your table don’t get hurt.
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putting your players’ skills to the test and contributing to a vibrant and

dangerous campaign.

ACKNOWLEDGEMENTS

Designing monsters is our favorite part of writing RPGs, and thanks to
those devious supporters who backed this project, we are privileged to
bring these deadly creations to your game table. Every character slain by
these fearsome foes is done so in their name, an outcome made all the
more certain by our dedicated play testers and critics who helped this
project behind the scenes. To our backers at levels big and small, we make

the following dedication.

Defeat is as noble a teacher as victory, and thanks to you we can share
this lesson with countless 5th Edition gamers. You inspired us to use
every ounce of our skill, imagination, and experience to create creatures
beyond our wildest expectations. Between fiendish cackles and devious
smiles, we wrote this book and truly believe it to be an important work
that will change the way people play 5th Edition. For that opportunity

and experience we offer our humblest thanks.

In loving memory of James A. Leslie, an avid gamer, RPG enthusiast, and
online D&D freelance writer. His fun loving nature, generosity, and gift of
humor drew many friends and many strangers (soon-to-be friends) to his
memorable and inventive D&D nights. As he once wrote, “Let your dice
tell your story.”

- The 2CGaming Team

Special thanks go to Carter for compiling etrata for us to address. We
would also like to thank our contributing writers on this project, each
of which conceived of and wrote a monster group found within. When
your group gets TPK'd by a squad of valkyrie, hoard of voidborn, or a
malevolent fell-beyonder, you will know who to thank!

Ben King — Voidborn - Ben King is a gamer and designer living in Indi-
ana with his wife and their very own beast of a dog. When he’s not busy
working as a registered veterinary technician, he’s trying to find the most
elusive beast of all: more time for TTRPGs.

Grant Ellis — Fell Beyonders - Grant Ellis is an independent content
creator for tabletop roleplaying games and is known as the Bad Boy of
Gaming. He has leveraged 2CGaming products to challenge parties

across a variety streaming platforms.

Talio — Valkyrie - Talio has been running games for a few years now. When
he’s not working professionally you can find him working on his home
brew campaign. He hopes everyone has fun with the book and reminds
all the dm’s that monsters are great, but a good story brings it all together.



WHAT IS IN THIS BOOK

This book is more than just another appendix of monsters. It is a tactical
assortment of brutally dangerous enemies organized into groups for
optimal use by a DM. In addition to a group’s combat statistics, also
included are crucial tactical information to run challenging encounters,
lore to seamlessly integrate these creatures into your game world, and
other fun details that showcases monsters like never before. Almost every
monster found within this book has a challenge rating of 10 or higher
and is designed to withstand some of the greatest high-level character
strengths. This is not another monster encyclopedia. This book’s content
is intended to be used in a way most appropriate for your game and em-
powers you to do so. Whether you need a villain to foreshadow a coming
apocalypse or a devious threat that pushes players to their limits, this
book provides you with both the statistics and the tools to make that
possible.

Anatomy of a Monster Group

Monsters within this book are compiled into thematic groups that
share a background, lore, and ecology; imaginatively named “monster
groups.” Each monster group section contains its members’ combat
classifications, favors and foils, which member possesses the fearsome
“TPK brand,” lore, tactics, plot hooks, treasure, ecology, and special notes
by iconic gnome bard, Talien Vos Karven. This section details the
significance of each of those elements, which are critical for you

to understand to achieve best results when designing encounters

featuring said monsters.

Monster Classifications

Monsters within this book are classified into groups based on their
strengths and abilities, which helps a DM easily understand their
role on the battlefield. Each monster possesses a classification, with
the most powerful among them being “Elites” who are proficient
in multiple classifications simultaneously. By understanding this
system of classifications, you can craft encounters that deliver on a
specific challenge you want your players to experience. Do you want
your heroes to dodge sniper fire as they storm a fortress? Use an artil-
lery creature. Looking for a fearsome beast that crushes adventurers
beneath its feet? Try a brute. Perhaps you need a final boss for your
dungeon, in which case all you must do is find an appropriate elite. This
system is a throwback to 4th Edition and helps create encounters that
deliver on a specific style of play. The details of each monster classifica-

tion and how to use them can be found in this section.

Artillery. The artillery classification indicates ranged combat specialists
with abilities that can harry enemies from afar. Only the best snipers can
match an artillery creature at ranged combat, which can often unleash
firepower that puts even the most optimized eldritch blast—slinging
warlock to shame. Artillery creatures are vulnerable at close range, relying
on allies or their own evasive abilities to stay out of melee. An artillery
wants to end a fight from afar, keeping its enemies on the defensive and

struggling to find cover.

Brute. Brutes are brutal melee combatants specializing in giving out as
much punishment as they take. Free from player interference, a brute quickly

pulverizes vulnerable characters and dismantles tactical advantages.

Brutes can be counted on to take powerful hits and often do so to protect
vulnerable allies or objectives. A brute seeks to be the focus of a fight, soak-

ing up punishment and returning the favor tenfold.

Controller. Controllers may not be the ones who kill a character, but they
certainly make things easier for their allies. Controllers unleash debilitat-
ing effects that impair or cripple their enemies and are most effective
when paired with more directly lethal creatures able to capitalize on
advantages the controller provides. A controller wants to secure victory
through tactical superiority, placing itself and its allies into a winning
position, the tabletop equivalent of setting up a checkmate.

Elite. Elites are monsters with enough diverse strengths to fit multiple
classifications. Only the most powerful of creatures are elites and possess
few weaknesses that adventurers can exploit. As rare as they are power-
ful, elites can be considered bosses that lurk at the end of a dangerous
dungeon or the climax of an epic adventure. An elite is often legendary
and crushes opposition with overwhelming power.

Leader. Leaders are masterful support creatures that aid allies with
healing, magical enhancement, and other powerful buffs. Leaders rarely
possess significant kill potential, focusing instead on teamwork and
keeping their deadly allies in top fighting shape.
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Leaders need at least a few allies to help, preferring those that help them
accomplish their encounter objectives. In combat, a leader alleviates harm
on its allies, undoing damage with an efficiency that is nearly impossible

to outclass.

Lurker. Master ambushers and assassins, lurkers strike first and hard.
Using evasion and stealth to achieve their goals, lurkers are slippery foes
that are difficult to lock down and destroy. Because adventurers travel in
groups, most lurkers require the assistance of other creatures to finish the
job. A lurker seeks to systematically and swiftly eliminate threats, taking
heroes out of commission before they have a chance to respond.

Skirmisher. Mobility specialists, skirmishers use hit-and-run tactics to
deliver precise blows while avoiding reprisal. A skirmisher can swiftly
capitalize on a vulnerable enemy or disrupt a tactical advantage. Clever

skirmishers are good at teamwork, waiting for the precise moment to
strike or baiting frustrated adventurers into chasing them into traps.
A skirmisher wants to frustrate and harass its target, too dangerous to
ignore but too elusive to easily kill.

Soldier. Tactical melee combatants of the highest caliber, a creature with
the soldier classification is an implacable barrier that cannot be overcome
with brute force. These creatures often plant themselves firmly between
any force seeking to assail weaker allies, punishing those who injure their
comrades with a frightful vengeance. A solider never fights alone and
wants to enable and protect its more vulnerable allies to achieve victory.

Favors and Foils
An understanding of a creature’s strengths and weaknesses is essential

to a successful encounter. Along with a monster’s classification will be a

J

TITANIC CREATURES

\

The Total Party Kill Bestiary features a number of creatures with

a unique set of traits, summarized by classifying it as a titanic
creature. A titanic creature is truly massive — with a unique anatomy
that doesn’t make sense for it to be treated as a single target. It has
multiple sections, each of which functions like an independent
creature, relying on the monster’s core statistics for most of its
effects. Each section has the same AC, resistances, immunities, and
saving throw bonuses as the base statistical block of the creature.
Sections are affected by conditions and other effects individually,
unless explicitly stated otherwise in the section’s traits. A titanic
creature’s statistics describe how much space the creature takes up
along with each of its sections, as well as its height. If you're using
physical miniatures, you're unlikely to have a massive miniature
that’s appropriate, so you may have to improvise something.
Because a titanic creature is so big, creatures smaller than it can
always occupy the same space, or move through the titanic creature’s
space without penalty, and titanic creatures neither take nor
provoke opportunity attacks.

Every titanic creature has a core section. If the “core” section is
reduced to zero hit points, the titanic creature is slain. Other
sections that are reduced to zero hit points become incapacitated
for as long as it has zero hit points, but the creature as a whole
remains alive and well. Some creatures can restore incapacitated
sections during a fight while others can't. In general, unless a titanic
creature has an ability that allows it to restore an incapacitated
section, it can only do so if it finishes a long rest, which allows each
section to individually spend Hit Dice to recover hit points.

In combat, every section has a fixed initiative result that it acts

on. On each section’s turn, if that section has a speed, the entire
creature can move during that section’s turn, following normal rules
for movement. In some cases, a creature may have a certain speed
on a specific section’s turn, such as a dragon with a “wings” section

only having a fly speed when its “wings” act.

Characters can attempt to climb a Titanic creature as part of their
movement by making an Athletics or Acrobatics check (their choice)
opposed by the creature’s Athletics or Acrobatics check (DM'’s
choice). Success means they can move up to half their speed along
the creature, failure means they stay where they are, whether that’s
on the ground or upon the creature. Making this attempt doesn’t
require an action, but a creature can only attempt it once per turn. If
a creature takes damage while climbing a titanic creature or a forced
movement effect would push or pull them while climbing, they must
make a Strength or Dexterity saving throw (their choice) against

a DC of half the damage taken or 10, whichever is higher. Success
means they hold on, remaining where they are. Failure means they
fall, dropping to the ground in the titanic creature’s space and taking
falling damage as appropriate. Titanic creatures have disadvantage
on all attacks against creatures that are currently climbing them.

You should use your best judgment when it comes to targeting a
creature’s sections. Ranged attacks should be able to target any section
if the caster is within range of the creature, but melee attacks and touch
spells can only target sections the character could conceivably reach.
A fighter with a sword, for example, isn’t going to be able to attack the
head of a 60-foot tall golem, he'll be stuck hacking at the legs.

Likewise, use your best judgment when it comes to applying status
effects to the titanic creature. Casting dominate monster on a
dragon’s tail, for example, probably won't work. It would need to
target the creature’s head or its core to be effective. Likewise, you
probably can’t knock a golem’s arm prone. Otherwise, most effects
will only affect one section of the creature. For example, you could
stun a creature’s arms or legs, preventing them from acting, but the
rest of the creature would act as normal. Finally, most titanic creatures
are immune to forced movement and teleportation effects unless they
wish to be affected.

To avoid making dozens of rules to cover every possibility, control
of the details is in your hands. Go with what feels right from the
descriptions provided above and your own sense of fair play.




short list of character abilities and features that favor or foil the monster’s
own abilities and features. Use this information to ensure your encoun-
ters challenge the players in the right ways, giving them a specific path to
victory. Some monsters favor no features, meaning there are no optimal

paths to succeed against it.

Favors. Which character features, classes and abilities perform well against

the monster.

Foils. Which character features, classes and abilities perform poorly against

the monster.

_Total Party Kill Brand
. With a book full of deadly, high-level monsters, it is difficult

to imagine there are even more lethal threats. Unfortunately
2 for would-be heroes, a majority of monster groups within
this tome have a single member that is marked with a special
skull emblem, declaring it a lethal threat. These monsters are
certified party-killers, guaranteed to deliver the toughest fight
possible for their challenge rating. Each branded creature possesses

abilities that when applied by a skilled DM make for an extraordi-
narily dangerous encounter. Such creatures should never be used lightly
and only if you are absolutely certain your players can handle being wiped
out. These creatures do not fight fair. Their abilities are devastating and
overwhelming when used correctly, not only to adventurers but to the
world around them. Consider carefully the consequences to both your
narrative and gameplay when implementing such a foe.

Talien’s Companions

Many of the creatures presented in this book have a statement by the
gnome bard Talien Vos Karven, sharing his personal experiences with
the monster, along with the occasional insight from his adventuring
companions. These sections are examples of in-character assessments of
the creatures found in each monster group, and we encourage you to use
them as examples when considering how NPCs in your game world view
and talk about such creatures. If you wish to make Talien or his compan-
ions a part of your game, some basic details are provided below, and keep
an eye out for their appearances in our other projects.

¢ Kaya Thul. Aaismar Artifacer

¢ Masako. Half-Orc Barbarian

e Talien Vos Karven. Deep Gnome Bard

o Elkus. Mountain Dwarf Cleric

e TIonia. Wood Elf Druid

¢ Heletak-Pyeha. Goliath Elementalist

e Zau-Hek. Dark EIf Fighter

e Slate. Battleforged Monk

e Sister Solaria. Human Paladin

¢ Haloa Okalani. Bronze Dragonborn Ranger
* Ava Sonos. Human Rogue

¢ Shauna Troublefoot. Lightfoot Halfling Sorcerer
e Johan K'lay. Half Elf Warlock

¢ Archmagister King. Tiefling Wizard

Lore
While every monster in this book is presented with the usual array of
information about its background and features, information that a DM

can make available to players is also included. When your players want
to research a foe before facing it in battle, you can allow them to attempt
certain group ability checks to gain valuable lore that will improve their
odds of success against it. Groups wishing to attempt such checks should
make significant efforts to even attempt the roll—gathering evidence,
tracking movements, consulting wise beings, or delving through forgot-
ten tomes. Once the party has done so, they may attempt a group ability
check as detailed in the monster’s lore section. Depending on the result,
the party gains valuable information about the monster’s behavior and
abilities, examples of which are found in each monster’s lore table. You
should alter this section and the lore therein at your discretion to better
fit your game world. Unless the characters are extremely powerful, give
them a chance to gain lore about creatures found in this book. It can
make for a meaningful downtime activity between adventures, and odds
are itwon't spoil the encounter. If they choose to pass on the opportunity,
the players have no one to blame but themselves when your monster lays
them out.

Tactics

Monsters with a high challenge rating are far more complicated than
their low-class comrades. This makes the DM’s job harder, so it is essen-
tial to combat the ever-expanding powers characters attain at high levels.
To mitigate the challenges of running encounters featuring complex
creatures, each monster has a tactics section with recommended average,
easier, and harder tactics. Use these suggestions to cut down on prepara-
tion time and as a reference when you aren’t sure what your monster
should do. No matter what your players’ skill level, this section will help
you craft a finely tuned encounter of any desired difficulty.
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Plot Hooks

When you find a monster youd like to include in your game, this section
provides you with fantasy scenarios to make it a part of your game world.
These hooks can be small story elements to put your creature on the map
or important plot threads that tempt players into going on a monster

hunt that spans a dozen sessions.

Treasure

A hard-won victory deserves a suitable reward, and many of the creatures
in the Total Party Kill Bestiary possess valuable equipment or are made of
rare components that can be forged into useful items. When a monster
has a treasure section, it is still at your discretion what the characters
receive as a reward after defeating the monster. However, it is recom-
mended you grant these rewards for particularly demanding encounters.
On top of making victory taste all the sweeter, such treasures serve as
trophies to remind players about their past conflicts and make for a good
story to tell at the local tavern.

Ecology

Even the most fiendish of monsters have a home, and their ecology sec-
tion details where they prefer to live, explore, and hunt. Use a creature’s
ecology when considering its role in your game world. While you can
certainly plop any monster into a dungeon without context, creatures of
power have a difficult time existing without making some impact on the
world around them. By letting your creatures have something to do in
their free time, you can foreshadow an encounter or motivate players to

act against it.

HOW TO USE THIS BOOK

Whether they be obnoxious do-gooders spreading virtue about your
grimdark game world or self-serving murderers smashing your intricate
narratives to pieces, eventually characters need a good old fashion beat
down. To suffer defeat is a meaningful RPG experience, and to snatch
victory from the jaws of failure is always a campaign highlight. While the
“TPK” in the book’s title need not be taken literally, every game needs a
few moments when the players wonder, Is this the end?

To make best use of this book and its monsters, you will need the 5th Edi-
tion core rules on hand to construct encounters. Your skills as a DM will
come into play while implementing this content into your world. While
it’s tempting to completely wreck your players with an impossibly powerful
creature, the goal of the Total Party Kill Bestiary is to put the most powerful
characters in 5th Edition through fights that challenge and excite them.
You should familiarize yourself with the general rules of encounter build-
ing, particularly those concerning combat encounter difficulty.

Because these monsters are organized into groups, where there is one, there
are often more. Running a monster from this book can be the characters’
first introduction to what becomes an entire family of lethal beasts, making
them ideal for recurring enemies that continually raise the difficulty bar.
Most of the time, characters can observe and interact with monster groups
without fighting. These monsters can be more than deadly threats that lurk
in a dungeon. They can tell a story, facilitate world building, and provide
character niches that intrigue and disgust your players.
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How the Bestiary

Measures Challenge Rating

Every monster in 5th Edition has a challenge rating that indicates what
its difficulty should be relative to characters of a certain level, and the
ones found here are no different. Using challenge rating appropriately
with these creatures can result in easy, medium, hard, and deadly encoun-
ters according to the general rules of encounter building. This section
talks about using the Total Party Kill Bestiary and the 5th Edition rules for
determining challenge rating to create a quality high-level experience you
can find nowhere else.

J N

HIGH-LEVEL PLAY & LADY LUCK

With high-level play in 5th Edition comes big numbers. As

a creature’s chance to hit, save DCs, AC, and other features
improve, so too do its odds of success in its endeavors or
chances of foiling its attackers. Where the d20 was once the
biggest factor in determining success at lower levels, at high
levels a creature’s (or character’s) significant bonuses to their
advantages weigh more heavily. A creature with a +20 to hit
is probably going to land most of its attacks regardless of its
d20 rolls, and its damage rolls are going to be more consistent
with a +10 bonus from its Strength. With the exception of
the natural 1 and natural 20, this means you can expecta
more average result from creatures in your encounters with
fewer twists from wacky rolls. Beware! This consistency also
applies to your encounter’s weaknesses. Having no bonuses
to an Intelligence saving throw means your creature has
almost no chance of beating a DC 19 saving throw versus a
feeblemind spell. While this truth requires more forethought
when building your encounters, it also makes predicting
encounter outcomes and dynamics a lot easier. Use this

to your advantage to deliver on more precise results and

encounter goals!

A\ s

What Changes at High Levels

To a group of adventurers, death at 1st level is a catastrophe, at 6th
level a significant inconvenience, at 10th level a pit stop, and at 15th
level a speedbump. When you are dealing with characters who can exile
their foes to other planes, wish reality into new forms, or enslave a small
army of minions, providing a challenge means thinking about the game
differently. While your encounter might technically be “deadly,” killing
a 16th-level fighter doesn’t mean much when his cleric friend burns a
single 3rd-level spell slot to cast revivify. When thinking about encounter
difficulty for characters of 10th level or higher, we recommend changing
the goals of encounters to reflect the following instead of their traditional
explanations. When using monsters from the Total Party Kill Bestiary with
encounter-building tools, these are the intended difficulty results. When
using monsters from other resources, you probably have to assume the
challenge ratings provided are actually lower than what they need to be
to achieve these kinds of encounter results.




e Easy. An easy encounter requires almost no effort to overcome. ¢ Deadly. A deadly encounter is an extraordinary event that

High-level characters will blaze through these encounters quickly can smash even the most powerful heroes into pieces. Every

and efficiently (sometimes with a single spell cast), making them time you run one of these encounters, an unprepared party

better suited for storytelling tools than actual challenges. High level should be guaranteed defeat in one fashion or another.

heroes have better things to do than battle weak foes that do not Nothing the party does should be enough to assure victory,

test their abilities. A party can handle an a near unlimited number only provide them a fighting chance. Your players should feel

of these encounters in an adventuring day. like the encounter threatens to end their adventuring career

e Medium. A medium encounter should be dangerous to any and should require an extraordinary amount of skill (and

party that does not take it seriously. Player arrogance, laziness, luck) to emerge unscathed. Most deadly encounters aren't

or ignorance should cost the party significant resources, while a lethal enough to actually end the campaign but should have

well-prepared and focused group should not be in mortal danger significant consequences for failure. However, if you have the

unless they get supremely unlucky. A party can handle between four iron will required to let your game end based on the encoun-

to five of these encounters in a single adventuring day. ter’s outcome, using an appropriate creature bearing the TPK

brand can make that a reality. A party can handle one of these

e Hard. A hard encounter is a brutal experience. If a party goes in ) . . -
encounters in a single adventuring day, commonly requiring a

unprepared, they will suffer dire consequences: deaths, massive . .
4 N long rest immediately afterward.
resource expenditures, and negative impacts to the story. Even a

Bestiary by Challenge Rating

The monsters within the Total Party Kill Bestiary are presented here in

party fully prepared for the trials ahead will be tested, having to apply
every ounce of their skill and creativity to succeed. A party can handle

between two to three of these encounters in a single adventuring day.  order by challenge rating.

BESTIARY BY CHALLENGE RATING

(AN CREATURE NAME MONSTER GROUP REATURETYPE  CLASSIFICATION  LEGENDARY  TITANIC  TPK BRAND
5 Enokitake Enokitake Plant Brute No No No
6 Wyrmling Brown Dragon Brown Dragons Dragon Brute No No No
8 Wyrmling Imperial Dragon Imperial Dragons Dragon Skirmisher No No No
10 Banded Agony Viper Assassin Vipers Beast Lurker No No No
10 Gallium Goo Metallic Oozes Ooze Brute No No No
10 Tiger of Legend Beasts of Legend Beast Brute Yes No No
10 Twisting Hate Maleophages QOoze Lurker No No No
10 Wandering Deathroller Demon Seeds Plant Skirmisher No No No
11 Drakoptera Vermindrakes Monstrosity Skirmisher No No No
11 Giant Elk of Legend Beasts of Legend Beast Brute Yes No No
11 Living Abjuration Animus Arcana Construct Controller No No No
11 Living Conjuration Animus Arcana Construct Controller No No No
11 Living Divination Animus Arcana Construct Controller No No No
11 Living Enchantment Animus Arcana Construct Controller No No No
11 Living Evocation Animus Arcana Construct Controller No No No
11 Living Illusion Animus Arcana Construct Controller No No No
11 Living Necromancy Animus Arcana Construct Controller No No No
11 Living Transmutation Animus Arcana Construct Controller No No No
11 River-Blessed Nartheneen Humanoid Leader No No No
12 Burrowing Traproot Demon Seeds Plant Lurker No No No
12 Death Wrack Maleophages QOoze Lurker No No No
12 Fortress Divine Hammer Angels Celestial Soldier No No No
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BESTIARY BY CHALLENGE RATING

e CREATURE NAME MONSTER GROUP REATURETYPE CLASSIFICATION ~LEGENDARY  TITANIC  TPK BRAND
2 Hadala-Lophi Hadala-Lafeda Fey Controller No No No
12 Octoshark Abominable Hybrids Monstrosity Brute No No No
12 Royal Crooning Spellwing Birds of Paradise Fey Controller No No No
12 Utterance of Damnation Utterances of Truespeech  Humanoid Elite No No No
12 Young Brown Dragon Brown Dragons Dragon Brute No No No
13 Ferrophlegm Metallic Oozes Ooze Skirmisher No No No
13 Ironthorn Snipeshrub Demon Seeds Plant Artillery No No Yes
13 Living Galleon Behemoth Mimics Monstrosity Lurker No Yes No
13 Lynchwood Lynchwoods Plant Brute No Yes No
13 Sun-Cursed Nartheneen Humanoid Soldier No No No
13 Utterance of Blood Utterances of Truespeech  Humanoid Leader No No No
13 Utterance of Erudition Utterances of Truespeech  Humanoid Controller No No No
14 Drakuto Vermindrakes Monstrosity Brute No No No
14 Hadala-Levinoss Hadala-Lafeda Fey Brute No No No
14 Mind Warper Maleophages Ooze Lurker No No No
14 Null Tide Voidborn Aberration Controller No No No
14 Rakshasa Andhere Rakshasa Arya Fiend Lurker No No No
14 Sublime Chastity Seven Holy Virtues Celestial Leader No No No
14 Sword-Billed Stone Singer Birds of Paradise Fey Controller No No No
14 Utterance of Un-naming Utterances of Truespeech  Humanoid Artillery No No Yes
15 Acidsap Gympie Demon Seeds Plant Artillery No No No
15 Emerald Shadow Mamba Assassin Vipers Beast Skirmisher Yes No No
15 Fell-murdona Fell-Beyonders Aberration Controller No No No
15 Maul Angelic Hammer Angels Celestial Brute No No No
15 Rakshasa Yoddha Rakshasa Arya Fiend Brute No No Yes
15 Young Imperial Dragon Imperial Dragons Dragon Skirmisher No No No
16 Eyes That Bite Voidborn Aberration Brute No No No
16 Fell-tormentdo Fell-Beyonders Aberration Brute No No No
16 Living Keep Behemoth Mimics Monstrosity Lurker No Yes No
16 Ostoyae Enokitake Plant Brute Yes No Yes
16 Sleipnirian Pegasus Valkyrie Celestial N/A No No No
17 Champion of Famine Apocalypse Dragoons Undead Controller No No No
17 Ebon Pyromancer Nartheneen Humanoid Controller No No Yes
17 Fell-ordalius Fell-Beyonders Aberration Lurker No No No
17 Golden Emperor’s Lyrebird Birds of Paradise Fey Controller Yes No Yes
17 Ice Archon Elemental Archons Elemental Soldier No No No
17 Rakshasa Haddiyon Rakshasa Arya Fiend Artillery No No No
17 Shield Maiden Valkyrie Celestial Soldier No No No
17 Tyrannosaurus Rex of Legend  Beasts of Legend Beast Brute Yes No Yes
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CHALLENGER

ING

e CREATURE NAME MONSTER GROUP REATURETYPE CLASSIFICATION ~LEGENDARY  TITANIC  TPK BRAND
18 Adult Brown Dragon Brown Dragons Dragon Brute Yes No No
18 Ahd Moar Primeval Fey Fey Controller No No No
18 Champion Fist Hammer Angels Celestial Skirmisher No No Yes
18 Concert of Lost Souls Voidborn Aberration Skirmisher No No Yes
18 Earth Archon Elemental Archons Elemental Brute No No No
18 Elder Strangler Lynchwoods Plant Brute No Yes No
18 Fell-ahng'el Fell-Beyonders Aberration Artillery Yes No Yes
18 Hadala-Medusae Hadala-Lafeda Fey Controller No No Yes
18 Slag Slime Metallic Oozes Ooze Brute Yes No Yes
18 Soul Rot Maleophages Ooze Lurker No No Yes
19 Adraknid Vermindrakes Monstrosity Lurker Yes No No
19 Champion of War Apocalypse Dragoons Undead Brute No No No
19 Fire Archon Elemental Archons Elemental Brute No No No
19 Gracious Humility Seven Holy Virtues Celestial Skirmisher No No Yes
19 Living Mage Tower Behemoth Mimics Monstrosity Artillery No Yes Yes
19 Wyrd Seer Valkyrie Celestial Artillery No No No
20 Kingslayer Cobra Assassin Vipers Beast Lurker No No Yes
20 Sharpythorapspidopustle Abominable Hybrids Monstrosity Brute No No No
20 Tasey-Am Primeval Fey Fey Controller No No No
21 Adult Imperial Dragon Imperial Dragons Dragon Elite Yes No No
21 Ancient Faerie Dragon Primeval Fey Fey Skirmisher Yes No Yes
21 Champion of Pestilence Apocalypse Dragoons Undead Artillery No No No
21 Lightning Archon Elemental Archons Elemental Skirmisher No No Yes
22 Primordial Thunderking Primordial Destroyers Giant Elite No Yes No
23 Champion of Death Apocalypse Dragoons Undead Elite Yes No Yes
23 Paramour Lich Greater Liches Undead Artillery No No No
24 Brynhildr War Queen Valkyrie Celestial Elite Yes No Yes
25 Ancient Brown Dragon Brown Dragons Dragon Brute Yes No Yes
25 Demidracolich Greater Liches Undead Artillery Yes No Yes
26 Primordial Ashcaller Primordial Destroyers Giant Elite No Yes No
27 Ancient Imperial Dragon Imperial Dragons Dragon Elite Yes No Yes
27 Drakopede Vermindrakes Monstrosity Brute Yes No Yes
27 Lich Lord Greater Liches Undead Elite No No No
28 Adamant Diligence Seven Holy Virtues Celestial Artillery No No No
28 Bloodbark Executioner Lynchwoods Plant Elite No Yes Yes
29 Living Spellstorm Animus Arcana Construct Elite Yes No Yes
30 Eternal Lich Greater Liches Undead Brute Yes No No
30 Primordial Worldbreaker Primordial Destroyers Giant Elite No Yes Yes
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Abominable
Hybrids

he phrase “a wizard did it” is often offered as explanation for the

most bizarre happenings in a fantasy world, and never is that more
accurate than with the abominable hybrids. A horrific blending of two or
more animals, abominable hybrids bring the most fearsome offensive abili-
ties of their respective components to bear. Each time a hybrid appears, it
is but one of dozens of potential combinations. As a DM, you will have
to construct a hybrid to fit the needs of your game using a convenient
“build a beast” system. This system starts with the hybrid base stat block,
and then you add two or more animal essences to it, modifying its abili-
ties and other statistics. Benefits in each essence that are marked with
“(Trait)” should be included in the final creature’s stat block for reference.
Those that don’t have that designation are just changes to be made like
increasing the hybrid’s ability scores or hit points, and they don’t need to
be copied to its stat block.

LORE

A character can learn the following information about an abominable
hybrid with an Intelligence (Arcana) or Wisdom (Survival) ability check.
Note that because hybrids are customizable, the lore information should
be adjusted based on the hybrid the character is investigating.
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ABOMINABLE HYBRID LORE

DC INFORMATION

Abominable hybrids are bespoke monstrosities constructed by
ethically bankrupt magic-users. These creatures vary in power

17 tremendously, becoming stronger as more animal essences are
fused into them. They have little to no will of their own and are
slaves to their creator’s agenda.

Hybrids have a dispersed neurology, with their brains wired
throughout their entire body. This means they are capable of
resisting mental coercion through the same immune system that

21 fights disease, making them highly resistant to mind-affecting
spells and abilities. They are formidable melee combatants
lacking in ranged options.

The party learns the hybrid’s list of animal essences, including

35 WO of its traits and abilities that are most impactful. If the party

is researching hybrids in general rather than a specific one, they
instead learn the full details of one animal essence of their choice.

TACTICS

Hybrids get more complex as you add more animal essences to them, so
we'll first provide a generic tactical plan for all hybrids and then offer
specific advice for each animal essence. Hybrids are melee bruisers with
a lot of hit points and comparatively low AC. They can use their Brawn
over Brains trait to make Constitution saving throws in place of Intel-
ligence or Charisma, making them strong against effects that force those
saving throws. Hybrids should try to spend as much time as possible in
melee and get up close to ranged attackers to prevent them exploiting
the hybrid’s lack of long-range abilities. You want to include at minimum
two animal essences with every hybrid you build, both to be true to the
namesake and because the hybrid’s Multiattack is limited to taking each
attack option no more than twice. Many of the animal essence options
add only one attack and one recharging ability, so while that ability is
recharging your hybrid will be fighting at less than full strength.

Essence of octopus is one of two options for hybrids that are at home in
the water, providing the Underwater Camouflage trait for effective am-
bushes, Water Breathing, and a swim speed. The octopus essence excels
at grappling a single target, spreading its Ink Cloud so it can Dash as a
bonus action, then repeatedly attacking the grappled creature.

The other underwater option is essence of shark, which likewise adds
a swim speed and Water Breathing. The shark essence is all about raw
damage, with its powerful Bite attack and Blood Frenzy trait that grants
advantage on attack rolls against creatures that don’t have all their hit
points. It’s a simple essence—just get the hybrid in melee and chomp on
the characters wearing the least armor.

Adding the essence of spider gives a lot of new traits and changes to the
hybrid’s stats that make it an adept ambusher on land, particularly in
caverns and dungeons where it can benefit from its Spider Climb trait.
Including some webs in the area helps the hybrid leverage its Web Sense
and Web Walker traits for extra advantage. In combat, a hybrid with
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essence of spider can use its Web ability to restrain a creature from a
distance, locking down ranged attackers or spellcasters while it engages
the rest of the party. Its Sting can be used to great effect against creatures
that are low on hit points—anyone it reduces to 0 hit points is paralyzed

until the poison is cured.

The essence of python provides a climb speed and blindsight, allowing
the hybrid to function in heavily obscured areas like dense fog or magical
darkness. The Constrict action is a dangerous grapple attack best paired
with another ability like the shark’s Bite or spider’s Sting. The Swallow
Whole attack can take a character out of the fight temporarily and is great
when used against some rogues and spellcasters who may struggle to do
enough damage to free themselves.

Essence of raptor is the airborne option, bringing a fly speed and a
powerful area-of-effect ability in Wing Attack, which can easily knock
entire parties prone. With advantage on Wisdom (Perception) checks,
this essence also excels against any characters that rely on being hidden.

Lastly, essence of turtle gives a strong defensive boost to the hybrid.
With the Withdraw action, the hybrid becomes more of a soldier-type
monster, difficult to hit and hurt.

Easier Tactics — Adjusting the tactics for brute monsters is always tricky,
because they don't have a lot of abilities to tweak. Follow the general
advice for easier encounters: spread damage out among the party, wait
a round or two before using limited-use abilities, and provoke a few
opportunity attacks while moving around. You can also give the party
an easier time by putting the hybrid in a large, wide-open area where
its relatively slow speed gives the party a chance to pick it apart with
ranged attacks.

Harder Tactics — Ambushes are a great way to start a fight, and with
both the essence of spider and octopus providing advantage on
Dexterity (Stealth) checks, it’s easy to make a hybrid with a talent for
concealing itself. Most essence options also add a way for the hybrid
to grapple a creature, and since the hybrids are Huge in size, they can
move a Medium creature they are grappling without being slowed down.
Combine that with swim, fly, or climb speeds and a hybrid can easily
split the party by pulling one character into a hard-to-reach spot before
tearing into them.

PLOT HOOKS

Cavernous Sabotage. An octopus-spider-python hybrid lurks in a
cavern tunnel that runs between two cities. This tunnel, though never
fully safe, is frequently relied on by merchants and traders. This hybrid
had to be created by someone, and powerful wizards in both cities accuse
each other of creating it to sabotage trade or even start a war between
the cities.

Lake Lurkers. Two shark-raptor hybrids have taken up residence in a
large lake and are hunting both the fish and the fishermen nearby. This
lake is an important source of food for a nearby community, and unless

something is done, famine is inevitable.




Undercover Monsters. An evil wizard is creating and teleporting turtle-
shark-spider hybrids into different areas of a large city. These cunning
beasts sequester themselves in sewers and abandoned buildings, waiting
for the signal to begin their rampage. The only clue to the origin of the
hybrids is a peculiar symbol branded on their backs.

TREASURE

The same techniques used to create the hybrids can be used to brew
highly concentrated potions called elixirs of animalia. These potions
channel the essence of a particular animal to enhance the drinker’s
abilities, according to the Elixir of Animalia table. Different elixirs can be
combined, conferring all the listed effects when consumed. The potion’s
effects last for 1 hour.

Atyour discretion, there may be a significant cost to create these potions.
Their creation is an evil act, turning living animals into a consumable
liquid in a painful process, and a party that embraces this path is sure to
make new enemies. The cost might also be mental or physical, causing
levels of exhaustion or even addiction and withdrawal symptoms. These
potions are powerful and shouldn’t be given to the party for free.

/ N

Elixir of Animalia
Potion, very rare

HYBRID

ESSENCE 2z

You gain a swim speed equal to your speed and you

can breathe underwater. You gain advantage on all
Octopus Intelligence ability checks and saving throws, and you
can move through a space as narrow as 1 inch wide

without squeezing.

You gain a climb speed equal to your speed and can
climb difficult surfaces, including upside down on
ceilings, without needing to make an ability check or
Spider use your hands. You can make a Bite attack on each
of your turns as a bonus action, attacking as though
using a finesse weapon you are proficient in that deals

27 (6d8) poison damage on a hit.

Creatures grappled by you take 26 (4d12)
pvth bludgeoning damage at the start of each their turns
YEROM . nd can’t breathe while you're grappling them. You can

only grapple one creature at a time.

You gain a fly speed equal to your speed, and, while
flying, your movement doesn’t provoke opportunity
artacks.

Raptor

You gain advantage on attack rolls against creatures

Shark that don’t have all their hit points.

Turtle  Yougaina+5 bonus to AC.

ECOLOGY

As magically created beings that are subservient to their originator,
most hybrids don’t have a true ecology. The exceptions are those who
have outlived their masters and wander the world, struggling to find a
place for themselves. They possess a crude intellect more geared toward
problem solving than consciousness; given time and kindness, they may
be trained and perhaps even befriended. But hybrids are always feared by
the uninformed, and any that are loose in the world make their lairs far
away from civilization. Each one has a few quirks related to its original
purpose, perhaps collecting spell scrolls or hunting down anyone with a

resemblance to a famous wizard.

HYBRID BASE

Huge monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 95 (10412 +30)

Speed 40 ft.
STR DEX CON INT WIS CHA
14(+2) 12(+1) 16(+3) 6(2) 12 (+1) 4(-3)

Saving Throws Con +6

Skills Perception +4

Damage Immunities psychic

Condition Immunities stunned, unconscious
Senses darkvision 120 ft., passive Perception 14
Languages —

Challenge 8 (3,900 XP)

TRAITS

Brawn over Brains (Trait). When the hybrid attempts an
Intelligence or Charisma saving throw, it may instead attempt a

Constitution saving throw.

Deadly Amalgamation. For every animal essence that is a
part of the hybrid, its Challenge Rating increases by 2.

Hybrid Empowerment. For every two animal essences that
are a part of the hybrid, its proficiency bonus increases by 1, and
it gains proficiency in a single saving throw of your choice.

ACTIONS

Multiattack. The hybrid makes a single attack with each of its
attacks (if available). The hybrid can forgo making two of these

attacks to instead take one other action.
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ESSENCE OF 0CTOPUS

ESSENCE OF SPIDER

BENEFITS

Cunning of the Depths. The hybrid has a +2 bonus to
Strength, Dexterity, and Wisdom.

Increased Fortitude. The hybrid has five additional Hit

Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

Octopus Biology. The hybrid has a swim speed equal to its
speed, it has proficiency in Dexterity (Stealth) ability checks,
and it has the Ink Cloud and Tentacles actions.

Underwater Camouflage (Trait). The hybrid has
advantage on Dexterity (Stealth) ability checks while
underwater.

Water Breathing (Trait). The hybrid can breathe
underwater.

ACTIONS

Ink Cloud (1/Short or Long Rest). A 40-foot-radius cloud
of ink extends all around the hybrid if it is underwater. The area
is heavily obscured for 1 minute, although a significant current
can disperse the ink. After releasing the ink, the hybrid can use
the Dash action as a bonus action.

Tentacles. Melee Weapon Attack: +(Strength modifier +
proficiency bonus) to hit, reach 15 ft., one target. Hit: (3d6
+ Strength modifier) bludgeoning damage. If the targetis a
creature, it is grappled (escape DC [10 + Strength modifier
+ proficiency bonus]). Until this grapple ends, the target is
restrained, and the hybrid can'’t use its tentacles on another
target.
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BENEFITS

Guile of the Shadows. The hybrid has a +4 bonus to
Dexterity and Wisdom.

Increased Fortitude. The hybrid has five additional Hit
Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

Spider Biology. The hybrid has a climb speed equal to its
speed, it has proficiency in Dexterity (Stealth) ability checks, and
it has the Sting and Web actions.

Spider Climb (Trait). The hybrid can climb difficult surfaces,
including upside down on ceilings, without needing to make an

ability check.

Web Sense (Trait). While in contact with a web, the spider
knows the exact location of any other creatures in contact with
the same web.

Web Walker (Trait). The spider ignores movement
restrictions caused by webbing.

ACTIONS

Sting. Melee Weapon Attack: +(Strength or Dexterity modifier +
proficiency bonus) to hit, reach 5 ft., one creature. Hit: (2d10 +
Strength or Dexterity modifier) piercing damage, and the target
must succeed on a DC (8 + Constitution modifier + proficiency

bonus) Constitution saving throw or take 27 (6d8) poison
damage, or half as much on a success. If the poison damage
reduces the target to 0 hit points, the target is stable but poisoned
for 1 hour, even after regaining hit points, and is paralyzed while
poisoned in this way.

Web (Recharge 5-6). Ranged Weapon Attack: +(Dexterity
modifier + proficiency bonus) to hit, range 60/120 ft., one
creature. Hit: The target is restrained by the webbing. As an
action, the restrained target can attempt a DC (8 + Strength
modifier + proficiency bonus) Strength ability check, freeing
itself on a success. The webbing is an object that be attack and
destroyed (AC 13; hp 25; vulnerability to fire damage).




ESSENCE OF PYTHON

ESSENCE OF RAPTOR

BENEFITS

Endurance of the Jungle. The hybrid has a +4 bonus to
Strength and Constitution.

Increased Fortitude. The hybrid has five additional Hit
Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

Python Biology. The hybrid has a climb speed equal to its
speed, it has blindsight up to 20 feet, and it has the Constrict and
Swallow Whole actions.

ACTIONS

Constrict. Melee Weapon Attack: +(Strength modifier +
proficiency bonus) to hit, reach 5 ft., one creature. Hit: (4d12

+ Strength modifier) bludgeoning damage, and the target is
grappled (escape DC [8 + Strength modifier + proficiency
bonus]). Until this grapple ends the target is restrained, the target
can’t breathe, and the hybrid can'’t constrict another target.

Swallow Whole. Melee Weapon Attack: +(Strength modifier
+ proficiency bonus) to hit, reach 15 ft., one Large or smaller
incapacitated creature. Hit: The hybrid swallows the target. A
swallowed creature is blinded and restrained, it has total cover
against attacks and other effects outside the hybrid, and it takes
21 (6d6) acid damage at the start of each of the hybrid’s turns.

If the hybrid takes 30 damage or more in a single turn from

a creature inside it, the hybrid must succeed ona DC 21
Constitution saving throw or regurgitate all swallowed creatures
which fall prone in a space within 10 feet of the hybrid. If the
hybrid dies, a swallowed creature is no longer restrained by it and
can escape from the corpse by using 20 feet of movement, exiting
prone.

BENEFITS
Raptor Biology. The hybrid has a fly speed equal to its speed.

Grace of the Skies. The hybrid has a +4 bonus to Dexterity
and Wisdom.

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

Increased Fortitude. The hybrid has five additional Hit
Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

ACTIONS

Talons. Melee Weapon Attack: +(Dexterity modifier + proficiency
bonus) to hit, reach 5 ft., one target. Hit: (3d8 + Dexterity
modifier) slashing damage.

Wing Attack. The hybrid beats its wings. Each creature within
10 feet of the hybrid must succeed on a DC (8 + Dexterity
modifier + proficiency bonus) Dexterity saving throw or take
(4d10 + Dexterity modifier) bludgeoning damage and be
knocked prone.
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ESSENCE OF SHARK

OCTOSHARK

BENEFITS

Blood Frenzy (Trait). The hybrid has advantage on melee
attack rolls against any creature that doesn't have all its hit
points.

Increased Fortitude. The hybrid has five additional Hit
Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

Might of the Sea. The hybrid has a +4 bonus Strength and
Constitution.

Shark Biology. The hybrid has a swim speed equal to its
speed, and has the Bite action.

Water Breathing (Trait). The hybrid can breathe
underwater.

ACTIONS

Bite. Melee Weapon Attack: +(Strength modifier + proficiency
bonus) to hit, reach 5 ft., one target. Hit: (4d10 + Strength
modifier) piercing damage, and the hybrid regains hit points
equal to half the damage dealt (rounded down).

ESSENCE OF TURTLE

BENEFITS

Endurance of the Earth. The hybrid has a +2 bonus to
Strength, Constitution, and Wisdom.

Increased Fortitude. The hybrid has five additional Hit
Dice, and its hit point maximum is increased by 32 plus its
Constitution modifier, multiplied by 5.

Turtle Biology. The hybrid has a +5 bonus to its natural AC.

ACTIONS

Withdraw. The hybrid takes the Dodge action and is immune
to critical hits for as long as it benefits from the Dodge action.
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Huge monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 210 (20412 + 80)
Speed 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA
20(+5) 14(+2) 18(+4) 6(-2) 14(+2) 4(3)

Saving Throws Str +9, Con +7

Skills Perception +6, Stealth +7

Damage Immunities psychic

Condition Immunities stunned, unconscious
Senses darkvision 120 ft., passive Perception 16
Languages—

Challenge 12 (8,400 XP)

TRAITS

Blood Frenzy. The hybrid has advantage on melee attack rolls
against any creature that doesn’t have all its hit points.

Brawn over Brains. When the hybrid attempts an
Intelligence or Charisma saving throw, it may instead attempt a
Constitution saving throw.

Underwater Camouflage. The hybrid has advantage on
Dexterity (Stealth) ability checks while underwater.

Water Breathing. The hybrid can breathe underwater.

ACTIONS

Multiattack. The hybrid makes a single attack with each of its
attacks (if available). The hybrid can forgo making two of these

attacks to instead take one other action.

Bite. Melee Weapon Attack: + 9 to hit, reach 5 ft., one target. Hit:
27 (4d10 + 5) piercing damage and the hybrid regains hit points
equal to half the damage dealt (rounded down).

Ink Cloud (1/Short or Long Rest). A 40-foot-radius cloud
of ink extends all around the hybrid if it is underwater. The area
is heavily obscured for 1 minute, although a significant current
can disperse the ink. After releasing the ink, the hybrid can use
the Dash action as a bonus action.

Tentacles. Melee Weapon Attack: + 9 to hit, reach 15 ft., one
target. Hit: 15 (3d6 + 5) bludgeoning damage. If the targetis a
creature, it is grappled (escape DC 17). Until this grapple ends,
the target is restrained, and the hybrid can’t use its Tentacles on
another target.




SHARPYTHORAPSPIDOPUSTLE

Huge monstrosity, unaligned

Armor Class 20 (natural armor)
Hit Points 340 (40d12 + 80)
Speed 40 ft., fly 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA
26(+8) 22(+6) 22(+6)  6(2)  20(+5)  4(3)

Saving Throws Str +14, Dex +12, Con +12, Wis+11, Cha +3
Skills Perception +11, Stealth +12

Damage Immunities psychic

Condition Immunities stunned, unconscious

Senses darkvision 120 ft., passive Perception 21

Languages —

Challenge 20 (25,000 XP)

TRAITS

Blood Frenzy. The hybrid has advantage on melee attack rolls
against any creature that doesn't have all its hit points.

Brawn over Brains. When the hybrid attempts an Intelligence
or Charisma saving throw, it may instead attempt a Constitution
saving throw.

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

Underwater Camouflage. The hybrid has advantage on
Dexterity (Stealth) ability checks while underwater.

Water Breathing. The hybrid can breathe underwater.

ACTIONS

Multiattack. The hybrid makes a single attack with each of its
attacks (if available). The hybrid can forgo making two of these
attacks to instead take one other action.

Bite. Melee Weapon Attack: + 14 to hit, reach 5 ft., one target. Hit:
30 (4d10 +8) piercing damage and the hybrid regains hit points
equal to half the damage dealt (rounded down).

Constrict. Melee Weapon Attack: +14 to hit, reach 5 ft., one
creature. Hit: 34 (4d12 + 8) bludgeoning damage, and the target
is grappled (escape DC 22). Until this grapple ends the target is
restrained and can’t breathe, and the hybrid can’t constrict another
target.

Ink Cloud (1/Short or Long Rest). A 40-foot-radius cloud
of ink extends all around the hybrid if it is underwater. The area is
heavily obscured for 1 minute, although a significant current can

disperse the ink. After releasing the ink, the hybrid can use the
Dash action as a bonus action.

Sting. Melee Weapon Attack: + 14 to hit, reach 5 ft., one creature.
Hit: 19 (2d10 + 8) piercing damage and the target must succeed
on a DC 20 Constitution saving throw or take 27 (6d8) poison
damage, or half as much damage on a success. If the poison
damage reduces the target to 0 hit points, the target is stable

but poisoned for 1 hour, even after regaining hit points, and is
paralyzed while poisoned in this way.

Swallow Whole. Melee Weapon Attack: +14 to hit, reach

15 ft., one Large or smaller incapacitated creature. Hit: The
hybrid swallows the target. A swallowed creature is blinded and
restrained, it has total cover against attacks and other effects
outside the hybrid, and it takes 21 (6d6) acid damage at the start
of each of the hybrid’s turns.

If the hybrid takes 30 damage or more in a single turn from

a creature inside it, the hybrid must succeed ona DC 21
Constitution saving throw or regurgitate all swallowed creatures,
which fall prone in a space within 10 feet of the hybrid. If the
hybrid dies, a swallowed creature is no longer restrained by it and
can escape from the corpse by using 20 feet of movement, exiting
prone.

Talons. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 19 (3d8 + 6) slashing damage.

Tentacles. Melee Weapon Attack: + 14 to hit, reach 15 ft., one

target. Hit: 18 (3d6 + 8) bludgeoning damage. If the target is a
creature, it is grappled (escape DC 22). Until this grapple ends,
the target is restrained, and the hybrid can’t use its Tentacles on
another target.

Web (Recharge 5-6). Ranged Weapon Attack: + 12 to hit,
range 60/120 ft., one creature. Hit: The target is restrained by the
webbing. As an action, the restrained target can make a DC 22
Strength (Athletics) ability check, freeing itself on a success. The
webbing is an object that be attack and destroyed (AC 13; hp 25;
vulnerability to fire damage).

Wing Attack. The hybrid beats its wings. Each creature within
10 feet of the hybrid must succeed on a DC 20 Dexterity saving
throw or take 28 (4d10 + 6) bludgeoning damage and be knocked
prone.

Withdraw. The hybrid takes the Dodge action and is immune to
critical hits for as long as it benefits from the Dodge action.
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Animus Arcana

Despite the assurances of wizards across the world, magic
is not always as controlled and precise as it might appear.
Sometimes things go horribly wrong, where arcane energies pool and
coalesce into an ambulatory mass of magic. These so-called animated
spells (or “animus arcana” to the learned mind) develop basic sen-
tience and are driven by a deep, insatiable hunger for power. Whether
created with intention or by some catastrophic accident, these artificial
beings exhibit a wide range of magical properties in association with
a school of magic. Unnatural in the extreme, it is obvious to even the
most meat headed barbarian that an animus arcana is magic as it was
never meant to be, twisted into a perpetual existence anathema to the
world around it.

ANIMATED SPELLS

Most animated spells are not, strictly speaking, a spell given life. They
are agglomerations of a school of magic, compressed and contorted
into a being with alien sentience. Each has a personality reflective of
the school of magic that composes it. For example, a living evocation
is chaotic and destructive, while a living necromancy is malevolent and
corrupting. Barely a creature, a living spell flows across the landscape,
subjecting everything in its path to potent magic according to its own
mysterious whims.

LORE

A character can learn the following information about animated spells
with an Intelligence (Arcana) ability check.

ANIMATED SPELLS LORE

DC INFORMATION
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TACTICS

Sometimes magic gathers in a solid form, becoming an
animated spell. These are each tied to a school of magic and

16 have potent powers based on that type of arcana. While their
effects vary greatly, each unleashes powerful magical effects
similar to spells from that school.

Each animated spell is immune to spells and magical effects
associated with its school of origin. Additionally, the living
abjuration is entirely immune to spells. Each living spell
channels effects associated with its parent school, but these
are not cast the ways spells are, and can’t be stopped by a
counterspell.

20

Animated spells are like elementals, they are vulnerable to spells
like banishment which require a strong force of personality to

24 resist. They are also not especially durable, and a concentrated
first strike can destroy the fragile bonds that hold them
together.
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Every animated spell has the same three traits. Spellform allows the living
spell to move through creatures and objects, and it inflicts an effect upon
moving through a creature’s space. This is an important part of the liv-
ing spell’s combat tactics and it should take a few opportunity attacks to
inflict this ability on as many characters as possible. Immutable Form and
Magic Immunity are simple traits, but they are important to remember.
Each time a character casts a spell targeting a living spell, ask the player
what school of magic the spell is from.

Each animated spell has a few unique abilities themed around its school.
Most have one ability that it can use repeatedly, and another more power-
ful effect that, if successful, kills the animated spell when used. The latter
effect should be saved until a few rounds into the fight, after the animated
spell has lost more than half of its hit points. Several animate spells pose
little threat in isolation and require allies to make for a challenging en-
counter. Pair animate spells with other constructs or creatures resistant
to magic for best results.
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TALIEN'S NOTES

Unregulated and unrestricted use of magic is a grave threat

both philosophically and practically. I have not yet identified
an exhaustive and comprehensive list of situations which may
give rise to an animated spell, but there are some certainties.
First, sorcerers are more likely to create them. This is not
prejudice, it is fact. Second, magic that is long-suppressed

by an antimagic field may become animated spells when that
antimagic field is removed. Third and lastly, Shana Troublefoot
leaves these in her wake like my cat leaves traces of its fur
everywhere. It is academically fascinating and personally
incredibly frustrating. And dangerous.

\ 7

Easier Tactics — Don'’t use the ability that causes the spell to die or use
it immediately. Both approaches make them easier to deal with. Don’t
have the creature move into more than a single character’s space ata time,
allowing the party a chance to understand and mitigate the effect before
subjecting themselves further.

Harder Tactics — Try to have the animated spells use their self-killing
abilities only when they are nearly dead and move them around as much
as possible to trigger their Spellform trait. The spell’s inherent cunning
should let them pick targets vulnerable to its effects and may be paired with
creatures able to quickly capitalize on the results of the spell’s attacks.

PLOT HOOKS

AN EXCELLENT DAY FOR SCIENCE! A gnome wizard has lived up to
the unfortunate stereotype of creating magical mayhem, simultaneously
creating one of each type of animated spell. Even more unfortunately,
the gnome had no plan to contain the spells once created, which quickly
escaped his tower and are loose upon the countryside.

Death Marches. A powerful necromancer has shackled five living
necromancies to her service, using them as powerful support forces for
her undead army. Her strategy of wight foot soldiers supported by the
animated spells has proven to be nearly unstoppable, titled the “death
march” by those who have faced it in battle.

Magical Mayhem. Something is dreadfully wrong with the fabric of
magic. Whenever a high-level spell is cast, an animated spell is created
alongside the effect. This has already caused no small amount of chaos,
and inspired a blanket ban on high level spellcasting until a solution can
be discovered.

Sy KN Bestiary

TREASURE

Animated spells are composed of enduring magical energy, shapeless
and malformed by its existence. While “naturally” spawned animate
spells are hostile to all life, if one can carve off a piece of a living one,
they will find it can grow into a new animus arcana of the same type.
Carving off a slice takes delicate precision, requiring a successful melee
weapon attack against an animus arcana with a magical weapon that
deals slashing damage, along with a DC 22 Wisdom (Medicine) check
to do so with surgical precision. On a success, the still living piece can
be stored inside a container that is designed to suppress its Spellform
feature. If nurtured with magic from its associated school, the “infant”
animus arcana will grow to full size within a period of one year, com-
pletely loyal and subservient to its parent. These “tame” animate spells
are highly prized and are a testament to the magical skill and ingenuity

of their masters.

ECOLOGY

Animate spells lack the intellect to have long-term goals and have no
metabolism to sustain, so they spend most of their time dormant.
Occasionally, for reasons none can determine, they will activate their
abilities a few times before returning to a quiescent state. They are ruth-
lessly hostile toward living creatures, from the most powerful dragon
to the tiniest beast, and have no feelings of fear or doubt. They will
recklessly charge creatures that could easily destroy them, and as such,
most animate spells are short lived unless they manifest in a sparsely
populated area. These creatures can appear wherever powerful magic
is being cast in high concentrations, though they have been known to
form in areas of epically powerful or ancient magic as well. There is a
rare and ancient spell that is known to summon animate spells, but

such magic has been lost to time.

/ N
New Spell - Animate Magic

This spell is a class spell for sorcerers and wizards

Animate Magic
oth-level transmutation

Casting Time: 1 action
Range: 60 ft.
Components:V, S
Duration: 8 hours

A magical effect is transformed into a being of living magic, an
animate spell. Choose a spell effect of 6th level or higher within
range. That spell ends, and an animate spell is formed in a space of
your choice within range of the spell. The animate spell is of a school
according to the effect you targeted. For example, if you targeted an
evocation spell with this spell, you would create a living evocation.
You cannot command the animate spell, which is an independent
creature beyond your control, though it is initially friendly to you and
your allies.

\ /




LIVING ABJURATION

Huge construct, unaligned

LIVING CONJURATION

Huge construct, unaligned

Armor Class 16 (natural armor)
Hit Points 150 (12d12 +72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(2) 18(+4) 1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

Damage Resistances force

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell's body is made of pure magic. It can
move through other creatures and objects as if they were difficult
terrain. It takes 5 (1d10) force damage if it ends its turn inside
an object. When the spell moves into a creature for the first time
on a turn or a creature ends its turn within the spell’s space, the
creature must succeed on a DC 18 Charisma saving throw. On

a failure, the creature’s material form is banished to the astral
void. While banished in this way, the creature’s speed is 0, and it
is incapacitated. At the start of each of its turns, the creature can
attempt a DC 18 Charisma saving throw, ending the effect on a
success.

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

Magic Immunity. The spell is immune to spells and magical

effects.

ACTIONS

Multiattack. The spell makes two dispelling strikes.

Dispelling Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10 + 4) force damage and one spell of 5th level
or lower affecting the target immediately ends

Magical Shield. The spell protects a single creature other
than itself that it is aware of within 60 ft. with a magical shield.
The creature gains 50 temporary hit points from the shield, and
while it has temporary hit points gained in this manner, it cannot
be critically hit and is immune to the stunned and unconscious
conditions.

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(-2) 18(+4) 1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can

move through other creatures and objects as if they were difficult
terrain. It takes 5 (1d10) force damage if it ends its turn inside
an object. When the spell moves into a creature’s space for the
first time on a turn or a creature ends its turn within the spell’s
space, the creature must succeed on a DC 18 Charisma saving
throw. On a failure, the creature is teleported to any other space
within 120 ft (spell’s choice). If the creature appears in a space
occupied by an object or creature, it takes 4d6 force damage and
is shunted to the nearest unoccupied space.

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

Magic Immunity. The spell is immune to spells and magical

effects from the conjuration school.

ACTIONS

Arcane Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10 + 4) force damage.

Conjure. The spell conjures a cloud of spinning harmful
materials (such as forks, nails, or bullets) in a 5 ft. cube within

60 ft. Everything in that cube must succeed on a DC 18 Dexterity
saving throw or take 36 (8d8) bludgeoning, piercing, or slashing
damage (spell’s choice), or half as much on a success.

Summon Creature. The spell dies, and in its place a
creature with a CR of 10 or lower appears, which has the same
statistics of an average member of its species. The creature has
an overwhelming hatred for the enemies of the spell and cannot
be compelled to act in a manner that is not hostile to the spell’s
enemies.
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LIVING DIVINATION

Huge construct, unaligned

LIVING ENCHANTMENT

Huge construct, unaligned

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(2) 18(+4) 1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can
move through other creatures and objects as if they were difficult
terrain. It takes 5 (1d10) force damage if it ends its turn

inside an object. A creature sharing a space with the spell has
disadvantage on attack rolls, saving throws, and ability checks.
Additionally, when a creature within the spell’s space rolls a
natural 1 on an attack roll on their turn, their turn immediately
ends.

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

Magic Immunity. The spell is immune to spells and magical
effects from the divination school.

ACTIONS

Arcane Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10 + 4) force damage.

Curse of Failure. The spell dies, condemning a single creature
within 60 ft. with a dread curse. When the cursed creature would
rollad20, itinstead rollsa d12.

Prophesize. The spell foretells the fate of creature it is aware
of within 60 ft. Until the end of its turn, when the creature next
attempts an ability check or makes an attack, the spell can force it
to roll a natural 20 or a natural 1 instead of its normal result.
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Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(-2) 18(+4) 1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can move

through other creatures and objects as if they were difficult
terrain. It takes 5 (1d10) force damage if it ends its turn inside
an object. When the spell moves into a creature for the first time
on a turn or a creature ends its turn within the spell’s space, the
creature must succeed on a DC 18 Wisdom saving throw or
become charmed for 1 minute. At the end of each of its turns,
the creature can repeat the saving throw, ending the effecton a

success.

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

Magic Immunity. The spell is immune to spells and magical

effects from the enchantment school.

ACTIONS

Arcane Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10 + 4) force damage.

Dominate. The spell establishes a telepathic link to a creature
charmed by it within 120 ft. While the creature is charmed,

the spell can use this telepathic link to issue commands to the
creature (no action required), which it does its best to obey. The
spell can specify a simple and general course of action, such as
attack that creature, run over there, or fetch that object. If the
creature doesn't receive directives from the spell, it defends and
preserves itself to the best of its ability. At the start of the spell’s
next turn, the telepathic link ends.

Enslave. The spell dies, casting the spell geas on each creature
of its choice within 120 ft. (Spell save DC 18). The command
given by this spell is always to serve the creator of the spell to
the best of a target’s ability. If the spell has no creator, it instead
commands a target according to the DM’s discretion.




LIVING EVOCATION

Huge construct, unaligned

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(-2) 18(+4)  1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

Damage Resistances acid, cold, fire, lightning, thunder
Damage Immunities radiant, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical weapons
Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, stunned,
restrained, unconscious

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can move

through other creatures and objects as if they were difficult terrain.

It takes 5 (1d10) force damage if it ends its turn inside an object.

When the spell moves into a creature for the first time on a turn

or a creature ends its turn within the spell’s space, the creature

must succeed on a DC 18 Constitution saving throw or be

subjected to the elemental chaos within, determined by rolling a

d6 and consulting the results below.

1. Fire. The creature takes 28 (8d6) fire damage on a failed save,
or half as much on a success.

2. Acid. The creature takes 28 (8d6) acid damage on a failed
save, or half as much on a success.

3. Lightning. The creature takes 28 (8d6) lightning damage on a
failed save, or half as much on a success.

4. Poison. The creature takes 28 (8d6) poison damage on a
failed save, or half as much on a success.

5. Cold. The creature takes 28 (8d6) cold damage on a failed
save, or half as much on a success.

6. Thunder. The creature takes 28 (8d6) thunder damage on a
failed save, or half as much on a success.

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

Magic Immunity. The spell is immune to spells and magical
effects from the evocation school.

ACTIONS

Multiattack. The spell makes two chaos blast attacks.

Chaos Blast. Melee or Ranged Spell Attack: +8 to hit, reach 5 ft.
or range 120 ft., one target. Hit: 17 (3d8 + 4) acid, cold, fire,
lightning, poison, or thunder damage (spell’s choice).

Detonation. The spell explodes, killing itself and generating an
explosion in a 100 ft. radius sphere centered on itself. Everything
in the sphere must succeed on a DC 18 Dexterity saving throw or
take 70 (20d6) force damage, or half as much on a success.

LIVING NECROMANCY

Huge construct, unaligned

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(-2) 18 (+4) 1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can
move through other creatures and objects as if they were difficult
terrain. It takes 5 (1d10) force damage if it ends its turn inside
an object. When the spell moves into a creature for the first time
on a turn or a creature ends its turn within the spell’s space, the
creature must succeed on a DC 18 Constitution saving throw or
take 33 (6d10) necrotic damage, or half as much on a success.

Additionally, living creature’s in the spell’s area cannot regain hit
points.

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

Magic Immunity. The spell is immune to spells and magical
effects from the necromancy school.

ACTIONS

Multiattack. The spell makes two death touch attacks.

Death Touch. Melee Spell Attack: +8 to hit, reach 5 ft., one
target. Hit: 25 (6d8+4) necrotic damage.

Exterminate. One living creature the spell is aware of within 5
ft. of it must attempt a DC 18 Constitution saving throw, taking
necrotic damage equal to its hit point maximum on a failed saving
throw or half as much on a success. If the creature fails the saving
throw by 10 or more, it dies instantly. The spell then dies.
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LIVING SPELLSTORM

A maelstrom of sentient magical chaos, the living spellstorm unleashes
apocalyptic magic of staggering proportions. Formed from titanic magi-
cal conflicts, a spellstorm has no regard for the concerns of the material,
raging against its own existence and the world around it. A typical living
spellstorm is a swirling cloud of magic energy, thundering across the
landscape while emitting prismatic magical radiation. Generations
of magical scholars have attempted to explain the nature of the living
spellstorms. Bards theorize the existence of a spellstorm comes from
poorly performed magic on an epidemic scale. Clerics believe they are
messengers of the gods, sent to punish magic users for their hubris.
Druids postulate that nature created these animus arcana to restore
balance to an increasingly unnatural world. Sorcerers simply claim
that it is the inherent chaos in all magic, a freak accident that cannot
be understood. Wizards have no prevailing theory, instead discrediting
competing perspectives and arguing endlessly over who is the closest
to the truth.

LIVING TRANSMUTATION

Huge construct, unaligned

LORE

A character can learn the following information about a living spellstorm

with an Intelligence (Arcana) ability check.

LIVING SPELLSTORM LORE

DC INFORMATION

Living spellstorms do incredible amounts of damage, unleashing
18 magical meteors, devastating lighting, and literal tornadoes. Find cover
immediately to avoid the worst of it, but don’t expect that to save you.

A spellstorm can disrupt nearby spellcasting that is not performed
skillfully enough. Its legendary nature allows for a torrential barrage

23 of spells and attacks, all of which are magical in nature. These
effects are extremely difficult to resist or dodge, and all but the most
powerful defensive magic will be dispelled by the animus.

Never pick a fight with a spellstorm until you have done everything
in your power to gain an advantage. Out healing its damage is

30 nearly impossible, the best you can do is keep on your feet and pour
on the damage as quickly as possible. Flight is essential to victory,
don't even bother trying if you cannot take to the skies.

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(2) 18(+4) 1(-5)
Saving Throws Con +10, Wis +8
Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’'s body is made of pure magic. It can move

through other creatures and objects as if they were difficult terrain.
It takes 5 (1d10) force damage if it ends its turn inside an object.
When the spell moves into a creature for the first time on a turn or
a creature ends its turn within the spell’s space, the creature must
succeed on a DC 18 Wisdom saving throw or be forced to assume
the form of a Small beast of the spell’s choice.

The creature’s physical characteristics are replaced by the statistics
of the chosen beast and the creature gains a number of temporary
hit points equal to the hit points of its new form. These temporary
hit points can’t be replaced by temporary hit points from another
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source. A creature reverts to its normal form when it has no more
temporary hit points or it dies. If the effect ends before then, the
creature loses all its temporary hit points and reverts to its original
form.

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

Magic Immunity. The spell is immune to spells and magical
effects from the transmutation school.

ACTIONS

Arcane Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10 + 4) force damage.

Petrify. The spell attempts to turn one flesh and blood creature
it is aware of within 60 ft. into solid gold. The target must succeed
on a DC 18 Constitution saving throw. On a failed save, the target
is restrained for 1 minute as its flesh begins to harden. On a
successful save, a creature isn’t affected.

A creature restrained by this affect must make another DC 18
Constitution saving throw at the end of its next turn or be turned
to gold, and permanently petrified. When a creature becomes
petrified by this effect, the spell dies, and additional creatures
cannot become petrified by this feature.

Touch of Sloth. Melee Spell Attack: +8 to hit, reach 5 ft., one
target. Hit: Until the end of its next turn, the target is slowed.
While slowed, it can use either an action or bonus action on its
turn, but not both and cannot make more than a single attack
during its turn.



The Living Spe,Us{'orm

Magic o.jr ijrs mosl— o[angerous and un,PreJiclraUe, a J‘xving speﬂsjrorm servesas a remino[er jro a“ speﬂcaslrers Htalr
we are Lulr ckijo{ren, Pjaying win an, enigmajric force. Wkalf a wizard speno{s Hteir Jﬁ:e Jrrying Jro masjrer, a spe“sjrorm
ac,nieves Ly me‘rejy exis{'in,g. I consujjreo[ my oner magicaﬂ companions on, {"me maJ(Jrer of Jivin,g speﬂs{'orm, and eac’w
offered their unique Persyecjrive. Arckmagisjrer King simp]y dicltated “T need it". T still don’t know what for. Tonia
Jomented its exisjrence, ca”ing it “a wound in na#ure, fesl'ering with agony and pain". Ejkus said he'd “consuft the
goo[s and ge(’ Lack fo me”. He never did, so T can onjy assume he Jearned n,o“ting of value. Shana went of f to (’rg
and find one and T havent heard from her since, and Jolwm sent me a formal Jetter in response s{'alring: “Legaj

coun,sej kas ao[viseJ me Jro nojr o[iscuss Hxis ma“rer furjr'wer". Cjearjy, T am Hwe on}y one among my comPan,ions wlxo

respec{'s {'l\,e vajue O'F researc“

Classification: Elite

LIVING ILLUSION

Huge construct, unaligned

- Takien Vos Karven

~ TFavors: Bards, Fjig"tjr, Range, Rogues, WarJocks
Foils: Clerics, Hit Points (Low), Melee, Monks, Faladins

Armor Class 16 (natural armor)
Hit Points 150 (12d12+72)
Speed 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 9(-1) 22(+6) 6(-2) 18(+4)  1(-5)

Saving Throws Con +10, Wis +8

Skills Perception +8

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

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

Senses blindsight 60 ft.

Languages —

Challenge 11 (7,200 XP)

TRAITS

Spellform. The spell’s body is made of pure magic. It can move
through other creatures and objects as if they were difficult terrain.
It takes 5 (1d10) force damage if it ends its turn inside an object.
The spell can assume the image of any creature or object of Huge
size or smaller and is visually indistinguishable from an “ordinary”
version of the image it has assumed.

Additionally, as a bonus action the spell can become invisible until
it takes an action.

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

Magic Immunity. The spell is immune to spells and magical effects

from the illusion school.

ACTIONS

Arcane Strike. Melee Spell Attack: +8 to hit, reach 5 ft. one
target. Hit: 15 (2d10+4) force damage.

Microcosm. One flesh and blood creature the spell is aware

of within 5 ft. of it must succeed on a DC 18 Charisma saving
throw or a fragment of illusion magic infects its mind; the spell
then disappears, entering the target’s mind, and the target’s
vision is replaced by a hallucinatory reality crafted by the spell.
While infected in this manner, the creature can perceive only
what the spell allows it to see, creating tactile, visual, and auditory
hallucinations that are indistinguishable from reality.

The infection lasts for 24 hours, and at the end of each hour an
infected creature can attempt a DC 18 Wisdom saving throw,
ending the effect on a success. When the effect ends, the spell dies.

Terrify. The spell momentarily assumes the shape of a horrifying
visage, terrifying those that behold it. Each creature that can

see the spell must succeed on a DC 18 Wisdom saving throw or
become frightened for 1 minute. While frightened in his manner,
a creature must take the Dash action and move away from the spell
by the shortest possible route on each of its turns. If a creature
ends its turn in a location where it doesn't have line of sight to the
spell, it can make a DC 18 Wisdom saving throw, ending the effect

on a success.
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TACTICS

The living spellstorm has numerous traits and abilities, making it far
more formidable than its animate spell brethren. It retains the Spellform
and Immutable Form traits, which work as expected, but also has the
Tempest of Magic trait which creates a gigantic maelstrom around the
living spellstorm and has a tremendous impact on the way the fight plays
out. The spellstorm can cast spells using its Innate Spellcasting trait,
which it should use to cast meteor swarm on approaching threats that are
still a mile away. It is intelligent and should be ready to cast planeshift if it

needs to make a swift getaway.

On its turns, the living spellstorm is best served by starting with Cyclone
to deal heavy damage in a huge area, and then make two attacks with
Arc Lightning against anyone who is restrained in the Cyclone. After
that, use Empower and continue to make two attacks with Arc Lightning
against restrained creatures for as long as the Cyclone persists. Use the
spellstorm’s legendary actions to cast a spell and then make one Light-
ning Strike. When casting spells, prioritize removing magical effects with
dispel magic or moving the spellstorm with dimension door if it needs some

breathing room.

Easier Tactics. Have the spellstorm cast storm of vengeance in place of me-
teor swarm and keep the fight low to the ground. This will prevent flying
characters that get K.O.d from falling and dying as easily and will allow
party members to assist those who will inevitably get downed. Never
have the spellstorm focus fire on a single target, spreading its attacks and
effects out for maximum collateral damage. If things are still going badly,
having the spellstorm focus on destroying terrain, structures, or even

NPCs in the area out of rage and spite.

Harder Tactics. The living spellstorm can deal an absurd amount of
damage by using Empower and then casting meteor swarm. With over
240 damage on a failed save, this can take out an entire party in a single
shot if placed properly. So, do it. Use Cyclone to draw characters up into
the spellstorm’s body, subjecting them to its Spellform for extra damage.
Remember the spellstorm is far more intelligent than its animate spell
relatives. Cast dispel magic intelligently to remove protections and target

vulnerable characters with a reasonable degree of cunning.

PLOT HOOKS

An Unconventional Power Source. A wonderous flying city is held aloft
by siphoning energy from an imprisoned living spellstorm. This subjects
the creature to agonizing pain, but the city is home to tens of thousands.

If released, the spellstorm is unlikely to be merciful.

Weapon of Mass Destruction. A tyrannical cabal of wizards can sum-
mon a living spellstorm anywhere on the material plane. They use this
threat of mass destruction to quickly subjugate many nations, utterly

obliterating entire cities who dare defy their power.

Sy KN Bestiary

Oops, Our Bad. A spell that was meant to bring about 100 years of
bountiful harvest has instead created a living spellstorm. Panic ensues
as thousands flee from the rampaging creature. Its creators believe the
spellstorm can be used to fuel the original spell and still succeed in their
mission. Someone must lure the angry spellstorm back to the ritual site
and hold it there until the magic is complete.

TREASURE

When destroyed, a living spellstorm leaves behind a magically enhanced
fog that lingers for 1 hour before losing potency. Known as the Incan-
tium Mist, a humanoid creature that breaths this substance for a period
of 10 minutes undergoes a mysterious transformation. Such a creature
becomes a new type of humanoid, known as a spellborn. Spellborn crea-
tures are a unique variation of their race, and gain the following traits,

replacing their current racial traits when applicable.

/ N
Spellborn Traits

Ability Score Increase. Your Intelligence, Wisdom, and Charisma
scores increase by 1, to a maximum of 21.

Age. Spellborn creatures do not age unless in areas of antimagic.

Languages. Spellborn creatures can commune with magic itself
by “listening” to spells and magical effects. Magic communicates
empathically, allowing spellborn to understand magics emotional
state, such as whether it is angry, sad, or scared. The nature of
magic as an entity is poorly understood, and spellborn typically are
unwilling or unable to elaborate further.

Magic Resistance. Spellborn have advantage on saving throws

against spells and magical effects and take half damage from spells.

ECOLOGY

It is a blessing indeed that living spellstorms are unnatural and
infrequent. Each appearance is accompanied by apocalyptic conflict,
and many areas of the world remain scared by a spellstorm’s presence
centuries after its passing. Unlike other animus arcana, spellstorms
are too unstable to exist for long periods of time. They never rest to
recover from damage, tirelessly unleashing destruction until they finally
burn themselves out. There are legends of spellstorms that choose a
more docile existence in which they act as avatars of magic itself. These
“benevolent” spellstorms hold great contempt for exploitative spellcasters
but possess tremendous wisdom about the nature of magic and by

extension, the multiverse itself.




LIVING SPELLSTORM

Gargantuan construct, unaligned

Armor Class 23 (natural armor)
Hit Points 787 (45d20 + 315)
Speed 90 ft. (hover)

STR DEX CON INT WIS CHA
24(+7)  14(+2) 24(+7) 18(+4) 30(+10) 21(+5)

Saving Throws Dex +11, Con +16, Int +13, Wis +19

Skills Arcana +22, Religion +13, Perception +19

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

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

Senses blindsight 500 ft.

Languages —

Challenge 29 (135,000 XP)

TRAITS

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

Mythic Resistance. When the storm fails a saving throw, it can
expend an unspent legendary action to succeed instead.

Spellform. The storm’s body is made of pure magic. It can move
through other creatures and objects as if they were difficult terrain.
It takes 55 (10d10) force damage if it ends its turn inside an
object. The first time a creature enters the storm’s space on a turn
or ends its turn within the storm’s space, it must attempt a DC 27
Constitution saving throw, taking 33 (6d10) force damage on a
failed saving throw, or half as much on a success.

Tempest of Magic. The storm is tremendously large and it
typically occupies a 50 ft. by 50 ft. cube that is 20 ft. tall. The
storm generates a perpetual maelstrom of magical energy in a 100
ft. radius sphere that is heavily obscured for all creatures other
than the storm. Whenever a creature in the area attempts to cast

a spell, it must first succeed on a DC 21 Intelligence (Arcana) or
Intelligence (Religion) check (caster’s choice), or the spell fails and
any resources used to cast the spell are wasted.

Innate Spellcasting. The storm’s spellcasting ability is
Wisdom (Spell save DC 27, +19 to hit on spell attacks). It

can innately cast the following spells, requiring no material
components or concentration to maintain a spell’s effects for its

duration. If the range of the storms’ spells would be less than 100 ft.,
it is instead 100 ft.

Atwill: dispel magic (as an 8th level spell), chain lightning
(as an 8th level spell), control weather, dimension door, planeshift
3 /day: meteor swarm, storm of vengeance, true polymorph

ACTIONS

Multiattack. The storm makes four arc lightning attacks at

four different targets, or two arc lightning attacks at two different
targets and takes one other action.

Arc Lightning. Melee or Ranged Spell Attack: +19 to hit, reach 5 ft.
or range 500 ft., one target. Hit: 32 (4d10 + 10) lightning damage
and 22 (4d10) force damage.

Cyclone (Recharge 6). A whirling magical cyclone descends
from the storm’s body, up to 1 mile directly downward or until

it encounters the ground. The cyclone is a 25 ft. radius cylinder
and moves with the storm, lasting for 1 minute or until the storm
becomes incapacitated. The cyclone sucks up any Huge or smaller
objects that aren’t secured to anything and that aren’t worn or
carried by anyone.

When a creature touches the area of the cyclone for the first time in
around, it must succeed on a DC 27 Strength saving throw or take
35 (10d6) bludgeoning damage, becomes restrained for as long as
they remain within the cyclone, and drawn 100 ft. upward. On a
successful save a creature takes half damage and is thrown from the
cyclone’s area 100 ft. in a random direction.

Empower. The next time the storm would deal damage, it
deals maximum damage. This benefit lasts until the end of the
spellstorm’s next turn or until it next deals damage, whichever
comes first.

LEGENDARY ACTIONS

The storm 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 storm regains spent

legendary actions at the start of its turn.

Cast a Spell (Costs 2 Actions). The storm casts a spell with
the casting time of an action.

Lightning Strike. The storm makes an Arc Lightning attack.
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Apocalypse Dragoons

mong the many faiths in the world, a common theme can be
found: the end of the world. Every source of divine knowledge

warns of the coming apocalypse, and while each tale is different, there Tl\e Clmmyion of Famine

are threads that unite them all. Every Armageddon has a harbinger. Tl\,OU k H"ey A Jrke leasjf of Hwe a?ocaJyPse vagoons’
Inspired by these stories, a cabal of necromancers sought to forge their El ) £ $amine are vl lobe um{eresldmajreoi-
own heralds of destruction. With profane magic and cruel genius, the Ckam?mns ot Tamin Lk le § N U

the apocalypse dragoons were wrought; undead terrors possessing Tkey are Jﬁ:ﬁcupf and obstinate Toes

unholy power and an unceasing commitment to destruction. Famine,
war, pestilence, and death are their colors, heralding the ruin each brings
to mortal realms. Only the most powerful or bafflingly foolish of necro-

anyone near]:y am{ can even sap H'Le
magica] energy from oro{ino.r'xjg jong—iashr;g speg(s.

i kﬂ ,\:oril(is only a marter
mancers dare create these abominations. Only other undead are safe in quey musjr ]::e Pul( down. quicKly k a o{:‘\js j(arvajﬁon
the presence of the dragoons, whose intolerance for the ordered ways of of o[ays ]:;e?ore Hrte'xr wiJe—reac ing auT:

the living puts even the most murderous psychopaths to shame. It is said kills every Jiving Lemg in, the entire Tegion. Should
that if all four dragoons ride together, the world of the living will fall. &, you sln.oujc{ ajso lrake o[own, l( Irte

A circumstance that thankfully has not come to pass. el Y responSiL fe Sor iks crealrion- Ttis jikeiy

the necromancer won’lr sjrop w'ljrlm juslc one.

— Talien Vos Karven

sjrrengHm from

you encounjfer on

CHAMPION OF FAMINE

Starvation is a slow and gruesome killer. This fate befalls all those who

cross the champion of famine; a centaur-like undead suffering from C’assi‘ﬁcahon: Conjfroﬂer
brutal emaciation and overflowing with malevolent power. Those that - ]gaﬁams Cjerics, Consl"ljfulf'\on (f—hglt),
stand in its presence waste away, their bodies rapidly deprived of the Favors: Sar. O L 1 alr'on)

. Tati
nourishment. In a cruel twist, these creatures have no effect on plantlife, Druiz{s, SPeCIﬁC SPeHS (gfea STAISSIS

leaving crops full and blooming as humanoids and animals starve, their
emaciated bodies surrounded by food that cannot slake their hunger. In
a matter of weeks a champion of famine can purge a city of all life, all ijeaﬂ’ t‘o Wizara[s
without striking a blow or casting a spell.

Foils: Bards, Rogues, SPe“s (Concen}mhon),

LORE

|\
Vg

A character can learn the following information about a champion of

famine with an Intelligence (Religion) ability check. TA L l E N ’ S N OTES

DC INFORMATION

Fancifully termed “apocalypse dragoons” after an old human

empire’s cavalry, there is little that is whimsical about them.

Created through a vile necromantic ritual, champions of famine Before we delve into each individual variation, I must correct
16 starve humanoid and beast alike in a huge area. They wield whips a false mythology that has sprung up. These are not true
of bone that drain the life from all they touch. harbingers of the last days, and they are not gods. Such an

idea is preposterous beyond explaining, but I will endeavor to

e el buied sl s erat desl; do so. Apocalypse dragoons are undead, and they are created

21 instead, its very presence saps the stamina of creatures nearby

b ful ically lich i
until everything is dead. Its whip deadens flesh and mind alike, YPower ul necromancers, typically liches, to accomplish
. - . ., a singular purpose. I have seen more than one of each
weakening the ability to resist the champion’s aura.
type. Well, almost each one. Only one necromancer ever
The longer a fight with a champion of famine lasts, the worse successfully created a champion of death, and I had to call in
it gets. The exhaustion it instills is difficult to resist and harder the only favor Elkus Dalgren has ever owed me to convince

26  to remove. Though the champion is hard to kill, it is somewhat
frail and vulnerable to spells and abilities that attack its body,
particularly those that inflict paralysis.

him to reduce it to dust and ash. He was kind enough to

obliterate the necromancer as well.

A Va
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TACTICS

The champion of famine’s most threatening ability is its Aura of Starva-
tion. Its attacks don’t deal damage, instead imposing the debilitating
effects of its Bringer of Strife feature, but that ability won’t kill anyone by
itself. The only way a champion of famine can take a party member out
of the fight is by inflicting six levels of exhaustion, killing them instantly.
This means the first few rounds are going to be mild, but characters who
keep failing their saving throws against the Aura of Starvation (and don’t
get any exhaustion-removing help from their friends) will be dead by the
third round.

Because the champion of famine must make each Great Whip attack
against a different target, it should move as much as possible to be in
and among the party, maximizing the number of characters in its reach.
Prioritize targeting characters who are not afflicted with Bringer of
Strife—ideally the whole party will be under that effect for the entirety of
the fight, severely limiting the damage they can deal. On the first round,
aim for paladins, rogues, and barbarians—anyone who can deal a lot of
damage with melee attacks. The speed reduction and limit of one attack
on their turns will curtail their offensive ability substantially.

Use Feast Upon Famine on any turn the champion of famine has fewer
than 115 hit points, picking the closest character to feed on. Don’t forget
to use Uncanny Dodge once per round, particularly against critical hits,

sneak attacks, or divine smites. Finally, save Wither for long-lasting spell
effects that don't require concentration, such as forcecage or foresight, tak-
ing them out of the fight. Use Expand Aura on any turns during which the
champion of famine can’t get into melee range of more than one target.

Easier Tactics — Don't worry about making three Great Whip attacks
each turn; it’s okay if the champion of famine only attacks two characters
or even just one. Move around a lot, potentially ending more than 30 feet
away from some of the party, sparing them from Aura of Starvation. As a
final tweak, consider using Wither or Uncanny Dodge sparsely.

Harder Tactics — Keep the champion of famine 300 feet away from the
party and use Expand Aura every turn. It's not glamorous, but it will
brutalize an unprepared party. For a less ruthless difficulty increase, try
to dance the champion of famine around 30 feet away from the party to
keep them in its aura, and rely on the Great Whip attacks to knock targets

prone to prevent melee characters from engaging effectively.

PLOT HOOKS

Plague of Famine. The party finds town after town of emaciated corpses,
all desperately clutching food. It seems they spent their last moments
eating but still starved to death. In the distance, a skeletal centaur gallops

away, leading the party toward some kind of trap.
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Mistakes Were Made. A benevolent necromancer’s ritual goes awry. At-
tempting to create a workforce of skeletal laborers to handle the farming
needs of a major metropolis, the magic instead creates a champion of
famine (or perhaps more than one) which is now threatening the survival
of everyone the necromancer wished to help.

Gnawing Hunger. In an ancient dungeon deep below the earth, a cham-
pion of famine awakens. Its aura stretches through the earth to the land
above. Cities are wiped out or evacuated, and the only way to solve this
problem is to get through the dungeon and destroy the champion. Hope-
fully the party doesn'’t free it by mistake.

TREASURE

The party may find some or all the components needed to create a cham-

pion of famine in the lair of its summoner.

Creating a champion of famine requires a collection of clouded dia-
monds worth 10,000 gp, a jagged shard of onyx worth 5,000 gp, and
the bones of a horse that died of desiccation. The summoner must cast

CHAMPION OF FAMINE

Large undead, chaotic evil

heroes’ feast in front of a starving humanoid, who must die of hunger
while in the presence of the magical food. Immediately following the
victim’s death, the summoner must stab the onyx shard into the human-
oid’s forehead. The body’s flesh necrotizes instantly and its bones merge
with those of the horse. The food created by heroes’ feast bursts into
flames as the champion of famine is born. It obeys its summoner un-
questioningly, except when such orders would conflict with its Herald
of the Apocalypse trait. Creating a champion of famine is always an

evil act.

ECOLOGY

A champion of famine has no purpose other than to spread starvation.
It does not sleep, it does not eat, it does not stop. It rides across the
land, lingering only long enough to make sure everyone and everything
around it is dead. For these reasons a champion of famine does not typi-
cally survive long. Those that call one forth must make immediate use
of its powers or risk losing what little control was had over the undead.
While a champion of famine has never been observed communicating

Armor Class 18 (plate)
Hit Points 231 (22d10+110)

Speed 60 ft.
STR DEX CON INT WIS CHA
14(+2) 24(+7) 21(+5) 13(+1) 17(#3) 24(+7)

Saving Throws Dex +13, Wis +9, Cha +13

Skills Insight +15, Perception +9, Religion +13

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities exhaustion, frightened, poisoned,
stunned, unconscious

Senses truesight 120 ft., passive Perception 19
Languages understands all languages but cannot speak
Challenge 17 (18,000 XP)

TRAITS

Aura of Starvation. When a flesh-and-blood creature starts
its turn within 30 feet of the champion, it must succeed on a DC
21 Constitution saving throw or gain one level of exhaustion. If a
creature fails this saving throw by 5 or more, it instead gains two
levels of exhaustion.

Bringer of Strife. The champion cannot deal damage; when it
would deal damage it instead causes horrific (but nonlethal) pain.
A creature that would have taken damage from the champion must
succeed on a Constitution saving throw with a DC equal to 10 plus
half the damage the champion would have dealt (rounded down).
On a failure, the creature suffers the following effects until the end
of its next turn.

¢ The creature’s speed can be no more than 10 feet.
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o The creature cannot maintain concentration.

¢ Onits turn, the creature can take either an action or a bonus
action, but not both.

e The creature cannot make more than one melee or ranged attack
during its turn.

Feast Upon Famine. As a bonus action the champion can
feed upon the starvation of a single creature it can see that has
one or more levels of exhaustion. The creature reduces its levels of
exhaustion by one, and the champion regains 40 hit points.

Herald of the Apocalypse. The champion cannot be compelled
to act in a manner that prevents it from causing starvation and strife
to living creatures. Additionally, its weapon attacks are magical, and it
cannot be disarmed of its weapon.

ACTIONS

Multiattack. The champion uses its Wither action (if available)
and makes three attacks, each of which must be against a different
target.

Expand Aura. The champion increases the radius of its Aura of
Starvation to 300 feet.

Great Whip. Melee Weapon Attack: +13 to hit, reach 15 ft.,
one target. Hit: 14 (3d4 + 7) slashing damage and the target is
knocked prone.

Wither (Recharge 5-6). The champion ends a single spell or

magical effect within 120 feet of it.

REACTIONS

Uncanny Dodge. When an attacker the champion can see hits
it with an attack, it can use its reaction to halve the attack’s damage
againstit.




with others, it clearly understands all it hears. The creatures appear to
take some pleasure in hearing the agonized moans and pleas of its vic-
tims. It will reveal its presence so that in their final moments its victims

can behold the horror of what is responsible, extinguishing what little
hope remains.

REGIONAL EFFECTS

Unlike some powerful creatures that only shape the area around their lair,
a champion of famine cloaks everything around it in an aura of oppres-
sive hunger which claws at the spirit and makes the gut ache. It creates
the following effects within 10 miles of the champion.

¢ Flesh-and-blood creatures cannot gain nourishment from food

or drink. Constructs, elementals, oozes, plants, and undead are
unaffected.

e When any creature in the area finishes a short or long rest, it instead
gains no benefits from the rest and gains 1 level of exhaustion.

If the champion dies, the effects end immediately.
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CHAMPION OF WAR

From a political office, war is organized and precise. It has purpose, strat-
egy, and reason, whether justified or not. On the front lines, war is brutal
and without mercy, an exercise in futility and waste. The champion of
war exemplifies the latter, taking life in the most senseless manner with
no hesitation. It is brutality on four hooves, striking with overwhelming
force to better ensure a glorious, gory melee. The largest of the dragoons,
a champion of war is a hulking undead bulging with necrotized muscle
and adorned in rusty plate armor. In each of its hands is clutched a mas-
sive great axe that cleaves through living flesh like a hot knife through
butter. Silent and merciless, the champion of war grants a swift death to
any soldier it encounters on the battlefield.

LORE

A character can learn the following information about a champion of war
with an Intelligence (Religion) ability check.

CHAMPION OF WAR LORE

DC INFORMATION

A champion of war reigns supreme on the battlefield, charging
from target to target with its mighty axe. With whirling blows it
16 cleaves the flesh from everything around it, and it can shrug off

even the most destructive blows, fighting until there is nothing
left to kill.

There is little one can do to stop a champion of war from getting
where it wants to go. It can even break down magical barriers,

23 and it shrugs off almost every spell thrown its way. Perhaps its
only weakness is that it makes no effort to dodge out of the way
of large-scale effects, and it can be worn down by a prolonged
barrage of arcane energy.

To destroy a champion of war, you must deal it lethal damage
27 and then keep it from attacking for a few moments. While it has

enemies to attack, it will remain functional, empowered by pure

fury. A brief pause is all it takes, and the champion will perish.

TACTICS

A champion of war is a simple creature on the battlefield. Use Devastating

Charge to break down barriers (this even destroys spells like wall of fire
that don’t block movement, as they are still magical obstacles) and if

there aren’t any barriers to destroy, move to within 10 feet of as many
characters as possible and use Twin Cleave to deal tremendous damage.
The champion’s Javelin attack is only there if it can’t get into melee
range—its Great Axe is far more effective. Save Retaliate for big hits,
but don’t worry too much about being maximally efficient with it. The
champion of war is not a calculating schemer.

The champion’s Feast Upon War trait causes it to heal for half the
damage dealt to it. Functionally this is identical to having resistance
to that damage, but it applies after the damage is dealt, meaning if a hit
reduces the champion to 0 hit points, that will cause its Undying Conflict
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ability to activate, preventing the champion from regaining any hit points.
Note that this does not apply to damage from spells, but it does include
“additional damage” added to weapon attacks, such as Sneak Attack,

Divine Smite, or bonus damage from a magical weapon.

When the champion is reduced to 0 hit points and Undying Conflict
activates, all it cares about is attacking every round to prolong its unlife
for as long as possible.

Easier Tactics — Don'’t use Devastating Charge or Twin Cleave at every
opportunity and tweak the champion of war’s Undying Conflict ability so
it expires after 1 round. The final hurrah is thematically appropriate, but
it will make the fight much easier if the champion collapses immediately
afterward.

CHAMPION OF WAR

Huge undead, chaotic evil

Harder Tactics — Hit and run is the name of the game. With a 60-foot
speed and a 10-foot reach with its Great Axe, the champion of war can
easily rush by the party, make its attacks, and then keep going. This gets
even more brutal if you use Devastating Charge every round to let the
champion move a total of 180 feet, making it almost impossible for melee
characters to hit it.

PLOT HOOKS

Secret Weapons. War breaks out among once-peaceful allies, and both
sides have been seen fielding a mysterious, armored centaur. This creature
is a champion of war concealed by heavy armor, though no plate can hide
the stench of death, and its summoner keeps a tight rein on it to prolong

the battle as long as possible, switching sides as needed.

Armor Class 18 (plate)
Hit Points 337 (25d12 + 175)

Speed 60 ft.
STR DEX CON INT WIS CHA
28(+9) 10(+0) 24(+7) 4(-3) 18(+4) 24(+7)

Saving Throws Str +15, Con +13, Wis +10, Cha +13

Skills Athletics +21, Insight +12

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

Condition Immunities exhaustion, frightened, poisoned,
stunned, unconscious

Senses darkvision 120 ft., passive Perception 14

Languages understands all languages but cannot speak
Challenge 19 (22,000 XP)

TRAITS

Aura of Battlelust. The champion exudes an aura of savagery

in a 60-foot radius. When a creature ends its turn in the area and
did not make a weapon attack against another creature that turn, it
takes 27 (6d8) necrotic damage.

Feast Upon War. After the champion takes damage from a
weapon attack, it regains hit points equal to half the damage taken
(rounded down).

Herald of the Apocalypse. The champion cannot be
compelled to act in a manner that prevents it from causing war and
bloodshed to living creatures. Additionally, its weapon attacks are
magical, and it cannot be disarmed of its weapons.

Undying Conflict. When the champion is reduced to 0 hit
points, it is not killed but instead enters an undying rage, granting
it the following benefits.

¢ The champion can neither regain hit points nor die.
¢ The champion has advantage on weapon attack rolls

e If the champion makes a weapon attack and scores a hit, it
instead scores a critical hit.
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¢ The rage ends if the champion ends its turn without successfully
hitting an enemy creature with a weapon attack that turn. When
the rage ends, the champion dies.

ACTIONS

Multiattack. The champion uses its Devastating Charge and

makes a weapon attack, or it makes two weapon attacks.

Devastating Charge. The champion moves up to double its
speed in a straight line. The champion destroys magical barriers
that would impede this movement as well as objects or structures
of Gargantuan size or smaller not being worn or held. Creatures

in the path of the champion must attempt a DC 23 Dexterity
saving throw. A success moves a creature to the nearest unoccupied
space within 10 feet out of the champion’s path. On a failure, the
creature takes 34 (6d8 + 7) bludgeoning damage and is knocked
prone.

Great Axe. Melee Weapon Attack: +15 to hit, reach 10 ft., one
target. Hit: 28 (3d12 + 9) slashing damage. If the targetis a
creature, it suffers a wound. A wounded creature loses 5 (1d10) hit
points at the start of each of its turns. Each time the champion hits
awounded target with this attack, the damage dealt by the wound
increases by 5 (1d10). Any creature can take an action to stanch
the wound, successfully ending the effect with a successful DC 23
Wisdom (Medicine) ability check. The wound is also removed if
the target receives magical healing.

Javelin. Melee or Ranged Weapon Attack: +15 to hit, reach 10 ft.
or range 30/120 ft., Hit: 18 (2d8 + 9) piercing damage.

Twin Cleave (Recharge 5-6). The champion makes two
Great Axe attacks against each creature of its choice within reach.

REACTIONS

Retaliate. When a creature within 10 ft. of the champion hits it

with a weapon attack, it can make a single Great Axe attack against
that creature. On a successful hit, the attack deals bonus damage
equal to the damage the champion took from the attack.



Senseless Violence. A long war comes to an abrupt end when the armies
of both sides are butchered and slaughtered. A skeletal centaur prowls
the battlefield now, killing any who try to recover the bodies or equipment
of the slain.

Unstoppable Forces. Two champions of war are created at the same time,
in different places for different reasons. Linked by the foul magic that fu-
els them, they charge toward each other inexorably, destroying everything
that gets in the way. What will happen when they meet?

TREASURE

The party may find some or all of the components needed for a champion

of war in the lair of its summoner.

To summon a champion of war, a spellcaster must put at least three trained
soldiers, all of whom must be humanoids, in an enclosed space no bigger
than 20 feet in diameter. This arena must be ringed with purple sapphires
worth a total of 44,000 gp. An axe is specially prepared by bathing it in
the blood of a freshly slain warhorse, then it is placed in the middle of
the enclosed space where symbol is cast upon it with the Pain effect. The
glyph is activated, and the humanoids fight to the death while wracked
with terrible pain. The ritual prolongs the effects of symbol until only one
humanoid is left alive, at which point the remaining fighter is compelled
to turn the axe against itself, hacking its own body into bloody chunks.
When the last fighter is dead, the bones from the bodies rip out of the flesh
and merge together, forming a champion of war. It obeys its summoner
unquestioningly, except when such orders would conflict with its Herald
of the Apocalypse trait. Creating a champion of war is always an evil act.

The Ckampion of Pestilence
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ECOLOGY

True to its name, a champion of war cares only for one thing: waging war.
It has no interest in beasts or natural predators, only sentient beings who
commit organized violence. It does not eat or sleep, riding all through the
night until it finds more victims. While it is a brutal enemy, a champion
of war is not cruel. It never leaves its victims to suffer, finishing them off
with ruthless efficiency. Those that give a champion of war a good fight
will earn the creature’s begrudging respect. Living creatures that share
in its psychotic obsession with physical violence may even ally with a
champion of war for a time, so long as they share in its unceasing com-
mitment to battle. The only emotions these undead have been known to
demonstrate is fury on the battlefield, and a peculiar peaceful satisfaction

at the eerie silence that follows a great conflict.

CHAMPION OF PESTILENCE

Bringer of plague, scourge of life, rotter of flesh. A champion of pesti-
lence, at least by itself, is the least directly destructive of the apocalypse
dragoons. Its presence foments and incites diseases to spread and linger,
making them almost impossible to cure. In combat, the champion inflicts
the unraveller, a magical disease that turns the mightiest warrior into
a mewling babe. Appearing as a rotting undead centaur leaking putrid
contagion, these foul creatures contaminate everything they come into
contact with. A champion of pestilence exists to prove the fragility of liv-
ing flesh. Rot and infection are its evidence, dismantling mighty dragon

and humble commoner alike.

LORE

A character can learn the following information about a champion of

pestilence with an Intelligence (Religion) ability check.

CHAMPION OF PESTILENCE LORE

DC INFORMATION

A champion of pestilence’s presence alone is enough to render even
the most resilient individuals susceptible to disease and plague. It

17 also makes those who become infected tremendously difficult to
treat, blocking even magical attempts that would ordinarily remove
the problem in a heartbeat.

The greatest danger from a champion of pestilence is the

unraveller, a magical disease that spreads to everyone within

23 close proximity. Once someone is infected, removing the disease
is a tremendous challenge, and it causes its victims to become
vulnerable to attacks, dampens both physical and magical strength,

and makes it impossible to resist even the simplest effects.

Like many of the apocalypse dragoons, a champion of pestilence
is not particularly agile. It is also reliant on spells for much of
its combat effectiveness, and a friendly wizard with counterspell

28 is invaluable. While antimagic field may seem a good choice, the
champion is unaffected by non-enchanted weapons and other
mundane attacks, and the spell helps the champion more than it
hinders it.
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TACTICS

The champion of pestilence’s primary goal is to keep the maximum num-
ber of characters within 120 feet, within range of its Aura of Contagion.
Most of its tactical choices are in spell selection, and it’s best to start with
the high-level spells first. Start by using Mass Infection to cast blight on
the entire party. On subsequent rounds, cast cloudkill if the party is clus-
tered together or feeblemind if they are spread out. While the champion is
concentrating on a spell, use ray of sickness to deal damage and infestation
or poison spray rather than the champion’s Plague Touch ability. Don'’t
forget to increase the damage from ray of sickness to 6d8 because it’s cast
at 5th level and use the 17th-level damage numbers for the cantrips, 4d6

and 4d12 respectively.

Beyond that, use dispel magic if an ongoing spell effect is causing
problems, and don’t forget to the give the champion its 20 temporary
hit points each time someone fails a saving throw against its spells or
abilities. Temporary hit points don’t stack, so this is a refreshing buffer

against damage rather than a snowballing stockpile.

CHAMPION OF PESTILENCE

Large undead, chaotic evil

Easier Tactics — Don’t use Multiattack; just cast one spell per turn. Use
Mass Infection only once. If needed, cast lower-level spells and avoid

using blight or cloudkill.

Harder Tactics — Use Mass Infection to cast feeblemind on the first round
targeting the whole party. That is almost guaranteed to take a few of them out
of commission, then you can focus your attacks on whoever is left. On sub-
sequent turns, cast confusion on someone who resisted feeblemind and then
pick the most damaging spell available. Don’t cast cantrips with Multiattack;
instead, use Plague Touch on the same character over and over, prioritizing
anyone who can cure diseases—while those characters are afflicted with
the unraveller, they can'’t succeed on the Wisdom (Medicine) ability check

needed to remove the disease from anyone, including themselves.

PLOT HOOKS

Doom Plague. An entire order of paladins comes down with a deadly
plague that resists all attempts at a cure. Soon it spreads to a monastery
of monks and a circle of powerful druids. Someone is making a point
by targeting those who consider themselves immune to earthly sickness.

Armor Class 18 (plate)
Hit Points 352 (28410 + 198)

Speed 60 ft.
STR DEX CON INT WIS CHA
14(+2) 12(+1) 25(H7) 19(+4) 22(+6) 26(+8)

Saving Throws Con +14,Int+11,Wis +13,Cha +15

Skills Arcana +11, Medicine +20, Perception +13, Religion +11
Damage Immunities necrotic, poison; bludgeoning, piercing,
and slashing from nonmagical weapons

Condition Immunities exhaustion, frightened, poisoned,
stunned, unconscious

Senses truesight 120 ft., passive Perception 23

Languages understands all languages but cannot speak
Challenge 21 (33,000 XP)

TRAITS

Aura of Contagion. At the start of each of the champion’s turns,
each flesh-and-blood creature within 120 feet of it must attempt a DC

23 Constitution saving throw. If a creature fails three saving throws
against this feature, it contracts a magical disease called the unraveller.
These failures need not be consecutive—keep track of a creature’s
accumulated failed saving throws. A creature’s number of failed saving
throws resets to zero when it finishes a short or long rest.

Creatures afflicted with the unraveller take double damage from
all sources, deal half damage with weapon and spell attacks, and
automatically fail saving throws and ability checks.

Feast Upon Pestilence. When a flesh-and-blood creature fails
a saving throw against one of the champion’s abilities or spells,

T This spell can be found in the official 5E supplement, XGE.
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the champion gains 20 temporary hit points. These temporary hit
points last for 1 minute.

Herald of the Apocalypse. The champion cannot be
compelled to act in a manner that prevents it from causing
pestilence and disease to living creatures.

Noxious Poisons. When the champion would deal poison
damage, it can choose to deal necrotic damage instead.

Spellcasting. The champion is a 20th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 23, +15 to hit with
spell attacks). The champion can cast the following spells without
the need for verbal or material components:

Cantrips (at will): infestation', poison spray

4/day each (as a 5th-level spell): confusion, contagion, dispel magic,

ray of sickness
3/day each (as a 7th-level spell): cloudkill, feeblemind
2/day each (as a 9th-level spell): blight, maddening darkness'.

ACTIONS

Multiattack. The champion casts a spell and then casts two

cantrips or casts a spell and makes an attack.

Mass Infection (Recharge 5-6). The champion casts a spell
that targets a single creature. The range of the spell is increased to
300 feet and the champion may target any number of creatures of
its choice within range.

Plague Touch. Melee Spell Attack: +15 to hit, reach 5 ft., one
creature. Hit: The creature must immediately attempt a DC 23
Constitution saving throw as though affected by the champion’s
Aura of Contagion ability.



Health Insurance. A deadly plague suddenly resurges after being nearly
contained and wiped out. A champion of famine rides through the city,
and sickness blossoms. Then, a hooded figure offers the cure...for a price.

Pandemic. Someone discovers a way to mass-produce champions of pes-
tilence, and a half-dozen appear simultaneously. Each one is a traveling
disaster, but if nothing is done about their creator there’s no telling how
soon another half-dozen will appear. Or another hundred.

TREASURE

The party might find some or all of the components needed to create a

champion of pestilence in the lair of its summoner.

To conjure a champion of pestilence, a collection of impure emeralds
worth 30,000 gp is crushed and powdered, then mixed with two dozen
potions of healing in a cauldron worth 2,000 gp, along with the bones of a
horse that died of an incurable disease. The caster must cast clone on itself,
placing the still-gestating clone into the cauldron. After an incubation
period that ranges from 8 hours to 120 days (at the DM’s discretion), the
cauldron bursts open as the champion of pestilence violently emerges.
It obeys its summoner unquestioningly, except when such orders would
conflict with its Herald of the Apocalypse trait. Creating a champion of

pestilence is always an evil act.

ECOLOGY

There is no ecology for champions of pestilence—they are an unending
fount of toxicity. They do not sleep, eat, or do anything other than search
for what is healthy so they can make it foul. These undead are either
deluded or insane, seeing their infections as a gift to be shared with all
the living. When not under threat, they take on a bedside manner similar
to that of a mute healer, but with no intention of curing the afflicted.
Instead, the champion languishes in the creature’s slow death, all the

The Cham?ion of Death

while keeping close tabs on its symptoms. Some believe that through this
study, champions of pestilence seek to formulate the perfect plague; an
incurable scourge that will obliterate all life. How the champions share
their findings with each other is unknown, but each new champion ap-
pears to inherit the knowledge of diseases and plagues researched by its
predecessors.

REGIONAL EFFECTS

The area around a champion of pestilence is fraught with a noxious
infection, which creates the following effects within 10 miles of the
champion.

e Creatures in the area cannot be immune to disease.
A creature that is immune to disease instead has advantage

on saving throws against diseases.

¢ When a creature attempts to cure a disease by any means, it
must succeed on a DC 23 Wisdom (Medicine) ability check as
a part of the attempt (no action required), or the attempt fails.

If the champion dies, these effects end immediately.

CHAMPION OF DEATH

Death is the fate of all life, and the champion of death fate’s instrument.
These undead are the shepherd of souls, who usher the final curtain down
and proclaim that the time has come for the flame of life to extinguish.
It is a nearly unstoppable killer, wielding twin scythes that cleave armor,
flesh, and spirit with equal ease. Taking the shape of a skeletal centaur
wreathed in shadowy robes, the champion of death creates no sound
with any of its movements, echoing the tranquil silence of the grave.
Their blows inflict no pain, cutting the life force away from their targets
with every stroke. Few ever see the blades of the champion of death as it
cleaves their souls into the afterlife, a peaceful death soon to be shared

with every living thing the champion can find.
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LORE

PLOT HOOKS

A character can learn the following information about a champion of

death with an Intleligence (Relgion) ability check.

CHAMPION OF DEATH LORE

DC INFORMATION

The pinnacle of the apocalypse dragoons, a champion of death
is a mobile, aggressive melee combatant. It moves and attacks at
lightning speed and knows the precise location of every living
being in a 10-mile radius.

A champion of death can strike a creature dead with a single
word, surpassing even power word kill in lethality. Furthermore,

26 abarrier preventing any living being from getting within arm’s
length of the champion surrounds it. If dispelled, this barrier
regenerates after a few moments.

A champion of death has few weaknesses, but fighting one is
not totally hopeless. One should invest heavily in any effects
that provide resistance or other protections against necrotic
energies, and those who plan to enter melee combat should
acquire a weapon with extended reach to strike from outside the
champion’s warding barrier.

TACTICS

Death is uncomplicated. The champion moves among its foes using its
10-foot reach and Antilife Shell trait to keep from provoking opportu-
nity attacks while attacking with its Sickle. Target a frail character—like
a wizard or rogue—with Death Sentence on the champion’s second
turn. After that, use its legendary actions for Shadow of Death when the
champion needs to maneuver or avoid an obstacle, and otherwise make
as many Sickle attacks as possible. When Death Sentence recharges,
use it again. Note the champion’s high Stealth. It can easily hide during
combat or before battle to gain surprise, though it is unlikely to do so

unless unsure of its victory.

Easier Tactics — Don't use Death Sentence more than once and avoid
using the Shadow of Death legendary action. Consider having the
champion of death spend its first turn in silent observance, allowing the
party to attack it while it sizes them up. Keep attacks divided amongst
multiple targets, as the champion does way too much damage for most

characters to survive more than a couple hits.

Harder Tactics — Use Death Sentence on the first turn and use the
champion’s legendary action Aspect of Death every round to recharge
the ability and use it again. Focus on characters with low Constitution
scores—only once they are all dead should the champion of death
engage in melee combat. Use Shadow of Death often to reposition the
champion and surprise characters who think they are safely out of

range.
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Dragonslayer. A mighty and terrible red dragon is slain, ending its tyran-
nical reign. This seems a good thing at first, until an equally powerful
gold dragon also dies. Every day another dragon perishes, and there must
be a reason behind these killings.

Witness to Genocide. Every single inhabitant of a major city is killed
overnight, except one. Who is the lone survivor? Is this person respon-

sible for the deaths, or was the loner left alive for a reason?

Blades of Oblivion. A cursed scythe grants its wielder tremendous skill
in battle but drives the wielder to seek the scythe’s sibling weapon. When
both are found and brought together, the wielder transforms into a

champion of death.

TREASURE

The party might find some or all of the components needed to summon

a champion of death in the lair of its summoner.

There is only one way to summon a champion of death. A powerful
humanoid who has died and been brought back to life at least once
must be placed on a guillotine built from the bones of a unicorn, with
an adamantine blade worth 5,000 gp. A set of pearls worth 12,000
gp must be embedded in the skeleton of the live humanoid without
killing the victim. Once prepared, the guillotine blade is dropped and
power word kill must be cast simultaneously at the exact moment of the

blade’s impact.

Upon completion, a swirling cloud of inky blackness billows forth, the
pearls melt into the humanoid’s skeleton, and the guillotine structure
reshapes to form the champion of death. Once summoned, it wields
the adamantine blade from the guillotine that killed it, breaking it in
half to form a pair of sickles with bone handles. The champion of death
obeys its summoner unquestioningly, except when such orders would
conflict with its Herald of the Apocalypse trait. Creating a champion of

death is always an evil act.

ECOLOGY

The champion of death exists to end life in all its forms. Unlike the other
apocalypse dragoons, it may go through periods of extended inactivity. It
waits for an unseen signal before springing into action as a maelstrom of
violence, leaving only corpses in its wake. These undead are notoriously
difficult to control, possessing a cryptic and mysterious nature. Champi-
ons of death treat the act of taking life as a sacred act, giving their victims
a moment to come to terms with their fate and prepare themselves.
While any living thing that encounters a champion of death is sure to
be slain, the creature rarely seeks out life with the tenacity of its fellow
dragoons. They instead wait patiently, acting only when a set of mysteri-
ous criteria compel them to intervene. Those that seek to painlessly end

their existence have been known to seek out champions of death, who



gladly and painlessly grant their wishes. The areas a champion of death
visits become barren landscapes. Their very presence instantly slaughters
lesser creatures in a colossal area, leaving behind hordes of zombies and

other undead quick to capitalize on the sudden plethora of fresh corpses.

REGIONAL EFFECTS

A pall hangs over the area around a champion of death, and no sound
echoes there. The following effects occur within 10 miles of the champion.

CHAMPION OF DEATH

Large undead, chaotic evil

¢ Any living creature with 2 or fewer maximum Hit Dice in the area
dies instantly. Humanoid creatures slain in this manner rise as
zombies within 24 hours unless their bodies are destroyed or
consecrated with holy water.

¢ The champion is aware of the exact location of every living thing
within the area and living creatures cannot be hidden from the
champion while within the area.

If the champion dies, these effects end immediately.

Armor Class 23 (natural armor)
Hit Points 375 (30412 + 180)

Speed 60 ft.
STR DEX CON INT WIS CHA
24(+7) 18(+4) 23(+6) 20(+5) 28(+9) 23(+6)

Saving Throws Dex +11, Con +13,Wis +16,Cha+13

Skills Insight +16, Perception +16, Religion +19, Stealth +18
Damage Immunities necrotic, poison; bludgeoning, piercing,
and slashing from nonmagical weapons

Condition Immunities exhaustion, frightened, poisoned,
stunned, unconscious

Senses truesight 120 ft., passive Perception 26

Languages understands all languages but cannot speak
Challenge 23 (50,000 XP)

TRAITS

Antilife Shell. The champion is surrounded by a magical barrier

in a 5-foot radius sphere that moves with it, remaining centered on
the champion and hedging out living creatures. The barrier forcibly
prevents living creatures from passing or reaching through.

If the champion’s movement forces a living creature through the
barrier, the effect ends until the start of the champion’s next turn.
If the effect is dispelled (such as via a dispel magic spell) the effect is
instead suppressed until the start of the champion’s next turn.

Herald of the Apocalypse. The champion cannot be compelled
to act in a manner that prevents it from killing living creatures at
every opportunity. The champion’s attacks are magical and granta +3
bonus to its attack rolls (included in the attack). When the champion
hits a living creature with any weapon, the weapon deals an extra

36 (8d8) necrotic damage (included in the attack). Additionally, the
champion cannot be disarmed of its weapons.

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

ACTIONS

Multiattack. The champion makes four Sickle attacks.

Death Sentence (Recharge 6). The champion commands
a living creature it can see within 300 feet to die. The target must
succeed on a DC 24 Constitution saving throw or take necrotic
damage equal to its hit point maximum. A creature that fails this
saving throw by 10 or more dies instantly.

Sickle. Melee or Ranged Weapon Attack: +17 to hit, reach 10 ft. or
range 30/60 ft., one target. Hit: 20 (2d12 + 7) slashing damage.
If the target is a living creature, it takes an extra 36 (8d8) necrotic
damage. If the sickle was thrown, it returns to the champion’s hand
at the end of the turn during which it was thrown.

LEGENDARY ACTIONS

The champion 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 another creature’s turn. The champion
regains spent legendary actions at the start of its turn.

Aspect of Death (Costs 3 Actions). The champion recharges
its Death Sentence action.

Shadow of Death. The champion magically teleports to an
unoccupied space within 10 feet of a living creature it can see and
becomes invisible. The invisibility lasts for 1 minute or until the
champion makes an attack.

Sickle. The champion makes a Sickle attack.
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Assassin Vipers

In the deepest forests, darkest swamps, and most primeval jungles,
serpents with potent toxins thrive. Centuries of breeding in isola-
tion have pushed one such family of venomous snakes to the absolute
pinnacle of lethality. Called assassin vipers, these abominations of
evolution slither through the underbrush, lurking until worthy prey
comes within reach. The greatest of killers wish they could possess
the killing potential of a single assassin viper bite; whose venom is so
potent even mighty dragons can succumb within minutes. Revered by
druids, hunted by rangers, and feared by all, these creatures are a testa-

ment to nature’s fearsome power.

BANDED AGONY VIPER

The venom of the agony viper can leave a storm giant writhing on the

ground, like a worm beneath the hot summer sun. An expert in stealth,

most don’t see the agony viper until they’re too busy screaming in pain

to notice anything at all. A typical viper is nearly 5 ft. in length, mailed
in color changing scales that can slowly adapt to almost any terrain.
Its head is crowned with a central third eye, which it uses to detect the
body heat of nearby prey. Slow and meticulous, these serpents have little
reason to fear other creatures, biting anything that comes within reach.
Agony vipers do not swallow their prey whole, instead tearing off chunks
with their teeth into more manageable bits.

LORE

A character can learn the following information about a banded agony

viper with an Intelligence (Nature) or Wisdom (Survival) ability check.

BANDED AGONY VIPER LORE

DC INFORMATION

Banded agony vipers are known to hunt large game, their potent

14 toxins debilitating even hearty creatures after a few bites. They
are incredibly patient, waiting until a creature is alone before
striking.

The agony viper’s venom can affect even creatures that are
ordinarily immune to toxins and poisons. Such protections

18 mitigate the toxin’s effects, but don’t protect against it entirely.
Furthermore, the agony viper can conceal itself in plain sight,
turning almost invisible.

Abilities that bolster a creature’s natural defenses, such as bless,
or the aura of a paladin are of great help against an agony viper.

23 Once a creature fights off the initial surge of incapacitating
venom, their body goes into antibody overdrive, and they won’t
succumb again until the shock has worn off.
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TACTICS

As lurkers, agony vipers are simple to use in an encounter. They should
always start a fight either hidden via their Hide in Plain Sight action, or
out of the party’s vision, such as around a corner or in a concealed area.
Then, it attacks the first character to blunder within 5 feet of the viper.
On subsequent turns, it continues attacking, using its Retaliate feature
to potentially land a second hit each round and trigger Viper Strike again
for massive additional damage. The agony viper fights until it is killed.

Easier Tactics — Don’t use the viper’s Retaliate reaction to significantly
reduce the threat it poses. You can also have the viper not start the fight
hidden, preventing it from using its Ambush Master trait. Finally, con-

sider having the viper retreat if seriously wounded.

Harder Tactics — Wait to launch the viper’s initial attack until there’s
only one creature within 5 feet of it. If that creature fails its initial sav-
ing throw and becomes incapacitated, the viper should move to attack
a different target. Spread the Torturing Venom to as many characters as
possible, relying on other monsters in the encounter to finish off the

debilitated party members.



TALIEN'S NOTES

I'll never forget the day the Archdruidess Ionia said, “Watch

this.” That phrase so often precedes unsafe shenanigans,
and coming from Ionia, stunned me into silence. She picked
up a branch and, with a deft thrust, flipped a snake into the
air. My gaze lingered on its flanged yellow-orange hood and
fangs nearly 6 inches in length, as it writhed on the end of
the stick and made a few futile lunges toward Ionia’s hand.
She said, matter-of-factly, that I'd be dead if I took two more
steps forward. I'm skeptical of her certainty, but Ionia is not
prone to exaggeration. One of many reasons I prefer libraries

to swamps.

\ 7

PLOT HOOKS

Snake Charmer. A traveling circus performer has lost his banded agony
viper, the star of the show. While he is fairly sure the beast is still in the
fairgrounds, the creature must be returned unharmed and fit enough for
tonight’s show. The best he can offer is free tickets for life for the viper’s
return, but so far no one has accepted the offer.

A Nest of Vipers. A deranged druid has been breeding banded agony
vipers for years, filling the neatby jungle with the deadly serpents. As the
body count continues to mount, a conclave of rangers is offering nearby

5,000 gp per viper head, and 50,000 gp for the druid, dead or alive.

Weird Magic. A hag has developed a potion of eternal life, but requires
the venom of a banded agony viper to complete her concoction. She
promises the first draught to whoever brings her a cup of venom first,
which has already led to the deaths of seven bright-eyed adventurers.

TREASURE

All attempts to extract potent venom from a banded agony viper has
failed, with the toxin losing its painful properties within 24 hours to
the disappointment of many would-be assassins. However, the shred
skin of one of these creatures can be used as a potent component for
spellcasting. When a creature casts a spell that deals damage it can use
an intact shed skin of a banded agony viper as a material component,
which is consumed when the spell is cast. Doing so causes the spell to
treat anything that would be immune to spell’s damage as though it had

resistance instead.

ECOLOGY

Banded agony vipers prefer to dwell in dense forests and swamps, but
their natural swimming ability allows them to thrive near rivers and
wetlands as well. Some have even been sighted in coastal waters, lurk-
ing near shore and preying on tourists and sea life alike. While tracking
an agony viper is near impossible, its territory is always filled with the

corpses and bones of countless creatures. The smell of death permeates

these zones, turning them into fetid realms that reek of death. Collectors
and powerful druids sometimes keep banded agony vipers, though even
when charmed the beasts are cold and aggressive.

BANDED AGONY VIPER

Small Beast, unaligned

Armor Class 19 (natural armor)
Hit Points 76 (17d6 +17)
Speed 20 ft., swim 20 ft.

STR
8(-1)

Saving Throws Con +5, Wis +7

Skills Stealth +10, Survival +7, Perception +7
Damage Resistances poison

Condition Immunities prone

Senses blindsight 10 ft., passive Perception 17
Languages —

Challenge 10 (5,900 XP)

DEX
22 (+6)

CON
13 (+1)

INT
4(3)

WIS
16 (+3)

CHA
1(-5)

TRAITS

Ambush Master. The viper has a +5 bonus to attack rolls
against surprised creatures.

Hide in Plain Sight. The viper can spend one minute
camouflaging itself into the natural environment, during which
time it can neither take other actions nor spend movement. Once
camouflaged in this manner, the viper is invisible and hasa +10
bonus to Dexterity (Stealth) ability checks for as long as it does
not move from that space.

Torturing Venom. When the viper hits a flesh and blood
creature with a bite attack, it may inject its venom into the target,
which causes agonizing pain. At the start of each of the creature’s
turns, it must succeed on a DC 18 Constitution saving throw or
fall prone, become incapacitated, and unable to utter any sound
other than agonized screams until the start of its next turn. Once
a creature has succeeded on three saving throws in this manner,
the effect ends for it and the creature is immune to the effects of
Torturing Venom for 24 hours. A creature immune to the poisoned
condition has advantage on saving throws against this feature.

Viper Strike (1/round). When the viper hits a flesh and blood
creature with a weapon attack, it can choose to deal an additional
55 (10d10) poison damage. If a creature is immune to poison
damage dealt by this feature, it is instead has resistance.

ACTIONS

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one creature.
Hit: 11 (1d10+6) piercing damage.

REACTIONS

Retaliate. When the viper is hit by a weapon attack from a

creature within 5 ft. of it, it may make a bite attack against that
creature.
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EMERALD SHADOW MAMBA

Mottled green with an asymmetrical triangular pattern and striking red
frills, the emerald shadow mamba is a gorgeous reptile. Like all assassin
vipers, the shadow mamba is skilled in the art of stealth, latching onto
its prey to inject copious amounts of necrotizing venom. Unusually
aggressive and highly mobile, these vipers attack against anything they
perceive as a threat. A mamba gets its name from both its elegant scales
and ferocious speed, dashing between the trees like a deadly shadow. The
creatures are notorious for continuing to attack long after their foes have
succumbed, leaving behind bodies bloated with venom and peppered
with bite marks.

LORE

A character can learn the following information about an emerald
shadow mamba with an Intelligence (Nature) or Wisdom (Survival)
ability check.

EMERALD SHADOW MAMBA LORE

DC INFORMATION

The emerald shadow mamba is an ambush predator, but once it
strikes from hiding, it latches on to its target, injecting copious
16 amounts of venom until the creature is dead. Shadow mambas
do not let go, and can bite repeatedly in rapid succession,
overcoming even the most resilient immune system.

Once an emerald shadow mamba’s toxins take hold, the victim’s
physical abilities are completely nullified, leaving them barely
able to move and completely unable to attack. Spellcasters are
unaffected, making magic a welcome ally when dealing with this
lethal serpent. This toxin, once resisted, won't affect a creature
again until a day has passed.

20

The shadow mamba is capable of evading even magical effects
that normally target a creature’s body, such as cone of cold. In
addition to being impressive to watch, it makes the mamba hard
to pin down. Target its mind for maximum effectiveness.

24

TACTICS

The emerald shadow mamba should always start a fight in hiding, using
its Ambush Master trait to all but guarantee its first salvo of attacks lands
successfully. Once it does, grapple the most vulnerable target (as long as
they are Medium or smaller) and don't let go. The mamba should use its
Bite legendary action to keep dealing damage to its chosen target. If a
creature is poisoned, it doesn’t make Constitution saving throws for each
Bite that lands, only at the end of each of its turns. This is important,
because once a creature succeeds on a saving throw against the mamba’s
poison, it becomes immune for 24 hours. When the mamba’s target

becomes immune to its toxins, move to another character and repeat.

Use Masterful Reflexes at the first available opportunity, the mamba isn't

smart enou o strategize about what actions the party mi ake, it’s
t gh to strategize about what actions the p ght take, it"
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just acting on instinct. If the mamba is reduced to fewer than 30 hit
points, use the Move legendary action to Disengage and retreat, repeat-

ing as needed to get away from the fight.

Easier Tactics — Unusually, the best way to make the shadow mamba
less dangerous is to focus its attacks on one character, sticking with that
target even after they succeed on their saving throw. The mamba’s poison
is the most dangerous thing about it, and this limits the impact it can

have substantially.

Harder Tactics — The mamba should move through the party on its first
turn, attacking three different characters with its Bite. You want to spread
the poison around as much as possible, using legendary actions to Bite
again, potentially hitting the whole party during the surprise round. If
the viper can’t get a surprise round, it should use its Move legendary ac-
tion to retreat and try again. Only once every character in the party has
succumbed to the poison or succeed on their saving throws should the
viper pick a target and grapple them, biting the same character repeatedly.

PLOT HOOKS

Snakes on a Boat. A ship carrying tropical cargo has a deadly stowaway;
an emerald shadow mamba. With half the crew dead in just under 24

hours, the vessel is dead in the water with the survivors holed up in the




captain’s cabin. Those who manage to bail out the desperate crew would
certainly be entitled to a portion of the cargo.

Hazardous Workplace. An exquisite traveling dancer uses an emerald
shadow mamba in her performances. This frightening combination
makes for a legendary show, but occasionally the mamba gets loose and
bites a member of the audience. Curiously, these victims always seem to

be high profile bounties or targets for assassination.

Habitat Loss. An industrious kingdom has been clearing the jungle to
make room for expansive agriculture. The local wildlife, including a large
population of emerald shadow mambas, have suffered terribly. A circle of
druid conservationists have petitioned on behalf of the jungle, but few
are willing to protect a “forest of deadly serpents and stinging insects”.

TREASURE

The venom of an emerald shadow mamba retains its potency for up to a
year outside the snake. While dangerous, a shadow mamba can be milked
for three doses of venom every week. Doing so requires a successful DC
23 Wisdom (Animal Handling) check against an incapacitated mamba.
A single dose can be extracted from a dead emerald shadow mamba with
minimal effort (and a great deal less risk). The venom has the following

properties:

/ N
Shadow Mamba Venom (Injury). A creature subjected to this
poison must succeed on a DC 20 Constitution saving throw or be
poisoned for 10 minutes. While poisoned in this manner, the creature’s
Strength and Dexterity scores are 1 (-5 modifier to associated rolls),
and it cannot make attacks. A creature can repeat this saving throw at
the end of each of its turns, ending the effect on a success. If a creature
succeeds on a saving throw or the condition ends for it, it is immune to
the poison for 24 hours.

/

ECOLOGY

Emerald shadow mambas are found in towering rainforests, mountain-
ous terrain, and murky swamps. They are adroit climbers and swimmers,
capable of traversing both sheer cliffs and water with the same speed as
open ground. Their favored prey is moderate in size: foxes, young deer,
and most kinds of river fish. The mamba wraps around the prey and
chokes it to death, then feeds on the spot, confident its bright markings
will keep the competition away. While mambas never go looking for a
fight, they rarely pass up the chance to attack creatures they come across.
Even those that flee from these serpents may find themselves being
chased through the jungle by an angry snake. Emerald shadow mambas
are solitary snakes, establishing large territories well away from others
of its kind. When mating, shadow mambas gather in great numbers and
race across the terrain in elaborate athletic displays for mates, an event

that is best witnessed from very far away.

EMERALD SHADOW MAMBA

Small Beast, unaligned

Armor Class 21 (natural armor)
Hit Points 126 (23d6 +46)
Speed 50 ft., climb 50 ft., swim 50 ft.

STR DEX CON INT WIS CHA
10(+0) 26(+7) 15(+2) 4(-3) 19(+4) 1(5)

Saving Throws Str +5, Dex +12, Wis +9
Skills Acrobatics +12, Athletics +10, Stealth +12,
Perception +9, Survival +9

Damage Immunities poison

Condition Immunities prone

Senses blindsight 30 ft., passive Perception 19
Languages —

Challenge 15 (13,000 XP)

TRAITS

Ambush Master. The mamba has a +5 bonus to attack rolls

against surprised creatures.

Lethal Injection. Creatures grappled by the mamba take 35
(10d6) necrotic damage at the start of each of their turns.

Masterful Reflexes (1/turn). When the snake attempts a
Strength or Constitution saving throw, it may instead attempt a
Dexterity saving throw (the save DC remains the same).

ACTIONS

Multiattack. The mamba makes three attacks.

Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one creature.
Hit: 20 (2d12+7) piercing damage, and the target must succeed
on a DC 20 Constitution saving throw or be poisoned. While
poisoned in this manner, a creature’s Strength and Dexterity
scores are 1 (-5 modifier to associated rolls), and it cannot make
attacks. A creature can repeat this saving throw at the end of each
of its turns, ending the effect on a success. If a creature succeeds
on a saving throw or the condition end for it, it is immune to the
mamba’s poison for 24 hours.

The mamba may grapple its target. While grappling in this
manner, the mamba cannot bite another creature.

LEGENDARY ACTIONS

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

Bite. The snake makes a bite attack.

Quick Reflexes. The snake attempts a Dexterity (Acrobatics)
ability check.

Move. The snake uses the Disengage action and moves its speed.
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KINGSLAYER COBRA

The largest and most deadly of the assassin vipers, the kingslayer cobra
is a killer of unparalleled lethality. A massive serpent nearly twelve feet in
length, these snakes have burnished golden scales that give the illusion
of slithering molten metal when in motion. Their hoods are frilled and
nearly two feet wide when fully displayed, and a pair of long tendrils on
the snake’s face give the impression of an elegant mustache. A cobra’s
fangs are as hard as adamantine, able to deliver a potent venom that

surpasses any other naturally occurring toxin.

LORE

A character can learn the following information about a kingslayer cobra
with an Intelligence (Nature) or Wisdom (Survival) ability check.

KINGSLAYER COBRA LORE

DC INFORMATION

Cobras of the kingslayer variety inject a venom so potent it can kill
17 a creature in under a minute. One bite is all it takes, but there is a
short window of time to rush to the creature’s aid.

The kingslayer cobra is capable of hiding even in the midst of a
fight, slipping into the shadows and vanishing without warning.

21
Beware of doing battle with one in areas of ample cover and
darkness.
Kingslayer cobras don’t actually poison their victims, so to speak.
Creatures with a powerful immune system warded against mundane
25 toxins will still be partially shielded from the venom, but spells like

lesser restoration which are effective against poisons do nothing to
remove the toxin of a kingslayer cobra bite. Only spells that bolster a
creature’s immune system are of help here, such as bless.

TACTICS

The kingslayer cobra works best as a hit and run predator, starting the
fight from hiding (as usual) and lashing out at the first creature that gets
in range. If the creature is surprised, don't forget the cobra’s Lethal Strike
trait, potentially allowing it to drop a character in a single turn. Once the
cobra strikes, it should move away, taking opportunity attacks if needed
to get behind cover or concealment. This allows it to hide at the end of its
turn using its Hidden Doom trait. You want to attack a different character
each turn if possible, to maximize exposure to the cobra’s Death Venom.

Additionally, if the cobra can’t hide, try to position it near ranged charac-
ters and spellcasters who will try to retreat from the cobra and potentially
provoke opportunity attacks. With only one attack per turn, the cobra
benefits greatly from being able to use its reaction for another Bite.

Easier Tactics — The best way to make the kingslayer cobra less dangerous
is to keep attacking a few party members, don’t worry about spreading the
Death Venom to multiple victims, just attack the paladins, barbarians,
and fighters who can handle the damage and aren't likely to die outright

from failed Constitution saving throws.
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The K-ings]ayer Cobra

Let me el you the tade of how the kings]ayer cobra
gojr i%s name. Ages ago, an, efree{'i kin,g o{esceno[eo[
from the Pjane of fire, o(ec]aring himseJ§ the new ford
of the material P]ane. Guarded ]35 ancient wards, no
Uao[e or spe“ coujc[ harm ’wim, and a“ w’wo Tose againsjf
l»im were Pujr J(o Hwe sword. Soon no ’weroes remained
o oppose the ermn{'. One o[ay, as the king Joungeo[
in his throne, a Tanger aPProacheo[. Old and wise,

she offered to entertain the king/ witha o[ispjay of
her Pejrs. Among them, a s'mimmering orange—ye”ow
cobra. The king Jeaned forward, cap{'ivaj(eo{ Ly its
resemblance to moften go]o{. The ranger offered
er serpen{' {'o “Le king, and he Jrook i‘l’ gingerjg.

“Be careful, he bites,” were the Just words the king
hearo[ Le?ore er snake’s ?angs P]ungeo( in{'o his neck.
Evident] ly his Uessing of Projrec{'ion didn’t consider
teeth to be blades. The moral is, of course: be

exacjring]y speciﬁc w’rten o[eajin,g wiHL magic.
- Talien Vos Karven
Classification: Lurker

Favors: Barbarians, Constitution
= (High), Druids, Faladins, Speﬂs
(Resurrection), Rangers

Foils: Bards, Monks, ’PercePJ(ion (Low),

Sorcerers, Warfocks

Harder Tactics — Have the cobra wait until the party is resting or other-
wise occupied with another issue. Any situation in which the cobra is not
the most important objective in the room is extremely dangerous. The
players will pretty quickly figure out the cobra needs to be the focus of
any battle, but every round it takes for them to understand this is more
time for the cobra to do some serious damage. Have the cobra retreat after
each hit, as provoking an attack of opportunity is worth it in almost every

circumstance.

PLOT HOOKS

Help Wanted. A devious warlock has put out a public request for a king-
slayer cobra egg. He won't disclose what it is for, but the rarity and dan-

gerous nature of acquiring these eggs makes the reward quite significant.

Tactical Serpent Strike. An unknown assassin has been teleporting a

kingslayer cobra in and out of the residences of retired heroes. Nothing



of valuable has been taken, leading the authorities to believe the motive is rather than deal with even a single snake. Among more tribal peoples

sadistic vengeance. Attempts to either locate the spellcaster responsible or  these cobras are a source of awe and fear, sent by the gods to punish the

stop the cobra have failed, leaving the authorities desperate for a solution.

Year of the Snake. A race of snake people have been experimenting on
kingslayer cobras, attempting to splice the cobra’s deadly abilities with
their own morphology. A successful merge would lead to a new genera-
tion of serpentfolk, capable of slaying any that dared oppose them.

TREASURE

A kingslayer cobra’s venom cannot survive long outside the snake, and
is therefore unfit for use as a poison. However, it can be used to create
a powerful antivenom that can cure any known poison. Milking a
kingslayer cobra requires a successful DC 25 Wisdom (Handle Animal)
check, producing enough venom to make a single potion of absolute purity,
which is detailed below. Crafting a potion of absolute purity requires a suc-
cessful DC 25 Intelligence (Alchemist Supplies) check over the course of

8 hours of strenuous activity.

/ N\
Potion of Absolute Purity
Potion, legendary

When you drink this potion, your body is flushed with powerful
chemicals that purge away any corruption. This immediately ends the
following effects and makes you immune to subsequent instances of the
effects for 1 hour; disease, blindness, deafness, exhaustion, petrified,
stunned, unconscious, and any reductions to ability scores or your hit

point maximum.

ECOLOGY

True to their name, kingslayer cobras thrive in cities and other urban
environments. They are skilled at climbing sheer surfaces like the walls of
buildings and can swim through canals, sewer systems, and other bodies
of water. With blindsight, the cobras can operate efficiently at night, and
the cramped environs of a metropolis keeps their prey from running far
before they fall over dead. An infestation of kingslayer cobras is incredibly
difficult to root out, who will prey on pets, gnomes, halflings, and even

small children. Entire communities would prefer to pack up and move

destructive hubris of more “civilized” peoples.

KINGSLAYER COBRA

Medium beast, unaligned

Armor Class 24 (natural armor)
Hit Points 263 (31d8 + 124)
Speed 40 ft., climb 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA
14(+2) 30(+10) 19(+4) 4(-3) 21 (+5) 1(-5)

Saving Throws Str +8, Con +10, Wis +11

Skills Athletics +14, Stealth +22, Perception +11, Survival +11

Damage Immunities poison

Condition Immunities prone

Senses blindsight 60 ft., passive Perception 21
Languages —

Challenge 20 (25,000 XP)

TRAITS

Death Venom. When the cobra hits a living creature with a
bite attack, it can inject its venom into the target, which causes
near-instant death. At the start of each of an affected creature’s
turns, it must attempt a DC 24 Constitution saving throw. If

a creature fails this saving throw three times, it dies. Once a
creature has succeed on three saving throws in this manner,
the effect ends and the creature is immune to the effects of
Death Venom for 24 hours. A creature immune to the poisoned
condition has advantage on saving throws against this feature.

Hidden Doom. At the end of each of its turns, the cobra may
attempt a Dexterity (Stealth) ability check (no action required).

Lethal Strike. When the cobra hits a surprised creature, the
creature takes an additional 23 (2d12 + 10) piercing damage
from the attack.

ACTIONS

Bite. Melee Weapon Attack: +16 to hit, one creature, reach 10 ft.
Hit: 23 (2d12 + 10) piercing damage, and 55 (10d10) poison
damage. If a creature would be immune to poison damage dealt
by this feature, it is instead resistant.

7/

BEHIND THE CURTAIN - SNAKES ARE ANIMALS LIKE ANY OTHER

Snakes are often portrayed unfavorably in fantasy and mythology,
appearing in many RPGs as a symbol of evil. While you can
certainly use the assassin vipers presented here in this manner,
consider the merits of treating them in a more positive or neutral
light. Snakes are not inherently cruel, nor are they emotionless.

They experience fear, pleasure, and anger like many other animals.

With the aid of magic and a little imagination, there is no

\

reason an assassin viper in your game cannot be a heroic animal
companion, affectionate pet, or an element of nature deserving of
consideration and respect. Fantasy cultures and peoples may not
fall prey to the same biases and stigmas our society has against
snakes. To a city of reptile lovers, keeping an assassin viper may be

the equivalent of owning an exotic bird or rearing a purebred horse!

\
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Beasts of Legend

Nature has a magic all its own. By its mysterious will the world is
shaped into a delicate balance that fosters life. When this balance
is threatened, nature will call upon mighty defenders; great beasts of tre-
mendous power that far surpasses their normal brethren. These “beasts
of legend” are paragons of their kind, gifted with dramatically enhanced
strength and size. Any beast, from humble raven to terrifying tyrannosaurus,
can become these champions. Each beast of legend is unique, though all
are considerably larger than ordinary members of their species. Addition-
ally, certain characteristics of a beast are augmented to aid in protecting
the balance. Thicker hides, longer claws, massive muscles, or natural cam-
ouflage; all are examples of the kind of augments a beast of legend may
possess. Wherever there are wilds there exists the potential for a beast of
legend, which the creatures of civilized societies would do well to respect.

BEAST OF LEGEND TEMPLATE

Every beast has the potential to become a beast of legend, obtained by
gaining the “beast of legend” template, detailed below. When the need
for a beast of legend arises, nature chooses a single specimen that is both
local and well suited to the task of correcting the imbalances that are rav-
aging the world. It takes a great catastrophe to warrant a beast of legend.
The largescale logging of an ancient forest, pollution of a great mountain
lake, or the hunting of a creature to near extinction are all examples of the

need for a beast of legend.

LORE

A character can learn the following information about a beast of legend

with an Intelligence (Nature) or Wisdom (Survival) ability check.

BEAST OF LEGEND LORE

DC INFORMATION

Ancient creatures, or those empowered by nature itself, beasts of
legend are the paragons of the animal kingdom. Bigger, faster,
and stronger, each one has unique abilities that make it a deadly
threat.

16

No two beasts of legend are alike, each possessing special
augments that make it more effective in combat. These can
improve its defenses, empower its attacks, or grant it unique
abilities, all of which you must anticipate to gain the advantage
in battle. However, they will always fight similarly to their
mundane counterparts, only better.

21

Though much more powerful, a beast of legend still retains its
animal intelligence. Clever exploitation of this fact can be the

26 difference between victory or a bloody death against a beast of
legend. They also have no capacity to dispel or counter magical
effects, making ongoing spells an effective weapon.

Totaf Carty SoH) Bastiary

TACTICS

Beasts are generally simple creatures when it comes to matters of strat-
egy. What tactics you employ when running a beast of legend should be
based around the tactics of the base creature used to create it. Tigers and
other stealthy creatures will play more like lurkers, while a dire wolf of
legend is most likely the leader of a massive pack. Traits such as Awesome
Blow, Devastator, and Thick Hide favor brute beasts of legend, and are
great options for beasts like bears or other large creatures. Camouflage,
Surprise Attack, and Crushing grip favor lurkers, while Fleet of Foot is
always a good option for a skirmisher. Note that many beasts are defined
by their modes of movement. A giant eagle of legend and a giant octopus
of legend should have traits and be fought in environments that heavily
favor their ability to fly and swim.

Easier Tactics — Have the beast of legend be easy to find, and not inher-
ently aggressive toward the PCs. This will give them time to strategi-
cally approach the situation, potentially even charming it or using the
Animal Handling skill to gain an edge. Only if explicitly provoked will
the beast of legend attack, and with all the subtlety and strategy of a

wild animal.

Harder Tactics — Play up the beast’s intuitive cunning, particularly if its
proficient in Insight. The beast should be elusive and cautious, attacking
anyone whose motives are not explicitly non-hostile. Make sure the beast
has traits with strong synergy and rely upon those synergies. Your beast
will be a one trick pony, but it will be one hell of a one trick.

PLOT HOOKS

Call Of The Wild. A dire wolf of legend has amassed a great pack of
wolves, over two hundred strong. The wolves have slaughtered any
hunters and explorers who venture into their pine forests, with the
exception of a local barbarian tribe that has migrated to the area. The
tribe has begun erecting a gigantic totem, dedicated to the savage

aspect of nature.

The Great Hunt. Once a year, a conclave of rangers attempts to hunt a
giant ape of legend. While the ape has yet to be captured or killed, rangers
that survive are honored by the locals with a great feast and the title of
“stalker”. This year, the rangers are shorthanded and are looking for a few
adventurers to flesh out their hunting party.

Mobile Home. A community of halflings used a brontosaurus of legend
as a home, building a small fortress upon its back. The brontosaurus
seems content with this arrangement and guards the halflings against
any assault. However, a rival halfling community seeks to bring the beast
down so they can hold a grand feast of legendary proportions.



The Beast of LegenJ
T once HtougH the notion of a “rat of ]egenc["

lobe comicaj,' no Jonger. After nea'rjy Josing
several ﬁngers, itis clear that any creature that
’mas Leen endowed wiHrL Hais unique augmenjrajrion

is exjrmoro[inari] y o[angerous. These crea#ures

are more Hrwm, jusjr natural P’wenomena. Theg are
o[esigneo[ and set with purpose. Each of their
ao[apjrajrions are uniczue] ly suijreo[ Jro ”»warjr whalrever
force {'hrea{'en,s the natural world around them.

T have ye{' fo find the Parjfy responsi“e for their
creation. Abeast of Jegeno{’s appearance is
spon,{'aneous, Lujr ajways ina momen.{' of dire need.
Rangers have advised me to Jeave beasts of Jegenc[
aJone, while druids simpfy state that it is “the will of
the wild". My insatiable curiosi{'y has me ignoring
“Le ao{vice of Hle former, an,J my skeP{'icism
o[oulajrin,g the Jatter. Nonetheless, their words

have me #rea{'ing najrure wi“» a grea{'er o{egree of

respeclr. Ju ust in case.
- Talien Vos Karven
Classification: Brute, Lurker, or Skirmisher

Favors: Bards, Charisma (High), In.{'euigence (Higfw),
Invisilvijijry, Wisdom (Hig’m), Wizards

Foils: AC (Low), ‘FigMers, Melee, Paladins, Rogues

TALIEN'S NOTES

I consulted with both Ionia and Haloa — druid

and ranger, respectively — about these “beasts of
legend” and received highly distinct opinions. A

quote from each is provided.

“A redefinition of apex, truly. They retain their
essential nature, and there is no greater thrill than
to perform the dance of life in their presence. In
essence, they are nature’s child prodigies dedicated
to serving the balance.” — Ionia Faelindel

“See this scar? Giant crocodile of legend. This
one? Same beast. One scar is good prey. Two scars
is a worthy foe. Three never happens.”

— Haloa Okalani

=
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TREASURE class spell list or to their spells known (when appropriate for their

spellcasting class). The spellcaster must be able to cast the spell in order

A beast of legend has no more reason to hoard treasure than an ordi-  to benefit from this effect.

nary member of its species. Admittedly a raven of legend will probably

amass a collection of shiny objects that would make a dragon envious.

In the rare instances when a druid or similarly powerful spellcaster ECOLOGY
that has a great respect for nature encounters a beast of legend, they
may find themselves blessed with the knowledge of how to create one ~ Beasts of legend share the same ecology of their ordinary animal

themselves. This effect permanently adds the following spell to their ~ counterparts. However, a beast of legend is always in balance with its
environment and has an instinctual drive to destroy harmful influences

/ \, from unnatural sources. Other animals in the area seem to understand
New Spell - Champion Of The Wild the role a beast of legend serves. They will not attack, harass, or stand in
This spell is a class spell for druids. the way of the mighty creature unless forced to do so. Druids and rangers

often seek out beasts of legend to study or worship them. Those who are

Champion Of The Wild

hlevel ¢ ati of a more evil bent are prone toward hunting or enslaving such powerful
oth-level transmutation

beasts, but the risks of such an endeavor are quite extreme.
Casting Time: 24 hours
Range: touch

Components:V, S, M (a star emerald worth 5,000 gp) BEAST OF LEGEND TEMPLATE

Duration: instantaneous

After spending the casting time listening and conversing with nature You can create a beast of legend by taking the statistics of any beast and

itself, you touch a beast that is native to the surrounding environment. making the following changes:

The target becomes a beast of legend, gaining the Beast of Legend X L. . . .
. . . . Unusual Size. The beasts’ size category increases by one and adjusts its

Template. You choose which proficiencies the beast gains according to

Saving Throw Proficiencies and Skill Proficiencies feature and select the hit dice accordingly. If the beast is already gargantuan, the dimensions of

beast’s special traits according to its Expanded Traits feature. the space it occupies increases by 10 feet in all directions.

\ /

BEAST OF LEGEND EXPANDED TRAITS

TRAIT BENEFIT

X Bl When the beast scores a hit with a natural weapon against a creature that is the same size or smaller, it may push that
wesome Blows . L
creature up to 30 feet away from it in a straight line.

The beast can take the Hide action as a bonus action. Additionally, while the beast stands perfectly still for 1 minute, it

Camouflage . s :
becomes invisible until it spends movement or takes an action.
Crushing Grip When the beast scores a hit against a creature it is grappling, it instead scores a critical hit.
Devastat The beast has advantage on attack rolls and ability checks against creatures smaller than it. Additionally, once on each of its
evastator . . . Ao .
turns the beast can spend half its movement to deal 20 bludgeoning damage to an object or structure within 5 feet of it.
Fleet of Foot The beast’s speed increases by 30 feet and it may take the Dash or Disengage actions as a bonus action. Additionally, the
eet of Foo F . ;
beast can spend 5 feet of movement to free itself from nonmagical restraints or a grapple.
Frenzied Attacks As a bonus action on each of its turns, the beast can make a single weapon attack.
S Atk k If the beast is hidden at the start of its turn, it deals an extra 35 (10d6) damage when it first hits a creature with a weapon
urprise Attac] . :
P attack on that turn. This extra damage does not benefit from the beast’s Heavy Hitter feature.
Thick Hid The beast gains a +5 bonus to its AC, and has resistance to bludgeoning, piercing, and slashing damage from nonmagical
ick Hide
weapons.
Magic Resistance The beast takes half damage from spells and has advantage on saving throws against spells and magical effects.
. If the beast is slain, it magically returns to life with all of its hit points within 1d4+1 days somewhere in its natural habitat.
King/Queen of the Jungle

This effect is prevented if the beast is slain outside of its natural habitat or its habitat is destroyed while it is dead.
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Hit Dice. The beast gains 10 additional hit dice and recalculates its

maximum hit points using these hit dice.

Ability Score Increases. The beast gains 16 ability points, each of which
can be used to increase an ability score of its choice by one. An ability

score cannot be increase above 30 using this feature.

Saving Throw Proficiencies. The beast gains proficiency in two saving
throws of its choice.

Skills Proficiencies. The beast gains proficiency in three skills of its
choice, from the following options: Athletics, Acrobatics, Stealth, Insight,
Perception, or Survival. If the beast chooses a skill in which it is already
proficient, it doubles its proficiency bonus in that skill.

Legendary Resistance (3/day). When the beast fails a saving throw, it
can choose to succeed instead.

Heavy Hitter. The beast deals an additional three damage dice on all
its damage rolls. (Ex: A beast that deals 2d8 slashing damage on a claw
attack now deals 5d8 slashing damage.)

Challenge Rating. The beasts challenge rating increases by 9, and its
proficiency bonus is increased according to its new challenge rating.

TYRANNOSAURUS REX OF LEGEND

Gargantuan Beast, unaligned

Expanded Traits. The beast gains three traits, chosen from the Beast of
Legend Traits table below. When applying these traits, you do not need to
include all the features written here when adjusting the beast’s statistics
would prove adequate enough to convey some or all of the trait’s improve-

ments.

Legendary Actions. The beast can take three 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 beast regains
spent legendary actions at the start of its turn.

Brace. The next time the beast would take damage before the
start of its next turn, it instead takes half damage.

Ferocity. The beast moves up to its speed or jumps a distance
up to half its speed. The beast then makes a single weapon
artack.

Keen Sight. The beast makes a Wisdom (Perception) check.
Until the end of their next turn, each creature the beast detects
with this ability check has disadvantage on the next attack roll
against the beast.

Armor Class 13 (natural armor)
Hit Points 379 (23d20+138)

Speed 50 ft.
STR DEX CON INT WIS CHA
30(+10) 10(+0) 22(+6) 2(-4) 20(+5)  9(-1)

Saving Throws Con +12, Wis +11

Skills Athletics +16, Insight +11, Perception +17
Senses passive Perception 27

Languages —

Challenge 17 (18,000 XP)

TRAITS

Bite. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.

Hit: 55 (7d12 + 10) piercing damage. If the target is a Medium or
smaller creature, it is grappled (Escape DC 26). Until this grappled
ends, the target is restrained, and the tyrannosaurus can’t bite
another target.

Crushing Grip. If the tyrannosaurus scores a hit with its bite
attack against a creature it is grappling, it instead scores a critical

hit.

Tail. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.
Hit: 31 (6d6 + 10) bludgeoning damage.

LEGENDARY ACTIONS

Legendary Resistance (3/day). When the tyrannosaurus
fails a saving throw, it can choose to succeed instead.

Devastator. The tyrannosaurus has advantage on attack rolls
and ability checks against creature’s smaller than it. Additionally,
on each of its turns the tyrannosaurus can spend half its
movement to deal 20 bludgeoning damage to an object or structure
within 5 ft. of it.

Frenzied Attacks. As a bonus action on each of its turns, the
tyrannosaurus can make a single weapon attack.

ACTIONS

Multiattack. The tyrannosaurus makes two attacks: one with

its bite and one with its tail. It can’t make both attacks against the
same target.

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

Brace. The next time the tyrannosaurus would take damage
before the start of its next turn, it instead takes half damage.

Ferocity. The tyrannosaurus moves up to its speed or jumps
a distance up to half its speed. The tyrannosaurus then makes a
single attack.

Keen Sight. The tyrannosaurus makes a Wisdom (Perception)
check. Until the end of their next turn, each creature the
tyrannosaurus detects with this ability check has disadvantage on
the next attack roll against the tyrannosaurus.

51

BEASTS OF LEGEND




GIANT ELK OF LEGEND

Gargantuan Beast, unaligned

TIGER OF LEGEND

Huge Beast, unaligned

Armor Class 20 (natural armor)
Hit Points 217 (15d20 + 60)
Speed 60 ft.

STR DEX CON INT WIS CHA
24(+7) 20(+5) 18(+4) 7(-1) 17(+#3) 10(+0)

Saving Throws Con +8, Wis +7

Skills Athletics +11, Perception +11, Survival +7

Damage Resistances bludgeoning, piercing, and slashing
damage from nonmagical weapons

Senses passive Perception 21

Languages understands common, Elvish, and Sylvan but can’t
speak them

Challenge 11 (7,200 XP)

TRAITS

Awesome Blows. When the elk scores a hit with a natural
weapon against a creature that is the same size or smaller, it may
push that creature up to 30 feet away from it in a straight line.

Charge. If the elk moves at least 20 ft. in a straight line towards
a target and then hits it with a ram attack on the same turn, the
target takes an extra 17 (5d6) damage. If the target is a creature,
it must succeed on a DC 20 Strength saving throw or be knocked
prone.

King of the Jungle. If the elk is slain, it magically returns to
life with all its hit points within 1d4+1 days somewhere in its
natural habitat. This effect is prevented if the elk is slain outside
of its natural habitat or its habitat is destroyed while it is dead.

Legendary Resistance (3/day). When the elk fails a saving
throw, it can choose to succeed instead.

ACTIONS

Ram. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 24 (5d6+ 7) bludgeoning damage.

Hooves. Melee Weapon Attack: +11 to hit, reach 5 ft., one prone
creature. Hit: 38 (7d8 + 7) bludgeoning damage.

LEGENDARY ACTIONS

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

Brace. The next time the elk would take damage before the start
of its next turn, it instead takes half damage.

Ferocity. The elk moves up to its speed or jumps a distance up
to half its speed. The elk then makes a single attack.

Keen Sight. The elk makes a Wisdom (Perception) check. Until
the end of their next turn, each creature the elk detects with this
ability check has disadvantage on the next attack roll against the elk.
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Armor Class 13 (natural armor)
Hit Points 172 (15d12 +75)
Speed 40 ft.

STR DEX CON INT WIS CHA
20(+5) 16(+3) 20(+5) 3(-4) 14(+2) 10(+0)
Saving Throws Str +9, Dex +7
Skills Acrobatics +7, Stealth +1 1, Perception +6, Survival +7
Senses darkvision 60 ft., passive Perception 16
Languages —

Challenge 10 (5,900 XP)

TRAITS

Camouflage. The tiger can take the hide action as a bonus action.
Additionally, while the beast stands perfectly still for 1 minute, it

becomes invisible until it spends movement or takes actions.

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

Legendary Resistance (3/day). When the tiger fails a

saving throw, it can choose to succeed instead.

Magic Resistance. The tiger takes half damage from spells and
has advantage on saving throws against spells and magical effects.

Pounce. If the tiger moves at least 20 ft. forward in a straight
line toward a creature and then hits it with a claw attack on the
same turn, that target must succeed on a DC 18 Strength saving
throw be knocked prone. If the target is prone, the tiger can make
one bite attack against it as a bonus action.

Surprise Attacks. If the tiger is hidden at the start of its turn, it
deals an extra 35 (10d6) damage when it first hits a creature with a
weapon attack that turn.

ACTIONS

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 27 (4d10 + 5) piercing damage.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 23 (4d8 + 5) slashing damage.

LEGENDARY ACTIONS

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

Brace. The next time the tiger would take damage before the
start of its next turn, it instead takes half damage.

Ferocity. The tiger moves up to its speed or jumps a distance up
to half its speed. The tiger then makes a single attack.

Keen Sight. The tiger makes a Wisdom (Perception) check.
Unitil the end of their next turn, each creature the tiger detects
with this ability check has disadvantage on the next attack roll
against the tiger.




Behemoth Mimics

he humble mimic has been menacing adventurers for as long '

as chests have been known to contain loot. It should come as no
surprise that with its poorly understood origins and even more mysteri-
ous biology, the mimic familiar to so many adventurers was just the
larval stage of a bizarre life cycle. As mimics eat, they increase their mass
until they have reached the limits of their environment. The largest of
these mimics undergo a metamorphosis, permanently assuming the
general shape of large objects and structures. These “behemoth mimics”
are highly specialized hunters that are adapted to specific environments.
Different strains of behemoth mimics specialize in specific shapes. Their
size is tremendous, able to give an almost flawless impression of a castle,
tower, or even seafaring ship. Like a pitcher plant adapted to feed on
humanoids, behemoth mimics can lure huge numbers of witless adven-
turers to their deaths.

LIVING GALLEON

A massive mimic adapted for life at sea, the living galleon sails the seas
cunningly disguised as an abandoned vessel. A deadly trap for pirates and
privateers, a living galleon puts less work into its disguise than the other
behemoth mimics. These creatures can assume a huge diversity of shapes;
warships, cargo vessels, and even submersibles are not outside the realms
of possibility. These mimics are very detail-oriented, flying local flags,
shaping custom decals, and occasionally hosting a hostage skeleton crew
to make their disguises all the more convincing. Only when the mimic
springs its trap is its true nature finally revealed; wood morphs into pul-
sating flesh, gigantic eyes open across the hull, and thick tentacles begin
dragging victims below decks.

The Living Galleon
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— Talien Vos Karven

Classifications Lurker
Favors: Dexlreﬁjry (Higln), MonKs, Rangers,
Foils: FigM'ers, Mo]:'\jihj (Low), Sorcerers,

Teje?orjfaldon,, Wizards
S%ea“k, Warocks
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LORE

TACTICS

A character can learn the following information about a living galleon

with an Intelligence (Nature) or Wisdom (Survival) ability check.

LIVING GALLEON LORE

DC INFORMATION

Living galleons are masters of disguise. They can perfectly mimic a
16 naval vessel down to the most minute detail, and even behave like how
a ship would in a variety of situations. If you encounter an abandoned

vessel on the high seas, best to leave it alone just to be safe.

A living galleon’s major body parts are different sections of a vessel.
The sails and mast are its head, the upper deck its tongue, and the
lower deck its stomach. Somewhere on the mimic is its core, which
must be destroyed to ensure the mimic’s death.

20

A galleon’s core is well protected within its stomach, typically
hidden amongst other elements of its disguise. However, it is
especially vulnerable to damage and the mimic will do everything
in its power to keep dangerous foes away.

24

TALIEN'S NOTES

What extraordinary creatures! My heart has always had a

fondness for the mimic and its brilliant adaptation. The
“mimic test” has proven to be an exceptional measure of
whether one is cut out for the adventuring lifestyle. Much
like their lesser brethren, I suspect behemoth mimics are
responsible for a great many dungeon delving careers getting
cut short. I can hardly fault the mimics for this. After all, it is
we adventurers who dive heard first into the dark corners of
the world in search of glory and treasure. One doesn't fault
the tiger for hunting the antelope — it is in its nature. Let the
behemoth mimics be a lesson to those who are overconfident
in their skills, a fitting punishment for the rampant

insufferable arrogance within the adventuring community.

\ 7

As a lurker, much of the galleon’s tactics rely on a successful ambush. If
the PCs are fooled by the mimic, allow them to explore the ships until
one of them attempts to go below decks. Then spring the trap. Use the
galleon’s Tentacle Rigging attack to grapple a target, spending movement
to drag the affected creature below decks. Never put more than one
creature below decks at a time, as it makes it easier to discover the Core.
Remember that the mimic has firepower to engage in naval combat with
its Bone Ballista. The mimic’s only goal is food, so it will happily abduct
enough creatures to satisfy its hunger before disengaging. Your mimic’s
layout will play a big factor in combat. The more passageways you build
into the mimic’s Lower Deck section, the harder it will be for the PCs to
find the Core. If the PCs are having overwhelming success against the
mimic without discovering the core, it may use its Deception to play dead
and sink beneath the waves. With its Unified Being trait, the mimic can
quickly restore life to its “slain” sections and make a getaway, or even

return for round two.

Easier Tactics — As soon as the PCs set foot on the galleon, begin the
attack. While the mimic will likely still have surprise, a party that sticks
together and takes on parts of the mimic one at a time will have great suc-
cess. Don’t drag party member’s below decks with the Tentacle Rigging

attack, and don't use Eviction until the Core is being directly assaulted.

Harder Tactics — Keep the PCs separated as much as possible. Use Unified
Being to keep sections above 0 hit points, but never sacrifice more than half
the Core’s maximum hp in this manner. Only drag a PC to the Lower Decks
if they get knocked unconscious, flooding the area with water via Organic
Pumps to ensure the target drowns. Use Monstrous Shaping to create as

many obstacles as possible between the PCs and the Core.

PLOT HOOKS

A Different Breed of Pirate. A pirate captain has entered into a partner-
ship with a living galleon, terrorizing the high seas with a living warship.
To feed the overly active mimic, the pirates have taken to raiding coastal
towns and fishing villages, racking up a staggering body count in the

process.

7/

BEHIND THE CURTAIN: PREPARING BEHEMOTH MIMIC ENCOUNTERS

\

Each behemoth mimic is like a miniature dungeon. Due to their
huge size and nature as a creature, object, and structure, running
these encounters is no small task. One of the most exciting aspects
of the behemoth mimics is their customizable nature. Each mimic
possesses a trait that allows it to appear as an “ordinary” object

or structure of a certain type, with specific sections included for
combat purposes. Beyond that, the layout and design of your
behemoth mimic is something for you to create. You could make

the interior of your mimic a dizzying maze, fill its sections with

\

loot, or even add minions that have made the mimic their home. A
more detailed mimic makes the disguise more convincing to your
players in the metagame, in addition to increasing the encounter’s
difficulty. Consider the merits of presenting your behemoth mimic
in the form of a battle map to explore, rather than a creature to be
fought (at least at first). The mark of a well-made behemoth mimic
encounter is the moment of dawning comprehension from the
players, as they begin to realize what exactly they have just walked
their characters into.
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Shipwrecked. A famous shipwreck has been discovered that is rumored
to contain a king’s ransom within its shattered hull. The site is suspi-
ciously close to several major population centers, and scores of divers

begin planning expeditions to raid the sunken vessel.

Wrath of The Tempest. A humongous living galleon known as the
Tempest has given up all pretense of subtlety and has taken to assaulting
vessels in direct naval engagements. Having taken the shape of an orcish
warship, this mimic is unusually large and able to precisely control a

tremendous volume of weaponry.

TREASURE

A living galleon is cunning enough to understand that tasty humanoids
like shiny objects. To better lure prey, these mimics will accumulate
large volumes of treasure from the vessels of their victims. With their
shapechanging features, the mimics will incorporate this wealth into
beautiful decorations upon its body. Unless its body is completely de-
stroyed in combat, the remains of a behemoth mimic can be preserved,
repaired and repurposed into a stunning naval vessel. A repurposed
behemoth mimic corpse has the following properties as a waterborne

vehicle.
/ N\
Waterborne Vehicle
SHIP COST SPEED CREW  PASSENGERS
Living
Galleon ~ 100,000gp 5 mph 30 70
CARGO (TONS) AC HP THRESHOLD
200 18 500 20
\ /

ECOLOGY

Wherever humanoids sail upon the water, a living galleon can thrive.
While its disguise fools most sailors, signs of a living galleon in a locale
are difficult to miss. Mysteriously empty vessels, sailors vanishing with-
out a trace, and frequent ghost ship sightings are all hints that a living
galleon may be operating in an area. Once it has found a good hunting
spot, living galleons are loath to leave, waiting patiently for months at
a time for a good meal. While most living galleons do not comprehend
language, they can communicate their intentions through changing
their shape, and following patterns of social behavior proven to get good
results. Some creatures can even befriend a living galleon by providing it
with food, though such an arrangement is grisly indeed. Living galleons
appear to have infinite lifespans, and continually increase in size as they
feed. The oldest living galleons are hundreds, if not thousands of years
old, and lose their ability to substantially change shape. Trapped in the
form of a single ship, such creatures are legendary among seafaring races,

and are among the most dangerous of their kind.

LIVING GALLEON

Titanic Monstrosity (shapechanger,
25 ft. wide by 80 ft long space, 50 ft. tall), neutral

Armor Class 18 (natural armor)
Hit Points Special
Speed Special

STR DEX CON INT WIS CHA
21(+5) 1(-5) 22(+6) 7(-2) 17(+3)  8(1)

Saving Throws Str +10, Con +11, Wis +8

Skills Stealth +5, Perception +8, Deception +9

Damage Resistances fire; bludgeoning, piercing, and slashing

Damage Immunities acid

Condition Immunities paralyzed, prone, restrained, unconscious
Senses blindsight 5 ft., darkvision 300 ft., passive Perception 18

Languages —

Challenge 13 (10,000 XP)

TRAITS

Shapechanger. When the galleon finishes a long rest, it can

assume the form of a naval vessel that is appropriate for its size.
If the galleon takes no actions other than the Dash action, it

is indistinguishable from an ordinary naval vessel. To facilitate
this disguise, the galleon creates cargo, ropes, and other features
typically found on a naval vessel. The galleon must always be in
the shape of a naval vessel appropriate for its size and cannot be
forced to revert to its “true” form by any means.

Sturdy Architecture. The galleon is both a creature and a
structure.

Titanic Creature. The galleon is a titanic creature which is so
large that combat involves dividing its body into various sections,
each of which has a fixed initiative count on which it acts

(losing initiative ties), detailed in its description. Each section is
considered a unique creature for purposes of targeting (in case
an effect or attack would include multiple targets), and effects
that include an area may affect multiple sections of the galleon if
the area is large enough. Each section has its own hit points and
actions but shares the galleons other statistics (such as damage
resistances, saving throws, etc.). When a section is reduced to 0
hit points, it becomes incapacitated until it regains hit points or
the galleon is slain, which causes the section to die along with
the galleon. If a section has a speed, the galleon can move up to
that section’s speed during the section’s turn. Creatures can enter
and occupy the same space as the galleon, and the galleon cannot
make opportunity attacks. Additionally, the galleon is immune to
effects that would forcibly move, banish, or magically teleport it.
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LIVING GALLEON - SAILS

LIVING GALLEON - CORE

Hit Points 108 (7d20+35)
Initiative 20
Speed 5 ft., swim 60 ft.

TRAITS

Bastion of Sight. Effects that would attempt to influence the
galleon’s sight (such as blinding or making eye contact with it)
can only affect this section (all other sections are immune). If this
section is blinded, all other sections are as well.

Position. The sails of the galleon are at least 50 ft. above the
space it occupies. The section is a cube approximately 30 ft. wide,
40 ft. long, and 30 ft. deep.

ACTIONS

Lock On. The galleon focuses its gaze on a single object or
creature it can see. Until the start of this section’s next turn, the
galleon has advantage on attack rolls against the creature for as
long as it can see it.

Search. The galleon takes the Search action.

LIVING GALLEON - UPPER DECK

Hit Points 165 (10420+60)
Initiative 15

TRAITS

Deck Access. As a bonus action on each of its turns, the Upper
Deck can open or close up to two 10 ft. by 10 ft. holes on the
deck’s surface. Creatures in those areas when the holes open

can take a reaction to attempt a DC 18 Dexterity saving throw,
moving to the edge of a hole on a success. Anything that falls
through the hole enters the galleon’s below decks section.

Position. The deck of the galleon is at least 20 ft. above the
space it occupies. The section is a cube approximately 25 ft. wide,

and 80 ft.long.

Slippery Surface. The deck of the galleon is coated in a thin
layer of saliva and is considered difficult terrain. When a creature
standing on the deck spends movement for the first time on its
turn, it must succeed on a DC 18 Dexterity saving throw or fall
prone.

ACTIONS

Multiattack. The galleon makes two bone ballista attacks, or

four tentacle rigging attacks. The galleon can forgo making one or

more attacks in this manner to drag a creature it is grappling up
t0 20 ft.

Bone Ballista. Range Weapon Attack: +10 to hit, range
300 ft./900 ft., one target. Hit: 27 (4d10 + 5) piercing damage.

Tentacle Rigging. Melee Weapon Attack: +10 to hit, reach 40
ft., one target. Hit: 11 (1d12 + 5) bludgeoning damage, and if the
target is a creature, the galleon may grapple it (Escape DC 18).
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Hit Points 217 (14d20+70)
Initiative 10

TRAITS

Bastion of the Mind. Effects that would attempt to influence
the galleon’s mind (such as psychic damage, the stunned and
unconscious conditions, or effects that force an Intelligence,
Wisdom, or Charisma saving throw) can only affect this section
(all other sections are immune). If this section is charmed,
deafened, frightened, incapacitated, stunned, or unconscious, all
the other sections are as well.

Position. The Core section is a 10 ft. cube. The core of the
galleon is at least 10 ft. above the space it occupies and is located
somewhere within the Lower Deck section. The galleon can
change the location of this section to somewhere within the
Lower Decks section whenever it finishes a long rest.

Unified Being. At the start of each of the core’s turns it can
choose to lose up to 50 hit points and divide them amongst other
sections of its choice.

Vulnerability. When this section is reduced to zero hit points,
the galleon is slain. Additionally, this section takes double
damage from all sources.

ACTIONS

Eviction. The galleon forces a creature standing upon or within
it to succeed on a DC 18 Strength saving throw or be thrown
120 ft. directly away from the galleon. If this movement would
be obstructed by the galleon’s sections, a hole momentarily opens
which allows the creature to pass through harmlessly, closing
immediately afterward.

Monstrous Shaping. The galleon creates a wall of its own
flesh on one of its sections. The wall can be up to 15 ft. high and
30 ft. long. The wall lasts until the Galleon chooses to dismiss it,
but while in effect the galleon cannot be indistinguishable from
an ordinary naval vessel.




LIVING GALLEON - LOWER DECK

Hit Points 165 (10d20+60)
Initiative 5

TRAITS

Digestive Juices. When a creature starts its turn within the
Lower Deck, it takes 10 (3d6) acid damage.

No Way In/Out. Creatures and objects other than the galleon’s
appendages cannot enter the Lower Deck’s space unless they pass
through a hole in its structure. Anything within the Lower Deck’s
space has total cover against everything outside the space.

Position. The Lower Deck of the galleon is directly above the
space it occupies. The section is a cube approximately 25 ft. wide,
80 ft.long, and 20 ft. deep.

ACTIONS

Chew. Melee Weapon Attack: +10 to hit, reach O ft., any number
of targets within range. Hit: 23 (4d8 + 5) piercing damage.

Organic Pumps. The Lower Deck completely fills or empties
of water. While filled with water, its Digestive Juices feature is
suppressed.

LIVING KEEP

Slow as a snail and massive in size, a living keep is a magical mimic that
takes on the guise of a haunted castle. Crawling across the landscape in
the dead of night, a living keep positions itself on the edges of civiliza-
tion, piquing the interests of adventurers, barons, and explorers looking
to make a name for themselves. Each keep is unique in its design, chosen
by the mimic to best integrate with the surrounding culture. Within its
“halls” are bizarre organs that appear as traps, animated suits of armor
to assault intruders, and a confusing maze of corridors. Living keeps are
extraordinary deceptive, able to disguise the origin of every action and
assault it commits. Most of their victims have succumbed without ever

realizing what was truly responsible.

The Living Keep

LORE

A character can learn the following information about a living keep with
an Intelligence (Nature) or Wisdom (Survival) ability check.

LIVING KEEP LORE

DC INFORMATION

A living keep is almost impossible to recognize from the outside.
Every action it takes is cunningly disguised to appear as though

something else were responsible. Only careful investigation and
attention to detail can confirm the presence of a living keep.

A living keep can only be slain if its Core is destroyed. Unfortunately,
21 each keep conceals its Core deep within its structure. Its attacks take
the form of common traps and hazards typically found in a dungeon.

Living keeps are garrisoned by a small army of animated armors,
who can appear almost from thin air. A keep requires time to take

25 down its prey and will attempt to keep intruders distracted by its
many “traps” and guards. Don't be fooled by this tactic and make for
the Core as swiftly as possible.

TACTICS

A living keep cannot be killed unless creatures venture inside and
dispatch the core; frame combat strategy around this fact. Because it is
resistant to all bludgeoning, piercing, and slashing damage, a living keep
is very difficult to dismantle from the outside. Those that attempt to do so
must contend with the deadly Battlements section. The keep only resorts
to fighting in this manner if enemies refuse to enter its body, as it’s a
lot of work to chase down prey when you move only 5 ft. a round. If the
keep can maintain its disguise when prey enters its body, it will provide
minor distractions in the form of animated armors, unleashing its “trap”
style attacks intermittently. If all goes well, intruders should feel like they
have entered a haunted castle rather than a living creature. Only if its
prey attempts to leave will the mimic reveal its true nature and attack in
full force. Note that even when attacking ferociously, the keep’s Subtle
Presence feature can prevent unobservant PCs from realizing what is
happening.

Every Lime T think T've seen, it all, this world gejrs more determined to prove me wrong. My Jatest skockin,g
experience was when T witnessed an entire fortress craw) across an open, fied in the dead of nigw{. it q;uickjy
io[enhﬁeo[ i{' asa meml;er of ”Le ]pehemo”» mimic famijy wl»ich Lwlo[ somekow acczuireo[ magicaj powers. Tlxis crealcure
o[eﬁes Jogicaj exPjana{'ion. How does ij( know w'wajr kino[ of jrmPs to mimic l(o JFooj aJven}urers? Why is ilcs ’maunjreo[
castle disguise beHer than most actual haunted castles? T doubt an experjr cast of bard actors could Puﬂ off a more

convincing Tuse Hrmm Hese “]ivin,g keeps", who foof veteran, adventurers and wet Le'minJ H»e ears neophyl'es with

s{—arHing ease.

Classification: Lurker

- Talien Vos Karven

Favors: Clerics, Insigwc (Higlt), Rangers, Te]e;:or%ajdon, Wizards

Foils: Mo]:ijijry (Higk), Range, Rogues, Sorcerers, WarJocks
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LIVING KEEP

Titanic Monstrosity (shapechanger, 100 ft. by 100 ft. space, 40 ft. tall), neutral

Armor Class 18 (natural armor)
Hit Points Special
Speed Special

STR DEX CON INT WIS CHA
23 (+6) 1(-5) 24(H+7) 11(+0) 19(+4) 8(-1)

Saving Throws Str+11,Con +12, Int +5

Skills Perception +9, Deception +9

Damage Resistances fire; bludgeoning, piercing, and slashing
Damage Immunities acid, poison

Condition Immunities paralyzed, prone, restrained, unconscious
Senses blindsight 5 ft., darkvision 300 ft., passive Perception 19
Languages —

Challenge 16 (15,000 XP)

TRAITS

Animated Garrison. The keep can fill its halls with a garrison
of animated armor, generating them from its own body. When the
keep finishes a short rest, it can generate ten animated armors, or
twenty-five when it finishes a long rest. The keep can have up to
fifty animated armors created in this fashion, which inhabit the
keep’s Halls section. If an animated armor ever moves farther than
500 ft. from the keep, it is destroyed instantly.

Shapechanger. When the keep finishes a long rest, it can
assume the form of a castle that is appropriate for its size. In this
state, the keep is indistinguishable from an ordinary castle. Each
of the keeps sections is connected by a “door” that permits access
between them and may be filled with a wide number of rooms and

LIVING KEEP - BATTLEMENTS

features befitting a castle. The keep must always be in the shape of
a castle appropriate for its size and cannot be forced to revert to its
“true” form by any means.

Sturdy Architecture. The keep is both a creature and a
structure.

Subtle Presence. The keep has a passive Deception of 19 to
conceal its true nature. When the keep takes actions or causes an
effect that may betray its nature, a creature that observes the action
or effect must succeed on a DC 19 Wisdom (Insight) ability check,
or attribute the action or effect to something that is not the keep’s
true nature (such as a trap, magical effect, or other source).

Titanic Creature. The keep is a titanic creature which is so
large that combat involves dividing its body into various sections,
each of which has a fixed initiative count on which it acts

(losing initiative ties), detailed in its description. Each section is
considered a unique creature for purposes of targeting (in case an
effect or attack would include multiple targets), and effects that
include an area may affect multiple sections of the keep if the area
is large enough. Each section has its own hit points and actions
but shares the keep’s other statistics (such as damage resistances,
saving throws, etc.). When a section is reduced to 0 hit points,

it becomes incapacitated until it regains hit points or the keep

is slain, which causes the section to die along with the keep. If a
section has a speed, the keep can move up to that section’s speed
during the section’s turn. Creatures can enter and occupy the same
space as the keep, and the keep cannot make opportunity attacks.
Additionally, the keep is immune to effects that would forcibly
move, banish, or magically teleport it.

Hit Points 192 (11d20+77)
Initiative 20
Speed 5 ft.

TRAITS

Bastion of Sight. Effects that would attempt to influence the
keep’s sight (such as blinding or making eye contact with it) can
only affect this section (all other sections are immune). If this
section is blinded, all other sections are as well.

Position. The battlements of the keep are at least 40 ft. above the
space it occupies. The section is approximately a 100 ft. by 100 ft.
square.

ACTIONS

Catapult Volley (Recharge 5-6). The battlements launch
three massive boulders at up to three spaces within 500 ft, no two
of which can share of the same area. Creatures and Objects in the
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affected area must succeed on a DC 19 Dexterity saving throw or
take 45 (10d8) bludgeoning damage and be knocked prone. A
successful saving throw halves this damage and prevents the prone
condition. Objects not being worn or carried, and structures take
double damage from this effect.

Focus Energy. The Battlement’s turn ends, and the Halls section
immediately takes a turn.

Hail of Arrows. Ranged Weapon Attack: +11 to hit, 150 ft./
600 ft. Any number of targets within range. Hit: 10 (1d8 + 6)
piercing damage.

Spotlight. The battlements emit a beam of bright light 15 ft. wide
and 500 ft. long for 1 minute. Creatures within the beam cannot be
invisible and have their vision reduced to 5 ft. If a creature inside the
area of the beam attempts to move out of it, the keep can choose to
follow its movement with the beam, keeping the creature within the
area if the creature remains with 500 ft. of the keep.




Easier Tactics — As soon as the PCs enter the keep, roll initiative. The
keep will have it’s animated armors patrol its Hall’s section, never operat-
ing in groups greater than four. It will attempt to bait the PCs by revealing
its Core location, with a dozen or so animated armors waiting in ambush

as soon as the first PC steps through the door.

Harder Tactics — Force the PCs to explore the keep’s layout. As soon as
one character leaves the sightline of the other, hit it with an attack from
the Hall’s section, giving the keep surprise. This will only allow the char-
acter that experienced the effect to roll against the keep’s Subtle Presence
feature, rather than the whole party. Once the PCs are deep within the
keep’s structure, unleash hell. Use Crushing Walls, hordes of animated
armors, and merciless targeted attacks to down weak PCs and prevent
escape. Don't roll initiative until the PCs discover the keep is a creature or

are attacking animated armors.

LIVING KEEP - HALLS

Hit Points 315 (18420 + 126)
Initiative 15

TRAITS

No Way In/Out. Creatures and objects other than the keep’s
appendages cannot enter the Hall’s space unless they pass

through a hole in its structure. Anything within the Hall's space
has total cover against everything outside the space.

Position. The halls of the keep are directly above the space it
occupies. The section is a 100 ft. by 100 ft. cube approximately
40 ft. tall.

Regeneration. At the start of each of the hall’s turns, it regains
30 hit points. This effect ends when the keep is slain.

Stalking Walls (1/turn). When the halls deal damage to a
creature, it may deal an additional 28 (846) damage.
ACTIONS

Crushing Walls (1/Short or Long Rest). The walls of
the halls crash together in a 30 ft. cube within the hall’s space.

Creatures within the area must attempt a DC 19 Dexterity saving
throw, moving the edge of the area on a success. On a failure, a
creature takes 33 (6d10) bludgeoning damage and are knocked
unconscious until the start of its next turn.

Fire Arrow Trap. Ranged Weapon Attack: +11 to hit, range
30 ft./ 60 ft., one target. Hit: 17 (2d8 + 6) piercing and
11 (2d8) fire.

Spike Trap. Melee Weapon Attack: +11 to hit, reach O ft., each
creature in a 10 ft. square on the floor of the halls. Hit: 17 (2d10
+ 6) piercing damage.

Toxic Gas. The 30 ft. cube section of the Halls are flooded with
toxic gas for 1 hour. When a creature enters the area of the first
time on a turn or starts its turn there, it must attempta DC 19
Constitution saving throw, taking 26 (4d12) poison damage on
a failed saving throw, or half as much on a success.

PLOT HOOKS

Treachery At The Castle Upon A Mountain. The mayor of a large city
has renovated a large castle atop a mountain just outside of town, with
the intention of hosting a grand gala for his political rivals as a peace
offering. In reality, the castle is a slumbering living keep, and the gala
is an elaborate trap to assassinate all of the mayor’s enemies in one fell

swoop. Naturally, the PCs receive an invitation.

The House Of Silence. A powerful death knight commands a living keep
as a mobile fortress, with a legion of undead housed within. The undead
are unpalatable to the mimic, and the death knight provides a steady

stream of humanoids in return for the keep's services.

It Belongs In a Museum. A powerful artifact lost to time is believed to be
housed within an ancient behemoth mimic hibernating atop a snowy peak.
Archeologists plan to mount an expedition but need some decent muscle

in case the behemoth mimic awakens from its starvation-induced slumber.

TREASURE

Living keeps need a fair amount of wealth to maintain their disguise, col-
lecting a hoard of treasure over their near-infinite lifespans. This treasure
is placed strategically throughout its structure, with hopes of luring
explorers deeper into the mimic’s maze of hallways and corridors. One
room may be a banquet hall glistening with jeweled cutlery, while another
an armory filled with mithril weaponry. In addition to this treasure, a liv-
ing keep’s core generates an extraordinary gem for reasons yet unknown.
Known as a crownstone, these gems are nearly a foot in diameter and
are a deep, blood red, smoldering with a fiery light. They are prized by
royalty for their capacity to be carved into elaborate jewelry made of solid

gemstone and are typically auctioned for over 100,000 gp a gem.

ECOLOGY

Living keeps are far too conspicuous for civilized society. Unless its feeds
on at least a dozen humanoids a year, it will quickly starve, entering a
period of hibernation until food becomes available. Living keeps can
remain in this state for centuries before succumbing and take at least a
month to fully awaken. In the meantime, communities may form around
its structure, providing the keep with a reliable source of food. All it takes
is a handful of curious adventurers exploring the local abandoned castle
to stir its slumber. Once active, a living keep is a cunning, patient preda-
tor. It will often allow survivors of expeditions to escape, returning to tell
stories of haunted corridors and wonderous treasures. If its true nature
is revealed to the world at large, the keep flees the locale in the dead of
night, trundling across the landscape. During this time, it will reshape
into a new form, adapting its architecture to reflect the first culture it
comes across. Undead and other inedible creatures may find a welcome
home within a living keep, just as long as they don’t blow its cover or take

its food.
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LIVING KEEP - CORE

Hit Points 210 (12420 + 84)
Initiative 10

TRAITS

Bastion of the Mind. Effects that would attempt to influence
the keep’s mind (such as psychic damage, the stunned and
unconscious conditions, or effects that force an Intelligence,
Wisdom, or Charisma saving throw) can only affect this section
(all other sections are immune). If this section is charmed,
deafened, frightened, incapacitated, stunned, or unconscious, all
the other sections are as well.

Hidden. The core is magically hidden within the body of the
keep and cannot be found without great effort. Creatures wishing
to locate the core must search through the keep’s Halls section.
At the end of each of its turns, a creature within the Hall’s

section may attempt a DC 19 Intelligence (Investigation) ability
check, coming closer to deducing the Core’s exact location on a
success. Once a creature (or group of creatures that are sharing
the results of their efforts) have succeed on three checks made in
this manner, the location of the core and the shortest path to it is
revealed. Any attempt to locate the core in a manner other than
this method automatically fails, unless the attempt comes from
an effect of a spell of 8th level or higher. At its discretion, the keep
can also allow a creature to find its core.

No Way In/Out. Creatures and objects other than the keep's
appendages cannot enter the Core’s space unless they pass
through a hole in its structure. Anything within the Core’s space
has total cover against everything outside the space.

Position. The Core section is a 25 ft. cube in the shape of a
throne room. The core of the keep is located somewhere within
the Hall's section. The keep can change the location of this
section to somewhere within the Halls section whenever it
finishes a long rest.

Vulnerability. When this section is reduced to zero hit points,
the keep is slain. Additionally, this section takes double damage
from all sources.

ACTIONS

Multiattack. The core makes two carpet tongue attacks.

Carpet Tongue. Melee Weapon Attack: +11 to hit, reach 25 ft.,
one target. Hit: 19 (2d12 + 6) bludgeoning and 14 (4d6) acid.

Donate Life. The core can choose to lose up to 50 hit points
and divide them amongst other sections of its choice.

Focus Energy. The Core’s turn ends, and the Halls section
immediately takes a turn.

Guards! The core magically teleports up to six animated armors
it has created to unoccupied spaces within 10 ft. of it.

LIVING MAGE TOWER

The bizarre product of a mimic consuming the spellbook of an archmage,
the living mage tower is a mighty magical creature with a fearsome
arsenal of spells. Taking the disguise of a magical tower, these mimics
are extremely intelligent, much to the detriment of their favorite prey:
humanoids. On the inside a living mage tower is a strange mix of magic,
monster, and building. Its body parts are shielded by mighty spell wards
while strange arcane phenomena prevent access to its upper levels. The
mimic even speaks, pretending to be a mad wizard slinging spells from
the tower’s loft and antagonizing arrogant adventurers with stinging
insults to their intelligence.

LORE

A character can learn the following information about a living mage tower
with an Intelligence (Arcana) or Wisdom (Survival) ability check.

LIVING MAGE TOWER LORE

DC INFORMATION

Living mage towers are powerfully magical and can cast spells.
18 These mimics behave like typical mad wizards, making it almost
impossible to verify its presence until you are inside it.

With a huge array of spells at its disposal and a formidable
intelligence, a living mage tower can overwhelm its prey while

24 they are still trying to figure out what is happening. It can produce
spells from any part of its body, but the most fearsome ones come
from its core, found at the top of the tower.

A living mage tower is a paragon of magical combat. If you are
58 thinking of blowing it up from long range, don’t. Pretending to
fall for its ruse will force the mimic to hold back until you are close,

preventing it from using its most powerful spells.

TACTICS

Take note of the tower’s impressive spell list. There are some real heavy
hitters there, including meteor swarm, prismatic wall, feeblemind, maze,
forcecage, mass suggestion and polymorph. Chances are if the mimic wanted
to kill the PCs long before they got close, it could (the range on meteor
swarm is 1 mile). With its ability to cast three spells in a round between
all its sections, the tower can lay down an impressive amount of hurt in
a very short period. Refrain from spamming these powerhouse spells
back to back, as the mimic wants its prey to get close. The mimic should
pretend to be an ornery wizard, screaming insulting obscenities at the
PCs and hutling low impact spells to draw them in. Once the PCs have
entered the Atrium or Winding Staircase, unleash the more potent ef-

fects, damaging the mimic in the process if necessary.

Easier Tactics — Avoid preparing the tower with spells like guards and
wards and symbol. Use more subtle magical effects such as hallucinatory

terrain and phantasmal force to disorient and confuse, rather than outright




kill. Play up the craziness of the supposed “mad wizard” lurking within,

with irrational decisions and suboptimal maneuvers by the tower.

Harder Tactics — As soon as the PCs get within 500 ft. of the tower
(within range of its Magical Defenses feature) open fire. The mimic
should have powerful spells set up in advance of the encounter and use
effects like mass suggestion to compel the party into making poor deci-
sions. The tower has more than enough spell slots for almost any strategy,
so don’t be stingy.

PLOT HOOKS

Wanted: Wizard's Apprentice, No Experience Necessary. A magical
tower has appeared in the town square overnight. Its resident, the High
Magus of the Very Big Deal Arcanum Society has promised to make an
apprentice out of the first one to climb to the top of the tower. While the
common folk are easily fooled by this ruse, the shrewder members of the
town are skeptical.

The Doom Tower. A living mage tower has been mounted on tracks and
is being utilized as a magical weapon of war. Known as the Doom Tower,
the mimic has proven to be a nigh unstoppable force on the battlefield,
but with no loyalty beyond its next meal.

The Upside-Down Spire. Deep beneath the earth is the legendary home
of a dread necromancer. Said to be suspended from the ceiling in a great
cavern, the spire is sought by all manner of evil spellcasters looking to
master forbidden arts. In response, a good deity has promised its bless-
ing to whomever can destroy the spire and rid the world of one more
evil. Little does everyone realize the spire is a cunning trap left by the

necromancer before he died; a living mage tower.

TREASURE

The power of a living mage tower allows it to collect an impressive
number of valuables. To better facilitate its disguise, the tower will col-
lect things wizards love: books, chemistry sets, beard grooming kits, etc.
These mimics often choose to imitate famous wizards in cultural history,
and in some instances may possess artifacts from those same wizards. A
typical living mage tower will possess at least one of the following items;
staff of power, robe of the archmagi, Ioun stone of mastery, ring of spell turning,
or a manual of golems (iron). Additionally, there is typically a selection of
spell scrolls, with a combined spell level no higher than 30.

Additionally, if a staff of the magi is within the core of the living mage
tower when it is slain, the magic of the creature is transferred to the staff,
granting it the following benefits (in additional to its normal properties).

Artifact Power. The staff becomes an artifact, and gains one major benefi-
cial property, two minor beneficial properties, and one major detrimental
property (rolled randomly, at the DM’s discretion, or of the DM’s design).

Critical Blast. While you hold the staff, your spell attacks score a critical
hit on an attack roll of 19 or 20.

Mighty Magic. While you are attuned to the staff you gain a 10th level
spell slot, which is considered a class spell slot for you. This slot can only
be used to cast spells at higher levels. If this slot is expended, you regain
it whenever you finish a long rest.

ECOLOGY

Because of their teleport spell, living mage towers can be found anywhere
there are humanoids. They rarely stay still for long, lingering just long
enough to feed before moving on to more unsuspecting locales. The
creatures seem drawn to areas of magical activity, and when given the
choice always prefer spellcasters as a meal. When not on the hunt, liv-
ing mage towers are surprisingly communicative. They will happily hold
conversation with other creatures, so long as doing so does not reveal its
true nature. They are shockingly ignorant about magic, especially when
considering their abilities. To a living mage tower, its spellcasting is pure
instinct, and a minor curiosity at best. The mimics prefer information
about the cultures and lore of humanoids, using a familiar as a scout to
gather information. Because of their unique magical defenses and easily
bought loyalty, living mage towers are sought by warlords and powerful

spell casters as weapons and lairs.

The Living Mage Tower

T asked Archmagisjrer King why wizards have such an,
obsession with lowers. His answer of “isn’t it obvious?”
was mao[o[eningjy unhejpful Whatever the reason,
erse mimics seem {'o uno[ersjranc[ Hue minds of wizm‘o[s,
for Hweir o[isguise is Ly far “Le mos{' convincing of

the behemoth strain. The magic at these creature’s
o[isposa] is formio(a]:]e. Each possesses enoug’w ﬁrepower
Jro jevej a smaﬂ cijry, Jejr aJon,e a Parjry of injrrepio[
ao[venlrurers. T"Ley are ajso far more mo])i]e Jrhan Hneir
Jesser counjrerpar{'s, jrejeporjring vaLer o{is{'ances in

an, ins{ance in search of guﬂiue prey. Everyjr’wing
a]zou{' H'Lese crealfures screams overki“ jro me. Their
sjrren,g{'h far outclasses their need to feed on a dozen
or so humanoia{s a year. 'Tl\eory: ”Le mimic eiHLer enjoys
in‘HZiclring 5uH:ering (unjikey y) or can, onjy receive

meaning?uj sustenance from Powerfuj “food”

- Talien Vos Karven

Classification: Arj(iuery

S Favors: An,l(imagic, Bards,
Insigwr (Hig’n), Sorcerers, Wizards

Foils: Bar])aﬁan,s, Figwrers, Fadadins,
Range, Rangers
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LIVING MAGE TOWER

Titanic Monstrosity (shapechanger, 30 ft. by 30 ft. square, 200 ft. tall), neutral

Armor Class 21 (natural armor)

Hit Points Special

Speed Special

STR DEX CON INT WIS CHA
14 (+2) 1(-5) 23(+6) 26(+8) 20(+5) 15(+2)

Saving Throws Con +12,Int +14, Wis +11

Skills Stealth +7, Arcana +14, Perception +11, Deception +14
Damage Resistances fire; bludgeoning, piercing, and slashing
Damage Immunities acid

Condition Immunities paralyzed, prone, restrained, unconscious
Senses blindsight 5 ft., darkvision 300 ft., passive Perception 18
Languages Common

Challenge 19 (10,000 XP)

TRAITS

Magical Defenses. The area in and around the tower in a 500

ft. radius is protected by powerful defensive magic. Attempts by
creatures other than the tower to magically teleport automatically
fail, and creatures cannot fly with the aid of magic.

Additionally, the tower takes half damage from everything outside of
the tower (in addition to its damage resistances and immunities).

Shapechanger. When the tower finishes a long rest, it can
assume the form of a magical tower that is appropriate for its size.
In this state it is indistinguishable from an “ordinary” magical
tower. To facilitate this disguise, the tower creates libraries,
chemistry labs, and other features typically found within a mage’s
tower. The tower must always be in the shape of a magical tower
appropriate for its size and cannot be forced to revert to its “true”
form by any means.

Spellcasting. The tower is a 20th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 22, +14 to hit
with spell attacks. The tower has the following spells prepared,
requiring no verbal, somatic, or material components.

Cantrips (at will): eldritch blast, firebolt, mage hand

1st level (6 slots): alarm, find familiar, magic missile
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2nd level (5 slots): darkness, hold person, magic aura, phantasmal force
3rd level (5 slots): counterspell, dispel magic, fireball, glyph of warding
4th level (4 slots): hallucinatory terrain, polymorph, wall of fire

5th level (4 slots): animate objects, cloudkill, telekinesis

6th level (3 slots): chain lightning, guards and wards, mass suggestion
7th level (3 slots): firestorm, forcecage, symbol, teleport

8th level (2 slots): control weather, freeblemind, maze

9th level (2 slots): meteor swarm, prismatic wall

Sturdy Architecture. The tower is both a creature and a
structure.

Subtle Presence. The tower has a passive Deception of 24
to conceal its true nature. When the tower takes actions or acts
in a manner that may betray its nature, a creature not aware of
the tower’s nature that can detect this action must succeed on
a DC 24 Wisdom (Insight) ability check, or attribute the effect
to something that is not the tower’s true nature (such as a trap,
magical effect, or other source).

Titanic Creature. The tower is a titanic creature which is so
large that combat involves dividing its body into various sections,
each of which has a fixed initiative count on which it acts
(losing initiative ties), detailed in its description. Each section is
considered a unique creature for purposes of targeting (in case
an effect or attack would include multiple targets), and effects
that include an area may affect multiple sections of the tower if
the area is large enough. Each section has its own hit points and
actions but shares the tower’s other statistics (such as damage
resistances, saving throws, etc.). When a section is reduced to

0 hit points, it becomes incapacitated until it regains hit points
or the tower is slain, which causes the section to die along with
the tower. If a section has a speed, the tower can move up to that
section’s speed during the section’s turn. Creatures can enter
and occupy the same space as the tower, and the tower cannot
make opportunity attacks. Additionally, attempts to forcibly
move, banish, or magically teleport the tower or any of its parts
automatically fails.




LIVING MAGE TOWER - ATRIUM

Hit Points 247 (15d20+90)
Initiative 20
Speed 5 ft., climb 5 ft.

TRAITS

Mystic Seal. The atrium of the tower conceals the entrance to
the Winding Staircase section behind a magical seal that prevents
any physical passage. Once the atrium has been reduced to zero hit
points, the seal dissipates for 24 hours.

No Way In/Out. Creatures and objects other than the tower’s
appendages cannot enter the Atrium’s space unless they pass
through a hole in its structure. Anything within the Atrium’s space
has total cover against everything outside the space.

LIVING MAGE TOWER - WINDING STAIRCASE

Position. The atrium is positioned at the bottom of the tower. The
section is a cube with a 30 ft. square base that is 15 ft. tall.

ACTIONS

Multicantrip. The atrium casts two cantrips

Arcane Maw. Melee Spell Attack: +14 to hit, reach 0 ft., one
target. Hit: 21 (2d12+8) force damage. If the target is a creature, it
can expend a spell slot of 6th level or lower to deal an additional 6
(1d12) force damage per level of the spell slot expended.

Cast a spell. The atrium casts a spell of 3rd level or lower.

Focus Energy. The Atrium’s turn ends, and another section
immediately takes a turn.

Hit Points 165 (17d20+60)
Initiative 15

TRAITS

Position. The staircase is 15 ft. above the space the tower
occupies. The section is a 30 ft. square thatis 165 ft. tall.

ACTIONS

Infinite Staircase. A creature that ascends to the top of the
Winding Staircase section magically appears at the bottom of
the staircase. This effect ends for 24 hours if no creatures in the
Staircase Spend any movement for an entire round.

No Way In/Out. Creatures and objects other than the tower’s
appendages cannot enter the staircases’ space unless they pass
through a hole in its structure. Anything within the staircases’
space has total cover against everything outside the space.

LIVING MAGE TOWER - CORE

Multiattack. The Staircase casts two cantrips or makes two
tapestry tendril attacks.

Cast a spell. The Staircase casts a spell of 6th level or lower.

Focus Energy. The Staircases’ turn ends, and another section
immediately takes a turn.

Tapestry Tendril. Melee Spell Attack: +14 to hit, reach 165 ft.,
one target. Hit: 21 (3d8 + 8) slashing damage and the target is
pulled 50 ft. up toward the top of the staircase.

Hit Points 279 (18d20+108)
Initiative 10

TRAITS

Bastion of the Mind. Effects that would attempt to influence
the tower’s mind (such as psychic damage, the stunned and
unconscious conditions, or effects that force an Intelligence,
Wisdom, or Charisma saving throw) can only affect this section
(all other sections are immune). If this section is blinded, charmed,
deafened, frightened, incapacitated, stunned, or unconscious, all
the other sections are as well.

No Way In/Out. Creatures and objects other than the tower’s
appendages cannot enter the Core’s space unless they pass through
a hole in its structure. Anything within the Core’s space has total
cover against everything outside the space.

Position. The Core section is a 30 ft. square that is 20 ft. high.
The core of the tower is at least 180 ft. above the space the tower

occupies.

Vulnerability. When this section is reduced to zero hit points,
the tower is slain. Additionally, this section takes double damage
from all sources inside of its space.

ACTIONS

Multicantrip. The core casts three cantrips

Cast a spell. The core casts a spell of 9th level or lower.

Focus Energy. The core’s turn ends, and another section
immediately takes a turn.

Recover Magic (Recharge 5-6). The core recovers expended
spell slots of combined level less than or equal to nine.
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Birds of Paradise

he fey creatures known as birds of paradise are sinister beings who
subjugate humanoids with their magical songs. While they are rarely
lethal, these beautiful creatures are the reason experienced adventures
carry a set of earplugs. Each species is a magnificent specimen, a cunning
disguise to lure in unsuspecting creatures. The song of a bird of paradise
is hauntingly beautiful. Its otherworldly melodies possess disturbing
magical properties that can lay low an entire adventuring party. A bird of
paradise can only reproduce when nesting upon the heads of humanoids,
preferably in a state induced by their magical melodies. This process pro-
duces a single offspring over the course of a year in a life cycle too bizarre
to have been conceived naturally. More than a few isolated villages have
had community members go missing only to wander out of the woods
years later with tales of “demon birds” wielding deceptive fairy magic.

The R.oyaj Crooning Speuwing
One would think that, as a bard, T could appreciajre

a musica} mon,sjrer suc’m as Hwe speﬂw'mg. Wron,g.
These creatures Perverlr the magicaj power
of music fo malicious ends that afmost a}ways
prove o[isas{'rous for Joca] innocenl's. Whi]e Htey
H\emsejves do n,olf ki“, sye“wings have a ma]icious
streak. Tkeﬂ know full well most kumanoio{s
cannot afford to Jose years of their fives, and the
magniﬁcenjr beard one grows over the course of
a speuwing’s magicaUy induced 5Jum]>er is sma“
consojalrion fora Jos{' Jﬁ:e{'ime. T've wi{'nessec[
a spe”wing magica”g infuence a greajr many
crea{'ures a{' once, forcing a simpje farming
commun,ijry jco serve er Liro[’s in{'eresjcs over Hweir
own. The “o{isciPJes of song,” T Lekeve Htey called
themselves, a most PijciaUe faction who could not
Le saved.

- Takien Vos Karven

Classification: Controller

Favors: Bards, Clwlrmeo( (‘Projfecj(ion from),
Clerics, Druids, Paladins

Foils: Barbarians, Fighjrers, Mo])ijijfy (Low),
*’Perceyjrion, (Low), Rangers, Rogues,
Speﬂcasjrers (Lack of)

Totaf Carty SoH) Bastiary

ROYAL CROONING SPELLWING

Resembling a flamboyant and fantastical tropical bird, the royal crooning
spellwing is the most common of the birds of paradise, with an enchant-
ing song that can induce slumber in hapless creatures for years at a time.
Victims of the spellwing usually return home alive, though rarely pleased
at being effectively “kidnapped” for a year. The spellwing prefers to nest
upon the heads of the elderly. It is said the birds know the old have less
of a life to lose. However, a band of adventurers will do in a pinch, and
the spellwing has more than enough magical abilities to handle most
would-be heroes. When not seeking a suitable host upon which to nest,
spellwings are visibly mischievous, putting on elaborate displays for
birdwatchers and being as loud as possible in public spaces. The birds
are exceptionally vain and egocentric and thrive upon attention in any
form. Communities near a spellwing’s territory can expect to encounter
the creature with alarming frequency and be subjected to its magic with-
out their consent. However, the bird is clever enough to not drive off its

neighbors, keeping its levels of obnoxiousness barely below intolerable.

LORE

A character can learn information about a royal crooning spellwing by

making an Intelligence (Arcana) or Intelligence (Nature) ability check.

ROYAL CROONING SPELLWING LORE

DC INFORMATION

All birds of paradise sing magical songs. It is wise to cover one’s
17 ears before seeking one out, but don’t expect that to always
work. Creatures sleeping in peculiar places are always a sign a

spellwing is nearby.

Only those with the strongest wills can resist a spellwing’s
songs. The creature is also difficult to find, possessing illusory
magic and a frightful intellect. While not deadly, defeat by a
spellwing is a disaster for any adventuring party.

21

Spellwings can induce magical slumber in creatures for up to
ayear, and they nest upon the heads of those they overcome.
It can visit the dreams of its victims and enchant them with
powerful magic to protect and serve it.

25

TACTICS

A spellwing does not need to fight to win a battle, and it knows it. The
bird uses its illusion magic to confuse and disorient its victims while they
slowly succumb to its song. A spellwing is often heard long before it is
seen, its voice carrying an impressive distance depending on the terrain.

Against foes well prepared for its trickery, the bird will use suggestion to



BIRDS OF PARADISE



force them to keep their ears uncovered. Creatures that have intentionally
deafened themselves are of no interest to a spellwing, which avoids them
at all costs.

Easier Tactics — The spellwing should make its presence known, begin-
ning combat fully visible and within range of most ranged attacks and
spells. It should stay low to the ground, using cover to avoid most ranged
attacks but never fleeing the battlefield. When gravely injured, the bird
will stop singing and flee as quickly as possible.

Harder Tactics — An adventuring party would be lucky to ever see a
cunning spellwing and encounter it long before coming into range. Use
greater invisibility coupled with suggestion to keep party members confused
and unaware of the bird’s presence. If the bird has ample time to prepare,
it should use seeming to appear like a harmless local bird, attacking with
surprise should the party fall for its ruse. Characters that cover their ears
should be charmed and ordered to uncover them.

PLOT HOOKS

Unwanted Guest. A small-town church has been taken over by a royal
crooning spellwing, which has taken a liking to the building’s elaborate
rookery. The town’s homeless are taken to the church as an offering to
prevent the bird from targeting the more affluent members of society.

Highway Robbery. A band of marauding fey are using a spellwing to
capture and enslave humanoids traveling through an ancient forest. With
more than a hundred souls lost already, the road through the forest has
been closed until the threat is removed.

Terrible Tenant. A spellwing has taken a particular interest in one of the
characters, believing that if it nests upon that character’s head it will sire
its finest offspring to date. What starts as obnoxious requests turns to
harassment and assault as the bird loses patience.

TREASURE

Spellwing feathers are beautiful and highly prized as magical reagents
and fashion accessories. An intact body of a spellwing can provide up to
twenty high-quality feathers, each of which is worth 500 gp. A spellwing
feather can be used as an extra material component to an illusion spell,
which is always consumed when the spell is cast. When used in this man-
ner, creatures with truesight cannot automatically detect the effects of the
illusion nor do they automatically succeed on saving throws against it,
instead making saving throws against the effect at advantage.

ECOLOGY

A royal crooning spellwing lives near humanoids by necessity. Though
it prefers tropical climates, a spellwing will go to great lengths to find an
amble supply of fresh heads upon which to nest. Once a spellwing has set
up shop, it will proceed to influence everything around it with its charm-
ing song. This has the dual benefit of making allies of the local wildlife
and manipulating local populations into tolerating its presence. The bird
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ROYAL CROONING SPELLWING

Small fey, chaotic neutral

Armor Class 18 (natural armor)
Hit Points 150 (2046 + 80)
Speed 10 ft., fly 50 ft.

STR DEX CON INT wis CHA
8(-1) 23(+6) 19(+4) 18(+4) 17(+3) 23(+6)

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

Skills Arcana +8, Insight +7, Nature +12, Performance +14
Damage Resistances psychic, thunder

Condition Immunities charmed

Senses truesight 120 ft., passive Perception 13
Languages Common, Sylvan

Challenge 12 (8,400 XP)

TRAITS

Enchanting Song. When a creature that can hear the spellwing
starts its turn, the spellwing can force it to attempta DC 18 Wisdom
saving throw if the spellwing isn’t incapacitated. A creature that fails
the saving throw is charmed by the spellwing for 1 minute.

Unless surprised, a creature can cover its ears to avoid the saving
throw at the start of its turn. If the creature does so, it is deafened
until the start of its next turn and cannot use any limbs it is
using to cover its ears. If a creature has its ears uncovered in the
meantime, it must immediately attempt the saving throw.

Eternal Slumber. If a creature fails three saving throws against
the spellwing’s Enchanting Song in 1 minute, it immediately falls
unconscious for 1 year. During this time, the creature does not
need to eat or drink, effectively hibernating. This effect can be
ended early by the greater restoration, heal, or wish spells.

Innate Spellcasting. The spellwing’s spellcasting ability is
Charisma (spell save DC 18). It can innately cast the following
spells, requiring no material components:

At will: charm person, greater invisibility, minor illusion, suggestion
1/day each: dream, geas, seeming

Truesight Suppression. If a creature charmed by the spellwing
has truesight, it is suppressed for the duration of the condition.

ACTIONS

Grand Performance (Recharge 10 Minutes). For

1 minute, the spellwing amplifies its voice to resonate across
tremendous distances. The spellwing can be clearly heard by
creatures up to 1 mile away, and the range of the spellwing’s
spells and magical effects increases to 1 mile. The spellwing must
concentrate (as though it were a spell) to maintain these effects
for the duration.

REACTIONS

Threat Display. When the spellwing is attacked by a creature it
can see, it can take a reaction to display its plumage in a threatening
manner to impose disadvantage on the attack roll. If the attack misses,
the spellwing may take an additional reaction after the end of that
turn. This reaction is lost when the spellwing starts its next turn.




is so loud and flamboyant that even the dullest of creatures can avoid its
territory if necessary. However, a spellwing will go to great lengths to hide
its nesting grounds, luring humanoids to hidden vales or other concealed

locales before finally putting them to sleep.

SWORD-BILLED STONE SINGER

Alarge, steel-feathered crane with a beak as sharp as a rapier, the sword-
billed stone singer is a rightfully feared bird of paradise with a song that
can turn its victims to stone. While not as conventionally attractive as the
other birds, it makes up for it with pure spite and deadly abilities. Stone
singers seeks out attractive humanoids as its preferred victims. These in-
dividuals make for the finest statues upon which the bird rears its young,
a grim fate for any who dare underestimate its unassuming appearance.
The stone singer also attacks out of contempt, particularly if unattractive
individuals wander into its territory. Obsessive and meticulous, a stone
singer seeks to turn its territory in a picturesque oasis of beauty. Petrified
creatures are often reshaped by the bird’s magic, twisted into more artful
shapes. This habit has devastating consequences for a creature restored
to its natural state. The sight of deformed and unnatural-shaped locals
are a good indicator they have suffered the wrath of a nearby stone singer.

LORE

A character can learn information about a sword-billed stone singer by
making an Intelligence (Arcana) or Intelligence (Nature) ability check.

SWORD-BILLED STONE SINGER LORE

DC INFORMATION

Stone singers are evil and malicious. While you can expect to
16 survive an encounter with other birds of paradise, that is not
the case with the dreaded stone singer.

Once a stone singer has petrified a creature, it often shapes
and carves its body into a more aesthetically pleasing shape.
Those unlucky enough to survive this mutilation are forever
disfigured if they are restored to their natural state.

20

Stone singers have power over the land itself, able to generate
earthquakes and shape stone. They can even hide within the
earth itself and readily do so to escape any threat too tough to

handle.

25
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A STONE SINGER’S ARTISTIC LICENSE

Unless extraordinarily attractive, a creature petrified by a stone
stinger can expect some “adjustments” carved into its body by
the bird’s sharp beak or by its stone shape spell. The tastes of
each stone singer vary greatly but rarely align with conventional
perceptions of attractiveness among humanoids. See the Stone
Singer Artistic Alterations table for some examples.

A\ s

The Sword-Billed Stone Singer

That poor girj. Once we had shin the stone singer
and freed the maiden, from that eternal prison, her
face was so mangled her own, famify did not recognize
their own. Tonia spenj( weeks Pu“ring her back Jrogejrher,
using every ounce of her ’Lea]ing ski”s jro undo ”Le
horriﬁc o[amage ”wljr o{amnec[ kiro{ hao{ commi“reo{ for i\Ls
own twisted amusements. These creatures deal on ly in

crueﬂry, caring no“tin,g for erir Vic{'ims.
- Takien Vos Karven
Classification: C. ondrofler

Favors: AmLimagic, Bards, Cjerics, Constitubion
(Higk), Sorcerers, Wizards

Foils: Fig“’ers, Mo]sifi{'y (Low), Paladins,
‘Percepjrion (Low), Warfocks

STONE SINGER ARTISTIC ALTERATIONS

D6 DESCRIPTION

The victim’s skin is carved with bizarre scars resembling tree leaves.

2 Thevictim’s fingertips, ears, toes, and nose are carved off.

The victim’s hands and feet are switched. Right is now left, and left
is now right.

The victim’s knees and elbows are hinged to instead bend the
opposite direction.

5 Thevictim’s spine follows an “S” curve.

6 Thevictim’s face is flipped upside down.

TACTICS

Stone singers are aggressive and cunning, immediately attacking any
creature they deem a threat or that would make an interesting statue.
The bird is fond of hiding within the earth to better ambush its victims.
Creatures that cover their ears in preparation for a stone singer will have
their protections stripped by the bird’s telekinesis. In preparation for a
battle a stone singer will often deform the terrain to better advantage
its small size, creating tunnels, narrow passageways, and other obstacles

that foil larger enemies.

Easier Tactics — The stone singer will not have manipulated its environ-
ment to its advantage. Additionally, the bird will rarely concentrate on
two effects at once (preferably its telekinesis spell) over more powerful
effects such as earthquake. The bird will rarely hide, doing so only when

grievously wounded.
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Harder Tactics — The stone singer casts pass without trace as soon as it
becomes aware of a threatand then hides. With a +1 1 bonus to Dexterity
(Stealth) ability checks, the bird will make every effort to hide until it can
use its song to the best effect. A combination of telekinesis and earthquake
can push enemies into fissures. As the DM, you have discretion over
whether the earthquake spell creates fissures, so make several to increase
the stone singer’s difficulty. A creature that falls or is pushed into a fissure
can be sealed in by stone shape while the bird deals with its allies.

PLOT HOOKS

Stone Warden. A sword-billed stone singer has taken up residence in the
governor’s castle dungeon, using its magic to hide within the walls and
petrify prisoners. The governor is willing to turn a blind eye to the crea-
ture, but the locals are growing increasingly concerned by the situation.

Symbiotic Relationship. A tribe of deaf elves has lived within a forest
populated by stone singers for centuries. Immune to the bird’s magical
songs, the elves use them as a buffer and live out their lives in peace, a
status quo threatened by a bounty placed upon stone singers by a nearby

ranger conclave.

Tough Love. A tyrannical overlord keeps a pet stone singer, using it to
petrify and disfigure her husbands when they grow too tiresome. The
nearby kingdoms, tired of seeing their princes mutilated, want the bird
stolen so the tyrant will honor her commitments in a more civilized

manner.

TREASURE

A stone singer has no need of treasure, but its petrifying song leads to
many statues adorned with finery scattered about its territory. Because
of its tastes, the bird’s victims are often well-dressed, wealthy individuals
who can afford to put aesthetics before practicality. Jewelry, fine clothes,
and other fare typically found in the possession of nobles are among
these items in quantities according to the wealth of the local populace.

ECOLOGY

Stone singers don’t do well in open areas. The birds prefer territories of
stone and earth which best complement their abilities. These environ-
ments become distinctly artificial, as the stone singer’s obsessive artistic
tendencies compel it to sculpt each stone into bizarre shapes. Combined
with the petrified bodies of its victims, a stone singer’s territory becomes
a perverse museum of stone, disturbing travelers and local wildlife alike.
Because a stone singer cannot compel humanoids to enter its territory, it
will always choose a location well-traveled as its domain. This inevitably
causes massive headaches for those affected, as only violence can compel
a stone singer to leave, and even then, unless killed, the bird will eventu-

ally return.
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SWORD-BILLED STONE SINGER

Small fey, chaotic evil

Armor Class 19 (natural armor)
Hit Points 180(23d6 + 100)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
14(+2) 22(+6) 20(+5) 17(+3) 19(+4) 26(+8)

Saving Throws Dex +11, Con +10, Wis +9

Skills Athletics +12, Insight +14, Nature +8, Perception +9,
Performance +18, Stealth +11

Damage Resistances acid, psychic

Condition Immunities charmed

Senses truesight 120 ft., passive Perception 19
Languages Common, Sylvan

Challenge 14 (11,500 XP)

TRAITS

Focused Mind. The stone singer has advantage on
Constitution saving throws to maintain concentration and can

concentrate on up to two effects at a time.

Innate Spellcasting. The stone singer’s spellcasting ability is
Charisma (spell save DC 21). It can innately cast the following
spells, requiring no material components:

At will: meld into stone, pass without trace, stone shape, telekinesis
1/day each: earthquake, transmute rock'

Petrifying Song. When a creature that can hear the stone
singer starts its turn, the stone singer can force it to attempt
aDC 21 Constitution saving throw if the stone singer isn’t
incapacitated. A creature that fails the saving throw is restrained
until the start of its next turn, as its flesh begins to harden. If a
creature fails three saving throws against this effect within 24
hours, it is permanently petrified. If a creature succeeds on three
saving throws against this effect within 24 hours, the creature is
immune to this effect for 24 hours.

Unless surprised, a creature can cover its ears to avoid the saving
throw at the start of its turn. If the creature does so, it is deafened
until the start of its next turn and cannot use any limbs it is
using to cover its ears. If a creature hears the stone singer in the
meantime, it must immediately attempt the saving throw.

ACTIONS

Stunning Shriek (Recharge 5-6). The stone singer emits a
shriek of incredible intensity. Each creature within 60 feet of the
stone singer must succeed on a DC 21 Constitution saving throw or
be stunned for 1 minute. A stunned creature can repeat this saving

throw at the end of each of its turns, ending the effect on a success.

REACTIONS

Sound of Mind. When the stone singer fails an Intelligence,

Wisdom, or Charisma saving throw, it can take a reaction to
succeed instead.

TThis spell can be found in the official 5E supplement, XGE.




GOLDEN EMPEROR’S LYREBIRD

Resembling a canary of pure gold, the golden emperor’s lyrebird is a
fey of genius intellect and unfathomable cunning. Its small size hides
incredible power, as the bird unleashes potent magic to make even the
most experienced wizard envious. These creatures are mercifully rare,
as their powerful songs can banish creatures to the fey realm until their
dying days. Even more disturbing is the bird’s preference for the heads
of children as ideal nesting grounds. A lyrebird is disturbingly adept at
deception, able to lure creatures to their doom with unsettling ease. Few
creatures can recognize the presence of a lyrebird in their locale, often
attributing the numerous disappearances to far less subtle creatures

lurking nearby.

LORE

A character can learn information about a golden emperor’s lyrebird by
making an Intelligence (Arcana) or Intelligence (Nature) ability check.

GOLDEN EMPEROR’S LYREBIRD LORE

DC INFORMATION

A golden emperor’s lyrebird is a master of deception. It is said it

18 N, . ) L
can mimic any sound it has heard before, and its magic is potent.

A lyrebird looks identical to a canary with golden plumage.
23 Combined with its small size, this makes the bird hard to detect
until it is too late. If you are in a lyrebird’s territory, trust nothing

thatyou hear.

The golden lyrebird can make a wish when in dire straits. It
can only do so once every century, but its wishes are always
catastrophic for its enemies. Lyrebirds nest upon the heads of
their victims in a hidden forest of trees within the fey realm.
Called the Grove of the Lost, those banished by lyrebirds are
almost always sent there.

28

TACTICS

Combat with a golden emperor’s lyrebird is a unique experience. The
fey is almost always able to surprise its foes, unleashing its banishing
song before they have a chance to respond. Any remaining creatures
are subjected to command to keep their ears uncovered, with an entire
adventuring party imprisoned upon the fey realm in a few short rounds.
Magical defenses provide little protection as they are efficiently dispelled
and subsequent spell casts countered. If the battle turns against the lyre-
bird, it will gladly disengage to fight another day, particularly if it already

has a victim imprisoned in the fey realm.

Easier Tactics — The bird makes no attempt to attack with surprise, nor
does it start combat under the effects of foresight and telepathy. This keeps
the battle on relatively even terms as covering one’s ears proves highly
effective against the magical song of the lyrebird. While still vulnerable to
the command spell, the lyrebird should focus more on hiding and running

than ordering targets to uncover their ears.

The Golden Emperor’s Lyre]:irc{

AH fey creajrures are capricious an,o[ o{ecepjrive ]3
n,ajture, Lut the go]o[en emperor’s Jyre])im[ elevates
this fo an art form, Even afler encounjrering the
Lird, 1 sl'ruggjeo{ fo trust what my eyes saw and my
ears heard. So impressive is the creature’s abifit to
'repjica{'e any{’hing i{— ’rtears lejr i{' can, o{eceive “Le
most experienceo[ con artists. Ju ust wlten, I “LougM' T
uno[ersj(ooo{ i{'s caPaLiJiJries “Le J yrelﬂro{ o{emonsj(mjreo[
ano“»er exxtmom{inary feajr. I{' is wi”t regre{' “La{'

T admit my own, s’mor{'comin,gs in researc’ming this
creature and q:ua]iﬁy what You read here as mere
supposijrion, m“mer me concre{'e faoL. The risks were
simPJy {'oo greajr. Too many magica] o{efen,ses, and

the bird would not appear. Too few, and T risked an
ejrerni{'y imprisoneo[ upon, ano”»er Pjane. No amounjr of

know]eo{ge is wor“» Jrempjring such a ?ajre.
- Talien Vos Karven

Classification: C. ondrofler

X Favors: AmLimagic, Bards, Clerics,
Druids, Charisma (High), Wizards

Foils: Barbarians, Charisma (Low),

Faladins, Percep{'ion (Low), Wardocks

Harder Tactics — The bird prepares for combat by casting telepathy and
foresight. It uses telepathy to hear the surface thoughts of creatures then
pretends to be those surface thoughts by projecting its voice inside their
skulls, rolling Charisma (Deception) ability checks to pull off the ruse.
It will attempt to trick characters into splitting up before attacking with
surprise, preventing them from covering their ears. It will also layer the
environment in illusions to better conceal itself and separate enemies.
Any creatures lucky enough to be active after a few rounds are easily

defeated from a safe hiding place.

PLOT HOOKS

Lost Generation. The emperor’s children have disappeared one by one
over the course of several years. Driven mad by grief, the emperor neglects
his kingdom and takes comfort in his extravagant bird collection, claim-
ing that only they truly understand him. All attempts to magically cure
the madness have failed, leading those trying to keep the empire together

suspecting “fowl” play.

Feathered Intrigue. A fey queen uses a lyrebird as a court assassin. The
bird’s masterful subterfuge and stealth allow it to banish its victims
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directly into the queen’s dungeons. Paranoid fey nobles begin offering
extravagant rewards to any who believe they can defeat the lyrebird.

Can I Keep It? A young boy accidently captures a lyrebird thinking itis a
canary. Deciding to see how things play out, the lyrebird plays the roll of
the boy’s pet, using its abilities to help his dreams come true by banishing
strict parents, bullies, and anyone else who gets in the boy’s way.

TREASURE

Lyrebird eggs are as magical as they are rare. It is unwise to hatch an infant
lyrebird, for the creatures have nothing but their own mercurial interests
at heart. However, an egg can be consumed as an action to instantly cast
the wish spell. Lyrebird nests in use have a 10 percent chance of having a
single egg, and a 1 percent chance of having two eggs.

GOLDEN EMPEROR’S LYREBIRD

Tiny fey, chaotic neutral

ECOLOGY

On the material plane, lyrebirds are blessedly rare. Their ability to cast
plane shift allows them to be found almost anywhere in mortal realms. The
birds have a preference for comfort, utterly fearless and confident in their
ability to remain undetected. The lyrebird’s true home rests in the fey
realm, a mysterious grove of giant trees known as the Grove of the Lost.
Within the trees are countless mortal victims upon which the lyrebirds
make their nests. The birds can afford to be picky, never nesting upon the
heads of those they deem unintelligent or that have already served as a
nesting spot before. Finding the Grove of the Lost is a daunting task and

exploring it without provoking a flock of lyrebirds even more so.

Armor Class 22 (natural armor)
Hit Points 162 (25d4 + 100)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS
6(2) 25(H7) 21(+5) 22(+6) 20(+5)

Saving Throws Dex +13,Int +12, Wis +11, Cha +14

Skills Deception +14, Insight +17, Nature +12, Perception +11,
Persuasion +14, Stealth +13

Damage Resistances bludgeoning, piercing, and slashing

CHA
27 (+8)

from nonmagical weapons

Condition Immunities charmed

Senses truesight 120 ft., passive Perception 21
Languages Common, Sylvan

Challenge 17 (18,000 XP)

TRAITS

Banishing Song. When a creature that can hear the lyrebird
starts its turn, the lyrebird can force it to attempt a DC 22

Charisma saving throw if the lyrebird isn’t incapacitated. A
creature that fails the saving throw is banished to a harmless
location in the fey realm. While banished in this way, a creature’s
speed is 0, and it is incapacitated. A creature banished by this
effect can attempt a Charisma saving throw at the end of each

of its turns, reappearing in the space it vacated or in the nearest
unoccupied space if that space is occupied. If a creature banished
by this feature fails three saving throws in this manner, the effects
become permanent and it may no longer attempt saving throws to
end the effect. Forcing an affected creature to leave the fey realm by
magical or physical means ends the effect.

Unless surprised, a creature can cover its ears to avoid the saving
throw at the start of its turn. If the creature does so, it is deafened
until the start of its next turn and cannot use any limbs it is using
to cover its ears. If a creature hears the lyrebird in the meantime, it
must immediately attempt the saving throw.

70

Toraf %ﬁ)fy N.97/4 3447%7{7

Charming Innocence. The lyrebird has a passive Deception of 24
to appear like a beautiful (but ordinary) wild bird. A creature unaware of
the lyrebird’s true nature cannot determine spells and effects produced
by the lyrebird to be harmful until after it is affected by them.

Innate Spellcasting. The lyrebird’s spellcasting ability is
Charisma (spell save DC 22). It can innately cast the following
spells, requiring no material components:

At will: bestow curse, command, counterspell, dispel magic

2/day each: antipathy/sympathy, mirage arcane

1/day each: foresight, plane shift, telepathy

1/century: wish

Legendary Resistance (3/Day). When the lyrebird fails a

saving throw, it can choose to succeed instead.

Perfect Mimicry. The lyrebird can perfectly mimic any voice
or sound it has heard before. The lyrebird may project its voice to
make it sound as though the noise was coming from any space
within 120 feet of it.

Quick Wits. As a bonus action, the lyrebird can attempta
Charisma (Deception) or Charisma (Persuasion) ability check.

ACTIONS
Multispell. The lyrebird casts two different spells.

Flutter. The lyrebird takes the Dodge action. Until the start of its
next turn, when an attack misses the lyrebird , it may immediately
move up to 10 feet away from the source of the attack without
provoking an attack of opportunity.

LEGENDARY ACTIONS

The lyrebird 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 another creature’s turn. The lyrebird
regains spent legendary actions at the start of its turn.

Cast a Spell. The lyrebird casts a spell it can cast at will.

Hide. The lyrebird takes the Hide action.



Brown Dragons

Chromatic dragons are not known for their sparkling personability
or manners. So when a particularly twisted green began an elabo-
rate breeding program between different types of chromatic dragons,
everyone assumed the worst. They were not disappointed. After dozens
of abominable failures, a new race of true-bred dragon was born: the
truculent and savage brown dragon. Unattractive and malformed, brown
dragons combine the worst mental and physical qualities of each chro-
matic dragon species. From that twisted combination is born a ravenous
hunger that never ceases. This genetic anomaly drives all brown dragons
toward acts of wanton destruction, and they consume everything that
barely qualifies as edible (and even a few things that don’t). With this
hunger comes a metabolism of epic proportions. Brown dragons can eas-
ily consume their weight in food in a single day with room for more. The
more a brown dragon eats, the larger it gets. Those that are able to feast
with great regularity rapidly mature, circumventing a typical dragon’s
normally slow rate of growth. If the goal of the experimenting green was
to create a universal menace that knows no allegiance, then it undoubt-
ably succeeded, for brown dragons have been a horrific plague upon the
world since the day they were first created.

LORE

A character can learn the following information about a brown dragon
with an Intelligence (Nature) or Wisdom (Survival) ability check.

BROWN DRAGON LORE

DC INFORMATION

Brown dragons care only for food and are constantly hungry.
Their jaws are freakishly strong, and they can breathe a cone
of flensing particles that strip flesh into easily consumable
strips. These dragons are the product of a chromatic dragon
interbreeding program, with many beneficial traits granted by
their lineage.

15

Once a brown dragon bites something edible, it rarely lets go. If
the dragon is able to consume a significant amount of flesh, its
metabolism quickly converts it into energy and mass, allowing
it to recover from injuries at a frightening speed. All brown
dragons are far more robust than other true dragons, with a
diverse pool of defenses inherited from their genetic ancestors.

21

Older brown dragons can throw their weight around in combat
using their tremendous strength to crush and consume the
opposition while still on the battlefield. Their flensing breath
can suppress healing effects, including magical ones. Avoid
fighting one in its lair to remove its home-turf advantage, and
whatever you do, don’t get swallowed.
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A BROWN DRAGON'’S LAIR

Brown dragons enjoy lairing underground and filling their lairs with
stores of food in various states of decay (not that it matters much to the
dragon). In place of a hoard, a dragon gathers its favorite foodstuffs and
drinks. A brown dragon will only gather treasure if it has some means to

purchase a good meal on a consistent basis.

These lairs must be large to accommodate a brown dragon’s girth and are
protected by huge boulders that are rolled in front of passageways. Es-
sential to a lait’s composition is a source of fresh water, as brown dragons
thirst as much as they hunger and prefer to move as little as possible
after a big meal. Minions are rare, for few creatures can tolerate a brown

dragon’s stench only to wind up a meal when the dragon gets peckish.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the dragon takes a lair ac-
tion to cause one of the following effects; the dragon can't cause the same

effect two rounds in a row.

¢ A shroud of thick, whirling sand surrounds the dragon ina
10-foot-radius sphere that moves when it moves. Until the next
initiative count 20, ranged attacks against the dragon are made at

disadvantage and the area is considered heavily obscured.

e Aferocious stench fills the lair. Each creature other than the dragon
in the lair must succeed on a DC 15 Constitution saving throw or
fall prone. A creature that is prone from this effect cannot stand up

from prone until the end of its next turn.

¢ Aburied carcass unearths within the lair. The dragon can take an

action to consume the carcass and digests it immediately.

REGIONAL EFFECTS

The region containing a brown dragon’s lair is influenced by the dragon’s
magic, which creates one or more of the following effects within 10 miles

of the lair.

¢ Whenever a humanoid creature finishes a long rest within the area,
it smells delicious for the next 24 hours. Creatures have advantage
on Wisdom (Perception) ability checks to detect the creature by
smell, and local predators prefer the meat of such creatures over
their typical prey.

o Solid stone in the area transforms into sandstone, which can be moved

through by burrowing creatures but is considered difficult terrain.

o Flesh-and-blood creatures in the area must consume twice as much

food in order to avoid the effects of starvation.

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

BROWN DRAGONS
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TALIEN'S NOTES

The first time I saw a brown dragon, I mistook the beast for

a blue suffering some horrifying disease. These dragons are
clearly the product of a sick mind, and I pity them. While
other chromatic dragons are cruel and evil by their nature,
brown dragons are compelled to acts of violence by design.
While they are motivated by food in the most extreme sense,
I don't think it is possible to satisfy their hunger. At best one
can delay or placate a menacing brown dragon with gifts of
food, but it is a mistake to believe such a relationship can
last. You are just as edible as a haunch of beef, and I suspect
these dragons have little distinction for taste. This theory was
confirmed when I witnessed one consume an entire otyugh in

under one minute. She didn't even wash it first. Disgusting.

\ 7

TREASURE

A brown dragon’s eating habits are unhygienic to the point that even its
prodigious digestive tract can experience problems. When these creatures
eat something their stomachs can’t handle or pass, it stews in its tract
and causes the dragon great discomfort. Eventually, the dragon will vomit
forth a mass of congealed metal, stone, and other indigestible bits, fused
together by stomach acid. While disgusting, this material is useful as
a scent enhancer, highly prized for use in perfumes and other scented
accessories. This “dragon ambergris” is worth more than 2,000 gp per
pound. Larger dragons are able to produce significant quantities of the
material if given enough time, typically found in and around its lair.

ECOLOGY

Because most creatures don'’t appreciate being chewed, brown dragons
learn from a young age to be confrontational and violent. Every living
creature they encounter is either food or could become food—a most
convenient arrangement in the dragon’s eyes. However, older and more
experienced dragons often learn the value of allies and associates. They
will trade and barter with these creatures, exchanging their treasure and
services for food. A well-fed and respected brown dragon is a dependable
ally (as long as one holds one’s nose). When establishing a lair, brown
dragons prefer open hills into which they can burrow huge caverns, prefer-
ably with substantial prey nearby. These dragons must frequently relocate
after exhausting the surrounding environment of all resources, reducing

the land to a barren wasteland stripped of everything worth eating.

BROWN DRAGON WYRMLING

When a brown dragon is born, it immediately consumes its eggshell. It
then eats any hatch-mates, local wildlife, and everything else that it can
fit its mouth around. Terrified and ravenous, brown dragon wyrmlings
instinctively seek out food above all other concerns. This drive helps them
escape the most vulnerable period of their lives, ideally advancing to their
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“young” age category within a year of successful feasting. Thankfully
brown dragon wyrmlings can'’t actually eat that much due to their size,
and more than a few creatures have enlisted the service of these dragons
with a promise of food. Any creature attempting to do so would do well
to remember that once the dragon’s size exceeds their capacity to provide,
they will be next on the menu.

The Brown Dragon Wymling

T have been told all bakies are cute. Tdon’t agree.

T know with cerl(ainl(y that brown o[mgon wyrm]ings
are ugjy as sin. T,we unsigh”iness of Hweir Jisjreno[eJ
jows, mojrueo[ scajes, ano[ unskaPejy Loo[ies are furl(ke'r
exacerbated 1)3 heir infandile ProPorl(‘xons. Wal(cking
one Cl’LOke JOWTL a jarge WOJ‘F Tank§ among J(lme mos*
unP]easanjr cujinary events T have ever witnessed.

Tt was enouglx Yo turn Haloa’s stomach as well, and

con,sio[ering l’te Jrakes a ]Jijre of every{’,wing lv.e kunj(s,

thabs saying @ jojr. — Taken Vos Karven

Classification: Brute

Favors: Barbarians, Damage (\/arielcy), FigMers,
Faladins, Rangers, Slfrengjrk (Higlt)

Foils: Clerics, Constitution ( Low), Sorcerers,

Speﬂs (Heajing), Wizards

TACTICS

A brown dragon’s opportunistic nature is evident by its battle tactics.
Unless it has no other choice, it will fight to secure a meal and nothing
more. Even while just a wyrmling, a dragon is far from small. It will grab
anything it can fit its jaws around, preferring the tastiest-looking targets.
It will then drag the target away from the battle, attempting to flee with
its prize. If the dragon isn't satisfied—which is quite likely—it can al-
ways come back later for seconds. When forced to fight to the death, the
dragon unleashes its Flensing Breath for maximum effect, noting which
creatures fail their saving throws againstit. It then targets those creatures
with single-minded savagery, attempting to down them before moving on

to new targets.

Easier Tactics — The dragon will keep to the ground, not making use of
its climb, burrow, or fly speeds. It will never use its Flensing Breath on
downed creatures and will move between targets to avoid focusing its
attacks. Have the dragon release creatures from a grapple that prove too

dangerous or troublesome.

Harder Tactics — The dragon will attack from a strategic position, either
from the air or beneath the ground. It will then snatch a creature in its
jaws and climb out of reach. Once it has downed a target, it will use its
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Flensing Breath to ensure the creature is unable to get back up without
substantial assistance. If badly injured, the dragon will retreat to its food
stores to consume dead prey, rapidly regaining hit points via its Hyper
Metabolism feature.

PLOT HOOKS

Hungry Hungry Dragon. A noble purchases a dragon egg from a mysteri-
ous trader, hoping to sell the beast as an exotic pet. To his dismay, the brown
dragon wyrmling proves too savage and ugly for sale and is now eating
him out of house and home. The noble is too scared to even approach the
dragon at this point and is looking for someone to evict the beast.

BROWN DRAGON WYRMLING

Medium dragon, any evil alignment

Armor Class 17 (natural armor)
Hit Points 84 (13d8 +26)
Speed 30 ft., burrow 30 ft., climb 30 ft., fly 40 ft.

STR CON wisS
21(+5) 15 (+2) 15 (+2)

DEX
10 (+0)

Saving Throws Str +8, Dex +3, Con +5, Wis +5

Skills Athletics +11, Intimidation +6, Perception +5

Damage Resistances acid, cold, fire, lightning, poison
Senses darkvision 60 ft., tremorsense 30 ft., passive Perception 15
Languages Common, Draconic

Challenge 6 (2,300 XP)

INT
11 (+0)

CHA
10 (+0)

TRAITS

Hyper Metabolism. When the dragon digests a flesh-
and-blood creature of Small size or larger, it regains 14 (4d6)

hit points. A dead creature or a creature at 0 hit points that is
swallowed by the dragon is immediately digested.

Juggernaut. If the dragon would be moved from its space, it may
take a reaction to prevent that movement.

ACTIONS

Multiattack. The dragon makes two attacks: one with its Bite

and one with its Claw.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 24 (3d12 + 5) piercing damage. If the target is a creature,
itis grappled and restrained (escape DC 16).

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 16 (2d10 + 5) slashing damage.

Flensing Breath (Recharge 5-6). The dragon exhales a
blast of air and sand that tears flesh from bone in a 40-foot line
that is 5 feet wide. Each creature in that line must succeed on a DC
16 Constitution saving throw or take 31 (7d8) slashing damage,
or half as much on a success. A creature that fails the saving throw
by 5 or more has its hit point maximum reduced by an equivalent
amount. This effect lasts until it takes a short or long rest or
receives magical healing from a spell of 2nd level or higher.



Mystery of the Vanishing Sheep. A farmer is losing sheep from his flock
every night. A panoply of defensive measures has proven ineffective, with
entire sheep disappearing, mysteriously leaving no remains. Little does
he realize a brown dragon has built a lair under his barn, burrowing up

late at night to snag a quick snack.

Problem Child. A silver dragon takes pity on a brown dragon wyrmling,
adopting it in hopes of changing its nature through good parenting.
Now she must leave on important dragon business and is looking for a
babysitter—or several—to handle the difficult child while she is away.

YOUNG BROWN DRAGON

If a brown dragon wyrmling is able to eat its weight in food each day
for more than 500 days, it will grow to become a young brown dragon.
Beefier than other true dragons, these teenage specimens have developed
new physiological abilities and battle tactics that suit their large forms.
Unless raised in an unusual environment, a brown dragon’s sinister
nature becomes dominant. This makes these dragons heartless and self-
centered, refusing to do anything unless it directly benefits their inter-
ests. Some even develop cruel habits, such as holding struggling prey in
their mouths just to feel them squirm. While far from dull, young brown
dragons act with a shortsighted stubbornness, unable to plan more than
a step or two ahead or see the big picture of a given situation. Each young
brown dragon starts to develop a unique palate, finding it more enjoyable
to eat certain foods rather than whatever they come across. A dragon will
go to some lengths to acquire its preferred food, which can be used as

leverage by a shrewd negotiator.

The 3oung Brown, Dragon

The secrejr \Lo o[efea{'ing a Lrown o{mgon. is ijfs sense
of Jraste. Fino{ ou{' wth ijr Jikes ano{ You wiH have H'Le
ao{van{'age. Don’t Jet their

mo”ey aPPedeTLCG GTLJ JOUT
o{emeanor ‘FOO] gou—“»ese

o{mgorz,s fight
ght as savage]y
as an, angry whhte wi“w ”Le cunning ofa corm,ivin.g

green, The herijrage these o{ragons share with the
pure chromajrics appears Jro Le a Poin{' of grea(— offense
among o{ragonkino{, and T can understand why. When, T
mentioned their re]ajrionship fo the greajr 'Pym\thmxis
Hexfang, her ”Luno[erous o];jechon Hew out Loth my

edTJ rums.

- Talien Vos Karven
Cjassiﬁcajfion: Brute

Favors: Barbarians, Damage (\/ariejry), Fig‘nters,
Faladings, Rangers, S{'reng“t (High)

Foils: Clerics, Constitulion (Low), Sorcerers,
SPeUs (Hea]ing), Wizard

YOUNG BROWN DRAGON

Large dragon, any evil alignment

Armor Class 19 (natural armor)
Hit Points 199 (21d10 + 84)
Speed 40 ft., burrow 40 ft., climb 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
24(+7) 10(+0) 18(+4) 12(+1) 17(+3) 8(-1)

Saving Throws Str +12, Dex +5, Con +9, Wis +8
Skills Athletics +17, Intimidation +9, Perception +8
Damage Resistances acid, cold, fire, lightning, poison
Senses darkvision 120 ft., tremorsense 60 ft.,

passive Perception 18

Languages Common, Draconic

Challenge 12 (8,400 XP)

TRAITS

Hyper Metabolism. When the dragon digests a flesh-
and-blood creature of Small size or larger, it regains 21 (6d6)
hit points. A dead creature or a creature at O hit points that is

swallowed by the dragon is immediately digested.

Juggernaut. If the dragon would be moved from its space,
it may take a reaction to prevent that movement.

ACTIONS

Multiattack. The dragon makes three attacks: one with its
Bite and two with its Claw. The dragon may replace one of these

attacks with its Challenging Roar.

Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 33 (4d12 + 7) piercing damage. If the target is a creature,
itis grappled and restrained (escape DC 20).

Challenging Roar. The dragon roars a mighty challenge to
its enemies. Each creature within 120 feet that can hear the roar
must succeed on a DC 20 Wisdom saving throw or be compelled
to meet the dragon’s challenge for 1 minute. A creature so
challenged cannot willingly move away from the dragon and
cannot affect creatures other than the dragon with its spells,
attacks, or abilities. A creature may repeat its saving throw at

the end of each of its turns, ending the effect on a success. A
creature immune to the charmed condition is immune to this
effect.

Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 20 (2d12 + 7) slashing damage.

Flensing Breath (Recharge 5-6). The dragon exhales

a blast of air and sand that tears flesh from bone in a 40-foot
line thatis 5 feet wide. Each creature in that line must attempt

a DC 20 Constitution saving throw or take 54 (12d8) slashing
damage, or half as much on a success. A creature that fails the
saving throw by 5 or more has its hit point maximum reduced
by an equivalent amount. This effect lasts until it takes a short or
long rest or receives magical healing from a spell of 4th level or
higher.
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TACTICS

With a good number of fights under its belt and a new array of abilities,
young brown dragons fight with far greater confidence than wyrmlings.
Most will open with a Challenging Roar to keep tasty morsels from
escaping or from aiding allies in dire situations. The dragon will then
Bite an enemy as quickly as possible, choosing a frail and chewable target.
Once its foes are good and injured, it will unleash its Flensing Breath for
maximum effect, finishing off low-health targets who couldn’t succeed on
the saving throw. Notice that the dragon’s Hyper Metabolism feature has
improved, allowing it to consume bodies for additional hit points. Doing
so typically requires a Use Object action on the dragon’s part but can be

well worth the effort.

Easier Tactics — Don't use the dragon’s Challenging Roar, and proceed
straight to the mauling. Play up the dragon’s overconfident and brutal
nature, like an oversized cat toying with pests. Only use Flensing Breath
against a single character at a time and never against low-health targets

who could get taken to 0 hit points.

Harder Tactics — The dragon will fight in its lair, basing its strategies
on the effects it produces. It won't focus on eating to recover hit points,
knowing that dealing damage is far more effective toward ending a fight.
Use Flensing Breath on the first turn and at every available opportunity

thereafter. Its damage is substantial, and the effect is brutal.

PLOT HOOKS

Dragon’s Kitchen. An excitable brown dragon has learned what a chef
is and has decided to acquire one to serve her personally. With no chefs
lining up for the job, she has decided to kidnap one from a local town,

along with a few tasty travel snacks.

Eating Contest. A girthy hill giant has challenged a local brown dragon
to an eating contest. Whoever eats the most halflings in a single day wins,
and the contest starts next week. The halfling community is horrified,
while the scum and villainy of the world begin a betting pool with tre-

mendous payout potential.

Is There a Doctor in the House? A young brown dragon crashes in the
middle of a small town, writhing in pain from something stuck in its
gut. So far, the dragon hasn’t hurt anyone but has caused considerable
property damage in its agony. A brave and skilled healer is required to

cure the creature, which will hopefully continue on its journey.

ADULT BROWN DRAGON

If a young brown dragon is able to eat its weight in food each day for
2,000 days, it will grow to become an adult brown dragon. At this
point the dragon’s appetite has reached legendary levels, and there are
few creatures it has not tasted. Its culinary expertise is exceptional, and
the dragon is able to divine a tremendous amount of information just
by tasting something once. Its obsession with a certain type of food has
narrowed to be even more specific. A brand of liquor, certain breed of

animal, or specific subrace of humanoid are typically within the range
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of specificity appropriate for this obsession. While its hunger is no less
great, the dragon has learned to live with the discomfort, preferring a
quality meal over mindless consumption. An adult brown dragon de-
lights in sharing knowledge of food and drink with others, a disturbing
experience to many who would never dream of eating half the things a

brown dragon would.

The Aduft Brown Dmgon

T met an adult brown, o{mgon once, and T am P]easeo[
Jro repor{' Huey do grow more J(o]emUe wi”u age.

You shouldn’t Frust one, of course, but H»ey are not
enjrire] Y govern,eo[ ]Jy hunger ]i ke Yyounger specimens.
The one T encountered had an obsession with appjes
and become ecslatic when T Provio[eo{ three wagons
full The ereature was then content o answer many
of my czuesjrion,s and even share some of its own,
know]eo{ge about the faste and texture of many
crea{'ures——knowjeo[ge T admit T did not have. Though
T dorn’t think 7] ever gejr overits o[escripjrion about

how a gnome ]ike mgse]{: J(astes.
- Takien Vos Karven

Classification: Brute

Favors: Barbarianss, Damage (\/a’riejry), Figwrers,
Faladins, Rangers, Sjrrengjrh (High)

Foils: Clerics, Constitubion (Low), Sorcerers,
SPeUs (Heafin,g), Wizards

TACTICS

Now a legendary creature, an adult brown dragon takes a drastically dif-
ferent tactical approach to combat. With its Munch attack, it can swallow
acreature it is grappling with its Bite as an action or legendary action. The
dragon should do this as often as possible. Any creature that succumbs
while swallowed immediately dies from the Hyper Metabolism feature
and healing the dragon. Note that its Dash legendary action opens up
new combat opportunities when considering the dragon’s many modes
of movement. Hold Legendary Resistance in reserve in case the dragon
needs to escape an effect that would incapacitate it or if it would regurgi-

tate a swallowed creature.

Easier Tactics — The dragon won’t use Munch as a legendary action, only
swallowing a creature if it can hold onto the victim until the start of the
dragon’s next turn. It should stay on the ground to make use of its tre-
morsense, keeping it in range of melee characters without handicapping

itself arbitrarily.

Harder Tactics — The dragon will transition between aerial and ground

combat. It will fly to its favorite target and grapple it with a Bite attack.



It will then use its legendary actions to Dash, burrowing under the
ground with its victim. It will swallow the creature before emerging,
repeating the process all over again until it has consumed the entire party.

PLOT HOOKS

Unwelcome Guest. A large town celebrates the new year by holding an
extravagant feast. Hearing of the legendary banquet, an adult brown
dragon has declared its intention to attend the festivities. Unsure of how to
respond, the town has been preparing far more food than normal in hopes
they can feed the dragon and avoid a confrontation. A long shot to be sure.

ADULT BROWN DRAGON

Huge dragon, any evil alignment

Food Poisoning. An adult brown dragon recently ate a powerful wizard,
then figured the old man’s potions qualified as food. Now the dragon is
experiencing a startling combination of magical effects that were never
meant to be combined, causing bizarre transformations, elemental erup-
tions, and general mayhem. The effects have been occurring for three days
straight with no signs of stopping.

The Most Important Meal of the Day. After hibernating for a century, a
brown dragon has awoken ravenously hungry to the point of near insan-
ity. The beast is making a beeline for the nearest population center and

likely won'’t stop there.

Armor Class 19 (natural armor)
Hit Points 312 (25d12 + 150)
Speed 40 ft., burrow 40 ft., climb 40 ft., fly 60 ft.

STR DEX CON INT WIS
28(+9)  10(+0) 22(+6) 13(+1) 20(+5)
Saving Throws Str +15, Dex +6, Con +12, Wis +11
Skills Athletics +2 1, Intimidation +10, Perception +11
Damage Resistances acid, cold, fire, lightning, poison
Senses darkvision 120 ft., tremorsense 90 ft., passive Perception 21

Languages Common, Draconic
Challenge 18 (20,000 XP)

TRAITS
Hyper Metabolism. When the dragon digests a flesh-

CHA
6(2)

and-blood creature of Small size or larger, it regains 28 (8d6)
hit points. A dead creature or a creature at 0 hit points that is
swallowed by the dragon is immediately digested.

Juggernaut. If the dragon would be moved from its space, it
may take a reaction to prevent that movement.

Legendary Resistance (3/Day). When the dragon fails a

saving throw, it can choose to succeed instead.

ACTIONS

Multiattack. The dragon makes three attacks: one with its Bite
or Munch, and two with its Claw. The dragon may replace one of
these attacks with its Challenging Roar.

Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., one target.
Hit: 40 (5d12 + 8) piercing damage. If the target is a creature, it is
grappled and restrained (escape DC 22).

Challenging Roar. The dragon roars a mighty challenge to

its enemies. Each creature within 120 feet that can hear the roar
must succeed on a DC 23 Wisdom saving throw or be compelled to
meet the dragon’s challenge for 1 minute. A creature so challenged
cannot willingly move away from the dragon and cannot affect
creatures other than the dragon with its spells, attacks, or abilities.
A creature may repeat its saving throw at the end of each of its
turns, ending the effect on a success. A creature immune to the
charmed condition is immune to this effect.

Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., one target.
Hit: 24 (3d10 + 8) slashing damage.

Flensing Breath (Recharge 5-6). The dragon exhales a
blast of air and sand that tears flesh from bone in a 40-foot line
thatis 5 feet wide. Each creature in that line must attempta DC
23 Constitution saving throw or take 72 (16d8) slashing damage,
or half as much on a success. A creature that fails the saving throw
by 5 or more has its hit point maximum reduced by an equivalent
amount. This effect lasts until it takes a short or long rest or
receives magical healing from a spell of 6th level or higher.

Munch. Melee Weapon Attack: +15 to hit, reach 5 ft., one Large
or smaller creature grappled by the dragon. Hit: The creature is
swallowed by the dragon. A swallowed creature is blinded and
restrained, it has total cover against attacks and other effects
outside the dragon, and it takes 21 (6d6) acid damage and 21
(6d6) bludgeoning damage at the start of each of the dragon’s
turns. A creature with 0 hit points that takes this damage is

digested.

If the dragon takes 30 damage or more on a single turn from

a creature inside it, the dragon must succeed on a DC 22
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 dragon. If the dragon dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by using 20 feet of
movement, exiting prone.

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.

Claw. The dragon makes a Claw attack.
Dash. The dragon moves up to its speed.

Flex. The dragon attempts a Strength (Athletics) check that it
could attempt as an action.

Munch (Costs 2 Actions). The dragon makes a Munch attack.
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ANCIENT BROWN DRAGON

If an adult brown dragon is able to eat its weight in food each day for
10,000 days, it will grow to become an ancient brown dragon. The gour-
mands of dragonkind, these massive creatures have an exquisite taste
in food with an appetite to match. At this stage in life a brown dragon
has sampled all confections it can find and knows what it wants. They
have incredibly specific preferences that seem absurd to even the most
refined of palates. An ancient brown dragon’s favorite food may be boiled
chocolate mixed with gold and rubies or chilled elf brains in a watermelon
bowl. These dishes are rarely things the dragons can get on their own, so
they typically enlist a cooking staff to prepare their extensive meals. In
the rare case these dragons encounter something they have not eaten,
they pursue it with a hunger reminiscent of their youth. Given their
impressive power at this age, nothing escapes an ancient brown dragon
looking to try something new.

The Ancient Brown Dragon
1§ one counted all the food that has o[isapyeareo[

down an. ancient brown o[ragon’s gu“ejr, you would
have enougk Lo feed an entire nation for a year. That
is not an exaggeml(ion. Their ravenous apPeJrij(e

kas Leen Jcempereo[ wi“m age, Lujr You SlLOUJJ sjri“
never come belween one and its meal. While other
dragons know of ancient magic, divine secrets, and
myskerious worlds, these wyrms understand a more
convenl'ion,a! J(oPic: ?ooo[. Theg kn,ow everyjr"tin,g
there is Yo know about food and can recommend the
PeT'Fecl( meal for any race, occasion., and Pajajre. 1f
Htey weren’t so over])ea.r'mg and o[an,gerous, ery
wou“ make Hwe Peﬁcecj( consujj(ing gourmano[ for

the finest of reskaurants.
— Talien Vos Karven

. Classification: Brute

Favors: Barbarians, Damage (Vo.riejry),
= Figkj(ers, Faladins, Rangers,
Sjrrenng (Hig'm)

Foils: Clerics, Constitution (Low),
Sorcerers, SPe“s (Heajing), Wizards
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TACTICS

With almost as many hit points as a tarrasque, an ancient brown dragon
is a powerhouse in combat. Note the statistical improvements across the
board. Everything younger brown dragons can do, this one does better.
Spellcasters are likely to run out of slots long before the dragon runs out
of hit points, made all the worse by its ability to recover hit points at an
astonishing rate via Hyper Metabolism. Plan for combat to last quite a
few turns, and use Challenging Roar immediately to keep the battle
on the dragon’s terms. A save DC of 26 is tough to beat, so expect the
Challenging Roar and Flensing Breath to consistently work. The dragon
should always have at least one creature swallowed and can rely on its

high Constitution saving throw bonus to keep itself from regurgitating.

Easier Tactics — Don't use Challenging Roar when the dragon could
instead attack. Only swallow one character at a time, holding others with
a grapple until it can digest them. In favor of making attacks, the dragon
should grapple creatures with its claws, holding them until its ready to
start its second course. Treat the entire combat like an eating contest the

dragon is enjoying, at least until it gets low on hit points.

Harder Tactics — Open with Flensing Breath, then use legendary actions
to deliver as many Claw attacks as possible. On the second turn, make
sure to grapple a creature with the Bite attack, and then Munch it with
legendary actions. On the third turn use Challenging Roar—unless
Flensing Breath is available, in which case you should use it instead—
and mop up any survivors in subsequent rounds. Use grapples to hold

creatures in the Flensing Breath's area for devastating effect.

PLOT HOOKS

Expensive Tastes. A high-class, interplanar restaurant has lost its head
chef, an ancient brown dragon who designed every dish they serve.
Without its unrivaled expertise, the restaurant will soon go out of busi-
ness due to the high expense of operations. The rewards for the dragon’s

return are significant to say the least.

No Finer Vintage. An ancient brown dragon is offering the entire
contents of her hoard for a barrel of wine from an ancient winery. One
problem: the winery is now a haunted manor filled with powerful undead

and overseen by a lich sommelier loath to part with even a single bottle.

A Classic Tale. You've all heard the story. A dragon kidnapped a princess
to have for dinner. Heroes are needed to stop it. Better get to work, as the

characters have 24 hours before its princess pie 4 la mode.




ANCIENT BROWN DRAGON

Gargantuan dragon, any evil alignment

Armor Class 23 (natural armor)
Hit Points 577 (33420 +231)
Speed 50 ft., burrow 50 ft., climb 50 ft., fly 60 ft.

STR DEX CON INT WIS CHA
30(+10) 10(+0) 25(+7) 13(+1) 20(+5) 6(2)

Saving Throws Str +18, Dex +8, Con +15, Wis +13
Skills Athletics +26, Intimidation +14, Perception +13
Damage Resistances acid, cold, fire, lightning, poison
Senses darkvision 120 ft., tremorsense 120 ft.,

passive Perception 23

Languages Common, Draconic

Challenge 25 (75,000 XP)

TRAITS

Hyper Metabolism. When the dragon digests a flesh-and-
blood creature of Small size or larger, it regains 35 (10d6)

hit points. A dead creature or a creature at 0 hit points that is
swallowed by the dragon is immediately digested.

Juggernaut. If the dragon would be moved from its space, it
may take a reaction to prevent that movement.

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

ACTIONS

Multiattack. The dragon makes three attacks: one with its Bite
or Munch, and two with its Claw.

Bite. Melee Weapon Attack: +18 to hit, reach 10 ft., one target.
Hit: 49 (6d12 + 10) piercing damage. If the target is a creature,
itis grappled and restrained (escape DC 26).

Challenging Roar. The dragon roars a mighty challenge to

its enemies. Each creature within 120 feet that can hear the roar
must succeed on a DC 26 Wisdom saving throw or be compelled to
meet the dragon’s challenge for 1 minute. A creature so challenged
cannot willingly move away from the dragon and cannot affect
creatures other than the dragon with its spells, attacks, or abilities.
A creature may repeat its saving throw at the end of each of its
turns, ending the effect on a success. A creature immune to the
charmed condition is immune to this effect.

Claw. Melee Weapon Attack: +18 to hit, reach 10 ft., one target.
Hit: 32 (4d10 + 10) slashing damage.

Flensing Breath (Recharge 5-6). The dragon exhales a
blast of air and sand that tears flesh from bone in a 40-foot line
that is 5 feet wide. Each creature in that line must attempta DC
26 Constitution saving throw or take 90 (20d8) slashing damage,
or half as much on a success. A creature that fails the saving throw
by 5 or more has its hit point maximum reduced by an equivalent
amount. This effect lasts until it takes a short or long rest or
receives magical healing from a spell of 8th level or higher.

Munch. Melee Weapon Attack: +18 to hit, reach 5 ft., one Large
or smaller creature grappled by the dragon. Hit: The creature is
swallowed by the dragon. A swallowed creature is blinded and
restrained, it has total cover against attacks and other effects
outside the dragon, and it takes 28 (846) acid damage and 28
(8d6) bludgeoning damage at the start of each of the dragon’s
turns. A creature with 0 hit points that takes this damage is
digested.

If the dragon takes 40 damage or more on a single turn from

a creature inside it, the dragon must succeed ona DC 25
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 dragon. If the dragon dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by using 20 feet of
movement, exiting prone.

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.

Claw. The dragon makes a Claw attack.
Dash. The dragon moves up to its speed.

Flex. The dragon attempts a Strength (Athletics) check that it
could attempt as an action.

Munch (Costs 2 Actions). The dragon makes a Munch attack.
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Demon Seeds

Nature is not a force exclusive to the material plane. Across the
planes plants bloom, some of which evolve to survive harsh hells-
capes of demonic realms. Such is the case with the family of plants known
as demon seeds, which have not only survived, but thrived, in the lower
planes. These toxic plants redefine what it means to be an invasive spe-
cies. Each member of the demon seeds family is aggressive and hostile,
assaulting anything that gets too close. They are primitively intelligent,
slightly more aware than animals, and capable of using basic tactics in
battle. They have no grand schemes they pursue, but their biological
instincts drive them to spread and reproduce, creating the appearance
of coordination when they reach sufficient numbers. Having found their
way to the material plane, demon seeds have given today’s adventurers a
fresh host of reasons to fear nature.

WANDERING DEATHROLLER

The wandering deathroller crashes into its foes and keeps going, like a hell-
ish tumbleweed scooping them up and grinding them against the ground
as it goes. Its body is a sphere of thorns and thick brambles nearly 15 ft.
in diameter, with gaps in the foliage just large enough for prey to become
entangled. These creatures never stop moving, and from within their
rolling shape one can spot a single glowing eye that aids the deathroller
in navigating its environment. Despite its enormous size, it can roll up
vertical surfaces and even across liquids, allowing them to be found almost
anywhere on the material plane. The speeds a deathroller can achieve are

staggering, zooming across the landscape in pursuit of desperate prey.

The Wano[eﬁng Deajrlwo”er

Tonia Faelindel once culbivated a crop of wandering
o{ealrlfoners. She unleaskeo[ them on a horde of
iants Jrlweal(ening her forest, and the results were
o[evasjralring. The most asl(onisl\ing o['lspjay was when
she caml Y beckoned the o[eajr!n.ro“ers back and
H\ey o.cq:uiesceo[, coming boa !ﬂ.ajlf o.no[ jying o[ormanjr
Jike w'mjrer oo.ks. I Lelieve H»ey guaro[ ker grove Jro

Hxis o[ay. Besjr n,ojr o l(resyass.
— TaJien Vos Karven

Classification: Skirmisher

Favors: Fﬂigk’r, MonKs, ‘Pamjgsis, Rangers,
Slrrengjrk (l*hgk)

Foils: Figwcers, Melee, Molpijijry (Low),

) S

TALIEN'S NOTES

Demon seeds are ancient plants filled with a ravenous hunger.

They seek out living beings and attempt to destroy, devour, and

consume them. Their forms are varied and perfectly specialized
for a specific mode of attack, honed over millennia of evolution
on abyssal planes. One can see the origins of demon seeds

in the plant life of the material plane. Tumbleweeds, thorny
shrubs, roots, and even trees all share a common ancestry with
demon seeds, though the influence of demonic energy has
elevated and twisted them into the horrors we know today.
They are possessed of a cold and minimal sentience, just
enough to get some gruesome satisfaction that only a predator
can enjoy. Even druids fear groves where demon seeds grow.

Well, all druids but Ionia. She fears nothing.

A\ Va

LORE

A character can learn the following information about a wandering death-
roller with an Intelligence (Nature) or Wisdom (Survival) ability check.

WANDERING DEATHROLLER LORE

DC INFORMATION

The wandering deathroller, or cylindro mors errando, is a
tumbleweed from the hells. It’s a 15-foot-diameter mass of razor-

14 sharp brambles that crashes into its prey and scoops it up, dragging
it along until the victim stops struggling. Tiny nodules of roots on
each thorn consume nutrients from the corpses embedded in the
deathroller.

The deathroller is extremely quick and can’t be stopped by any
known means, even magic. It can be slowed down, but only to a

18 point. It is capable of breaking through or rolling up and over any
physical barriers, and anyone or anything struck by the deathroller
risks becoming entangled within.

Wandering deathrollers rely on tremorsense to detect their prey—
creatures flying in the air or otherwise not touching the ground are

22 effectively invisible. Additionally, the plant is susceptible to magics
that inflict paralysis, leaving it vulnerable to assault as it struggles
to recover.

TACTICS

The wandering deathroller exemplifies hit-and-run tactics. Use Charge
Paladins, Radiant (Damage)

on every turn unless Bounce is the only way to get at the party. Though

the deathroller uses its Ram attack via Charge, don't forget to account
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for its Hollow trait, which allows it to move through other creatures’
spaces and potentially grapple them. It should attack and attempt to
grapple as many characters as possible, then move away from the rest
of the group.

The deathroller can attack even a flying creature by using Bounce to leap
up at a target. However, it relies on tremorsense to detect its prey, so a
flying creature is invisible to it, and the deathroller must guess a creature’s
location based on where it was attacked from. With an Intelligence of 5,
this is more of an instinctive guess than a rational one. Stationary flying
creatures should be vulnerable; those who are darting around and playing

it smart are much harder to pin down.

Lastly, don’t forget about the Grind trait—which deals damage to
creatures grappled by the deathroller whenever it moves—and the
Momentum trait. The deathroller can’t be prevented from moving by any
effect. It pairs extremely well with monsters with the soldier and control-
ler classifications that can lock the party down and prevent them from
helping a captured ally.

Easier Tactics — Use Bounce a few times to grapple the party with the
Hollow trait. This does less damage than Charge but still plays up the
deathroller’s unique ability to grapple characters and drag them around.

Harder Tactics — Use Charge and roll in until you grapple a character,
then switch directions and move as far away from the rest of the party as
possible. Split the party and keep rolling around, grinding the abducted
character to dust before returning to grab another.

PLOT HOOKS

Hit N’ Run. The party is traveling with a caravan of multiple wagons
when a wandering deathroller crashes through the line, bowling over one
of the wagons and taking several people with it. Do they stop and attempt

a rescue or press on to their destination?

Body Recovery. A wandering deathroller kills someone of great impor-
tance, perhaps a traveling diplomat carrying an offer of peace, whose
body is still stuck in the deathroller. The party needs to track it down and

recover the victim's possessions.

Population Explosion. Natural conditions are just right for a boom in
the wandering deathroller population. The party might have a chance to
snuff it out early, or they might be too late and arrive just as the death-
rollers bloom and take off in separate directions.

TREASURE

Extracts from the thorns of a wandering deathroller can be used to
empower potions of all sorts. A single wandering deathroller provides
three doses of extracts, each of which can be sold for 2,000 gp or used to
empower a single potion. When properly mixed with a successful DC 15
Intelligence (Alchemist’s Supplies) ability check, the potion’s duration is
doubled. If the potion has an instantaneous effect, such as a potion of
healing, any dice rolls made as part of the potion’s effect are treated as if
the maximum possible value had been rolled.

WANDERING DEATHROLLER

Huge plant, unaligned

Armor Class 17 (natural armor)
Hit Points 161 (17d12+51)
Speed 80 ft.

STR DEX CON INT WIS CHA
15(+2) 21(+5) 16(+3) 5(-3) 12(+1) 5(3)

Saving Throws Str +6, Dex +9

Damage Resistances fire, piercing

Damage Immunities psychic, radiant

Condition Immunities blinded, deafened, exhaustion,
prone, stunned, unconscious

Senses tremorsense 60 ft. (blind beyond this radius),
passive Perception 11

Languages understands Abyssal but can't speak
Challenge 10 (5,900 XP)

TRAITS

All-Terrain Plant. The deathroller can move up and across

vertical surfaces and across liquids without falling during the
move. If the deathroller takes falling damage and is grappling
one or more creatures, it instead takes no damage and splits the
falling damage evenly between creatures it is grappling.

Grind. When the deathroller moves along the ground, it grinds
the bodies of those it is grappling into the dirt. Creatures so
grappled take 3 (1d6) bludgeoning damage for every 10 feet the

deathroller moves in this manner.

Hollow. The deathroller’s body is hollow, and it can move
through other creatures and objects smaller than it as though
they were difficult terrain. When the deathroller moves into a
creature for the first time on a turn or starts its turn within the
deathroller’s space, it must succeed on a DC 17 Strength saving
throw or become grappled by the deathroller. A creature grappled
in this manner is also restrained.

Momentum. The deathroller’s speed cannot be reduced to
less than 40 feet. If an effect would prevent the deathroller from

spending movement, it may instead spend movement.

ACTIONS

Bounce. The deathroller jumps up to 60 feet vertically and

horizontally.

Charge. The deathroller takes the Dash action and then moves
up to its speed in a straight line. If the deathroller encounters
any creatures or objects in its path that would prevent this
movement, it may make a single Ram attack against them (no
action required).

Ram. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 11 (2d8 + 2) bludgeoning damage. This attack deals double
damage to objects and structures. On a successful hit, the
deathroller may spend 10 movement to deal and extra 3 (1d6)
damage for every 10 feet of movement spent.
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ECOLOGY

LORE

Wandering deathrollers are predatory plants and often roll at maximum
speed to preserve momentum and conserve energy. They stop only after
catching and killing enough prey to sate their hunger, pausing until the
creatures are fully digested. The age of a wandering deathroller can be
estimated by the quantity of bones trapped in its brambles, the oldest
of which rattle constantly from the hundreds of trapped remains. While
deathrollers can be found anywhere plants can grow, they prefer temper-
ate climates that have large open plains. Once a year for an entire day, a
deathroller will deploy spikey seed pods that embed themselves in the
earth. If another deathroller rolls over the pods, they become fertilized
and germinate within a period of 5 years. A clutch of mature deathrollers
will migrate as a “flock” far from the place of their birth, covering hun-

dreds of miles and crushing anything in their way.

BURROWING TRAPROOT

Stepping into the demesne of a burrowing traproot is the last mistake
of many a neophyte ranger. This plant shoots roots up from deep under-
ground, targeting creatures it can detect with its long-range tremorsense.
Those who are struck find themselves dragged underground and buried
alive, easy prey for the traproot’s sharp bite. In the rare moments when
it can be found above ground, a traproot appears as a column of thick
roots, in which is nestled a single glowing eye and gnarled maw. Hardy
and patient, burrowing traproots have earned the nickname “vanishers”

for their ambush tactics that rarely leave behind any evidence.

The Burrowing Tmproo"
If you spolr an expan.sive areain a foreslr Hna% seems
uHerjy devoid of Jand—dwelling fauna, take ke.eo[. You
may Le aPProacking the residence of a ]Durrownglo[
jrro.?)roojr. This devious denizen of the najrumj Wor,
Jurks uno[er Hr\e earl(lv. ano[ laskes oujr wiHrL Power?uj
roots that snalrch victims and o[rag them LeJow. Once
ou are en}om];eo{ in Hte soiﬂ, Hte Pjan} ijrsejf ]Durrows
i}oser am.o[ ]Deg'm,s o feeo{, ijrs laeak—Jike moun a
o[is%ur])ingjy bestial contrast to ks rooks and vines. T
recommend bringing aJong a small mammal fo Lest for
the l(mfaroojrs presence. S'lijy Yoss the creature into
wlmere you susPecl( l(ke erProol( Jro Le. If '1]( vaniskes
insjranuy, best find another route.
— Talien Vos Karven
Classification: Lurker

Favors: Bar]:aﬁans, Figwrers, Gmyﬂing,
Movement (Forceo[), WarJocks

Foils: Clerics, Padadins, Range, Rogues, S’ng—Bjocking
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A character can learn the following information about a burrowing tra-
proot with an Intelligence (Nature) or Wisdom (Survival) ability check.

BURROWING TRAPROOT LORE

DC INFORMATION

Burrowing traproots are patient ambush predators, lurking
underground until they detect movement above. They strike
15 without warning, dragging victims underground and burying

them in the soil. Then the traproot burrows closer and begins
to feed.

Targeting the traproot directly is almost impossible. Killing

19 this elusive creature requires burrowing down to its level,
readying an attack to strike when it lashes out, or some truly
clever thinking.

The traproot’s attacks can’t puncture stone or similarly dense
material, and the creature likewise can’t move through such

24 terrain. Effective use of spells such as wall of stone can offer
protection from its attacks or prevent it from returning
underground once it has been extracted.

TACTICS

The traproot is a simple creature. It attacks three different targets with its
Root attacks and only uses its Bite if a creature fails to escape two rounds
in a row. Don't forget to apply its Sneak Attack trait to deal bonus damage

once per turn when it has advantage on an attack roll (such as against a
buried creature).

The party will need to be clever to extract the traproot—you should be
generous in allowing their unusual ideas a chance of success. Pulling the
traproot from the ground requires a successful DC 16 Strength (Athlet-
ics) check or an opposed Strength (Athletics) ability check against the
traproot (DM’s choice). If the traproot is pulled above ground, its top

priority is to get back under, and it should Disengage and move as deep
as it can.

Easier Tactics — Keep the traproot close to the surface. You can even
have it burrow up to make a bite attack, leaving it vulnerable for a round.
Exposing it to attacks in this way makes the fight much easier than it
would normally be. If the party is still having trouble, hint that PCs

can potentially dig or pull the traproot from the ground with enough
strength.

Harder Tactics — The root should attack with surprise; few parties
expect an attack from below ground. Use all three Root attacks on
one creature, pulling the target up to 30 feet underground. This
makes it almost impossible for the party to help, and you can repeat
the process each turn to pull the victim down another 30 feet every

round. Unless the party has a genius stratagem and the right spells
prepared, that character is a goner.




PLOT HOOKS

Unexplained Disappearances. Venturing into the forest alone for 24
hours was once a rite of passage into adulthood. In the past, most sur-
vived this generally harmless ritual, but now fewer and fewer younglings
are returning. Even the adults who follow them from a distance have

begun to vanish, as a burrowing traproot moves closer to the village itself.

From Bad To Worse. A burrowing traproot strikes in the middle of an
ongoing battle. Can the party make themselves unappetizing targets to

incentivize the plant to attack their foes?

Guardian. A villain makes a lair in a tower of wood and earth and has
lured or grown a burrowing traproot in the walls of the structure. It

lashes out at intruders, dragging them into the walls and ceilings.

TREASURE

The roots of a burrowing traproot can be used to create the burrowing
trap-whip, a potent magical weapon. Creating this item may require ad-
ditional reagents, a magic ritual, or an expenditure of 25,000 gp, as well

as the relatively intact body of a recently diseased burrowing trap root.

/ N\
Burrowing Trap-Whip

Weapon (whip), rare (requires attunement)

This whip of roots and leaves twitches in your hand, eager to be used.
The whip has a reach of 15 feet (instead of the usual 10 feet), and your
attacks ignore cover from natural terrain as the whip punches through
dirt and even unworked stone to strike your target. Creatures hit by this
whip are immediately pulled up to 10 feet closer to you.

While holding the weapon, you can use an action to cast the spell locate
creature without any material components. The whip points in the
direction of the target, and the spell lasts for its full duration without
requiring concentration. Once used, this ability can’t be used again

NEW CONDITION: BURIED

Aburied creature is submerged beneath loose earth. While

submerged, the creature cannot move and is restrained unless
it has a burrow speed. While buried, a creature must hold its
breath or begin to suffocate. A buried creature can take an
action to attempt a DC 15 Strength (Athletics) ability check.
On a success, it is no longer restrained and can dig its way out

by spending 4 feet of movement for every 1 foot it digs.

until the next dawn.

ECOLOGY

Burrowing traproots are the most patient of the predatory plants. They
fall dormant for months or years, until prey approaches. When a tasty
morsel happens along, the plant awakens instantly, striking at the target
without hesitation. They tend to ignore Huge or larger creatures, as such
beasts are too large to be easily consumed. They also recoil from undead,
oozes, constructs, and other such unappetizing meals, attacking once
and then retreating when they realize the true nature of their prey. When
it comes time to reproduce, a traproot detaches one of its limbs, which
burrows away from the “parent” for months. Once it has found a suitable
hunting ground, the limb will gestate into a new traproot over the course
of several months. Traproots are never found in high concentrations un-

less forcibly transplanted.

A\ s

BURROWING TRAPROOT

Large plant, unaligned

Armor Class 16 (natural armor)
Hit Points 171 (18410 + 72)
Speed 10 ft., burrow 30 ft.

CHA
5(-3)

STR DEX
22(+6)  8(-1)

Saving Throws Str +10, Con +8

Skills Stealth +7

Damage Resistances fire

Damage Immunities poison, psychic

Condition Immunities blinded, deafened, exhaustion,
stunned, unconscious

Senses tremorsense 300 ft. (blind beyond this radius),
passive Perception 11

CON INT
18 (+4) 5(-3)

WIS
12 (+1)

Languages understands Abyssal but can’t speak
Challenge 12 (8,400 XP)

TRAITS

Lurker. The traproot’s attacks can pierce through solid ground

and around obstacles with unerring precision. Creatures standing
on ground not made of stone or similarly dense material cannot
have cover against the traproot.

Sneak Attack (1/Turn). The traproot does an extra 21

(6d6) 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 traproot that isn’t incapacitated and the traproot

doesn’t have disadvantage on the attack roll.

ACTIONS

Multiattack. The traproot makes three Root attacks and a

single Bite attack.

Bite. Melee Weapon Attack: +12 to hit, reach 5 ft., one target.
Hit: 33 (6d8 + 6) piercing damage.

Root. Melee Weapon Attack: +12 to hit, reach 40 ft., one target.
Hit: 12 (1d12 + 6) piercing damage. If the target is a creature,
itis pulled up to 10 feet toward the traproot. If this movement
would pull the creature completely into the ground, it becomes

buried.
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IRONTHORN SNIPESHRUB

A single thorn, sixteen inches in length, sharper than a mithral blade,
and fired with the force of a ballista bolt—this is the calling card of
the ironthorn snipeshrub. It's a stationary and almost entirely reactive
creature; one wrong move in the presence of this botanical bombardier
means a fusillade of spines. Even getting into melee range is no guarantee
of safety, as the snipeshrub’s spines have such force they knock aggressors
back a substantial distance. The snipeshrub is unassuming in appear-
ance, about the size of an ordinary garden shrub but with massive thorns
as hard as steel. Closer observation reveals a large perceptive eye that can
detect the presence of creatures at an impressive distance. Few ever make
it close enough to the shrub to learn this fact before succumbing to a
withering hail of deadly projectiles.

LORE

A character can learn the following information about an ironthorn
snipeshrub with an Intelligence (Nature) or Wisdom (Survival) ability
check.

IRONTHORN SNIPESHRUB LORE

DC INFORMATION

The ironthorn snipeshrub is a devilish plant that projects
highly accurate, long-range spines at anything it perceives.
It has immaculate senses capable of detecting the slightest
movement, and its spines strike with such force they can
knock back creatures and even pin them against solid

16

surfaces.

The snipeshrub can see through invisibility effects and
isn’t fooled by illusions. It can fire four thorns every few

20 seconds and is capable of focusing on a particular target to
deal devastating damage. Cover is near useless against the
creature’s precise aim.

While the ironthorn snipeshrub is capable of firing with
extreme precision, it can’t hit what it can’t see. Blocking

its line of sight with magical barriers offers significant
protection against its attacks. It is capable of firing an ultra-
accurate shot that can strike even creatures hidden from its

24

unblinking eye, but these thorns take longer to regrow.

TACTICS

The ironthorn snipeshrub is best used in a large area with plenty of
distance between it and the party. There should be some cover, perhaps
large trees in a forest, but not too much. Terrain is hugely important when
designing an encounter with a snipeshrub. Be cautious if you have any
extremely long-ranged characters in the party, as terrain that is too open
could allow them to whittle down the snipeshrub without ever being in
danger.
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On each of the snipeshrub’s turns, it should use Headshot if available and
then Ready Shot to ready four Thorn Snipe shots. In general, the condi-
tion used for each readied action is “whenever it sees a creature move,”
but you can get more specific for some of them if needed, such as “if a
creature casts a spell.” You shouldn't tell the party the conditions out-
right, but you can allow them to discern the conditions with a successful
DC 20 Intelligence (Nature), Wisdom (Insight), or Wisdom (Survival)
ability check. On turns where Headshot is not available, use Critical Eye
on whomever is either closest to the snipeshrub or the most dangerous

opponent, and then use Ready Shot.

Easier Tactics — Don’t use Headshot and be especially specific with the
conditions for Ready Shot, such as “the first creature to move more than
15 feet in a straight line,” giving the party opportunities to read the
snipeshrub’s habits and plan around them. Consider giving the party a

warning shot if you are feeling particularly generous.

Harder Tactics — Just because the snipeshrub isn’t very smart doesn’t
mean it can'’t be patient. The shrub will lie in wait until all the PCs have
come within range of its attacks. Once all targets are in sight, it will attack
with surprise, preferably from a hard to reach location. The shrub should
pin a character out in the open, forcing allies to choose between ducking
for cover, or rendering assistance. Any enemy that comes within 60 ft. of
the shrub is top priority, and you should focus fire on that target until it
drops or retreats.

The Tronthorn Snipesln.ru];

Archmagis.{'er King referred to this creature as
“Skru]:—Niggumjrh, the black bush with a thousand
spines” whifst Pinneo[ upsio[e—o{om, ]Jy one of the
shrubs sixteen—inch thorns. Whife the pun. was
Painfu“ y bad, his frustration at the Pjanjr’s o[eao”y
attacks is czuijre reasonable. The fack that someone
so ec{ucal'eo[ coujo[ use kis kn,owﬁeo[ge Jro make

puns is an affront fo all schojarfy Pursui{'s. If you
should encounter him one o[ay, don’t ]Dring up this
an,eco[&e unjess you're ina kurry J(o ]Je incineml'eo[.
T can on,]y gejr away with Pu“is,ming it because he
owes me. Consider your debt Paio[ Archmagisl'er

— Takien Vos Karven

Classification: Arh“efy

, Favors: Druids, SlgM'—Bjocking,
Tejeporjfa{'ion,, Wardocks, Wizards

Foils: Bar]:arians, Figwrers,
Invisi])iji{'y, Melee, Rogues



PLOT HOOKS

Pistil Duel. A pair of migrating ironthorn snipeshrubs come into each
other’s range. Each time one of them fires a thorn, the sound of the
impact triggers the other one to fire at the same spot. This constant back

and forth is making a huge swath of the trail impassible.

Strange Sentinel. To safeguard an item of great power, an ironthorn
snipeshrub was planted upon its resting place. It is said that only one
of “great valor” can acquire the item. Does that mean charging directly

at the snipeshrub? Or perhaps discretion truly is the better part of valor.

Unusual Cargo. A pirate is smuggling a cargo of ironthorn snipeshrubs
across a great distance. The ship is rigged so the lower decks can open,
exposing several of the plants within, allowing them to fire upon ap-

proaching vessels.

TREASURE

The thorns of an ironthorn snipeshrub can be used to create an ironthorn
javelin, a magical weapon that can be thrown once to devastating effect.
A typical snipeshrub bush, provided it is recovered intact, can provide
enough high quality thorns to make seven of these javelins per year. Dead
snipeshrubs typically only have enough thorns to fashion three. Creating
an ironthorn javelin requires 4 hours of strenuous activity and a success-
ful DC 16 Intelligence (Woodcarver’s tools). A failure renders a thorn

unsuitable for further use.

/ N
Ironthorn Javelin

Weapon (javelin), rare

This javelin has no special effect until its command word is spoken, at
which point it begins to hum with energy. Once it is activated, you can
use your action to throw it at a creature you can see within 120 feet.
The target must succeed on a Dexterity saving throw against a DC of
10 + your proficiency bonus + your Strength or Dexterity modifier
(whichever is higher) or take 50 piercing damage. The target gains

no benefit from nonmagical cover on its saving throw. Whether the
target succeeds or fails, the javelin is destroyed after being used in this
manner.

ECOLOGY

Ironthorn snipeshrubs are not fully stationary—they are capable of
sluggishly moving along the ground or up vertical surfaces. They tend to
migrate in this manner, not disturbing anything around them until they
find a location surrounded by wildlife. Once they settle in, they imme-
diately begin enfilading the entire area, killing anything and everything
that moves. After doing so, they linger for a time to absorb the nutrients
left behind by the many corpses. Wildlife in the area quickly learn to
avoid a snipeshrub, which bases its attacks solely on movement. Only
the smallest of creatures do not trigger a snipeshrub’s reflexive thorns,
making the areas havens for vermin and other Tiny creatures. Woodland

dwelling civilizations have been known to make use of snipeshrubs for

defense, lowering them into holding areas below ground in the event they
are not needed. Such communities are either desperate or xenophobic,
as a danger of such an arrangement can easily outweigh the potential
benefits.

IRONTHORN SNIPESHRUB

Medium plant, unaligned

Armor Class 21 (natural armor)
Hit Points 161 (19d8 + 76)
Speed 5 ft., climb 5 ft.

STR
10 (+0)

DEX
24 (+7)

CON
19 (+4)

INT
5(-3)

Saving Throws Con +9, Wis +8, Cha +2
Skills Perception +13
Damage Resistances fire; bludgeoning, piercing, and

WIS
16(+3)

CHA
5(-3)

slashing from nonmagical attacks

Damage Immunities psychic

Condition Immunities deafened, exhaustion, stunned,
unconscious

Senses truesight 500 ft., passive Perception 23
Languages understands Abyssal but can’t speak
Challenge 13 (10,000 XP)

TRAITS

Lightning Reflexes. The snipeshrub can take four reactions

each round.

Sharpshooter. The snipeshrub’s ranged weapon attacks ignore
half cover and three-quarters cover.

ACTIONS

Multiattack. The snipeshrub takes two different actions from

the options below.

Critical Eye. The snipeshrub targets one object or creature it
can see. Until the start of its next turn, when the shrub scores a
hit against the chosen target, it instead scores a critical hit.

Headshot (Recharge 6). The shrub fires a thorn directly
at the head of a creature it is aware of within 500 feet. The
target must succeed on a DC 21 Dexterity saving throw or take
100 piercing damage. This effect passes effortlessly through
nonmagical objects and cover, leaving a 6-inch-wide hole in the
target.

Ready Shot. The snipeshrub readies four Thorn Snipe actions.

Thorn Snipe. Ranged Weapon Attack: +12 to hit, range 500 ft.,
one target. Hit: 26 (3d12 + 7) piercing damage and the target

is pushed up to 30 feet away from the snipeshrub. If the target
encounters a solid surface that would prevent this movement, it
is impaled by the projectile upon the surface and is restrained. A
creature can end the condition by taking an action to attempt a
DC 17 Strength (Athletics) ability check, removing the thorn on

a success.
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ACIDSAP GYMPIE

Alarge willow oozing with caustic acids, the acidsap gympie is a peculiar

plant that can kill without ever being encountered. Incapable of move-

ment, these trees draw their foes into range. The burning cloud of acid

they produce can dissolve almost any prey, who stumble toward their
doom drawn by enticing pheromones. How the gympie produces such
potent chemicals is the subject of much speculation among wilderness
researchers, for the tree’s acids only scald beings of flesh and blood. More
than one sinister druid has dreamed of proliferating gympies, making
the world a more hospitable place for all manner of flora.

LORE

A character can learn the following information about an acidsap gympie
with an Intelligence (Nature) or Wisdom (Survival) ability check.

ACIDSAP GYMPIE LORE

DC INFORMATION

Acidsap gympies are immobile and deadly. They emit a cloud

of corrosive acid over a huge area and are notoriously durable
and hard to uproot. You will likely encounter its foul stench and
burning acid long before you see the tree.

17

The acidsap gympie’s acid cloud gets more and more intense the
longer the plant focuses on it, and the gympie can also release
pheromones capable of deluding the minds of anyone nearby,
compelling them to walk into the acid.

21

The roots of the acidsap gympie protect it from any effect that
might move it, even with powerful magic. If you get within 400
feet of the plant, you are at risk of succumbing to its luring
pheromones, and 300 feet is the radius of its acidic cloud as well
as the wave of poison it can release. Take it down from a great
distance, or do not engage at all.

25

TACTICS

Though it is brutal and deadly, the acidsap gympie is not a difficult crea-
ture to use. The harder you make the gympie to find, the more difficult
the encounter. Unless they are paying attention to the movement of the
Poison Pulse feature, locating a gympie inside a convoluted dungeon
or dense forest can prove very difficult. Once the party is within 400
feet—the closer the better—use Luring Pheromone to initiate the fight.
Alternate using Poison Pulse and Intensify on all future turns, and once
Luring Pheromone recharges, use it a second time. After that, continue
alternating abilities until the gympie has used Intensify four times. Then
use Poison Pulse and Luring Pheromone until the party is dead or the
gympie has been neutralized. Don't forget to apply damage from both the
Acid Cloud and the Coated Leaves trait.

The gympie pairs exceptionally well with creatures that are immune to
both acid and poison, such as certain powerful fiends. Creatures that are
not immune to both damage types are in as much danger as the party
from the gympie’s abilities.
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The AciJsa? Gympie
If you cakch a whitf of acrid burning in the ain, gokno
farther. You may be near an o.cio[sap gympie, one l( ;z
most o[angerous Hora to ever grow on the materia
Pjane. The ?Jan{’ emitsa consl(anjr cJoud of acid
wil(h a kuge rac[‘xus lel( corroo[es omo[ c[issojves any
non,—?ianjrs in 'ljrs aread, anc[ '11( can Proo[uce Pkeromm:\,es
un‘xq"uejy caJiLmlreo[ Jro ]DeWiJ('Ck l(ke min,o[s of an,ylf!rtmg
capa]aje of sentient onugwr. Those who fall under
ijrs sway wan,o[er 'mjro Hte cjouo{ of acio[, c{e!iﬁoust anJ
ignoranjr Jro H»e c{amage ijr is o[oing jro Htei'r ]ooiQ\esk
until H»ey ﬁnaﬂy coﬂapse ina Pije of melted Hes
and bones. An un?]easanjr end, and one that can
be avoided l(krouglm astute ol;servahon of one’s
gs and a !weajjrkg dose of caution.
- Taken Vos Karven

surrouno[in

Cjass‘rﬁca{'ion: Artiller y
Favors: Acid (‘Projreclrion, from), Druids, Range,
Sorcerers, Wizards

Foils: Barbarians, ’Figkjrers, Melee, Rogues, Wisdom (Low)

Easier Tactics — Start the fight with Luring Pheromone when the party
is just within the 400-foot range. This gives them a round or two to deal
with the condition before anyone crosses into the 300-foot range and
starts taking damage. Don't use Intensify until a few rounds into the
fight and consider having the gympie skip a turn here and there. Keep the
gympie out in the open. It should be obvious to the party where they can
find the tree, even if they don’t know its exact location.

Harder Tactics — You want to use Luring Pheromone when as many party
members as possible are within 300 feet of the gympie or even closer. You
can also start using Intensify before the party realizes they are in danger,
giving the gympie a fully powered up Acid Cloud when it finally uses Lur-
ing Pheromone. These two changes are significant and should make this
fight a true challenge.

PLOT HOOKS

Garden Terror. Without warning, an acidsap gympie springs up in the
middle of a town square. Regardless of how it got there, it's almost impos-
sible to remove it, and the townsfolk are soon either dead or forced to flee
their homes.

The Melting Forest. The party must navigate a forest filled with acidsap
gympies. Itis said there’s a safe route that winds between their acid clouds
and is out of range of their pheromones, but can such information truly

be trusted? And even if it’s accurate, one wrong step could mean disaster.




God Of Death. A tribe of goblins has taken to sacrificing those they
capture in their raids to an acidsap gympie. The tribe believes the gympie
to be an avatar of their death god who speaks to them, but in truth an
evil druid has been manipulating the tribe from behind the scenes. The
goblins are too numerous and devoted to take on directly, so an alterna-

tive solution must be found.

TREASURE

Should one manage to slay an acidsap gympie, the creature’s leaves and
their acidic coating can be fashioned into a wand of acidsap occlusion.
Doing so requires 60 hours of strenuous activity and a successful DC
23 Intelligence (Alchemist Tools) check. The creation of this wand may
require additional components or a cost of 12,000 gp, at your discretion.
When properly harvested the acidic leaves of a gympie can be sold for
3,000 gp to the right buyer. Rangers, druids, and some clerics who favor
a wilderness lifestyle have learned that chewing the leaves results in a
pleasant sensation that takes the edge off better than any ale.

/ N\
Wand of Acidsap Occlusion

Wondrous item, very rare (requires attunement)

This wand of twisted leaves emits a strong and unpleasant odor that
can only be smelled while within 5 feet of it. The wand has 3 charges.
As an action, while holding this wand you can expend 1 charge to
create a cloud of thick, acidic vapor centered on a point you can see
within 60 feet of you. The cloud spreads out, filling a 20-foot-radius
sphere centered on the point you choose. The cloud’s area is heavily
obscured, and whenever a creature starts its turn in the cloud, it takes
4d8 acid damage. The cloud lasts for 1 minute and resists all attempts
to disperse it, both mundane and magical.

Alternately, you can use an action and expend 1 charge to give yourself
or a creature you touch with the wand immunity to acid damage for 8
hours.

The wand cannot regain charges. When the last charge is expended, the

wand crumbles to dust and is destroyed.

ECOLOGY

Due to their immobile nature and great power, most beings choose to
avoid acidsap gympies rather than confront them. Thankfully these
creatures reproduce very infrequently, blossoming every 25 years into
beautiful blood red flowers that resemble lilies. For a single season the
gimpy does not produce its acidic secretions, allowing its flowers to be
pollinated. At the end of the season the gympie produces small fruits
that resemble cranberries, which are highly prized by viticulturists for the
flavorful wines that can be brewed with the succulent fruits. When not in
this relatively peaceful state, a gympie’s presence is easily noticed by the
lack of fauna and acid burns on inorganic material. These trees exist only
to scald and kill anything that gets within their cloud of acidic death. The
plant’s mechanism for producing the acid is so efficient that it can persist
for years without sunlight or water, and a gympie is so hardy that even a

root cluster can regrow to full size in a matter of weeks.

ACIDSAP GYMPIE

Gargantuan plant, unaligned

Armor Class 22 (natural armor)
Hit Points 370 (19d20+171)
Speed O ft.

STR DEX CON INT WIS CHA
17 (+3) 1(-5) 28(+9) 5(-3) 16(+3)  5(3)

Saving Throws Con +14, Wis +8, Cha +2

Skills Perception +13

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

Damage Immunities acid, psychic

Condition Immunities deafened, exhaustion, stunned,
unconscious

Senses tremorsense 300 ft., passive Perception 23
Languages understands Abyssal but can’t speak
Challenge 15 (13,000 XP)

TRAITS

Acid Cloud. The gympie emits a cloud of noxious acid that
corrodes most living creatures. At the start of each of the gympie’s
turns, each non-plant creature within 300 feet of it takes 4 (1d8)
acid damage.

Coated Leaves. A creature that touches the gympie or hits it
with a melee attack while within 15 feet of the gympie takes 18
(4d8) acid damage.

Deep Roots. The gympie’s roots extend deep underground,
anchoring it to both the ground and the plane upon which it
resides. While it is alive and, on the ground, the gympie cannot be

moved from its space by physical or magical means.

ACTIONS

Intensify (4/Short Rest). The gympie spews more acid into
the air, increasing the damage of its Acid Cloud feature by 4 (1d8),
up to a maximum of 22 (5d8). This benefit lasts for 1 hour.

Luring Pheromone (Recharge 5-6). The gympie emits a
cloud of pheromones in a 400-foot radius centered on it. Each
creature within the area with a sense of smell must succeed on

a DC 22 Wisdom saving throw or be drawn to the gympie for 1
minute. A creature so drawn must spend all its movement on each
of its turns to move closer to the gympie by the shortest available
route. This effect ends if the creature comes within 5 feet of the
gympie, and an affected creature may attempt a DC 22 Wisdom
saving throw at the end of each of its turns to end the effect.

Poison Pulse. The gympie unleashes a dense wave of noxious
poison, forming a 3 0-foot-high wave that completely encircles
the gympie. At the end of each of the gympie’s turns, the wave
moves 30 feet away from the gympie in all directions, increasing
the size of the affected area accordingly. When a creature comes
into contact with the wave for the first time on its turn or starts
its turn within the area, it takes 21 (6d6) poison damage. The
wave moves around corners and through any air-permeable
objects and structures until it has traveled 300 feet away from the
gympie, at which point it dissipates.
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Elemental
Archons

Elemental archons are extraordinary beings that arise when the
soul of a powerful mortal travels to one of the elemental planes by
accident or lack of faith. Most souls sent to the elemental planes are lost
and destroyed, but when a mortal of great ability passes to these planes,
they become its master. The soul wraps itself in the elements, animating
them under its control. This exertion of will is poorly received by the
plane, and while such realms are hardly sentient, they have a natural
negative reaction to authority. The soul is expelled, landing on another
plane as an elemental archon. The spirit “controlling” each archon deter-
mines its motives and actions once it arrives: some seek battle as a means
to die and travel to the proper afterlife, others pursue the same agenda as

in life and track down old foes, while some simply roam the world, lost

and confused.

The Tce Archon

T’we cojo[ o[isPosil'ion of anice dYClLOTL makes for poor company.
Tkey think of themselves as royajl(y, onugk if asked Haey
can’t expjain exact] Yy where or whom Hwey rule. This does not
sj(oP them from ajrj(emplcing to Jead everyjrhing Htey come
ACTOSS, a!ways w'wa an in‘EQaJ(eo[ sense of se]?—imporjrance.
Un{:or{'unajrejy, few creatures possess the sjrrengl(k to Tesisjr,
for H»e Penaﬂry for c[iso]:eying an ice archon, is a!ways o[eajr,m
Ttis essential lo these creatures that ery be seenas
ﬁgures o[eservin,g of wors,wiP and aﬂ:ec{'ion. Tkey wiﬂ scuj?{'
er‘xr laoches inj(o al({'mcl'ive 5kapes accorc[ing 1(0 “te cujj(ures
Hwey 'm}eracjr wiHL, seeking comp!imenjrs on erir appearance
with naked Vanijfy. Be Preyareo[ to be talked down to when

in, conversation with an ice archon. 1t takes exjfraordinary

wiHPOWer lo not chafe at their condescending demeanor, so
make sure Yyou Pmc{’ice.

~ Takien Vos Karven
Classification: Soldier
Favors: Druids, Fire (Damage), Monks,
Sorcerers, Wisdom (f—hgk)
Foils: Barbarians, 'Fig,w{'ers, Atacks, Paladins, Rogues
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ICE ARCHON

Elegant ice sculptures come to life, ice archons carry themselves with

a noble air, lording over whatever creatures are unfortunate enough
to cross their path. Their bodies glisten like diamonds, carved into the
facsimile of royal regalia. Ice archons are formed by the souls of those
with a heightened sense of their own importance and the will to control
those they see as lesser. Most are fallen monarchs, barons, presidents,
and other rulers whose lack of compassion in life bound their cold hearts
into elemental shape. Ice archons are proud and will make (and keep)
deals struck with those who show them respect and deference. To those
who act with disrespect, they are an implacable foe. Their voices resonate
with cold authority, incapable of compromise or mercy.

LORE

A character can learn the following information about an ice archon with
an Intelligence (Arcana) or Intelligence (Religion) ability check.

ICE ARCHON LORE

DC INFORMATION

Legend tells of a king whose soul traveled to the plane of water
rather than to its true destination. So strong was the king’s will
1Y that he froze the water around him and strode forth in a new
body carved of ice. He made himself a crown and a spear and
traveled the material plane, issuing dictates requiring extreme

force of will to resist.

Ice archons are formed from the souls of fallen magnates, and
they defend themselves with icy shields and strong wills. Their
shields provide powerful resistance but can be burned through
21 . . .
with concerted fire damage, leaving them vulnerable for a time.
They are skilled with their spears and make mighty charging

attacks that leave lasting injuries.

Ice archons respond well to praise and respect. Though they are
skilled liars, they are much less talented at detecting the lies of
others, and feigned deference will get you in their good graces
28 . ] g
quickly. They are most likely to honor a deal made with someone
they believe respects them, and they are quick to betray those who

speak rudely.

\

S

TALIEN'S NOTES

I am continually frustrated by all attempts at communication

with these “elemental archons.” They exist in a state between
life and death, their minds trapped in flux. Traditional means
of communication with both the living and the dead have
met with spectacular failure, though I have divined that some
fragment of their souls’ original personalities remain. One
can witness these creatures engaging in distinctly mortal
behavior, such as attempting to eat or having a desire for
physical intimacy. This is but a shadow of what once was, an
inconsistent variable that comes and goes like the tide, at best
a curiosity, and at worst inspiring false hope in appealing to a
nature that does not exist. You have been warned.

A Va

can be tamed by a combination of food and the archon’s Dictate ability.
The ice archon benefits most from powerful melee creatures to keep the
party away from it and ranged backup to pour on the damage, especially
creatures with area-of-effect attacks. A helpful spellcaster is never a bad
thing, but the archon is tough and has exceptional saving throws, so it’s

not essential..

Easier Tactics — The best way to make this fight easier is to make poor
choices when using Dictate, targeting sorcerers, bards, warlocks, and
paladins. They're likely to succeed on their saving throws and not miss a
turn. Don't use Charge every chance you get; the basic Spear attacks are still
dangerous. Keep the archon’s minions on the weak side, preferring straight-
forward creatures with poor synergy with each other and the archon.

Harder Tactics — Dictate can completely shut down a character with
poor Wisdom saving throws. Many troublesome characters can be neu-
tralized by focusing Dictate on them each turn. The ice archon is most
useful as a control creature that can take a lot of damage before it falls,
so try to keep it alive as long as possible. If it has a clear shot at using
Charge, take it, and don’t forget to leverage the 10-foot reach of its

Spear to stay out of danger when maneuvering around the battlefield.

PLOT HOOKS

TACTICS

The ice archon isn’t much of a solo monster—like any good ruler it
depends on minions and loyal servants. The archon should focus its
Dictate ability on disabling powerful threats: any enemy that can deal
non-physical damage at range. Save Yield Before Me for the first time
the ice archon’s shield is destroyed to compensate for the loss of its
best defense. When choosing targets for the archon’s Spear attack, try to
move far enough to use Charge whenever possible, but don't take oppor-
tunity attacks. The archon hates those. When building an encounter
around an ice archon, you can be liberal with its minions. Almost any

sentient creature could conceivably serve an ice archon, and even beasts

Sy KN Bestiary

Founding an Empire. A castle of ice and snow pops up during winter,
and an ice archon declares itself a new ruler. It offers immigration in-
centives and begins attracting some dissatisfied peasants from nearby
nations. For now, this isn'ta problem, but rumors spread of mistreatment

and lots of frostbite.

You Shall Not Pass. The party finds themselves attempting to cross an
ice archon’s domain, and it requires tribute. They can acquiesce to its
demands and go on a side quest or fight their way through, but the ice
archon has enlisted the help of a white dragon for backup.

A-questingWe Shall Go! An ice archon is born of a questing knight, and
it travels the land seeking to start a new organization of would-be heroes
to embark on dangerous adventures. This might be a good thing, though




some doubt has been cast after the gang of heroes stir up more trouble

than they can handle, leaving chaos in their wake.

TREASURE

A fallen ice archon melts, leaving behind only its crown. The crown
persists for 30 days and then melts. Selling the crown is difficult if the
buyer is aware of its limited lifespan, but if the party doesn’t want to lie
about it, they might find a group of adventurers about to venture into
snowy tetritory who would be grateful for its protection. It is worth about
10,000 gp, but buyers will do their best to negotiate a lower price.

/ N\
Frozen Crown

Wondrous item, very rare (requires attunement)

Attuning to the crown requires feeling worthy of a noble title. If you
sincerely feel deserving of rulership, that is enough to satisfy the crown,
but it knows if you are lying. Once attuned, you gain immunity to cold
damage. Once per day as a bonus action, you can issue a command as

the command spell, with a spell save DC of 20.

ICE ARCHON

Medium elemental, lawful evil

ECOLOGY

Once formed on the plane of water, an ice archon immediately seeks
the company of other creatures. This instinct is not out of loneliness
or a need for companionship but to satisfy a desire to be obeyed and
worshipped by lesser beings. Unfortunately, the watery realm of its home
plane is not conducive to empire building, forcing the archon to seek
out more pliable domains. On other planes an ice archon prefers cooler
climates, but never cold enough to deter large-scale civilizations. These
creatures completely fail to recognize the authority of others, claiming
land with impunity and no regard for the consequences. Many of an
ice archon’s “subjects” become so involuntarily, suffering under a series
of bizarre laws enacted to glorify the elemental’s existence rather than
enforce rule of law. Nonetheless, ice archons are fearsome leaders and

will quickly amass a flourishing kingdom when left to their own devices.

EARTH ARCHON

Dumpy and pondering, earth archons embody the endurance of stone
and the indomitability of the land. Like a muddy hill come to life, these

elementals possess few defining physical features beyond their lumbering

Armor Class 18 (natural armor) or 22 (with Ice Shield)
Hit Points 228 (24d8 + 120)

Speed 40 ft.
STR DEX CON INT WIS CHA
22(+6) 16(+3) 20(+5) 16(+3) 22(+6) 22(+6)

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

Skills Insight +18, Intimidation +18, Perception +12,
Persuasion +12

Damage Resistances bludgeoning, piercing, and slashing
Damage Immunities cold, poison

Condition Immunities exhaustion, paralyzed, petrified,
poisoned, stunned, unconscious

Senses darkvision 120 ft., passive Perception 22

Languages Aquan, Primordial, and up to three other languages
Challenge 17 (18,000 XP)

TRAITS

Charge. If the archon moves at least 15 feet in a straight line

toward a target and hits it with a Spear attack on the same turn,
the target takes an extra 38 (7d10) piercing damage. If the target
is a creature, it suffers a crippling injury. A creature with a crippling
injury can take an action or a bonus action on each of its turns,
but not both. The injury lasts until the target magically regains hit
points, or until a creature treats the wound by taking an action to
succeed on a DC 20 Wisdom (Medicine) check.

Ice Shield. The archon is shrouded in a layer of thick ice,
granting it a +4 bonus to its AC and resistance to bludgeoning,
piercing, and slashing damage (included in the statistics above).
If the archon takes 40 or more fire damage in a single round, the

layer of ice melts and these benefits are lost. The archon regains
these benefits when it finishes a short or long rest.

ACTIONS

Multiattack. The archon uses Dictate and then makes a Spear attack.

Dictate. The archon chooses one creature it can see within 120
feet that can hear it and issues a command. The target must succeed
on a DC 20 Wisdom saving throw or follow the command on its
next turn. The command can be one of the following options. If the
target can't follow the command, the effect ends.

e Take a Knee. The target falls prone and cannot stand up until the
start of its next turn.

e Flee. The target takes the Dash action and moves away from the
archon by the most direct means possible.

* Betray. The target must spend its movement to move toward its
nearest ally and must make a single attack against that ally.

Spear. Melee Weapon Attack: +12 to hit, reach 10 ft., one target.
Hit: 17 (2d10 + 6) piercing damage plus 33 (6d10) cold damage.
The target must succeed on a DC 20 Strength saving throw or be
pushed up to 20 feet away from the archon.

Yield Before Me (1/Short Rest). The archon declares its
absolute authority in all matters to all creatures within 120 feet of it.
All creatures that can hear and understand the archon must succeed
on a DC 20 Wisdom saving throw or be compelled to submit to

the archon’s authority for 1 minute. An affected creature cannot
willingly make attacks or affect other creatures with hostile effects.
At the end of each of its turns, an affected creature can attempta DC
20 Wisdom saving throw, ending the effect on a success.
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humanoid shape. Earth archons are formed by the souls of those who died
protecting someone they love. It need not be romantic love—a devoted
knight who falls in service to a king would qualify—but, unlike most ar-
chons, it is the intensity of the passion that matters more than the power
of the mortal. More than one earth archon has formed from the soul of a
kind grandparent who sacrificed a last bit of food for a hungry child. This
origin gives earth archons a much kinder temperament than their other
elemental kin. They don’t seek out opportunities to get involved in the
world’s affairs, but they are much more likely to join a good cause, particu-
larly one that won't succeed without their help. They are, unfortunately,
not good at seeing through lies. Earth archons are frequently duped into
serving nefarious ends, though should the truth come out they will not

rest until they exact retribution on their deceivers.

LORE

A character can learn the following information about an earth archon
with an Intelligence (Arcana) or Intelligence (Religion) ability check.

EARTH ARCHON LORE

DC INFORMATION

Earth archons are mighty elemental spirits animated by the
souls of powerful mortals who went to the wrong plane. They
are extremely resilient to physical attack and can pass effortlessly
through anything of earth or stone.

18

Earth archons consume weapons that hit them, disarming their
22 attackers. The archons can hold more weapons than would
physically fit within them, a mystery that remains unsolved.

Earth archons can bind their foes within twisting roots and deal
37 tremendous damage with the heavy rocks they favor in melee
combat. When wounded, they retreat beneath the earth with

surprising speed.

The Earl'lv. Archon

TACTICS

Earth archons are as simple in battle as they are at any other time. They
are a little faster than the average humanoid but are better served enter-
ing battle from beneath the ground using their burrowing speed and
Superior Earth Glide. In a fight an earth archon wants to get close to
as many characters as possible to use Twisting Roots and Stone Flail to
full effect. Attacking a restrained character with Stone Flail makes the
attack much less likely to miss, and with only one attack every turn, a
miss hurts a lot. The archon has no fear of melee combat between its
resistance to physical damage and Hungry Earth trait, and it actively
seeks out powerful combatants to neutralize them by taking hits. Though
unarmed strikes are technically melee weapons, don’t let the earth archon
pull anyone’s hands off. When building an encounter around an earth
archon, look for monsters that have ranged attacks and supporting spells.
The earth archon is vulnerable to disabling spells such as forcecage, and
having allies who can disrupt concentration or cast counterspell will help

the archon do what it does best.

Easier Tactics — Don't sneak into the back line; just charge the front. A
raging barbarian or well-armored paladin can go toe to toe with an earth
archon for at least a few rounds, and they have the hit points and high
Constitution saving throws to endure some hits of Stone Flail. They are
vulnerable to Twisting Roots, but if the archon stays far enough away that

only the front line is hit, it won't make the encounter too challenging.

Harder Tactics — An ambush by an earth archon is devastating. It can
spring up and use Twisting Roots to target the entire party, then hit
somebody fragile with its Stone Flail attack. If you want to get tricky,
once it restrains a couple of fragile characters, have the archon burrow
10 feet into the ground and start moving through the earth, dragging
the restrained characters with it. If the party is busy dealing with other

monsters, being split up like this is catastrophic.
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are SJOW ‘l’O S‘l’dr‘l’ ﬁgh‘l’S. T'mey are ‘l'OO SJOW {’0 51(0.1*]( jUS{' a]DOUl' anyl(kmg rea“y, save ¥0T o[efem{in,g H'Lemsejves.
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Classification: Brute

Favors: Fjigwf, Mo]:ijijry (Hig’w), MonKs, Rangers, WarJocks

Foils: BarLarians, Figwrers, J"[e}ee, Paladings, Structures
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PLOT HOOKS

Groundskeeper. A city’s garden blooms with new life and new rodents
that are causing untold problems in the nearby food silos. An earth ar-
chon has taken up residence in the garden and every exterminator hired

to deal with the vermin problem has disappeared.

Zealous Defender. An overwhelming army lays siege to a small castle,
and just when defeat seems inevitable, an earth archon rises out of the
ground and obliterates the army. It declares the city under its protection,
but it doesn’t always correctly identify threats. A food caravan that runs

over a rabbit would face the archon’s wrath, for example.

Green Thumb. A forest suffers under a raging fire, and an earth archon
along with a team of dryads moves in to help it heal. No humanoids may

pass through the forest while it mends, lest they face the archon in battle.

TREASURE

When an earth archon dies, it releases every weapon and object it ever
absorbed. Roll 1d8 and consult the table for the loot within a particular

earth archon.

EARTH ARCHON TREASURE TABLE

D8 TREASURE

Three daggers, two longswords, four halberds, plus 6,000 gp
1-3 worth of gemstones divided between opals, sapphires, and
aquamarine.

One greataxe, six short swords, plus 8,800 gp worth of
gemstones divided between peridot, topaz, and tiger eye.

Two greatswords, one heavy crossbow, three lances, plus
6—7 10,200 gp worth of gemstones divided between fire opal,
emerald, and rubies.

One shovel, two war picks, one whip, one maul, plus 22,500 gp
worth of gemstones divided between diamonds and moonstones.

ECOLOGY

Earth archons seek out the weak and downtrodden—those who can’t
defend themselves—and they love the creatures of the forest. Birds,
squirrels, and other small critters often rest on an earth archon while
the elemental is stationary. The archon sometimes attracts lesser earthen
beings, such as mephits, gargoyles, or dao, but it rarely keeps them as
permanent companions. How earth archons escape their home plane is
a cause for much speculation, as their presence on the material plane is
at odds with the natural order. Wherever earth archons venture, they just
can’t quite seem to fit in. Every action they take is made with clear inten-
tions but always seems to go wrong somehow. This makes the elementals
morose and confused as they fail to understand much of what occurs

around them.

EARTH ARCHON

Huge elemental, neutral good

Armor Class 22 (natural armor)
Hit Points 324 (24d12 + 168)
Speed 20 ft., burrow 40 ft.

STR DEX CON INT WIS CHA
29(+9) 6(2) 25(+7) 8(-1) 15(+2)  8(1)

Saving Throws Str +15, Con +13, Wis +8

Skills Nature +14, Perception +8

Damage Resistances bludgeoning, piercing, and slashing
Damage Immunities poison

Condition Immunities darkvision 120 ft.,

tremorsense 120 ft., passive Perception 18

Languages Primordial, Terran

Challenge 18 (20,000 XP)

TRAITS

Hungry Earth (1/Turn). When a creature hits the archon
with a melee weapon it is holding, the archon can attempt

to absorb the weapon. The wielder must succeed ona DC 23
Strength saving throw or have the weapon pulled from the
wielder’s hands and into the archon’s space. A weapon can be
removed from the archon’s body by a creature within 5 feet of the
archon taking an action to attempt a DC 23 Strength (Athletics)
check, removing the weapon on a success.

Superior Earth Glide. The archon can burrow through any
solid terrain or object that is composed of at least 75 percent earth
or stone. The archon can choose to deal 21 (6d6) bludgeoning
damage to anything it passes through for every 5 feet it moves in
this manner.

ACTIONS

Multiattack. The archon uses its Twisting Roots (if available),
then makes one Stone Flail attack.

Stone Flail. Melee Weapon Attack: +15 to hit, reach 10 ft., one

target. Hit: 53 (8410 + 9) bludgeoning damage. If the targetis a
creature, it must succeed on a DC 21 Constitution saving throw
or be stunned until the end of its next turn.

Twisting Roots (Recharge 5-6). Each creature on the
ground within 15 feet of the archon must succeed ona DC 21
Dexterity saving throw or be grappled by thick roots (escape DC
23). These roots are attached to the archon, and if a creature
grappled by this feature is more than 15 feet away from the
archon, but not more than 200 feet away, it is immediately pulled
to the nearest unoccupied space within 15 feet of the archon.

REACTIONS

Earth Dive (Recharge 5-6). As a reaction when the

archon is reduced to less than half its hit point maximum or
takes damage while below half its hit point maximum, it may
immediately burrow up to its burrowing speed without provoking
opportunity attacks.
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FIRE ARCHON

Living furnaces with frightening martial power, fire archons embrace the
heat of battle in the most literal of senses. Hungry for combat, these el-
ementals dramatically increase in temperature as they fight, culminating
in a colossal explosion that brings about a glorious end. However, should
this death occur anywhere but the elemental plane of fire, a fire archon
will always return hungry for more. These elementals are blessed with
the primordial fire of the elemental planes, which can burn hotter than
the sun and overcome any defense. These beings rarely speak, their voices
erupting in a pitched roar at deafening volumes.

LORE

A character can learn the following information about a fire archon with
an Intelligence (Arcana) or Intelligence (Religion) ability check.

FIRE ARCHON LORE

DC INFORMATION

Archons are powerful elementals with potent abilities and
18 powerful weapons. Fire archons, in particular, possess
rudimentary sentience but are challenging to communicate

with. Warm-blooded creatures cannot hide from them.

Fire archons are born of passionate souls and bloodthirsty
warriors. They channel fire through their pitchforks, ensnaring
their foes in battle, and can project a beam of intense heat that
burns away any defenses.

22

Like their lesser cousins, engaging a fire archon in melee is a

dangerous proposition. As the battle goes on, they only get

27 3 X
hotter. Left unchecked, they will detonate in a supernova of

destructive force.

TACTICS

The fire archon is a tough melee brute that can move quickly around the
battlefield. It is at its best in close combat with multiple foes, using its
pitchfork to restrain as many foes as it can and staying just close enough
to keep them in range of its Superheated Being trait. The longer the fight
goes on, the more dangerous that trait becomes, both to the party and
to any allies of the fire archon who aren’t immune to fire damage. You
should use Incinerate any time you can hit at least three targets with it.
If the party has a lot of characters with resistance or immunity to fire
damage, you should make using Incinerate a priority to open them up
to damage from the archon’s other attacks. Finally, unless the archon
has a good reason to fight to the death, it should try to retreat when its
Superheated Being trait reaches a radius of 40 feet. When building an
encounter around a fire archon, select allied monsters with care, particu-
larly if they are not at least resistant to fire damage. Creatures that are
vulnerable to fire damage are likely to die much faster in the company of a
fire archon, but it can make for an interesting free-for-all fight.

Easier Tactics — Don’t move into the middle of the party; instead, keep
the archon at the edge, engaging the tougher characters. Don’t use
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Incinerate until later in the fight, and even if it recharges, wait a few
turns before using it a second time. Be willing to target characters with
resistance to fire damage, but the archon should still avoid those who are

immune until it can hit them with Incinerate.

Harder Tactics — Start the fight with Incinerate, especially if the archon
has a good initiative result. Get up in the middle of the group as quickly
as possible and try to restrain characters with Pitchfork to keep them in
a tight group. Superheated Being rapidly becomes an amazing source of
damage, and each time Incinerate recharges, take the opportunity attacks
to move into a good position to hit multiple targets. Remember that
restrained characters have disadvantage on Dexterity saving throws.

PLOT HOOKS

True Discipline. A great warrior dies in the line of duty, guarding the
grave of his lord. A week later, a fire archon shows up, ready to resume its
post, though with far more aggressive disposition.

Flames of Scorn. When a noble rebukes a bard’s advances, the bard
disappears. Several months pass, and then a fire archon courts the noble
and sets the gardens on fire with relentless determination.

The Fire Archon

Tlte fire arckon, s,nares Jijrue in, common, wiHL Hte ’wum];]e
fire eJemental Leyon,o[ its incenc{iary comPosiJrion. T+

is armored win Jayers of igneous rock and wiejo[s a
Pijcclncork mo.o[e of Hus same. Whi]e Hteir hefjrg ﬁgures
impjy Htey are sjow, Hﬁs is a ruse. Tkeg are so %Qeel(

of foot that my monK companion,, Slate, sjrruggjeo[ to
oujrpace one for more than, a few seconds. Tt has been
my observance that fire archons coalesce from the soufs
of violent warriors that foug,mjr with grea{' passion. If you
encounter one of these creatures, it’s as Jikejy fobe
the remnants of Uooo[‘chirslfg wardord as it is fo be a
warrior Poejr who o[mnk Jroo much omo[ courj(eo[ Hte wrong
paramour. T have heard the co“oczuia]ism, “A candle that
Lurns twice as Lrigklr Lurns haff as jon,g," which T believe
is q:uij(e app}ica“e lo the existence of fire archons. T

mre]g hear of one Jiving Jonger than a few weeks.
— Talien Vos Karven

Classifications Brute

Favors: Dex(’eﬁj(y (Hig,m), Range, Rangers,
Rogues, WarJocks

Foils: Barbarians, Fire (Damage), Melee,

PaJadins, Sorcerers



Tag Team. A red dragon teams up with a fire archon to inflict maximum car-
nage. The dragon drops the archon like a bomb alongside a gout of flame
then swoops in to join the melee. The dragon has been using the archon to
melt into banks, while the archon is just in it for the thrill of battle.

TREASURE

Fire archon ashes are of tremendous use to alchemists and spellcasters.
The ashes of a single fire archon can be sold for 2,500 gp. Alternatively,
when casting a spell that deals fire damage a spellcaster can use the entire
remains of a fire archon to cause the spell to deal maximum damage on
all of its damage dice that deal fire damage for that spell’s duration. When
used in this manner, the ashes are consumed by the spell’s casting.

ECOLOGY

Lacking the ability to travel between the planes, fire archons must seek out
other creatures to get where they are going. From its birth on the elemental
plane of fire, a fire archon is on a mission, typically toward some conflict
it remembers in life. Fire archons attract the company of fire-immune

creatures looking to instigate some arson. Elementals, fiends, dragons, or

FIRE ARCHON

Huge elemental, chaotic good (50%) or chaotic evil (50%)

fire giants are all common companions. With their tremendous power and
force of will, the fire archon is likely to be leading the group unless travel-
ing with a truly powerful creature, or unless the soul of the fire archon was
loyal to the creature in life. Fire archons don't lead in a conscious, vocal
way; they simply follow their hearts and other creatures tag along, fighting
when the archon fights and resting when it rests.

LIGHTNING ARCHON

Beings composed of pure lightning with an excitable personality to
match, lightning archons are among the fastest beings in existence. Their
forms warp and twist with electrical energy, forming a vaguely humanoid
shape for but an instant before returning to a chaotic, sparking mass.
The true origins of a lightning archon are in the irrationality and im-
pulsiveness of the soul. Those with great power who are quick to use it
are most likely to become lightning archons, and they take little of their
morality with them. Lightning archons delight in the use of their abilities
and tend to attack the first things they see. They also enjoy springing
ambushes and will hide for days waiting for a tempting target to pass
by. Their voices are difficult to discern, sounding like screeching metal

charged with electricity.

Armor Class 19 (natural armor)
Hit Points 300 (24d12 + 144)

Speed 60 ft.
STR DEX CON INT WIS CHA
19(+4) 26(+8) 22(+6) 16(+3) 20(+5) 18(+4)

Saving Throws Str +10, Dex +14, Con +12, Wis +11
Skills Insight +11, Perception +11

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

Damage Immunities fire, poison

Condition Immunities exhaustion, paralyzed, petrified,
poisoned, stunned, unconscious

Senses darkvision 120 ft., Sense Heat (see traits) 300 ft.,
passive Perception 21

Languages Ignan, Primordial

Challenge 19 (22,000 XP)

TRAITS

Sense Heat. The archon perceives all sources of heat within 300
feet of it. The archon knows the exact location of creatures with a

body temperature above freezing as though it had blindsight.

Stoke the Core. At the start of each of the archon’s turns, if
there is an enemy creature within 60 feet of it, the radius of its
Superheated Being trait increases by 5 feet. Additionally, when a
creature takes damage from that trait, it takes an additional 11
(2d10) fire damage. This effect is cumulative and resets when the
archon finishes a short or long rest.

When the radius of the archon’s Superheated Being trait is
increased to 50 feet or more as a result of this trait, the archon
explodes in a 120-foot-radius sphere, killing it instantly.
Everything in the area must attempt a DC 22 Dexterity saving
throw, taking 66 (12d10) fire damage on a failure, or half as
much on a success.

Superheated Being. At the start of each of the archon’s
turns, each creature within 5 feet of it takes 22 (4d10) fire
damage. A creature that touches the archon or hits it with a melee
attack while within 5 feet of it takes 22 (4d10) fire damage.

ACTIONS

Incinerate (Recharge 5-6). The archon fires a beam
of white-hot plasma in a 300-foot line that is 15 feet wide.

Everything in the line must succeed on a DC 22 Dexterity saving
throw or lose any resistance or immunity to fire damage for 1
minute and take 55 (10d10) fire damage. A success prevents
the loss of resistance or immunity to fire damage and halves the
damage.

Pitchfork. Melee Weapon Attack: +14 to hit, reach 15 ft., one
target. Hit: 30 (4d10 + 8) piercing damage plus 22 (4d10) fire
damage, and the target is encased in igneous rock and restrained.
While restrained the creature cannot magically teleport or regain
hit points. As an action, the target can attempt a DC 22 Strength
(Athletics) check, freeing itself on a success.
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LORE

PLOT HOOKS

A character can learn the following information about a lightning archon

with an Intelligence (Arcana) or Intelligence (Religion) ability check.

LIGHTNING ARCHON LORE

DC INFORMATION

Lightning archons are incredibly fast beings that attack first
19 and never ask questions. There is no record of a successful
negotiation with a lightning archon.

Lightning archons dart in and out of combat, electrocuting
creatures they pass by and leaving a residual charge that makes
them more vulnerable to future attacks. Striking at them with

a metal weapon is dangerous, dealing damage to the wielder
with each hit. Resonance the archon creates may reflect targeted
magical effects back on their casters.

Lightning archons prefer targets wearing metal armor and can
hit even the most well-armored targets with deadly precision.

28 They are skilled ambushers and can render themselves invisible
without the aid of magic. Only those with truly keen senses will
detect them before it’s too late.

TACTICS

Lightning archons are at their most powerful when moving rapidly
among the party, using their fast flying speed to pass through as many
characters as possible and then hitting them all with Thunderbolt when
available, or targeting two with Jolt. They’re going to take a lot of oppor-
tunity attacks from doing so, but if the characters taking the attacks have
metal weapons, it's worth it. Always target characters with metal armor
first. Finally, with their Stealth bonus being so high and their Clear Skies
ability allowing them to hide without cover, lightning archons can launch
extremely dangerous ambush attacks. Lightning archons always fight to
the death and don'’t negotiate, though if they spot a party with no metal
items they may decide to ignore them, unless it’s been too long since their
last fight.

Easier Tactics — Don'’t attack from hiding, and don't energize the whole
party. Focus on one or two characters using Jolt, and only use Thun-
derbolt when it won’t hit more than two characters. If the party has
characters without metal armor or who have non-metal weapons, be sure
to provoke opportunity attacks from them often, as that’s a safe way for
the party to deal damage.

Harder Tactics — Ambushes are a great way to start harder encounters.
Start this one with a Thunderbolt that hits as many characters as pos-
sible, and then focus the archon’s attacks on ranged characters and
spellcasters. Once it’s just melee characters left standing, the archon has
little to fear and can fly in circles above them, raining down electric death.
The archon’s incredible speed affords it the ability to stay out of range of
most opponents for the entirety of a fight.
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Thunderstruck. Everyone who travels a mountain pass is being struck
by lightning and killed instantly, with no sign of the perpetrator. The
local druids attribute it to nature fighting back against civilization, but in
reality, a lightning archon is waiting there and cackling to itself as it kills

anyone who trespasses in its domain.

Supercharged. A powerful sorcerer binds a lightning archon into an iron
golem, granting it incredible speed and access to the archon’s attacks.
The elemental understandably takes issue with its confinement and

constantly screams from within the golem, begging for release.

Race for the Ages. A lightning archon enters into a famous marathon, com-
pletely oblivious to the rules against flying and killing the other runners.
In the days leading up to the event the archon grows increasingly erratic,

leading the organizers to consider shutting down the world-famous run.

TREASURE

A deceased lightning archon leaves behind crystallized sand, called ful-
gurite, that retains some of the archon’s power. It can be sold for 1,200
gp, or the energized fulgurite can be fashioned into a Lightning Anchor, a
charm worn as an amulet or ring that protects its wearer and nearby allies

from natural lightning storms.

/ N\
Lightning Anchor

Wondrous item, very rare

The lightning anchor absorbs the energy from lightning bolts. Whenever
you or a creature within 3 0 feet of you would be struck by lightning,

the lightning hits the lightning anchor instead, which absorbs the bolt
entirely. This ability only functions on natural lightning bolts rather
than lightning damage from magical effects (however, lightning from a
call lightning spell or the storm associated with use of control weather will
charge the amulet). For each lightning bolt absorbed in this way, the
lightning anchor gains 1 charge, up to a maximum of 3. You can spend 1
charge as a reaction when you or a creature within 30 feet of you would
take lightning damage to prevent that damage entirely.

\ /

ECOLOGY

Born on the plane of air, lightning archons make their way to other
worlds in search of adventure. They prefer wide open spaces where they
can move freely, abhorring confinement in all its forms. Associating with
a lightning archon is dangerous, as even the smallest of disagreements
can quickly escalate out of control. Lightning archons gather in small
groups of two or three, presenting a great danger to anyone and anything
nearby. When not hunting something, they can be seen flying, throwing
lightning at each other, and laughing. Rarely can lightning archons be
compelled to serve a cause other than themselves. Such archons must
be well compensated for their efforts, typically in the form of absolute

freedom to conduct itself however it wishes without fear of reprisal.
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Classification: Skirmisher

LIGHTNING ARCHON

Medium elemental, chaotic evil

- Talien Vos Karven

* Favors: Druids, Hit Points (High), LigM’ning (Protection from), Wizards
Foils: AC (High), Clerics, Dex{'eri{g (Low), FigH'ers

Armor Class 18
Hit Points 234 (36d8 + 72)
Speed 10 ft., fly 240 ft.

STR DEX CON INT WIS CHA
12(+1) 26(+8) 15(+2) 18(+4) 20(+5) 12(+1)

Saving Throws Dex +15,Int +11, Wis +12, Cha +8
Skills Acrobatics +22, Perception +19, Stealth +15
Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons

Damage Immunities lightning, poison, thunder
Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, prone, restrained, stunned, unconscious
Senses darkvision 120 ft., passive Perception 29
Languages Auran, Primordial

Challenge 21 (33,000 XP)

TRAITS

Arc Lightning. The archon has advantage on attacks against
creatures wearing metal armor, and its attacks score a critical
hit on a roll of 18—20. If the archon scores a critical hiton a
creature, it may immediately use its bonus action to make an
additional attack against a creature within range that it has not
attacked that turn.

Clear Skies. The archon can suppress its lightning as a bonus
action, turning invisible. This effect lasts until the archon attacks
or takes a bonus action to end the effect.

Plasma Core. When a creature hits the archon with a melee
weapon made of any quantity of metal, the creature takes 13
(2d12) lightning damage. Additionally, the archon sheds bright
light within 120 feet, and dim light out to 240 feet. While
invisible, the archon’s Plasma Core feature is suppressed.

Shocking Charge. The archon can enter a hostile creature’s space
but cannot end its turn there. The first time it enters a creature’s
space on a turn, that creature takes 19 (3d12) lightning damage and
becomes energized until the start of the archon’s next turn. Energized
creatures suffer additional effects from the archon’s Jolt attack.

Ultimate Evasion. If the archon succeeds on a saving throw
and suffers an effect on a success, it instead suffers no effect.

ACTIONS

Multiattack. The archon makes two Jolt attacks against two
different targets.

Jolt. Ranged Weapon Attack: +15 to hit, range 120 ft., one
creature. Hit: 34 (4d12 + 8) lightning damage. If the target is
energized (via the Shocking Charge feature), the target cannot
have resistance or be immune to damage dealt by this attack and
must succeed on a DC 23 Strength saving throw or have its speed
reduced to O until the end of its next turn.

Thunderbolt (Recharge 4-6). The archon magically
teleports to a point it can see within 500 feet, emitting a blast of
thunder in a 3 0-foot-radius sphere when it appears. Creatures

of the archon’s choice within the area must succeed on a DC 23
Constitution saving throw or take 52 (8d12) thunder damage, or
half as much on a success. If a creature fails the saving throw and is
also energized (via the Shocking Charge feature), it is permanently
deafened and knocked unconscious until the end of its next turn.

REACTIONS

Reflect Magic. As a reaction when the archon succeeds on

a saving throw against a spell or magical effect, it may target a
different creature within 60 feet of it as though the original caster
had targeted that creature with the spell.
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Enokitake

Deep in a forest glade, ambulatory mushrooms conduct strange
rituals fed by detritus and dead animals. These are the enokitake,
which form a collectivist society where the emotions of each individual are
shared and understood by all members of the community. This empathic
existence makes these simple living plant creatures, who do no harm
unless absolutely necessary, highly sensitive to other beings. Known as
the “shepherds of life,” enokitake are well respected by those who abhor
suffering and love peace. They are the ultimate symbiotic lifeform, form-
ing a mutually beneficial relationship with all who are willing to share
the values of compassion. Many long-suffering souls have found peace
in the care of these dedicated healers, horticulturalists, and purveyors of
wisdom. When in grave danger, enokitake selflessly sacrifice their flesh
to combine into a singular, massive fungus that rises high above the tree
line. Known as an ostoyae, this communal creature marches forward to
protect the tribe, the community sharing in its collective pain. True to
their nonviolent nature, violence is never celebrated by the enokitake,
who mourn the loss of both friend and foe.

ENOKITAKE

Individual enokitake are humanoid in shape with flesh of spongy mycel-
luim, and their heads are the caps of colorful mushrooms that change ac-
cording to the creature’s mood. They typically adorn themselves in simple
garb functional for their lifestyle, with stone beads and jewelry indicating
their age. It takes a great effort to provoke enokitake, who see negative
emotions as harmful as any blade. Enokitake share their feelings freely
and place a high value on understanding others on a deep emotional

= A5

TALIEN'S NOTES

Finally, a creature that isn’t a nightmare and a half to get data
on. While the enokitake are difficult to find, it is well worth

the effort. These creatures are peaceful almost to the point
of absurdity, living a communal existence that necessitates
intimacy. I found the enokitake sympathetic and sensitive
to my emotions like no humanoid ever was, compelling me
to share my most private thoughts and feelings. It was an
almost...spiritual experience. For the troubled, desperate,

or lonely, I recommend a brief therapeutic stay among these
fungal life forms. Prolonged exposure to their empathic
abilities can be stressful, however, as you lose any sense of
privacy about your emotional state. I can think of more than
a few adventuring companions who would not appreciate the
enokitake’s compassionate, hands-on approach to negative
emotions. Pain and suffering can have merits, but to the

enokitake such feelings afflict their entire community.

L
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level. Those foolish enough to engage in violence find enokitake perfectly
capable of defending themselves, always willing to make the ultimate
sacrifice in defense of the colony.

LORE

A character can learn the following information about an enokitake with
an Intelligence (Nature) or Wisdom (Survival) ability check.

ENOKITAKE LORE

DC INFORMATION

Commonly considered harmless, the enokitake are shepherds
and stewards of the forests. They consume dead plants and

13 animals and replenish the soil, preparing it for a new cycle of
growth. They are sentient and compassionate but will defend
themselves with violence if attacked.

With keen empathic insight, enokitake are hard to deceive. They
can read the intentions of those who approach; they respond

17 well to those who mean well and react aggressively to those
with violence in their hearts. They wield spears which they can
brandish in melee or throw from range.

Enokitake are not individually dangerous, but they can merge to
form a much larger creature called an ostoyae. Once formed, this
massive mushroom fights alongside its smaller kin in defense of
their tribe.

21

TACTICS

Enokitake operate in unison, relying on overwhelming numbers and
perfect coordination rather than individual tactical brilliance. The Bonds
of Kinship trait allows them to keep perfect track of their allies, and with
blindsight out to 60 feet, they can operate extremely well in areas of dark-
ness or dense fog. Such natural terrain often surrounds their lairs and
gives them a substantial advantage in combat.

It is rare for enokitake to be present in combat without the support of
an ostoyae. Three or more enokitake can form an ostoyae as part of the
Sacrifice action, and that should always be the first thing they do in
battle unless the party is low level (see “Easier Tactics”). The rest of the

enokitake remain as individuals to provide support.

Without any special abilities, each enokitake tries to get within 20 feet
of the biggest threat and make two ranged Spear attacks. Their Empathic
Node trait gives them insight into the emotional state of such creatures,
and if the enokitake detect any reticence to fight, they may try to cease
hostilities. But if diplomacy fails, the enokitake fight to the death.
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Easier Tactics — Don't form an ostoyae. With a challenge rating of 16, the
ostoyae is a major threat, much more dangerous than the three enokitake
that comprise it. Have the enokitake use Sacrifice to save their fallen com-
rades. This is both easier and much more tragic, and it will likely evoke an

emotional response from your players.

Harder Tactics — Start the fight with an ostoyae already formed, and
have several enokitake hiding. With a bonus of +8 on Dexterity (Stealth)
checks, they can conceal themselves quite effectively. Beyond that, your
best bet for making the fight harder is to use terrain that favors the
enokitake, usually involving a lot of heavily obscured fog.

PLOT HOOKS

Exodus. A group of enokitake have fled their home and are immigrating
to more fertile lands. The journey is proving difficult for the peaceful
mushroom people, who are encountering swathes of negative emotions
along the journey. Completely overwhelmed by their own empathic abili-

ties, the caravan may soon succumb to the stress of their exodus.

Paradise Lost. A lone enokitake has been kidnapped from its tribe and sold
to a traveling circus. The community is distraught over this fate and are of-
fering a lifetime supply of mushroom wine for the return of its lost citizen.

Cultural Misunderstanding. The king was slain by a wild boar while
on a hunting trip, and in the confusion enokitake took the body back
to their colony for recycling. Understandably upset, the empire demands
the return of the king’s body so he may be properly laid to rest. Utterly
confused, the enokitake have retreated further into isolation and cut off
all contact with the outside world.

4 S

BEHIND THE CURTAIN -
THE WORLD NEEDS ENOKITAKE

Unless your players are running a party of vicious bastards,

chances are most encounters with enokitake can be resolved
peacefully. In a bestiary full of a deadly threats, it may seem
counterintuitive to make use of these creatures. However,

not every monster encounter needs to result in an epic
throw-down, especially at high levels. Monsters that aren’t
just foes to be massacred are great for encounters, as long as
they provide a compelling alternative. Having monsters like
enokitake in your game world is important. They breath life
into its deepest corners, teaching your players that between
tyrannous dragons and vile fiends there are interesting beings
full of mystery and wonder. Enokitake are designed to make
an impression on your players, whether through combat,
roleplay, or story. Our hope is that a good experience with
creatures like these will inspire you to make more like them,
filling your world with beings that are not mere walking loot
and experience pifiatas. They can be something special around
which the party has a deep emotional experience.
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ENOKITAKE

Medium plant, lawful neutral

Armor Class 18 (natural armor)
Hit Points 82 (11d8 +33)

Speed 30 ft.
STR DEX CON INT WIS CHA
16(+3) 14(+2) 17(+3) 12 (+1) 15(+2) 12(+1)

Saving Throws Con +6, Wis +5

Skills Nature +4, Stealth +8, Survival +5
Damage Resistances poison, psychic
Condition Immunities stunned, unconscious
Senses blindsight 60 ft., passive Perception 12
Languages sign language

Challenge 5 (1,800 XP)

TRAITS

Bonds of Kinship. The enokitake is both an individual and part
of a greater being. The enokitake always knows and understands

other members of its tribe on a deep personal and physical
level, and immediately notices if anything is abnormal about
another member of its tribe (such as if it is is damaged or under
the influence of a harmful magical effect) as soon as it becomes
aware of it. The enokitake may not know the exact nature of the
abnormality but always has a general sense of what is wrong.

Empathic Node. The enokitake can sense the emotions of
other creatures within 60 feet of it, and it knows the emotional
state of such creatures unless they take great efforts to conceal
them. Creatures within this area have disadvantage on Charisma
(Deception) ability checks against the enokitake.

Symbiosis. The enokitake can merge its body and mind with
those of other creatures by using its Sacrifice action. Depending on
the nature of the creature with which it is merging, when it does so
the enokitake causes the following effects.

¢ When the enokitake merges with a creature that is not a member
of its tribe, it dies and the affected creature regains hit points equal
to the enokitake’s current hit points. Additionally, if the affected
creature is dead, it is immediately restored to life at 1 hit point.

e When the enokitake merges with a creature that is a member
of its tribe, its body and mind become one, restoring that
member to full hit points. If an enokitake merges with an
ostoyae, instead the ostoyae’s statistics immediately adjust to
accommodate the new enokitake

ACTIONS

Multiattack. The enokitake makes two Spear attacks.

Sacrifice. The enokitake merges with the body of a living
creature within 5 feet of it, causing effects according to its
Symbiosis trait. If the enokitake is within 5 feet of two or more
willing members of its tribe, their bodies can form an ostoyae.

Spear. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft.,
range 20/60 ft., one target. Hit: 3 (1d6) piercing damage and
7 (2d6) poison damage.




TREASURE

LORE

Enokitake understand the value of currency and precious materials,
keeping it all in one place for use by the community. The larger the
community, the more treasure it is likely to have, collected from the
dead bodies of those they find within their territory. These bodies are
composted into a rich nutrient that has a startling effect on local plant
life. The enokitake eat the nutrient, but to other species it is useful as

a potent fertilizer.

/ N
Enokitake’s Fantastic Fertilizer
Wondrous item, rare

This 50-pound bag of mulch is pungent and glows with a color-
changing light. You can use an action to pull a pound of mulch and
throw it up to 20 feet, filling a 5-foot square with the soil. A plant
completely within an area affected by the mulch grows to mature age
within 24 hours. Plant creatures regain 5d10 hit points for every hour
they remain within the area. Once thrown, the effects of the mulch last

for 48 hours before becoming inert.

A character can learn the following information about an ostoyae with an

Intelligence (Nature) or Wisdom (Survival) ability check.

OSTOYAE LORE

DC INFORMATION

Ostoyae are formed when three or more enokitake combine into
a single towering creature. It is physically dominating, dealing
18 incredible damage with each of its swings. Additional enokitake
can sacrifice themselves to further strengthen an ostoyae in the
rare instance one proves not up to task of defending the colony.

Ostoyae are quick to move, even if they lack rapid reflexes,
and can project a line of devastating energy from their gaping
mouths. This energy can strike a healthy humanoid dead in an
instant, turning it into fungal matter that soon sprouts into
more enokitake. The ostoyae can also end spells with a touch,
dissolving the magic into earth and mud.

ECOLOGY

Enokitake dwell deep in forests, feeding on the rich biomass from fallen
trees and deceased animals. They are always in harmony with nature,
never killing anything that isn’t a direct threat, and their population
swiftly adjusts to changing circumstances. When creatures die en masse,
the enokitake swell to huge numbers, and when balance is restored, the
mushrooms dwindle again. Their lifecycle is incredibly swift, going from

spore to fully germinated mushroom in 24 hours.

Enokitake villages are often well hidden, built to disturb as little of the
environment as possible. Here the humble creatures perform silent con-
certs, “singing” in unison through sign language and reveling in the flood
of positive emotions. Outsiders who bring hate, anger, and pain into an
enokitake community are treated with suspicion and skepticism, but a

sincere plea for help is enough to gain the aid of the entire tribe.

OSTOYAE

A hulking amalgamation of mushroom caps and mycelium, the ostoyae
is born of the enokitake and dies in their service. Merged flesh and con-
sciousness make up the towering creature, forming a robust, treelike
body with a mushroom canopy. The ostayae grows ever stronger as more
enokitake combine with it, recovering from injury and gaining strength
with each life that is given. However, a bright candle cannot burn for
long—an ostoyae perishes after mere 24 hours of life. The enokitake do
not take the creation of this entity lightly, giving their lives in service of
the tribe. An ostoyae is a living testament to the power of cooperation
and family, rewarding the enokitake’s sacrifice with overwhelming power

in service of their defense.

The ostoyae only lasts for 24 hours, after which it dies, succumbing
to the rapid metabolism that fuels its abilities. Delaying or
avoiding it for that time is enough to ensure victory, though the
damage it can inflict is substantial. It frequently grabs and throws
opponents, tossing them around the battlefield before closing in
to pummel them before they have a chance to recover.

The Osl'oyae

The osjroyae isa marvel, no o[ouy(. Formed of three
enoki{'ake, Htis mgce!ium l'\ujk grows o increo[iUe size ina
matter of seconds. The accrejdon of so much mass out of
Hxin airisa Peryjexing mysl(erg, Lulf Hwe eﬁechveness of Hue
result is in,argualpje‘ More than a simyje kiﬂ‘mg machine, the
os%oyae is ﬁerce!g injreﬂigen{' an,o[ jigltjrning quick Ilf can
cross Jong o{isj(ances in momenjrs, jano[in.g Jevasjral(ing lsjows
on, angjf,w'mg smaﬂer me. i{' is. Worse, H'Le more en,ok'xjrake
merge to form one, the Jarger and Jrougl\er it becomes. Ttis
for tunate this organic war machine can. on!y mainkain itself
fora sin,gje c{ay, ofjfer w'wicl» i{' o[ecomPoses am,cl coHaPses.
Without that Jmitation, T've no doubt the enokitake could
o[ominajre every foresj( on H'Le maj(eriaj Pjane.
- Ta)ien Vos Karven

Classification: Brute

Favors: Dex{'erilfy (Targejcing), Druids,
) Range, Rangers, Sorcerers, Warocks

Foils: Constitubion ("l?zrgejcing), Clerics,
Spe”s (Low Level), Paladins, Wizards
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TACTICS

TREASURE

The ostoyae fights directly and brutally, seeking to end conflict as quickly
as possible to avoid causing excess emotional harm to the tribe. Lacking
the enokitake’s empathic abilities, it has no qualms about the horrific
injuries it inflicts. A speed of 60 feet allows the ostoyae to engage even
agile foes in melee, and its Overpowering Strikes trait gives it advantage
against most characters, as well as some additional damage. Don'’t forget

these bonuses—the ostoyae is much less effective without them.

On its turns, it should start with Kabloom, firing a line of powerful
energy at as many characters as it can hit. It should then use Smash if
it can reach someone or Hurl if it can’t. Smash targets creatures that are
within 5 feet of each other, allowing for some serious damage if the party
sticks too close to each other. Hurl is both an effective means of ranged
damage and a way to move characters around the battlefield if the ostoyae
grapples them with its Seize legendary action. The last action option,
Naturalize, is to help the ostoyae deal with ongoing spells like wall of fire

that can deal a lot of damage over a prolonged period of time.

In general, alternate between Seize and Strike with the legendary actions,
grappling characters and tossing them around or just smashing them
when they get too close. Stride is useful if the party is extremely mobile or
slows the ostoyae down. Wind Up can make for some fun moments and

should be used for thematic reasons to make powerful attacks.

Easier Tactics — Avoid using Hurl, and focus on making melee attacks
with Smash. Try not to target characters within 5 feet of other characters
so you don't deal additional damage. Primarily use the Stride legendary

action rather than the options that deal damage.

Harder Tactics — Use Hurl to position characters next to each other, then
come down with Smash. Between its high speed and legendary actions,
the ostoyae is highly maneuverable, and you can easily get two to three
characters clumped up for a series of good hits. Save Kabloom for later
in the fight when the party is wounded, as it can easily kill weakened
characters by reducing them to 0 hit points.

PLOT HOOKS

Last Stand. A large tribe of enokitake have long suffered at the hands
of nearby humanoids who pollute their forest and expose the creatures
to constant negative emotions. In a rage, the entire tribe sacrifices
themselves to form five massive ostoyae, each of which moves to assault

a different nearby town.

Life Is Short. After successfully defending its tribe, an ostoyae has only
14 hours to live. Cautiously approaching a nearby town, the creature

wishes to experience all life has to offer in what little time it has left.

Freak of Nature. By some miraculous occurrence, an ostoyae has lived
well past its normal lifespan. Unaccustomed to such an event, its tribe
is unsure what to do with the hulking creature. Lacking an enokitake’s
empathic abilities, the ostoyae is a poor fit for the community and is
desperately seeking acceptance in a group able to accommodate its

nature (and size)!

Totaf Carty SoH) Bastiary

When an ostoyae explodes upon death, it leaves behind a cloud of
magic spores in the area that last for 2 hours. These spores are power-
fully magical, containing the gametes of the enokitake tribe. Any cleric
or druid that finishes a short rest within the area become endowed with
magical knowledge, permanently adding the following spell to their class

spell lists.

/ N
New Spell - Kabloom

This spell is a class spell for clerics and druids.

Kabloom
7th-level evocation

Casting Time: 1 action
Range: Self (300 ft. line)
Components:V, S, M (an enokitake spore)

Duration: Instantaneous

You spew forth a line of green energy from your mouth in a line 300
feetlong and 5 feet wide. Each flesh-and-blood creature in that

line must succeed on a Dexterity saving throw or take 20d6 poison
damage, or half as much on a success. The bodies of creatures slain by
this damage explode into spores that form an enokitake child in 2d6
hours. Enokitake created by this spell are initially friendly toward you

and your allies.

ECOLOGY

Ostoyae don't have much ecology due to their 24-hour lifespans. They are
completely devoted to the tribe’s needs, and, while the merged conscious-
ness within them grants them augmented intelligence and perception,
they seldom rely on their mental faculties, preferring brute force. Areas
where an ostoyae falls soon grow into blooming groves, as the soil there
is richly fertilized. In conversation, ostoyae are quick witted and cunning,
possessing the combined knowledge of every enokitake that formed
them. When they’re not fighting, the creatures are sorrowful, lamenting
the sacrifices of those who created it. Ostoyae typically spend their last
few hours of life performing elaborate mourning rituals, and after death

the enokitake build stone monuments in its honor.



OSTOYAE

Gargantuan plant, lawful neutral

Armor Class 23 (natural armor)
Hit Points 234 (12420 + 108)

Speed 60 ft.
STR DEX CON INT WIS CHA
28(+9)  6(2) 28(+9) 16(+3) 22(+6) 17(+3)

Saving Throws Str +14, Con +14, Int +8, Wis +11

Skills Nature +13, Perception +16

Damage Resistances poison, psychic

Condition Immunities stunned, unconscious

Senses blindsight 120 ft., passive Perception 26

Languages sign language

Challenge 16 (15,000 XP); for every additional enokitake that
merges with the ostoyae beyond the initial three, increase its CR by 1

TRAITS

Death Throes. When the ostoyae dies, it explodes in a wave of

concussive force. Each enemy creature within 300 feet of it must
succeed on a DC 22 Constitution saving throw or be knocked
unconscious for 1 hour.

Greater Than the Sum of Its Parts. When an enokitake
merges with an ostoyae, the ostoyae’s current hit points and hit
point maximum increase by 78 (4d20 + 36), and its dimensions
increase by 5 feet in every direction. An ostoyae can have a
maximum of ten enokitake merged with itself at any given time
(including the three that formed it). An ostoyae and any enokitake
that merged with it die 24 hours after it is formed.

Guardian of the Enokitake. The ostoyae cannot be
compelled or forced to act in a manner that would go against the
interests of its tribe.

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

Overpowering Strikes. The ostoyae has advantage on attack
rolls against creatures smaller than it, and it deals an additional
19 (3d12) damage when it hits such creatures with its attacks.

ACTIONS

Multiattack. The ostoyae makes three attacks, or one attack and
one other action.

Hurl. Ranged Weapon Attack: +14 to hit, range 150/300 ft., one
target. Hit: 31 (4d10 + 9) bludgeoning damage. Anything the
ostoyae throws with this attack takes 31 (4d10 + 9) bludgeoning
damage when it collides with a solid object or surface.

Kabloom (Recharge 5-6). The ostoyae projects a 300-foot-
long, 5-foot-wide line of green energy from its mouth. Everything
in that line must attempt a DC 22 Dexterity saving throw, losing
70 (20d6) hit points on a failure, or half as much on a success. A
creature reduced to O hit points from this effect is transformed into
spores that grow into an enokitake child within 2d6 hours.

Naturalize. The ostoyae touches an object, creature, or magical
effect within 15 feet. Any spell of 5th level or lower on the target
ends. If the spell is 6th level or higher, the ostoyae makes a
Wisdom ability check (+6 bonus) against a DC of 10 + the spell’s
level. On a success, the spell ends.

Smash. Melee Weapon Attack: +14 to hit, reach 15 ft., one target.
Hit: 25 (3d10 + 9) bludgeoning damage. Anything within 5 feet of
the target is also targeted by this attack.

LEGENDARY ACTIONS

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

Seize. The ostoyae attempts to grapple a creature within reach or
picks up an object within reach.

Stride. The ostoyae moves up to 30 feet.
Strike. The ostoyae makes a single attack.

Wind Up (Costs 2 Actions). The ostoyae takes the Ready
action to ready an attack against the first target that moves within
its reach. On a successful hit, the readied attack deals an additional
35 (10d6) damage.
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Fell-beyonders

rom the darkest reaches of the space between the realm of dreams
Fand the infinite void, there exists a race of beings that seek only to
break the hearts of the living—the fell-beyonders, whose craving for pain
and malice is beyond measure. Fell-beyonders have existed since time
immemorial, feeding on those who hold love and passion in their hearts.
Some say the first gods gathered them from the void to shape the deep
places of the earth so that terror would always lurk below the realms of
mortals. Others prophesy that the fell-beyonders are meant to scatter the
stars across the sky, filling the world above with a vast, all-consuming
emptiness. The only thing that can be agreed upon is the fell-beyonders
exist to remind mortals that between every moment of hope, happiness,
or love is a vile shadow that threatens to reduce all there is to ash.

In truth, these nightmarish creatures are beings from the unearthly twi-
light, a dark realm abandoned by gods since the end of the last age. For-
saken and abandoned, these creatures festered for millennia in a world
devoid of all but the vilest emotions. Having discovered a pathway to the
mortal realms through dreams, the fell-beyonders are now unleashed to
feed upon the hopes and passions of all waking life.

FELL-MURDONA

The discordant, umbral whispers of the twisted fell-murdona inspire mad-
ness of unparalleled depravity. Those afflicted commit crimes against the
order of all things, shattering peace and prosperity and leading the world
to chaos. Stories are told of powerful beings who direct the fell-murdona
through the concourse of dreams and into the very hearts of kings, turning
their minds to volatile dust blown about by the winds of impending change.
Appearing as a dark, humanoid-shaped cloud, the fell-murdonas form
contains a pair of red eyes shining as bright as stars, burning with malice.

-~/ N\

TALIEN'S NOTES

Misery takes many forms, but I had never imagined it could

walk the world as a being of utter torment. It is said these
fell-beyonders are born from our nightmares, our darkest
fears set loose upon the world. While this is merely a theory,

I cannot deny that the foul presence and fearsome abilities of
these creatures are eerily reminiscent of my darkest dreams.
My research suggests the creatures hail from an abandoned
world, wisely forgotten given the properties of its inhabitants.
Additionally, once manifested these aberrations are but flesh
and blood. I have witnessed firsthand three varieties thus far
and have received firsthand accounts of a more lethal, elusive
fourth. I am considering an expedition to shine a light on the
nature of these mysterious beings, but how does one travel

through one’s own dreams?

\ 7
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LORE

A character can learn the following information about a fell-murdona
with an Intelligence (History) or Intelligence (Religion) ability check.

FELL-MURDONA LORE

DC INFORMATION

The fell-murdona influences weak minds to evil, using powerful
15 psionic powers and cunning deception to spread misery and
madness.

Every fell-murdona has a secret hiding place from which it
operates, a pocket dimension between the planes from which
it only ventures forth under cover of darkness on destructive
errands that bring nothing but evil.

21

The fell-murdona feeds upon the harm and misery spread by its
pawns. The more creatures under the fell-murdona’s influence,
the greater its power. Curing those afflicted by the aberration is
the surest path to victory against it.

26

TACTICS

A fell-murdona is best treated as a phantom assassin and manipulator
hiding in the shadows and puppeteering the world’s rulers. However,
they do engage in combat with those who expose their conspiracies, com-
manding powerful minions while evading capture. A murdona is a cun-
ning foe and will almost always make attempts to infect the party with its
madness long before a face-to-face encounter. The more party members it
infects, the greater its advantages when initiative is rolled. The murdona
makes use of powerful disabling abilities, such as sleep and dominate
monster, which it knows to use against the most vulnerable targets as

soon as possible.

Because fell-murdonas need to influence other creatures to be effective,
they always dispel magic that would protect against their beguiling power
whenever possible. Creatures it cannot influence are primary threats for
the fell-murdona, which will use every means at its disposal to neutralize
the danger. The murdona is rarely randomly encountered. Its lairs are
always hidden spaces in busy, public areas where it can be surrounded

by pliable minds that can be used as innocent shields or willing minions.

Easier Tactics — The fell-murdona has few minions at its disposal and
has made no efforts to infect the party with its Whispers of Madness
feature prior to the encounter. The fell-murdona will hold back on its
more powerful spells, such as mass suggestion, in favor of direct attacks

and single-target effects.
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Harder Tactics — The fell-murdona should have infected at least one
party member before engaging in combat, otherwise it flees any combat
until it has enough advantages. The fell-murdona should have a small
army of lesser creatures influenced by its power, ready to attack the party
with fanatical mania. The fell-murdona should only resort to melee at-
tacks if victory is assured or if it has no other options, preferring slaves

and puppets to corpses.

PLOT HOOKS

The King Is Dead. The ruler of nations has been found slain, and an in-
vestigation is underway. The entirety of his court has been arrested while
the phantom menace lurks in the shadows, a voice in the dark, beckoning

all the king’s men to commit acts of treason and murder.

Legend of the Fell-murdona: Incepl'ion of Evil

A Phan{'om threat Jurked within, the roya} bed chamber.
Tke king, in a fever o{ream, {'ossec[ ano{ {'urneo{, {'ormen.{'eo{
]Jy ”Le Ltaunj(ing Voice issuing from HLe o{ep“ms of his own,
mind. “Sjay him. Sﬂay thine own, son. Sjay him that Jrhy

crown, mighjr ruje forever” The king awoke, a o{agger in his

{'remumg hano{.
“Sfay te usurper, the unfit ‘Leir to Your ’fto]y Jrln‘one."
S{'rong drink and sJeePJess nighjrs Lecame the on]y

resi.s{'an,ce {'o Hue voice “rmjr Poisoneo{ his mino[.

“'Thou art kin,g and “Ly will is Jaw. S]ay him fo secure th
fubure”

For ten, years the whispers fore the kin,g’s mind untif he

was ?ouno{, UOOG{ Y uac[e in hano[, ,'Lis son, Jeao[, ,'Lis jin,e
ended.

Within a month of her husband’s death, the queen awoke,
adark whisper echoing from her dreams. “S]ay the
murderer; Sjay “Le hanc{ “wl{' ki“eo[ Htine own, son. Seek
vengeance for this crime committed ]95 the false king."

- Takien Vos Karven
Classification: Controller
Favors: Charmed (Protection from), Clerics,
Fadadins, Wisdom (Higth), Wizards

Foils: Barbarians, Charisma (Low), Figk\ters, Rogues,
SPeUcasjrers (Lack of)
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A Family Affair. The home of a character’s lover has been burned down;
there were no survivors. There were also no signs of an accident, funeral
services, or forced entry. The lover was not found among the deceased. In
the bedroom, however, was a dark mural depicting nightmarish creatures

and a forbidden script bearing a simple word: TAKEN.

The Cusp of War. The great nations have met and a truce is on the horizon;
however, the armies’ generals seem uneasy, unrested, and particularly
stressed. They speak in strange tongues and seem to be drawing battle plans
thatwould wake the fires of war. They speak of visions, the “great ones,” and
the glory of ages past with the fires of hell being the only purifying force to

bring about a new age of honor.

TREASURE

The eyes of a fell-murdona can be distilled into the principal component
of a dream-altering substance. When added to an alcoholic beverage, the
liquid becomes tainted with the stuff of nightmares. Whenever a creature
drinks such a liquid, it must succeed on a DC 21 Wisdom saving throw or
become forever cursed to have only nightmares when it would dream. While
not harmful, the effects of this curse are nonetheless disturbing, and the

liquid is highly prized as a tool of vengeance against one’s enemies.

ECOLOGY

Fell-murdonas live in nightmare cysts, dark dwellings of shadow that
form where the unearthly twilight and the material plane intersect.

J N

THE LANGUAGE OF THE
FELL-BEYONDERS

Fell-tongue is the language of nightmares. When spoken

it sounds like bloody water spilling over rocks, the woods
catching fire at night, or a dying man’s lungs breathing their
final breath. Strange and subtle details are hidden within this
nuanced language, and it cannot be learned unless one’s soul
has been pledged to these living nightmares. The wise never
willingly hear or read Fell-tongue, for the fell-beyonders are
mysteriously drawn to the use of their words.

Fell-tongue is both written and spoken. The letterforms
resemble scars that never heal, stains that cannot be removed,
and unnatural breaks in the deep places of the earth. The
grammatical structure seems nonsensical, almost as if the
speakers are performing a play out of sequence or transmitting
a code. The latter is most certainly true, and the secret
cipher-speak of Fell-tongue remains an unsolvable riddle to
most. Unless taught Fell-tongue directly by a fell-beyonder,
a creature cannot speak or read Fell-tongue unless they have
a Wisdom of 16 or greater, even if magic is used to enhance
one’s ability to read, understand, or speak languages.

A Va




Over time, the dark dreaming of the fell-murdona creates a pocket large
enough for it to nest. This is often in a treasure vault, the attic of a war
room, or the seclusium of a court wizard, and it always forms where a po-
sition of authority and power can be encountered. One can always spot a
fell-murdona’s nightmare cyst by examining the impacts and symptoms
of the surrounding area. Glass cracks, water spins in reverse, mirrors
stop casting reflections, clocks spin backwards; these signs divulge the
proximity of the nightmare beast’s lair.

FELL-TORMENTAO

The Bull from Beyond the Abyss. Breaker of Souls. Heroes’ Bane. Legend
tells of a creature of chaos wreathed in an entanglement of shadow, light,
ice, and fire. Standing on four giant-sized, leg-like appendages, this
fell-beyonder is said to shatter cities with its mighty tread. Known as
the fell-tormentao, this juggernaut of hate and malice seeks to break the
strongholds, bastions, and safe havens of the free peoples. They exist to
demolish hearth and home. They appear on the horizon, charge down all
before them, and leave nothing but rubble in their wake.

FELL-MURDONA

Large aberration, neutral evil

LORE

A character can learn the following information about a fell-tormentéo

with an Intelligence (History) or Intelligence (Religion) ability check.

FELL-TORMENTAO LORE

DC INFORMATION

You can always see a fell-tormentdo coming from a mile away. It
15 seeks to destroy objects and structures, preferring ones of great
beauty and cultural significance to a community.

The aura of a fell-tormentéo can inspire hopelessness in others,
preventing them from acting against the creature while it tears their
homes asunder. When threatened, the fell-tormentao can unleash a
cloud of petrifying dust, transforming its assailants to stone.

A fell-tormentio is not intelligent and can be easily tricked into a
trap with the right bait (preferably with an illusion of a magnificent
structure). When engaging a tormentio directly, it is best to spread
out to avoid its trampling hooves. While difficult to achieve, limiting
the beast’s movement removes much of its offensive capabilities, with
the added bonus of preventing too much collateral damage.

Armor Class 18 (natural armor)
Hit Points 199 (21d10 + 84)
Speed 30 ft., climb 30 ft.

STR
20 (+5)

DEX
13 (+1)

CON
19 (+4)

INT
13 (+1)

wis
14 (+2)

CHA
26 (+8)

Saving Throws Dex +6, Wis +7, Cha +13

Skills Deception +13, Insight +7, Persuasion +13, Stealth +11
Damage Resistances psychic; bludgeoning, piercing, and
slashing from nonmagical attacks

Condition Immunities charmed, unconscious

Senses blindsight 60 ft., passive Perception 12

Languages Fell-tongue, telepathy 120 ft.

Challenge 15 (13,000 XP)

TRAITS

Ecstasy of Agony. When a creature under the effects of a spell
produced by the fell-murdona deals damage to a creature other than
the fell-murdona, the fell-murdona regains hit points equal to half
the damage dealt (rounded down, minimum of 1).

Innate Spellcasting (Psionics). The fell-murdona’s innate
spellcasting ability is Charisma (spell save DC 21). It can innately
cast the following spells, requiring no components.
At will: dispel magic, sending, suggestion, telekinesis
3 /day: dimension door, mass suggestion, pass without trace, sleep (9th Level)
1/day: dominate monster, dream, plane shift (self only)

Manipulative Mind. The fell-murdona has advantage on
Constitution saving throws to maintain concentration and can
concentrate simultaneously on up to two effects at a time.

Whispers of Madness. When the fell-murdona affects or
speaks to a creature with a spell it has cast, it can immediately
take a bonus action to force that creature to succeed ona DC 21
Wisdom saving throw or have its mind become infected with
madness. The fell-murdona can communicate telepathically with
the creature across any distance as long as it is on the same plane
of existence as the fell-murdona. At the end of each month, the
creature can repeat this saving throw, ending the madness on a
success.

ACTIONS

Multiattack. The fell-murdona makes three attacks.

Claw. Melee Weapon Attack: +10 to hit, reach 10 ft., one creature.
Hit: 23 (4d8 + 5) psychic damage.

Power Word Insanity (Recharge 5-6). The fell-
murdona speaks a single word of pure madness. Each creature
that can hear the fell-murdona within 120 feet cannot be
immune to the charmed condition and has disadvantage on
Wisdom saving throws for 1 minute. A creature can end this
effect early by choosing to willingly act according to the fell-
murdona’s desires for an entire turn.

REACTIONS

Dream-Step. When the fell-murdona takes damage from a
creature, it can take a reaction to magically teleport itself to an
unoccupied space adjacent to a creature affected by a spell cast by
it, as long as that creature is on the same plane of existence.
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TACTICS

A fell-tormentdo is a juggernaut of destruction designed to bring down
large structures and blast through armies. Because of its size, the
tormentdo can move through smaller creatures with impunity, using its
Stomp attack as it goes to crush those underfoot. While the fell-tormentio
has a passion for destroying structures, it is intelligent enough to know
that slaying hostile creatures will make its mission of destruction all the
easier. Using its incredible speed, the fell-tormentido can move about the
battlefield, ramming headfirst into creatures with terrifying force. The
creature knows to subject as many creatures to its Aura of Hopelessness

as possible, preferring not to injure afflicted creatures in favor of destroy-
ing buildings.

Obstinate or dangerous foes are charged down immediately, with only
flying creatures safe from the fell-tormentio’s rampage. Magic-users will
find many of their spells foiled by the beast’s legendary resistance, with
their most powerful effects negated completely by the fell-tormentao’s
Antimagic Sheath. Once the fell-tormentio has demolished every
building in sight, it will often flee to recover its injuries, leaving enough

survivors to lament the destruction of their precious homes.

Totaf Carty SoH) Bastiary

Easier Tactics — The fell-tormentio won’t use its Stone Cloud
feature optimally, at best affecting one major enemy. It may
also spend entire turns destroying structures, completely
ignoring those who assail it. It will also strike those afflicted
with its Aura of Hopelessness, freeing them from its effects.
Finally, the fell-tormentdo won’t move into another crea-

ture’s space unless it has no other way of maneuvering, and

it should never Stomp more than a single creature.

Harder Tactics — The fell-tormentdo should charge the
character most likely to resist its Aura of Hopelessness, let-
ting others experience its aura until it is ready to deal with
them. If its enemies cluster together, the fell-tormentéo will
move into their space and continue to use Stomp until they
are paste or they spread out (whichever comes first). If the

tormentdo manages to petrify a creature, it will use a leg-

endary action as soon as possible to smash it into pieces.

PLOT HOOKS

The End of All Things. In the wake of a massive siege
where a nation emerges victorious, a large mass appears
on the horizon: an ominous silhouette casting a shadow
of fire and ice upon the brave dead that sacrificed
their lives that day. This new devilry threatens to turn

a righteous victory into a crushing defeat unless the
characters intervene.

The Sorcerer’s Gambit. The king’s trusted—albeit
cracked—advisor has suggested that in order to
maintain his position of influence in the geopolitical
landscape, he must obtain a weapon of war. The party

is charged with wrangling a known fell-tormentio the
local nomadic tribes follow on an annual cycle.

Nightmare Slayers. A fell-tormentdo has been preemptively spotted
trekking en route to the nation’s farming districts. Losing the livestock
would be devastating to the nation, so the characters must find a way
to redirect and distract the aberration. An abandoned city is several

leagues away and would make an ideal location for the beast to conduct
its rampage.

TREASURE

The horns of a fell-tormentdo can be ground into a fine powder that
can be used as a material component that empowers spells to be more
destructive toward objects and structures. When a spell would deal
damage to an object or structure and uses fell-tormentdo horn powder
as a material component, it doubles that damage, and the horn powder is

consumed in the casting. A typical set of fell-tormentdo horns provides
enough powder for ten uses.




ECOLOGY

The fell-tormentdo is found in a nightmare rupture, a dark gash in the
material plane through which the beast can escape its home world. These
ruptures usually appear as rifts in the deep sea, deserts, or mountains.
The fell-tormentéo only emerges when it receives a signal, a subsonic
horn heralding chaos whose source has never been uncovered. Once it
has begun a rampage, a fell-tormentdo will level everything it can find
over a two week period. If by the end of that time the fell-tormentéo is
not slain, the creature will return to its home and rest for months at a
time. Because of the elusive nature of the nightmare ruptures where fell-
tormentdos lair, it is usually far safer to wait until they emerge. Bounties
on a known fell-tormentio in the area compensate well for the excessive

collateral damage they inflict.

FELL-TORMENTAQ

Gargantuan aberration, neutral evil

FELL-ORDALIUS

A mineshaft full of withered corpses, their faces contorted in abject
terror. A vile cult torn apart by ferocious infighting and violent
paranoia. These scenes and similar events of mass hysteria are the
hallmark of the fell-ordalius, an unseen force that drives souls into a
self-destructive downward spiral of fear and desperation. An invisible
threat of a diabolical nature, the fell-ordalius is the voice of doubt in
the back of one’s mind, the gnawing fear that eats at the heart of every
creature with hopes and dreams. A formless being of smoke and fear,
the fell-ordalius’s presence is felt long before it is perceived as it stalks
its victims. It never makes a sound, a silent witness to the madness

inspired by its presence.

Armor Class 21 (natural armor)
Hit Points 292 (15d20 + 135)

Speed 60 ft.

STR DEX CON INT WIS CHA
28(+9) 11(+0) 28(+9)  6(2) 18(+4) 12(+1)
Skills Perception +9

Saving Throws Str +14, Wis +9, Cha +6

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical attacks

Condition Immunities charmed, unconscious

Senses blindsight 120 ft., passive Perception 19
Languages Fell-tongue

Challenge 16 (15,000 XP)

TRAITS

Avura of Hopelessness. At the start of each of the fell-
tormentio’s turns, each creature within 120 feet of it must succeed
on a DC 17 Charisma saving throw or be unable to experience

any emotion other than hopelessness for 10 minutes. An affected

creature cannot act in a manner that would harm or impede

the fell-tormentio (seeing such efforts as futile) and cannot

take reactions. At the end of each affected creature’s turn, it can
repeat the saving throw, ending the effect on a success. If the
fell-tormentdo damages the creature in the meantime, the effect
ends. Once a creature has succeeded on a saving throw against this
feature or the effect ends for it, it is immune to this effects for 24
hours.

Charge. If the fell-tormentdo moves at least 30 feet straight
toward a target and then hits it with a Gore attack on the same
turn, the target takes an extra 45 (10d8) bludgeoning damage. If
the target is a creature, it must succeed on a DC 22 Strength saving
throw or be knocked prone.

Demolisher. On each of its turns, the fell-tormentio can spend
20 feet of movement (no action required) to deal 40 points of

bludgeoning damage to an object not being worn or carried, or a
structure within 5 feet of it.

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

ACTIONS

Rampage. The tormentio takes the Dash action and makes a

single attack, or makes three attacks.

Gore. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 45 (8d8 + 9) piercing damage.

Stomp. Melee Weapon Attack: +14 to hit, reach O ft., each target
beneath the fell-tormentdo. Hit: 25 (3d10 + 9) bludgeoning
damage.

Stone Cloud (Recharge 6). The fell-tormentio releases a
cloud of petrifying dust in a 15-foot-radius sphere centered on

it, which lasts until the start of its next turn. When a creature

or objects not being worn or carried enters the area for the first
time on a turn or starts its turn there, it must succeed ona DC 17
Constitution saving throw or be turned to stone and petrified. On
a successful saving throw, a creature is instead restrained for 1
minute.

LEGENDARY ACTIONS

The fell-tormentdo can take 2 legendary actions, choosing from the

options below. The fell-tormentéo regains spent legendary actions
at the start of its turn.

Antimagic Sheath (Costs 3 Actions). Until the end of its
next turn, the fell-tormento is immune to spells and magical
effects of 7th level or lower.

Dash. The fell-tormentio takes the Dash action.
Gore. The fell-tormentio makes a Gore attack.

Stomp. The fell-tormentdo makes a Stomp attack.

FELL-BEYONDERS




LORE

TACTICS

A character can learn the following information about a fell-ordalius

with an Intelligence (History) or Intelligence (Religion) ability check.

FELL-ORDALIUS LORE

DC INFORMATION

Fell-ordaliuses are naturally invisible. For those unfortunate few
16 able to perceive it, the creature appears as a shadowy blanket, often
hiding near its paranoid victims to bear witness to their suffering.

If you come across untouched bodies with looks of terror upon
their faces and there is an aroma of what can only be described as

22 seaweed and mustard, a fell-ordalius was in the area recently. The
creatures inspire overwhelming fear, which can terrify even the
most courageous to death.

While many terrifying creatures require great willpower to resist,
the ordalius’s fear is biologically based. Its hallucinogenic vapors

27 reave the mind with terrifying visions so extreme it can kill any
being who endures it for too long. Only those with formidable
constitution can handle these vapors safely.
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A fell-ordalius is a master of subterfuge, only fighting when it believes its
victims are unaware. Approaching invisibly, the fell-ordalius instills doubt
as it stalks its prey, waiting until they are vulnerable before unleashing its
Living Nightmare gas. Once frightened, creatures are easily dispatched
or turned against their allies through the use of the fell-ordalius’s Violent
Paranoia action. The aberration will jump (metaphorically speaking) at
the chance to ambush an isolated creature and will patiently wait for the

perfect opportunity to do so.

If spotted, the fell-ordalius will focus on staying out of reach while keep-
ing as many creatures frightened as possible. If too many enemies prove
resistant to its hallucinogenic effects, the fell-ordalius will flee and return
for another pass when it’s least expected. When badly damaged, a fell-
ordalius can easily retreat through small spaces, taking the Hide action at

every opportunity until its pursuers give up.

Easier Tactics — The fell-ordalius will make no effort to hide itself; it’s
invisible, but it’s easily located. Additionally, it will not optimize the use
of its Living Nightmare feature, only afflicting a few creatures at a time.
Finally, the fell-ordalius will not retreat until it is gravely injured, making

it easier to kill when it inevitably tries to escape.

Harder Tactics — The fell-ordalius should be well hidden long before it
makes contact with the characters. It should wait until the characters are
preoccupied with other threats, using Instill Doubt to harry them along
the way. At the worst possible moment, the fell-ordalius can unleash
Living Nightmare, focusing on the most injured character with Violent

Paranoia to add to the confusion.

PLOT HOOKS

Archmage Lost. The apprentice to the wizened archmage of the court
has returned from the collection of rare spell components only to find her
master a frail corpse in the midst of intense study. The mage was in good
health and mental wellness when she had left for the journey two months

prior, so what was the cause?

Three Have Fallen. Three noble families have converted to a new faith
found at a mysterious shrine in the wilds. None have returned from
their pilgrimage, and investigators have said there are rumors that
this new spiritual obsession has been burning bridges at the highest
level. Conspiracy is feared as the increasingly paranoid noble families
sacrifice more and more cult members to the mysterious force lurking

in the woods.

A Royal Secret. The royal house recently changed their method of
execution from beheading to a more “humane” process. Performed in
secret in the castle dungeons, the slain emerge seemingly unharmed,

save for a look of abject terror upon their faces. While disturbing,
few question the nature of this new protocol. After all, what could

be worse than beheading?



TREASURE

The fell-ordalius keeps no treasure, but the essence of its hallucinogenic
vapors can be extracted for use as a deadly poison. Doing so requires a
successful DC 20 Intelligence (Alchemist’s Supplies) ability check im-
mediately after the ordalius is slain, or the vapors become too diluted and

disperse. A successful check creates enough poison for five doses.

/ N
Fell-Ordalius Fumes (Inhaled). A creature subjected to this
poison must succeed on a DC 21 Constitution saving throw or become
frightened for 1 minute. At the end of each of its turns, a creature
frightened by this poison must succeed ona DC 21 Constitution
saving throw. Once it has succeeded on three saving throws in this
manner, the effect ends. If the creature is frightened for the poison’s

entire duration, it dies of fright.

\ /

ECOLOGY

A fell-ordalius has no fear of light, but prefers locations where it can
afflict small numbers of creatures at a time. The aberration knows that
if it attracts too much attention, its habits will be dramatically impeded
by investigators poking around and exposing its attack patterns. When
given the choice, a fell-ordalius will always live near humanoids, waiting
for the precise moment to strike and leaving little evidence of its pass-
ing. These creatures operate openly, as few beings can see through their
natural invisibility. They prefer areas where they are least expected, and
more than one has been found in holy shrines and other places whose
residents would not hesitate to obliterate an evil intruder. While they
rarely communicate, a fell-ordalius is capable of speech. Fell-ordaliuses
can be expected to know much of their surrounding environment, and

they make excellent spies when their favor can be bought.

FELL-AHNG’EL

Guilt eaters, deathrattlers, and worldbenders are all names that describe
the fearsome entities known as the fell-ahngels. These creatures are the
manifestations of an unknown god dying an eternal death within the
realms of the unearthly twilight. As this god’s mind rots and decays, the
death throes of its vast intelligence manifest in reality as the fell-ahng'els.
These creatures are beings of limited existence with short life spans for
which the mortal realms should be immensely thankful. However, there
are legends of one who has always walked, the Ahng'el Prime, the first
thought of the unknown god. Ahnglels sculpt reality into an unsolvable
labyrinthian maze, locking creatures within a prison of their own shame.
Many an adventurer has found themselves lost upon a path forged by
a fell-ahngel, creating a disturbing and twisted echo of divine creation

once performed by its progenitor.

FELL-ORDALIUS

Small aberration, neutral evil

Armor Class 18 (natural armor)
Hit Points 162 (25d6 + 75)
Speed fly 40 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 22(+6) 16(+3) 8(-1) 25(+7) 10(+0)

Saving Throws Dex +12, Int +5, Wis +13

Skills Insight +13, Perception +13, Stealth +12

Damage Resistances bludgeoning, piercing, and slashing
Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained,
stunned, unconscious

Senses blindsight 60 ft., passive Perception 23
Languages Fell-tongue

Challenge 17 (18,000 XP)

TRAITS

Invisibility. The fell-ordalius is invisible.

Living Nightmare. As a bonus action, the fell-ordalius can
emit a cloud of hallucinogenic fumes in a 60-foot-radius sphere
centered on it. The sphere moves with the fell-ordalius and last
until the fell-ordalius ends the effect as a bonus action.

When a creature enters the area for the first time on its turn or
starts its turn there, it must succeed on a DC 21 Constitution
saving throw or begin to hallucinate for as long as it remains
within the area. While hallucinating, the creature is frightened
of everything it can perceive (including sounds, sensations, and
objects). This lasts until the effect ends for the creature or it
ends its turn outside the effect’s area. A creature that spends 1
continuous minute frightened by this effect immediately dies of
fright. Once a creature has succeeded on a saving throw against
this effect, it is immune to this effect for 24 hours.

Shroud Form. The fell-ordalius 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

Instill Doubt. The fell-ordalius inflicts a creature it can see

within 60 feet with crippling doubt. Until the start of its next
turn, when the creature would roll a 6 or higher on an attack roll
or ability check, it instead rolls a 5.

Violent Paranoia. The fell-ordalius deals 21 (6d6) psychic
damage to each frightened creature within 120 feet of it. If an
affected creature is not aware of the fell-ordalius, it must succeed
on a DC 21 Wisdom saving throw or attribute the effect to the
nearest creature it can perceive.

13
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LORE

A character can learn the following information about a fell-ordalius with

an Intelligence (History) or Intelligence (Religion) ability check

FELL-AHNG’EL LORE

DC INFORMATION

The fell ahng’els never seem to touch the ground or the walls
of anywhere they are found. They float through the air with
an unearthly grace, difficult to locate and even harder to catch.
They are remorseless, evil, and outrageously powerful.

17

Fell-ahngels transmute the land around them into a sanity-
shattering labyrinth. Creatures who become trapped in the maze
become cripplingly ashamed of themselves, reduced to gibbering
wrecks for the ahng'els to slaughter at its convenience.

23

A fell-ahng’el can locate and assault creatures over tremendous
distances, sensing their footsteps and emotions with
frightening precision. Only expert trackers can find a fell-
ahng'el before the creature slaughters all intruders.

28

TACTICS

Afell-ahng'el is a difficult opponent to fight. Unless they are extraordinarily
stealthy, any adventurers that approach within 1 mile of it will be quickly

sensed. Once the ahng'el uses its Empathic Link feature to determine if

Legeno[ of the Fe”—-a‘mg'e]: Echo of NigH'mare

they intend hostilities toward the ahng'el, it will unleash deadly mind spike
spells and other magic to harry and weaken the party. The ahng'el always
knows its territory well and will take time to set traps with symbol and
ghph of warding, hoping to wear intruders down and force them to rest.
While they may recover from the effects of the ahng'el’s assaults, creatures
that gain crippling shame as a result both feed and protect the ahngel.
An ahng'el will try to apply as many levels of this condition as possible to
any creatures in the area, reducing the inhabitants to shattered husks to
exploit in defense of the creature. Only then will the ahng'el move in for
the kill, using its Execute feature to end a shameful existence.

If a party of heroes proves to be more than a match for the ahng'el’s traps
and tricks, it will allow them to find its home so that it may use its Disper-
sion feature. Once dispersed, most adventurers will struggle to escape the
ahnglel’s domain, let alone find their allies. These creatures are perfect
targets for the ahng’el’s abilities, and many heroes have found themselves
imprisoned behind a wall of stone for days, slowly wasting away while they

await a rescue that will never come.

Easier Tactics — The ahng'el will never use its Dispersion feature, allow-
ing the group to stay together at all times. Once engaged directly, the
ahng'el will only use its maze spell once it has been critically injured, and
use the passwall spell to escape from its attackers. The ahng'el will stay
close to the ground, and likely attack the party before they accrue more
than a few levels of crippling shame. It will leave few creatures alive in its
domain, preventing it from having many chances to save its own life via

its Immortal Essence feature.
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Harder Tactics — The ahng'el won’t be found unless it wants to be, hiding
in frustratingly inaccessible locations within its regional effects. It will
also keep many creatures imprisoned in its domain to serve as a precau-
tion via its Immortal Essence feature. Any party that wishes to kill the
ahng'el will likely have to free many of these creatures before they can en-
gage the foul entity. Once attacked, the ahng'el opens with maze, followed
by its Dispersion feature. The creature will waste no time establishing
an Empathic Link with vulnerable targets, reducing them to a critically
injured state over and over until that character rests. Once a character has
six levels of crippling shame, the ahng'el moves in for the kill, fleeing once
it has eliminated the target.

PLOT HOOKS

Erupted Earth. A maze has emerged in and around the trading town of
Fairbrook, bursting out of the earth. An investigation ensues with a string
of dead merchants found on the road side, victims of gruesome plots and

machinations. A loan silhouette is seen hovering above the town at night.

The Halls of the Dwimmer-Forge. The ruins of Dwimmer-Forge have
been uncovered! But the excavation crew has sent messages that the halls
appear to be haunted. A week has passed, and the crew has gone silent
and missing. What fate befell them in those hallowed halls?

The Labyrinth. The party is asleep in the inn when a fell-ahng'el appears
unexpectedly and begins claiming the inn as its home. It is warding
and sculpting the inn into a non-Euclidean nightmare. When the party
awakes, they are now trapped in the heart of a labyrinthian village with a

fell-ahng'el upsetting the balance.

TREASURE

The heart of fell-ahng'el can be removed up to 1 minute after it is killed.
Doing so requires a successful DC 22 Wisdom (Medicine) check. On
a failure, the heart is damaged in the process and made unusable. If a
flesh-and-blood creature takes a bite from the heart, a two-way portal to
the unearthly twilight (the home plane of the fell-beyonders) opens in an
unoccupied space within 30 feet. This portal lasts for 24 hours, and the
location of the portal on the unearthly twilight is determined by the DM.
The heart is fully consumed after used five times in this manner, and this
feature does not function while on the unearthly twilight.

ECOLOGY

Fell-ahnglels create dungeons and lairs wherever they go but prefer
homes that make the effects of their unusual powers less suspicious.
Dark dungeons, ancient forests, or abandoned cities are the preferred
locales of a fell-ahng'el, often with only enough inhabitants remaining
to feed the aberration’s loathsome hunger for shame. Fell-ahng'els know
that they are incredibly vulnerable until they can establish their regional
effects, so rarely will they venture into populated areas for fear of being
spotted in transit. While intelligent, a fell-ahngel rarely cooperates with
other creatures. Those allies it does tolerate serve to bring victims to the
ahng'el and secure its domain, taking a hefty pay cut from the material

possessions of those slain by the fell-beyonder’s power.

REGIONAL EFFECTS

The area around a fell-ahng'el is twisted into a labyrinthian maze com-
posed of the structures, objects, and terrain within the area. This effect
occurs within 1 mile of the fell-ahng'el when it finishes a long rest and

causes the following effects, and the fell-ahng'el is immune to these effects.

e The area is a disorienting maze of twisting corners, dead ends,
and endless spirals. Creatures attempting to travel through the
area must succeed on a DC 22 Wisdom (Survival) ability check or
become lost for 1 hour, making no progress and becoming lost.
Additionally, creatures flying above the area cannot perceive any
clear landmarks, creatures, or other points of significance within
the area; everything appears as a maddening mass of twisted shapes
and impossible geometry. This effect does not interfere with the
functionality of anything (such as buildings or the properties
of stone) within the area, but it warps dimensional space and

perception that is impossible to rationalize.

e When a creature finishes a rest within the area, it must succeed on a
DC 22 Wisdom saving throw. On a failure, it becomes increasingly
ashamed of its behavior, gaining a level of crippling shame (see the

sidebar of the same name for details).

If the fell-ahng'el is slain, these effects fade over the course of 8 hours.

/ N
New Condition: Crippling Shame

A fell-ahngel can inflict other creatures with debilitating levels of
shame, which is a unique condition measured in six levels. An effect can
give a creature one or more levels of crippling shame as specified in the

effect’s description.

LEVEL EFFECT

1 Disadvantage on attack rolls

Cannot willingly accept help or be targeted by effects from allies

2
3 Deals half damage
4

Cannot take reactions

5 Falls prone and cannot stand up

If the creature believes it is being seen by another creature,
it must take the Dash action and move out of sight by the

6 fastest possible route on each of its turns. If there is nowhere
to move, the creature becomes incapacitated until it believes
itis no longer being seen.

If a creature suffering from crippling shame suffers another effect that
causes crippling shame, its current level of crippling shame increases by
the amount specified in the effect’s description.

A creature suffers the effect of its current level of crippling shame as
well as all lower levels. For example, a creature suffering two levels of
crippling shame cannot willingly accept help or be targeted by effects
from allies and has disadvantage on attack rolls.

Levels of crippling shame cannot be removed while a creature is within
an area affected by a fell-ahng'el’s regional effects. Twenty-four hours
after a creature leaves an area affected by a fell-ahng'el, it loses all levels

of crippling shame and the condition ends.
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FELL-AHNGEL

Medium aberration, neutral evil

Armor Class 16
Hit Points 221 (26d8 + 104)
Speed 30 ft., fly 30 ft. (hover)

STR
14 (+2)

DEX
18 (+4)

CON
19 (+4)

INT
20(+5)

WIS
17 (+3)

CHA
26 (+8)

Saving Throws Con +10, Int +11, Wis +9

Skills History +17, Perception +2 1

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical attacks

Condition Immunities charmed, frightened, grappled,
petrified, prone

Senses tremorsense 1 mile (blind beyond this radius),
passive Perception 31

Languages Fell-tongue, telepathy 1 mile

Challenge 18 (20,000 XP)

TRAITS

Immortal Essence. When the fell-ahngel is reduced to 0 hit
points and there is a creature within range of its telepathy that has

one or more levels of crippling shame, it is instead reduced to 1
hit point and a creature of the ahng'el’s choice within range of its
telepathy loses a level of crippling shame.

Innate Spellcasting. The fell-ahng'el is a 20th-level spellcaster.
Its innate spellcasting ability is Charisma (spell save DC 22, +14
to hit on spell attacks). It can innately cast the following spells
requiring no components, and does not need to concentrate to
maintain a spell’s effects for the duration:
Atwill: arcane lock, knock, mind spike' (5th level), passwall, wall of stone
2/day each: guards and wards, glyph of warding, mental prison', symbol

1/day each: imprisonment, maze

Legendary Resistance (3/Day). When the fell-ahng’el fails

a saving throw, it can choose to succeed instead.

T This spell can be found in the official 5E supplement, XGE.
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ACTIONS

Multispell. The ahng'el casts two spells, only one of which can

target an enemy creature.

Dispersion (1/Day). Each creature of the ahngel’s choice
within 300 feet of it must succeed on a DC 22 Charisma saving
throw or be magically teleported to an unoccupied space of the
ahngel’s choice within 1 mile of it. No two creatures teleported in
this manner may appear within 100 feet of each other.

Empathic Link. The fell-ahng'el establishes an empathic link
with a creature within range of its telepathy. Until the empathic
link ends, the ahngel feels all the emotions the target feels, the
target is always considered within range of the ahngel’s spells, and
the target has disadvantage on saving throws against the ahnglel.

The target can use an action on its turn to attempt to break the link
by succeeding on a DC 22 Wisdom (Insight) ability check.

The ahngel can only have a single empathic link established ata
time, and the effect ends immediately if an affected target leaves the
range of the ahng'el's telepathy.

Execute. Melee Spell Attack: +14 to hit, one creature with six
levels of crippling shame, reach 5 ft. Hit: the target dies.

LEGENDARY ACTIONS

The fell-ahngel 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 ahng'el
regains spent legendary actions at the start of its turn.

Empathic Link (Costs 2 Actions). The fell-ahngel uses its
Empathic Link.

Mind Spike. The fell-ahng'el casts mind spike.

Passwall. The fell-ahng'el casts passwall and moves up to its speed.




Greater Liches

he lich is a vile creature. Its form is a twisted mockery a life, with

a spirit sustained by a steady diet of souls to prolong an unnatural
existence. While liches are always great spellcasters, magic is not a force
that is fully understood. Occasionally, a lich will experience a magical flux
in their existence that forces upon them a terrible transformation. Those
unfortunate enough to survive this process are forever changed, their
powers evolving into a new fearsome array of abilities that dramatically
outclasses their “normal” counterparts. These “Greater Liches” are blights
upon existence; an abomination to both life and magic. Unfortunately, this
makes the already tenacious lich even more difficult to kill, with greater

liches being some of the most resilient beings in the known realms.

PARAMOUR LICH

True love is a beautiful thing. It is also completely incompatible with the
nature of a lich, whose evil existence rebels against an emotion of such
purity and goodness. Should a lich come to love a powerful spellcaster
with naked and humble sincerity and be loved in turn, the foul magic that
maintains their existence cannot abide. At the moment of their first em-
brace, both lovers are merged in a foul necromantic display. Body, mind,
and soul are stitched together, eternally cursed in a twisted perversion

The Paramore Lich

T che! noj(lting ]zujc ?il(!f for H'Le umcorjrunal(e sou]s who wcaH
in Jove with a Jich. While Hmey may be bound to their Jovers
for all time, T cannot believe Lhis was a desired outcome
for either P"-T{'}]' These liches are oo[o”y o[ys?uncjriona!,
sPeaking over eack ojrlmer ano[ Licker'm,g ajr every
oPPorJrunilry. I erorize Hm{' H'Lis pseuo[o—insanijry is some
kino[ of curse, a magica] conjrracj( Hmajr ]Din,o[s {’wo soujs
l(ogej(ker, inkimate but in,caPa])je of true Jove. T asked Johan
lﬁs oPinion, on 5uch ma“fers ano[ w,wejrker or nolf suck a pacjr
coujo[ ]oe severeo[. Even wiuw lw'xs experhse asa warjock ano[
access jro my consiJem]o]e M)mry, ke cou“ devise no 5uch
method. Ajjrkougk he may have J‘uslc Leen using the situation

as an exXcuse J(o peruse my jijremjrure.
— Takien Vos Karven
Classification: Arkiller y

Favors: Bards, Clerics, Faladins,
Speﬂs (‘Projrecjr‘xon from), Wizards

Foils: Bar];arians, Figwrers, Rangers, Rogues, Speﬂcasl(ers
(Lack of), Speﬂs (Low Level), WarJocks

of true love — A paramour lich. Now possessed of a selfish love, the lich

fights with overwhelming magic to protect what little fragment is left of
its affections.

LORE

A character can learn the following information about a paramour lich

with an Intelligence (Arcana) or Intelligence (Religion) ability check.

PARAMORE LICH LORE

DC INFORMATION

Two beings in one body, a paramour lich can unleash magic that
would humble an ordinary lich, and it can even augment its spells
with twisted metamagic. Few spellcasters can compare to its
abilities.

These liches can sling huge numbers of spells and are even able to

concentrate on multiple effects at once. With two brains comes an
21 | . ] 5

impressive pool of knowledge, which the lich uses to assault the

minds of enemies with impunity.

These liches use enchantment, necromancy, and illusion magic

7 almost exclusively, so prepare accordingly. While their metamagic is
potent, it can only be used infrequently, so countering or dispelling
will prove most helpful in combat.

TACTICS

Unless caught completely unprepared or supremely overconfident, the
lich should always have its sequester cast upon its phylactery. The lich
should also always have mind blank cast upon itself at the start of each
day and quickly begins combat by concentrating on two spells. One of
these spells ought to be invulnerability, while the other is typically an
offensive spell such as hold person or maddening darkness. Remember that
the lich can cast its spells at considerably higher levels for improved
effects and has more than enough spell slots to do so without concerns
about running low on resources.

The lich reserves its Antimagic Sheath feature for an enemy spellcaster

who manages to outwit and disable it. The Profane Metamagic feature
should always be used in conjunction with the most powerful spell the
lich intends to cast that round (when applicable), adding even more
power to an already powerful effect. With two turns, the lich can setup
a gruesome scenario on its first turn and take full advantage of it on
the second. A creature paralyzed by hold person is a prime target for area
effects that it will be unable to escape. The lich has a large spell list, so
consider which combos you wish to employ against the party before
you run the encounter.

Easier Tactics — The lich will focus more on casting spells that don't

do damage, such as bestow curse, darkness, suggestion, and other effects.
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The goal of the lich is to subject the party to as much torment and misery
as itself, effectively torturing them to death rather than seeking their im-
mediate annihilation. The lich will not be in its lair and will be unable to

make use of its lair actions.

Harder Tactics — The lich should expect a brutal fight and roll initiative
with several spells already in effect. It will then use its first turn to unleash
a powerful spell such as psychic scream or forcecage and use subsequent
turns casting blight and toll the dead to lay down heavy damage. It uses
its Consume Magic lair action at every opportunity to recover hit points,
knowing it has far more spell slots than it needs to get the job done.

PLOT HOOKS

Memento. A paramour lich is roaming the land in search of a lost me-
mento of the beautiful courtship it once experienced. The relationship

Totef Pty SN Bashinrsy

was so long ago the lich cannot remember where exactly it last saw the
item, but fifty years ago a red dragon looted a nearby city where the lich
used to live, so that is probably the best place to start.

Matchmaker. Tired of its cursed existence, a paramour lich begins
researching true love in hopes of discovering a way to free its entwined
souls. Kidnapping people from across the realms, the lich has placed
them under observation in a massive underground laboratory, trying to
inspire them into loving one another. With no intention of freeing its
victims anytime soon, the lich must be defeated before it decides to take

its experiments in a more gruesome direction.

Forgiveness. A husband whose wife had her heart stolen by a lich is look-
ing to hire some adventurers. Still in love with his wife, the man wants
to put her soul to rest by slaying the paramour lich. This is easier said
than done, for the undead monstrosity that now entraps her essence is in
possession of a powerful artifact that can destroy souls.




TREASURE

ECOLOGY

When a lich transforms into a paramour, it gains a new phylactery that
is a memento of its love. However, the old phylactery is still a powerful
magical object that can be used or sold for a great price if recovered. This
phylactery no longer serves its original purpose, becoming useless for the

lich that created it.

/ N
Abandoned Phylactery

Wondrous item, legendary (requires attunement)

If you die while attuned to the phylactery, your mind and soul are
released from your body and stored within the item. Over the course of
1d4 days, your body magically reforms within 5 feet of the phylactery. If
the phylactery is destroyed while you are reforming, you and your soul
are destroyed, beyond the help of all but the gods. Once you have been

restored to life in this manner, the phylactery is destroyed.

PARAMOUR LICH

Large undead, any evil alignment

While most liches are solitary beings, paramours are particularly mis-
anthropic. Their existence is fundamentally in opposition to itself, each
mind contained within struggling for dominance at every opportunity.
One aspect of their personality may be personable and even benevolent
to its minions, while the other is wrathful and cruel. Most paramours
are perfectly content to converse with themselves for decades, engaging
with the world only when they require souls. Paramours are drawn to
areas significant to their former relationship, often reducing such areas
to a lifeless realm of shadow and pain. Few creatures willingly serve a
paramour lich, and fewer still survive long enough for any meaningful

relationship to form between master and minion.

Armor Class 20 (natural armor)
Hit Points 264 (23d10+138)

Speed 20 ft.
STR DEX CON INT WIS CHA
12(+1) 10(+0) 22(+6) 21(+5) 18(+4) 28(+9)

Saving Throws Con +13,Int+12,Wis +11,Cha +16
Skills Arcana +12, History +12, Insight +11, Perception +11,
Persuasion +16

Damage Resistances cold, lightning, necrotic, psychic
Damage Immunities poison; bludgeoning, piercing, and
slashing from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses truesight 120 ft., passive Perception 21
Languages Common plus up to ten other languages
Challenge 23 (50,000 XP)

TRAITS

Eternal Lovers. The paramour is two creatures bound together

in body, mind, and soul. The paramour takes two turns on each
round of combat and takes its second turn at its initiative count
minus 10 (minimum of 1). Additionally, the paramour has
advantage on Intelligence, Wisdom, and Charisma saving throws
and ability checks, and can concentrate on up to two effects at
once.

Profane Metamagic (1/Round). When the paramour casts
a spell, it can choose to improve the effects of the spell (when
applicable), by choosing one of the options below.

e Distant Spell. The range of the spell is doubled.
¢ Expand Spell. The affected area of the spell is doubled.

¢ Heighten Spell. Affected creatures attempt their first saving
throw against the spell with disadvantage.

T This spell can be found in the official 5E supplement, XGE.

e Intensify Spell. The spell is cast as though it were cast using a
spell slot four levels higher, to a maximum of 9th level.

¢ Maximize Spell. The spell deals maximum damage.

Rejuvenation. If it has a phylactery, a destroyed paramour gains
anew body in 1d4 days, regaining all its hit points and becoming
active again. The new body appears within 5 feet of the phylactery.

Spellcasting. The paramour is a 20th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 24, +16 to hit with
spell attacks). The paramour has the following spells prepared.
Cantrips (at will): chill touch, mage hand, message, toll the dead'
1st level (6 slots): charm person, magic missile, shield,
unseen servant, witch bolt
2nd level (5 slots): darkness, hold person, mind spike', suggestion
3rd level (5 slots): animate dead, bestow curse, counterspell,
dispel magic
4th level (4 slots): black tentacles, blight, charm monster',
dimension door
5th level (4 slots): cloudkill, enervation’, far step’,
negative energy flood'
6th level (3 slots): circle of death, create undead, soul cage'
7th level (3 slots): forcecage, sequester, teleport
8th level (2 slots): maddening darkness', mind blank
9th level (2 slots): invulnerability!, psychic scream’

ACTIONS

Antimagic Sheath (Recharge 5-6). The paramour becomes
immune to spells and magical effects for 1 minute and suppresses

any magical effects with which it is in contact, but it cannot cast
spells while the sheath is in effect. At the start of each of its turns,
the paramour can choose to end this effect.

Multispell. The paramour casts two cantrips, or a spell of 5th
level or lower and one cantrip.
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LAIR ACTIONS

On initiative count 20 (losing initiative ties), the lich can take a lair ac-
tion to cause one of the following magical effects; the lich can’t use the

same effect two rounds in a row:

o Ties That Bind. The lich binds two creatures it can see within
60 feet of each other together with an empathic link. When
one of the creatures is affected by an attack or hostile effect
that does not affect the other, the linked creature is then also
affected. This effect ends if the creatures are ever more than 60
feet apart.

e Life Suppression. The lich fills a 30-foot cube with life-
suppressing magic for 1 minute. Creatures in the area of the
effect cannot regain hit points.

¢ Consume Magic. The lich expends a spell slot and regains
5 (1d10) hit points plus an additional 5 (1d10) per level of the
spell slot expended.

DEMIDRACOLICH

With their long lives and affinity for treasure, the oldest of dragons
amass fortunes to rival the wealth of nations. When a dragon makes
the unfortunate choice to become a dracolich, it gains the potential to
live forever, and in the process amasses more wealth that would make
even the most ancient of dragons envious. While this may seem like a
dragon’s dream come true, it is a trap. Succumbing to their greed, ancient
dracoliches become infatuated with their vast hoards, seeing less and less
reason to do anything other than bask in their wealth. Over the centuries
their undead bodies slowly deteriorate, transforming them into a deadly
undead monstrosity of terrific power: a demidracolich.

LORE

A character can learn the following information about a demidracolich
with an Intelligence (Arcana) or Intelligence (Religion) ability check.

DEMIDRACOLICH LORE

DC INFORMATION

= A5

TALIEN'S NOTES

All liches respect knowledge; it’s how they got to be where

they are, after all. I find that this makes them some of

the most approachable and personable undead I have
encountered, though I would never be such a fool as to
trust one. I have learned much from the tongues of liches.
Most of which I dare not repeat here. When it came to
researching the mythical greater liches however, I found

the normally prodigious intellect of these creatures lacking.
Each lich spoke in a mixture of terror and awe, reminding
me of a schoolchild that first learned of magic. Their naked
ambition to attain such an existence was all too clear, but to
my surprise none seemed to have a clear understanding of
how to attain such a state, or even where to start. If you are
a lich and you are reading this, know that I have deliberately
omitted key details about my findings to prevent you from
expanding your powers and further menacing the world. It’s
nothing personal.

L

Part demilich, part dragon, all bad. These creatures are well

protected deep within their lairs and can seemingly detect any
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intruder with little difficulty. Most never even get to see the

demidracolich before succumbing to its psychic attacks.

A demidracolich can detect treasure at a considerable range,
becoming aware of any would-be looters who carry valuable
equipment. From there, it can destroy their minds while remaining
safely hidden. The fabric of life is especially fragile around these

creatures, who can extract and consume a soul before one’s friends

22

have a chance to react.

To avoid detection while assaulting a demidracolich’s lair, don’t
bring treasure or magical equipment. It’s risky, but you just may

28 catch the creature by surprise. A demidracolich’s phylactery has
merged with its hoard, a portion of which must be destroyed to
permanently slay the creature.

TACTICS

Demidracoliches are reclusive and paranoid, spending most of their
existence silently languishing upon heaps of treasure. Unless roused by

creatures in its immediate vicinity, the demidracolich remains motionless,

BEHIND THE CURTAIN - LICHES AND CHALLENGE RATING

|

Alich’s signature feature is the ability to return to life after being slain,
so long as its phylactery is intact. This cycle of rejuvenation can prove

very troublesome for adventurers, who may have repeated encounters

with the same lich until they can hunt down the object and destroy

it. While this makes a lich a frustrating enemy, it does not make

single encounters with the lich any more difficult. When using liches
to challenge your players, we recommend that you not award them
experience for defeating it unless its phylactery is destroyed. This

\

prevents the lich from being an “XP farm” or causing other strange
interactions with character advancement. Additionally, the challenge
rating of the liches presented here does not factor in their ability to
rejuvenate, as each encounter with the lich may vary wildly depending
on the circumstances. The exception to this is the eternal lich, which
can recover so quickly that any encounter with the creature requires a
party act swiftly to ensure the liches demise if they do not wish to face
dire consequences.
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psychically assaulting any creatures it detects with its Insatiable
Greed. The creature is relentless, focusing on a single enemy with
single-minded ferocity before consuming its soul and moving on to
the next target. The demidracolich uses Curse of Greed on characters
it believes to be healers or supports, preventing them from aiding
their allies who are critically wounded or otherwise suffering. Unless
it has a pitiable lair, the demidracolich should have considerable time

to assault intruders before meeting face to face.

Once it can address intruders head on, the demidracolich unleashes
its Vile Breath and Traumatizing Presence for maximum effect,
trying to disable and terrify as many targets as possible. Unless a
creature proves immune to its Psychic Assault attack, the demidra-
colich avoids moving into melee range. When faced with more than
a single powerful magical defense or effect, the demidracolich may
unleash its Disrupting Roar to extinguish the hopes of spellcasters
seeking to turn the tide of battle.

Easier Tactics — The demidracolich holds off on its Psychic Assault
attacks, curious to see its enemies in person. Once combat has been
joined, the demidracolich refrains from using its Traumatizing Pres-
ence and Vile Breath back to back, giving ample time for the party to
recover after each devastating ability.

Harder Tactics — The demidracolich will pepper any enemies with

its Psychic Assault as soon as they come within range. When face to
face in combat, the demidracolich will open with its Traumatizing
Presence, then using subsequent rounds to unleash its Vile Breath

on creatures vulnerable to damage. It will quickly knock out weak
creatures, seeking to consume their souls and take them out of the fight
permanently.

PLOT HOOKS

The Greed of Dragons. Four young dragons seek to rob the lair of a
demidracolich and are willing to split the treasure with a party of adven-
turers that will accompany them into battle. The dragons know the layout
of the lair but lack the magical ability to bypass many of the traps and
wards that stand in defense of the hoard.

Deep Delves. Belligerent dwarven archeologists have been steadily
unearthing an ancient tomb, drawn in by signs of great treasure and
historical significance. The nearby gnome community has taken a dim
view of these operations but note that the dwarves seem protected by a

psychic influence that slays any who attempt to stop them.

Epic Comeback. A demidracolich that has been left alone for centuries
has been unusually active. Slowly clawing its way back to sentience, the
undead monstrosity is getting fed a steady diet of souls by an unknown
benefactor. It is suspected the creature will soon undergo a second evolu-

tion, becoming an even greater evil of horrific power.

TREASURE

Demidracoliches exist because their wealth was so excessive that it con-

sumed every aspect of their existence. Such a treasure hoard is beyond

The De'miJraco’icl\
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Foils: Fighl(ers, Rangers, Sorcerers,
Wisdom (Low), Wizards

conception, able to finance a small nation for a century. However, the
wealth of a demidracolich is cursed, having merged with the creature’s
phylactery as a part of its evolution. To destroy a demidracolich’s phy-
lactery, at least half of the creature’s hoard must be obliterated or made
worthless. Removing anything from the hoard accomplishes nothing;
the items mysteriously vanish within 1d4 days, reappearing in the demi-
dracolich’s possession. When DMing a demidracolich that your players
miraculously overcome, you should present them with an extraordinary
array of items and treasure. It is recommended that a demidracolich
hoard contains at minimum 1 million gp in currency or luxury materials,
two legendary magical items, three very rare magical items, and four rare
magical items. Half of each of these types of treasure must be obliterated
to destroy the demidracolich’s phylactery.

ECOLOGY

A demidracolich is barely aware of the world around it. It has no reason to
leave its hoard and will never voluntarily do so. However, who and what
the demidracolich was when it was a dracolich plays a huge role in its
“life.” Not all dragons laired deep beneath the earth or at the far-flung
corners of the world. Some were overlords of great nations, prominently
housed to better subjugate the world around them. A dracolich must have
had extraordinary success to attain a level of wealth required to become a
demidracolich. Each was significant in their own right, prominent figures
that were legendary even among dragonkind. There has never been a
demidracolich whose name was not once whispered in fear and awe, their

lairs famous locations well known to many.

121

GREATER LICHES




The Lich Lord
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DEMIDRACOLICH

Medium undead, neutral evil

Armor Class 23 (natural armor)
Hit Points 248 (31d8 + 109)
Speed 0 ft., fly 40 ft. (hover)
STR DEX CON INT WIS
1(-5) 21(+5) 10 (+0) 28 (+9) 26(+8)
Saving Throws Dex +13,Int +17, Wis +16, Cha +15
Skills Perception +24, Stealth +13
Damage Resistances force; bludgeoning, piercing, and slashing from
magical attacks

CHA
25(+7)

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

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

Senses darkvision 120 ft., Insatiable Greed 500 ft. (see traits), passive
Perception 34

Languages —

Challenge 25 (75,000 XP)

TRAITS

Insatiable Greed. The demidracolich can detect and pinpoint the exact

location of any object or collection of wealth worth at least 500 gp within 500
feet of it. If something the demidracolich is aware of via this feature is being
worn or carried by a creature, the demidracolich can pinpoint the exact location
of that creature as well.

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

Rejuvenation. If it has a hoard, a destroyed demidracolich gains a new body
in 1d4 days, regaining all its hit points and becoming active again. The new
body appears within 5 feet of the hoard.

Soul Harvester. When the demidracolich reduces a living creature to

0 hit points, the creature dies instantly and its soul is consumed by the
demidracolich. The demidracolich increases its hit point maximum by twice the
consumed creature’s Constitution score, and it regains an equivalent amount of
hit points. This increase to the demidracolich’s hit points last until it finishes a
long rest. A creature slain in this manner cannot be restored to life unless a wish
spell or similar magic is used to restore its soul.

ACTIONS

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft., one target. Hit: 27 (4d10 + 5)
piercing damage, 10 (3d6) necrotic damage, and 10 (3d6) poison damage.
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Disrupting Roar. The demidracolich unleashes a roar that disrupts

the very fabric of magic. Spells and magical effects within 30 feet of the
demidracolich end immediately, and creatures that can cast spells within the
area must succeed on a DC 25 Intelligence saving throw or be unable to cast
spells for 1 minute. A creature can repeat this saving throw at the end of each

of its turns, ending the effect on a success.

Psychic Assault. Melee or Ranged Spell Attack: +17 to hit, reach 5 ft./range
500 ft., one creature. Hit: 35 (10d6) psychic damage. If the demidracolich
knows the target’s exact location, the target cannot have cover from this attack.

Traumatizing Presence. Each creature of the demidracolich’s choice that
is within 120 feet of it and aware of it must succeed on a DC 25 Wisdom saving
throw or become frightened for 1 minute. While frightened in this manner,

a creature is vulnerable to all damage dealt by the demidracolich and cannot
perceive creatures other than the demidracolich with its senses.

A creature that cannot see the demidracolich can repeat the saving throw at
the end of each of its turns, 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

demidracolich’s Traumatizing Presence for the next hour.

Vile Breath (Recharge 5-6). The demidracolich exhales a cloud of
vile gas in a 90-foot cone. Each creature in that area must attempta DC 25
Constitution saving throw, taking 45 (10d8) necrotic damage and 45 (10d8)

poison damage on a failure, or half as much on a success.

LEGENDARY ACTIONS

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

Bite. The demidracolich makes a Bite attack.

Curse of Greed (Costs 2 Actions). The demidracolich targets one
creature whose presence it is aware of within 500 feet with a dread curse. The
target must succeed on a DC 25 Wisdom saving throw or be magically cursed.
Until the curse ends, the target cannot target allied creatures with actions,

effects, or spells and cannot willingly relinquish items in its possession.
Flight. The demidracolich moves up to its speed.

Psychic Assault (Costs 2 Actions). The demidracolich makes a
Psychic Assault attack.




LICH LORD

Woe to those who oppose a lich lord. Supreme commanders of legions
of undead, these profane creatures are born with a psychotic hatred
for all life. When a death knight swears eternal loyalty to a lich, it may
speak a series of ancient oaths ringing with primordial evil. Ancient, dark
magic then binds the death knight to the undead spellcaster, merging
their essences into an undead monstrosity of martial power and runic
magic. Now beyond redemption and nearly impossible to destroy, a lich
lord appears as a dark knight wielding an evil blade. Its presence is pure
malevolence, with only a pair of glowing eyes indicating a fearsome intel-
ligence behind impenetrable armor.

LORE

A character can learn the following information about a lich lord with an

Intelligence (Arcana) or Intelligence (Religion) ability check.

LICH LORD LORE

DC INFORMATION

Lich lords have forsaken their formidable spellcasting for
powerful runic magic. Their blades can cleave through nearly

18 anything, and legions of undead follow their every command.
Only the mightiest of heroes can oppose them, and even those
should probably have some backup just in case.

Alich lord can raise an army of powerful undead by reaving the
souls of those it slays. Against mighty enemies it will activate
powerful magical runes, allowing it to customize its fighting style
against almost any opponent. Staying at range provides little
defense against a lich lord, which can unleash devastating blasts
of necrotic energy.
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Lich lords are conquerors and generals. If you can catch one

alone, it’s the best chance you'll get to bring it down. Otherwise,

5 YOU best have an army of your own to face the legions of undead
bound to serve it. Once the lich lord is slain, the undead it
controlled will be aimless and leadetless, able to be dispatched

with far greater ease.

TACTICS

Brutally powerful, a lich lord leads its armies from the front to better
generate new undead for its armies. Each lich lord is a brilliant tactician
and will organize even the most ramshackle undead into an effective
and focused fighting force. A lich lord always fights effectively alongside
its allies, combining their most powerful abilities with deadly synergy.
The creature is a melee powerhouse, using its Runic Warding feature to
maximize its potential. If the lich lord is doing well, it uses Plague and Ice
runes to better slay its foes, using Gore, Oblivion, and Shadow runes to
defend against troublesome assaults.

Easier Tactics — The lich lord should be aided by a small number of
undead servants or should be alone. It takes on opponents one at a time,
moving to engage the nearest foes until they lie died at the its feet. It
refrains from using its Runic Empowerment feature unless in desperate

straits and will not use its Soul Reaper feature if an enemy is struck down.

Harder Tactics — Flank the lich lord with powerful undead, typically a
vampire or lich as a lieutenant alongside several foot soldiers. The lich
lord is content letting the minions bear the brunt of the initial assault,
using its Shadow rune to teleport close to the vulnerable characters. It
saves its two reactions on hand for its Parry feature until there is nothing
left to make attacks against it.

PLOT HOOKS

Frozen Legion. A massive force of undead has been gathered in the icy
mountains. A lich lord is responsible, with plans to unleash countless
zombies, skeletons, and even fouler creatures upon those living in more
temperate lands. No army can stand against such a force. The lich lord
commanding the dead must be assassinated by any means necessary.

An Honorable Death. A lich lord seeks a worthy warrior who can finally
putit to restand has been secretly sponsoring adventuring parties to train

LORD OF HOLLOWS

The ambition and power of a lich lord need not be self-serving.

Some seek to make the world a better place for their people.
Their uniquely timeless perspective and unparalleled experience
in matters of leadership make them effective leaders. One such
lich lord is the infamous Lord of Hollows, who has created a
refuge for undead in the ancient city where he once ruled. In

its shadowed alleys the dead can find a welcoming community
dedicated to their interests, the peace strictly preserved by the
powerful lich lord and his loyal servants. The living are not
welcome in the Lord of Hollows's grand necropolis unless by
express invitation, a precedent many would do well to respect.
Lich lords who share in the Lord of Hollows's desire to be more
than conquering tyrants and truly rule as rightful leaders are
mystically empowered by an unknown force. The Lord of Hollows
and other lich lords like him have a challenge rating of 29
(135,000 XP) and gain the following features.

Legendary Resistance (3/Day). When the lich fails a

saving throw, it can choose to succeed instead.

LEGENDARY ACTIONS

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

Activate Rune. The lich deactivates a rune cutrently active via its
Runic Warding feature and activates a different rune of its choice.

Greatsword. The lich makes a Greatsword attack.

Summon Undead (Costs 2 Actions). The lich magically
summons two wights or two wraiths in unoccupied spaces it can
see within 120 feet. The summoned undead are friendly to the
lich and follow its every command (no action required). Instead
of rolling initiative the summoned undead may choose to take
their turns immediately after the lich. The undead last 1 hour
before decaying into dust, and the lich lord cannot have more
than ten undead summoned in this manner at a time.
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up aworthy opponent. The lich begins to believe the characters are capable
of finally giving it a good fight and is revealed as one of their benefactors
who has been bankrolling them since their first day on the “job.”

Blackmail. A powerful light cleric has stolen a lich lord’s phylactery
and is using it as leverage to command the undead monstrosity. Many
question the safety—and even sanity—of such a relationship, even if
done in the name of a holy cause.

LICH LORD

Medium undead, lawful evil

TREASURE

When a lich transforms into a lich lord, it may choose to merge its
phylactery with a powerful magical blade in a profane, runic ritual. Do-
ing so transforms the weapon into a potent, unholy relic of impressive
might, but at the cost of having to wield the phylactery as a weapon.
Such phylacteries are called runeblades, which are as dangerous as they

are valuable.

Armor Class 23 (magical plate)
Hit Points 563 (49d8 +343)

Speed 30 ft.
STR DEX CON INT WIS CHA
30(+10) 12(+1) 25(+7) 17(+3) 29(+9) 21(+5)

Saving Throws Str+18,Con +15,Int +11, Wis +17, Cha +13
Skills Athletics +18, Insight +17, Intimidation +13, Perception +17,
Religion +11

Damage Resistances cold, lightning, necrotic

Damage Immunities poison; bludgeoning, piercing,

and slashing from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses truesight 120 ft., passive Perception 27

Languages understands all languages but can only speak to the dead
Challenge 27 (105,000 XP)

TRAITS

General of Undeath. Undead within 1 mile of the lich lord with a
CRof 10 or lower are charmed for as long as they remain within the area.

An undead charmed in this manner uses the lich lord’s proficiency bonus
(+8) instead of its own and deals an additional 9 (2d8) necrotic damage
on successful hits with its attacks.

Rejuvenation. If it has a phylactery, a destroyed lich lord gains a new
body in 24 hours, regaining all its hit points and becoming active again.
The new body appears within 5 feet of the phylactery.

Runic Warding. The lich lord is adorned with magical runes that
grant it supernatural powers. At the start of each of its turns, the lich
lord can choose to activate one of the following runes, which grant the
lich lord the rune’s associated properties for as long as the rune remains
active. When the lich lord activates a rune in this manner, any other
currently active runes deactivate.

¢ Gore.When the lich lord deals damage, it gains temporary hit points
equal to the damage dealt (rounded down, minimum of 1).

e Ice.The lich lord is surrounded in a thick storm of ice in a 60-foot-
radius sphere centered on the lich that moves with it. Living creatures
in the area have their speed halved, and they cannot take bonus actions
or reactions.

e Oblivion. Spells and magical effects affecting the lich lord have their
durations reduced to 1 round, and the lich lord takes half damage
from spells.
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¢ Plague. When a living creature takes damage from the lich lord for the
first time on a turn, it must succeed on a DC 25 Constitution saving
throw or contract a deadly disease called “lich blight.” When a creature
suffering from lich blight rolls damage dice, it instead rolls minimum
damage. When a creature succeeds on this saving throw or the effect
ends for it, it becomes immune to lich blight for 24 hours.

o Shadow. The lich lord becomes invisible, and as a bonus action on
each of its turns it can teleport to an unoccupied space it can see
within 120 feet in dim light or darkness.

Soul Reaper. The lich lord’s weapons are magical. When the lich

lord hits with a weapon attack, it deals an extra 36 (8d8) cold damage
(included in the attack). If the lich lord kills a humanoid creature with a
weapon attack, it can take a reaction to reap the creature’s soul. When the
lich lord does so, the target is immediately raised as an undead completely
loyal to the lich. The type of undead created depends on the CR or
character level of the target.

¢ CR/Level 1—6.Wight
e CR/Level 7—12.Wraith
e CR/Level 13+.Vampire

ACTIONS

Multiattack. The lich lord makes four attacks, or two attacks and takes

one other action. The lich lord can forgo making one or more attacks
it would make to gain an additional reaction for each attack it forgoes.
These extra reactions last until the start of lich lord’s next turn.

Death Blast. Ranged Spell Attack: +17 to hit, range 300 ft.,
one target. Hit: 35 (4d12 + 9) necrotic damage.

Greatsword. Melee Weapon Attack: +18 to hit, reach 5 ft., one target.
Hit: 17 (2d6 + 10) slashing damage and 36 (8d8) cold damage.

Runic Empowerment (Recharge 6). All of the lich lord’s runes
become activated, and the lich lord gains their benefits according to its
Runic Warding feature. All but one of these runes deactivate at the end of
the lich lord’s next turn.

REACTIONS

Parry. When another creature the lich can see hits the lich with a melee

attack, the lich can use its reaction to add 6 to its AC until the end of the
current turn, potentially causing the attack to miss it.



Runeblade

Weapon (greatsword), legendary (requires attunement)

A runeblade is a weapon of pure evil that serves as both a weapon of
mass destruction and a repository for a lich lord’s soul. Each runeblade
is unique, possessing a design that is reflective of the lich lord’s
personality and aesthetics.

You gain a +3 bonus to attack rolls with the weapon, and creatures
cannot have resistance or immunity to damage dealt by an attack made
with the runeblade. It has the following additional properties.

Curse. The runeblade is cursed. When you first become attuned to

the runeblade or finish a long rest while attuned to the runeblade, you
must succeed on a DC 25 Wisdom saving throw. On a failure, you are
compelled to commit a single evil act within the next 24 hours that
results in the death of an innocent. If you fail to accomplish this task,
the next time you hold the runeblade it consumes your soul, killing you
instantly and preventing you from being restored to life by all but the
most powerful magics.

Lifebreaker. Once per turn when you make a weapon attack with the
runeblade against a living creature, you can choose to unleash a 90-foot
cone of cleaving force. Each living creature in the area is targeted by
your attack in addition to the original target, taking its damage on a

successful hit.

Loyalty. You cannot be disarmed of the runeblade unless your hand
is removed in the process, nor can you be compelled to relinquish
possession of the runeblade against your will.

Personality. The runeblade has the personality of the lich lord

to whom it belongs. While each lich lord is unique, the process of
becoming such a creature invariably twists one’s soul toward evil. This
makes the runeblade a malevolent and vile companion, always seeking to
free itself from its confinement and once again menace the world.

Sentience. If a lich lord is slain, its soul is transferred to the
runeblade and transforms it into a sentient weapon with the lich lord’s
Intelligence, Wisdom, and Charisma. The runeblade can perceive
everything you can perceive, otherwise it has hearing out to a range of
120 feet.

The weapon is in effect the lich lord, containing all of the lich’s
experience and knowledge. While in this state, the runeblade can
communicate telepathically with you while you are attuned to it.

If a non-evil creature is attuned to the runeblade, the lich lord’s

Rejuvenation feature is suppressed while so attuned.

ECOLOGY

ETERNAL LICH

A lich’s taste for souls is legendary. With its great longevity, a lich may
consume hundreds—if not thousands—of souls to sustain its existence.
Inrare cases, a lich’s hunger for souls drives it to feed to dangerous excess.
In an act of unforgivable genocide, a lich can consume the spirits of an
entire nation, obliterating hundreds of thousands. This unpardonable
evil invokes a dark ascension, allowing the lich to achieve a truly immor-
tal existence infused with unrivaled psychic power. These blessedly rare
eternal liches are ancient, prime evils—timeless, vile, and unstoppable.
Appearing as ghostly vestiges of their mortal forms, these creatures could
be easily mistaken for more common undead were it not for the psychic
influence they emit at all times. Mysterious voices no one else can hear,
levitating objects, and constant inexplicable pain betray the presence of
an eternal lich.

LORE

A character can learn the following information about an eternal lich
with an Intelligence (Arcana) or Intelligence (History) ability check.

ETERNAL LICH LORE

DC INFORMATION

An eternal lich is the ultimate expression of undead
malevolence. It has no phylactery, instead possessing an
immortal spirit which can possess and devour the souls of
other creatures. Killing such a creature is nearly impossible,
and destroying it permanently has never been accomplished in
recorded history.
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Having forsaken its magic for raw psychic power, an eternal lich
can shred the minds of its enemies as easily as it crushes bodies

24 with telekinetic power. They can even “pilot” the bodies of their
victims, using their fleshy forms as disguises to better achieve
their nefarious goals.

Once killed, an eternal lich’s spirit will seek out a nearby
creature and possess it. It will quickly consume the victim’s soul,
reconstituting its essence at alarming speed. Only the sturdiest
creatures can survive this profane corruption for more than

a few hours. None know what happens if the eternal lich is
exorcised while in this state.

30

TACTICS

Lich lords are powerful leaders and great warriors. They care little for
dusty libraries and deep dungeons, preferring to crusade across the
world in search of greater power and new lands to dominate. If a lich
lord is lying low, it is because some foul machination is in the works that
is not ready to be unleashed. Only complete subjugation is enough to
satisfy a lich lord. Any resistance, disagreement, or dissention by those
a lich lord encounters guarantees a violent confrontation. The living
can survive under a lich lord’s care only if they capitulate utterly to its
demands, becoming a part of the creature’s dark empire. Every lich lord
has a domain over which it holds sway, filled with dark beings unfailingly

loyal or terrified into submission.

An eternal lich has little need for devious plots or schemes. It attacks with
overwhelming force, scattering its foes using its True Telekinesis action.
With its ability to concentrate on multiple effects simultaneously, the
lich can cast wall of force innumerable times to create a maze of impas-
sible barriers. From there, the lich can systematically dismantle its foes,
lowering their defenses with synaptic static, enslaving their minds with
dominate person, and manipulating their tactics with mass suggestion. Able
to pass through solid objects and fly, the lich will position itself optimally
when casting psychic scream. Stunned enemies are summarily subjected to

the lich’s disintegrate spell, ensuring they do not get back up.
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Remember the eternal lich is psionic, generating spells without the need
for any components. This can make combat with the lich incredibly con-
fusing, as many of the effects appear to generate from thin air or without
any effort on the lich’s part. Its Lifesense feature can detect the presence
of any living creature, preventing enemies from staying hidden or attack-
ing the lich with surprise. If facing serious foes, the lich will unleash its

Death Bomb before unleashing a fresh wave of disintegrate spells.

Easier Tactics — The lich will never use its Death Bomb or Power Over-
whelming and will refrain from scattering the party with its True Teleki-
nesis action. It will rapidly switch targets, having little concern for its own
health or sense of urgency. The lich will count on its Eternal Evil feature

to recover from any defeat, with a more devious plan for round two.

Harder Tactics — The lich will begin combat with a synaptic static and
psychic scream, using its first set of legendary actions on its Power Over-
whelming feature. Once it has gained these benefits, it will use its Death
Bomb feature on the next turn for catastrophic damage. It will then throw
the characters into the Death Bomb's effect with True Telekinesis, using
mass suggestion to prevent any allies from aiding beleaguered creatures. If
injured below half its hit point maximum, the lich will use negative energy

flood to heal itself at least once per round as a legendary action.

PLOT HOOKS

Ancient Terror. An ancient vault from a race of humanoids long thought
extinct has been opened, revealing the source of their downfall. Free to
ravage the world once more, an eternal lich starts things off with a bang
by slaughtering a nation and possessing the body of its king. If the lich
is to be stopped, heroes of the world must act soon and discover a means

to defeat the monstrosity.

Inheritance. A young princess has made a startingly recovery from a
deadly illness. Her parents were not so lucky, dying a few days later under
mysterious circumstances. The girl has seized control of the kingdom,
marshaling the once-peaceful realm toward war and silencing all opposi-
tion. In truth her soul has been consumed by an eternal lich who now

puppets the body of the princess in a sinister bid for power.

Plea Bargain. An eternal lich has been placed in protective custody by
a holy order, to the outrage of the world. Why such a noble force would
choose to aid the vile creature is unknown, but already the bounty on the
lich’s head has surpassed 1 million gp. Should the creature be slain, it
may escape and be free to sell its secrets to the highest bidder.

TREASURE

An eternal lich has little need for paltry trinkets or gold. Only the most
powerful of magical artifacts could improve the lethality of the already
formidable undead. Wherever it lairs, an eternal lich will keep at least one
of these artifacts, along with a wealth of research and knowledge that
surpasses any mortal scholar. Instead of their usual random properties,

these artifacts always have five major beneficial properties.
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ECOLOGY

An eternal lich has all the time in the world to accomplish its goals. Their
objectives are always far reaching, with each step of their master plans
determined centuries in advance. Their lairs are well hidden, affording
them access to a healthy number of vessels to possess and amount of
political influence to wield. Most creatures that work on behalf of an
eternal lich rarely know they are doing so. And that is just the way the
lich likes it. When operating in the open, the eternal lich is a fearsome
force of unbridled destruction. It is quick to enslave useful pawns and
dispose of worthless or disappointing minions. It is cold, emotionless,

and ruthlessly logical, a temperament mastered after millennia of evil.



ETERNAL LICH

Medium undead, chaotic evil

Armor Class 18
Hit Points 475 (38d8 + 304)
Speed 0 ft., 40 ft. (hover)

STR DEX CON INT WIS CHA
7(-2) 26(+8) 27 (+8) 30(+10) 29 (+9) 26 (+8)
Saving Throws Dex +17, Con +17,Int +19,Cha +17
Skills Arcana +19, Deception +17, History +28, Insight +18,
Perception +18, Persuasion +17, Stealth +17
Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing, and slashing from magical attacks
Damage Immunities cold, necrotic, poison; bludgeoning, piercing,
and slashing from nonmagical attacks
Condition Immunities charmed, exhaustion, frightened, grappled,
paralyzed, petrified, poisoned, prone restrained, stunned, unconscious
Senses darkvision 120 ft., Lifesense 300 ft. (see traits),
passive Perception 28
Languages telepathy 300 ft.
Challenge 30 (155,000 XP)

TRAITS

Eternal Evil. If destroyed by conventional means, the eternal lich is not truly
slain. Instead, a fragment of the eternal lich’s soul seeks out a living humanoid
creature within 10 miles of the site of the its destruction and attempts to
consume the humanoid’s soul, rejuvenating the eternal lich’s essence in the
process. If there are no eligible humanoids within range, the eternal lich’s soul is
utterly obliterated, and it cannot return to life by any known means.

If the eternal lich successfully possesses a humanoid, over the next 24 hours the
target must attempt on a DC 27 Constitution saving throw at the end of each
hour as it struggles to survive. If it fails three saving throws in this manner, the
creature dies. If a creature dies while affected by this feature, the eternal lich
consumes its soul and becomes active again, regaining all of its hit points. If
the creature manages to survive for the duration or if the eternal lich is expelled
from the target’s body during the possession attempt, the eternal lich is utterly
obliterated and cannot return to life by any known means.

When the eternal lich returns to life in this manner, it can choose to possess
the body of the target, becoming indistinguishable from the target when it was
alive (although close examination reveals that the target is dead). Doing so
grants the eternal lich a number of temporary hit points equal to the target’s
hit point maximum, and for as long as the eternal lich possesses the body it
retains the target’s Strength, Dexterity, and Constitution ability scores and
loses its immunity to conditions except the charmed, frightened, and poisoned
conditions. The temporary hit points gained from this feature cannot be
replaced with temporary hit points from another source, and the effect ends

if the eternal lich takes an action to end it or if its temporary hit points are
reduced to 0, causing the eternal lich to reappear in an unoccupied space within
5 feet of the body.

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

Innate Spellcasting (Psionics). The lich’s innate spellcasting ability is
Intelligence (spell save DC 27, +17 to hit with spell attacks). It can innately cast
the following spells, requiring no components, and it does not need to maintain
concentration to maintain their effects for the duration:
At will: dominate person, negative energy flood', synaptic static', wall of force
3/day each: disintegrate (8th level), d e monster, feeblemind,
mass suggestion, teleport

2/day each: psychic scream', weird

T This spell can be found in the official 5E supplement, XGE.

Lifesense. The eternal lich can detect and pinpoint the exact location of any
living creature within 300 feet of it.

Myl‘hic Resistance. When the eternal lich fails a saving throw, it can

expend one of its unspent legendary actions to succeed instead.

ACTIONS

Multiattack. The eternal lich casts two spells, one of which must be a spell

it can cast at will.

Death Bomb (1/Day). The eternal lich fires a ball of pure negative
energy at a point it can see within 1 mile. Each creature in a 30-foot-radius
cylinder that is 100 feet high centered on that point must attempta DC 27
Constitution saving throw, taking 100 points of necrotic damage on a failed
saving throw, or half as much on a success. A creature reduced to 0 hit points by
this effect dies. Additionally, a 100-foot-high ring of negative energy appears at
the impact point and expands outward from the affected area for 10 minutes,
moving 30 feet away from the edge of the cylinder at the start of each of the
eternal lich’s turns for the duration. A creature that comes into contact with the
wall for the first time in a round must attempt a DC 27 Constitution saving
throw, taking 100 points of necrotic damage on a failed saving throw, or half as

much on a success.

True Telekinesis. The eternal lich targets up to four creatures or objects it
is aware of within 300 feet of it. Each target must succeed on a DC 27 Strength
saving throw or be subjected to one of the following effects. If the eternal lich

is ever more than 300 feet away from a target affected by this feature, the effect
ends (when applicable).

Crush. The target takes 55 (10d10) bludgeoning damage.

Restrain. The target is moved up to 30 feet and restrained. A restrained
creature can be suspended in the air if the eternal lich desires and may attempt
a DC 27 Strength saving throw at the end of each of its turns to end the effect.
This feature cannot affect creatures or objects weighing more than 100,000
pounds.

Shove. The eternal lich throws the target up to 120 feet in a direction of
its choice. If the target is a held object, the wielder must succeed on a DC 27
Strength saving throw or relinquish the object. This feature cannot affect
creatures or objects weighing more than 100,000 pounds.

LEGENDARY ACTIONS

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

Cast a Spell. The eternal lich casts a spell that it can cast at will.

Power Overwhelming (Costs 3 Actions). Until the end of
the eternal lich’s next turn, whenever it deals damage it instead deals double

damage.

Read Minds (Costs 2 Actions). The eternal lich reads the surface
thoughts of each creature with which it is able to be in telepathic contact. Until
the end of the eternal lich’s next turn, affected creatures have disadvantage on
attack rolls, saving throws, and ability checks against the eternal lich.

Telekinesis. The eternal lich takes its True Telekinesis action but can only
target a single object or creature.
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Hadala-Lafeda
(Fey of the Deep)

ar beneath the surface of the ocean where the sun has never shone

lurk the hadala-lafeda. These cunning and mysterious fey prey upon
humanoids, using fearsome magic to drag countless sailors to a watery
grave. More than a few tales of sea monsters and haunted waters can
be attributed to the hadala-lafeda, who strike without warning. Alien
nightmares that shatter the resolve of the most stalwart paladin, these
fey bring bizarre and frightening power to bear against the surface world.
Their civilizations are ancient, with a culture and language obscured from
all recorded history. From their sunken cities the hadala-lafeda embark
on great fishing expeditions, catching surface-dwellers by the hundreds.
Those who wish for rescue best abandon hope, for only the most powerful
and daring can return from the mystical oceanic depths the fey call home.

=4 S

BEHIND THE CURTAIN -
MAGIC AND DEEP-SEA COMBAT

None of the hadala-lafeda’s abilities are magical. This means

they function in an antimagic field and cannot be countered

or dispelled. Dealing with the ocean depths without magic

is already a formidable challenge—coupling it with deadly
monsters is blatantly unfair. But if you warn your players up
front about the dangers and present it as an optional challenge,
a group of hadala-lafeda in a deep-sea antimagic field can be an
incredibly satisfying puzzle for your players to solve. Just make

sure you give them a suitable reward for their efforts.

\ 7
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TALIEN'S NOTES

I hold it to be true that if we were meant to explore the

ocean’s depths, we'd have gills. Since last I checked, we do
not. I consider it a matter of course to remain on dry land,
well away from the many terrors that lurk below the thunders
of the upper deep. But those terrors make their influence
known upon the surface world at times, and it falls to scholars
like myself to catalogue their abilities so we might be better
prepared. Of these threats, the Hadala-Lafeda are paramount.
An organized society of fey dwells in the darkest ocean pits,
capable of manipulating water and minds with equal skill. I
count this race of vicious fey as another fantastic reason why
the ocean cannot be trusted.

\ 7
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HADALA-LOPHI

The predominant females of hadala-lafeda society, hadala-lophi (often
called lophi) are swift swimmers with a gift for illusion and enchantment.
Appearing as a frightful combination of mermaid and anglerfish, a lophi’s
body glows with an eerie bioluminescence. As the master manipulators
of the hadala-lafeda, these creatures “fish” upon the surface of the water
with their hypnotic lures. Entire crews have dived overboard in pursuit of
a lophi’s alluring light, never to be seen or heard from again. Each lophi
is a master manipulator and cunning strategist. What they cannot take,
they will swindle others for, weaving a complex web of deceptions that
rarely becomes unraveled. Their voices are surprisingly pleasant despite
their fearsome appearance, echoing with deep tones that travel great

distances underwater.

LORE

A character can learn the following information about a hadala-lophi
with an Intelligence (History) or Intelligence (Nature) ability check.

HADALA-LOPHI LORE

DC INFORMATION

Deep in the ocean lurk the hadala-lafeda, a race of ancient fey
that have been shrouded in mystery for millennia. The hadala-

15 lophi are the females of the species and can enchant their
victims and compel them to swim so deep they never see the
surface again.

A hadala-lophi has two primary means of attack: it can conjure
a ball of light that charms nearby creatures unless they avert

20 their eyes, and it can manipulate water telekinetically to batter,
restrain, and constrict its prey. The hadala-lophi is capable of
delivering painful bites, but that is a last resort.

Creatures bitten and grappled by hadala-lophi can’t breathe
underwater by any known means. Furthermore, the hydrokinesis
ability of the hadala-lophi can literally force the air out of a
creature’s lungs, making the best swimmer desperate for another
breath. The hadala-lophi are not particularly hardy and are
vulnerable to magical effects that require strong fortitude to endure.

25

TACTICS

Spend a hadala-lophi’s first turn using Lure of the Depths to conjure its
hypnotizing light in a nearby space. After that, use Hydrokinesis while

maintaining a safe distance from melee combatants. Creatures that



The Hadala~L afeda

Hao[aja—]afec[a exhiLiJr unusua“y Pron,ounceo[ sexuaf o[imorpkism, Par{'icujarﬁy fora wcey species. Il( is un,cerjrain
wke{'her onse o[is{'inchons o[evejopec{ as a resu“' of Hteir jon,g sjray on, Hne majreriaj PJane, orif Hwey were a
Je]i]DerJ(e choice made jro Le“rer ao[aPlr Huem for jife in er o[eep oceans. Tke kao[aja—jop’wi, aname rouguy jraken
from Sijan and meaning “female Jeep dweller,” are ao[epj( enchantresses. Tkey Projec{' a source of Lypno{izing
Jigwr w’wic‘t Jures ”»e unwary in('o “Leir o[omain, o[rawing Htem o[eeper and Jeeper unhj Hwey drown ermsejves. In
H'\is way, er ’mao[a]a—jof;’wi acquire food and resources for erir Peoyje, makin,g Hwem grim angjers ofa sorjr.

- Takien Vos Karven
Classifications Controller
Favors: Barbarians, Charmed (Protection from), Druids, S('reng{'h (Higk), Wizards

Foils: Constitubion (Low), MoLiJier (Hig'w), Monks, Rangers, Rogues
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are charmed by Lure of the Depths suffer additional damage when hit
by the lophi’s allies, so keep the lophi alive as long as possible to keep
the damage piling up. Don'’t forget that the lophi’s Bioluminescence
trait imposes disadvantage on attack rolls against it made by creatures
within 30 feet.

Only use the lophi’s Bite attack in dire circumstances or if you have an
isolated and weak character. Those with low Strength and Dexterity scores
will struggle to escape from the lophi’s grapple, and the lophi prevents
grappled characters from breathing underwater by any means. This can
take an isolated character from in trouble to dead in short order.

Easier Tactics — Delay use of Lure of the Depths for a few rounds, and try
to position it so it won't hit the entire party. The less you use this ability,
the easier the fight will be. You can also prefer Bite over Hydrokinesis, as
it does less damage on average and can only affect a single target.

HADALA-LOPHI

Medium fey, neutral evil

Harder Tactics — Start the encounter with Lure of the Depths already
active, drawing the party into a fight by moving it closer to them or having
it lie in wait around a corner. After the party engages, use Hydrokinesis
on every turn, focusing on reducing the duration a creature can hold its
breath. If you use this ability on characters with a low Constitution score,
they’ll soon start to drown. Against parties that have water breathing
or similar abilities, instead use Hydrokinesis to impose the restrained

condition, making such creatures easy prey for the hadala-lophi’s allies.

PLOT HOOKS

Gone Fishing. An entire fishing village has been vacated in the span of a
single night. Footprints of what must have been a dozen families lead down
to the water, with no sign of violence or resistance to be found. Only a few
guard dogs remain as witnesses, distraught over the fate of their masters.

Armor Class 16 (coral armor)
Hit Points 135 (18d8 + 54)
Speed 10 ft., swim 40 ft.

STR DEX CON INT
22(+6) 10(+0) 17(+3) 16(+3)

Saving Throws Dex +4, Int +7, Wis +8

Skills Athletics +10, History +12, Perception +38,

Persuasion +15, Stealth +8

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical attacks

Condition Immunities charmed

Senses darkvision 300 ft., passive Perception 18
Languages Hadali, Sylvan

Challenge 12 (8,400 XP)

WIS
19 (+4)

CHA
24 (+7)

TRAITS

Bioluminescence. The lophi emits a disorienting and sparkling
light from its body. While emitting this light the lophi sheds

dim light for 30 feet, and creatures that can see the lophi have
disadvantage on attack rolls against it. The lophi can choose to
emit or suppress this light as a bonus action on each of its turns.

Deep Sea Dweller. The lophi is immune to the harmful effects
of pressure at extreme depths and can breathe only underwater.
Additionally, darkness of any kind (including magical darkness)
does not impede a lophi’s vision.

Sudden and Inevitable Betrayal. Attacks against creatures
charmed by the lophi have advantage and deal an additional 18
(4d8) psychic damage on a hit.

ACTIONS

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 19 (2d12 + 6) piercing damage and the target is grappled (escape
DC 18). A creature grappled in this manner cannot breathe underwater.
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Hydrokinesis. The lophi can use her thoughts to manipulate
water within 60 feet of it. When the lophi takes this action, each
creature of the lophi’s choice in the area must succeed ona DC 19
Strength saving throw or take 22 (4d10) bludgeoning damage, or
half as much on a success.

Additionally, when a creature fails the saving throw against this
effect, the lophi can cause one of the following effects:

e The creature is restrained until the start of the lophi’s next turn.

e The creature is moved up to 30 feet in a direction of the lophi’s
choice.

o If the creature is holding its breath, it reduces the amount of
time it can hold its breath by 1 minute.

e If the creature is suffocating, it fails a death saving throw.

e A creature not in contact with a body of water is immune to the
effects of this action.

Lure of the Depths. The lophi creates a 1-foot-diameter sphere
of hypnotizing light in an unoccupied space it can see. The light
emits bright light to a distance of 30 feet and dim light 30 feet
beyond that. Creatures of the lophi’s choice that can see the light
and start their turn within 60 feet of it must succeed ona DC 19
Wisdom saving throw or become charmed. A creature so charmed
must spend all of its movement on each of its turns to move toward
the light, and uses its action to dash toward the light if it ends its
movement more than 5 feet from it. If the creature ends its turn
and cannot see the light, the effect ends.

Unless a creature is surprised, at the start of each of its turns it can
close its eyes to avoid the saving throw. If the creature does so, it
becomes blinded until the start of its next turn. If the creature sees
the light in the meantime, it must immediately make the saving
throw.

As an action, the lophi can move the light up to 60 feet. The light
lasts for 1 hour, until the lophi creates another light, or until the
lophi dismisses it as an action.



Gold Rush. A legendary pirate washes up on the beaches of a prosperous
port city, raving about “ghost lights” and “teeth of the deep” that took her
crew and sunk her vessel. The ship was carrying considerable wealth, and
many captains depart to its last known location looking to loot a small
fortune, with little thought to what sunk it in the first place.

Grisly Tribute. A tribe of sea elves sacrifices its elderly population to a
nearby colony of hadala-lophi, which are running a grim protection
racket. The practice has carried on so long it has become a part of the
elves’ culture, where the lophi are revered as avatars of a cruel sea god.

TREASURE

Lophi collect an impressive amount of loot from their catches. While
they understand the value of treasure, the creatures have little use for
surface-world coinage and heavy metals. Such materials are typically
smelted down and reformed into bizarre totems of alien artistry. Every
time a lophi makes a successful catch, a pearl is faceted onto the totem’s
surface. These items are prized by powerful evil creatures, symbolizing
supernatural evil prevailing over pathetic mortals. A typical totem is
worth at least 10,000 gp in rare materials, but five times that to any evil
creature with a sophisticated taste in art.

ECOLOGY

Thriving in an environment inhospitable to most forms of life, the
hadala-lophi are creatures of darkness that embrace a nomadic lifestyle.
Lophi venture out of their deep cities on frequent expeditions, traveling
to to the surface only at night. These fey look for signs of humanoid
activity the way a fisherman would scout a good fishing spot, mapping
out shipping lanes and other avenues of frequent activity while waiting
for the precise moment to strike so as to leave no witnesses. The most
skilled lophi who bring in the largest catches are honored above all others
with the title of “master angler.” While not in search of prey, lophi engage
in storytelling and singing, reveling in the spoils of recent victories. In
the rare cases a lophi lowers herself to speak to a surface dweller, she is
condescending and bestial. Respect and good manners are due only to
the most powerful fey and others of its kind.

/ N\
New Language: Hadali

The hadala-lafeda have fashioned a bizarre language of clicks and
growls similar to the sounds made by whales and dolphins, called
Hadali. This helps disguise their communication as the sounds of

sea life, and when “shouted,” words spoken in Hadali can be heard
underwater up to 10 miles away. This language cannot be spoken above
water and is notoriously difficult for humanoids to master, typically

requiring tutelage by a hadala-lafeda and many years of practice.

HADALA-LEVINOSS

The massive males of the hadala-lafeda, levinoss are mighty leviathans
with cruel and brutal cunning. With the upper body of a clawed, biolu-
minescent orca whale and the lower body of an octopus, a levinoss is an
abominable nightmare befitting of its habitat. They are fast swimmers
despite their bulk and, in addition to their martial prowess, can generate
crushing maelstroms that drag creatures down deeper and deeper until
they are lost in the darkness. Each levinoss bears innumerable battle
scars earned from a lifetime of conflict, and they serve on the front lines
against any serious threat to the hadala-lafeda. Their war cries echo
throughout the deep, a clear warning to any who dare come near the
sunken cities of the these fey.

LORE

A character can learn the following information about a hadala-levinoss
with an Intelligence (History) or Intelligence (Nature) ability check.

HADALA-LEVINOSS LORE

DC INFORMATION

Hadala-levinoss are male deep-sea fey that guard their cities and
16 dwellings on the ocean floor. They are relentlessly aggressive,
brutalizing all who trespass in the domain of the hadala-lafeda.

These swift-swimming brutes deal tremendous damage with
their teeth and claws, and they can grapple creatures with twin

21 tentacles that choke the air out of their victim’s lungs. Their
bioluminescence makes them difficult to attack directly, confusing
and disorienting attackers that depend on sight.

The hadala-levinoss can create torrential whirlpools around
themselves. Once created, this whirlpool traps creatures within it
27 and can drag them down, deep into the ocean. While the hadala-
levinoss is physically powerful, its mind is vulnerable to attacks, and
magic that targets those of weak wills proves supremely effective.

TACTICS

The levinoss has simple tactics but nuanced abilities. Don’t forget the ef-
fects of its Crushing Grappler trait, which can inhibit water breathing and
spellcasting, as well as its Large and In Charge trait, granting advantage

on almost all attack rolls and ability checks against a typical party.

Unless the hadala-levinoss is lying in wait, it should start any fight
with its Bioluminescence active. Start by using by using its two Tentacle
attacks on physically weak characters. With an Intelligence of 12, the
levinoss knows the difference between an agile monk and a vulnerable
wizard and will target the latter. The levinoss can only Bite targets that
are grappled, while its Claw attack is best used to fend off those who try
to help grappled companions. If the levinoss is reduced to fewer than half
of its hit point maximum, it uses Whirlpool to attempt to split the party
by dragging some of them down to the ocean floor. It continues moving
downward until it hits the bottom of whatever area it is in, after which it

resumes attacking.
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The HadaJa—Levinoss
Jou don’t want fo see a hadala—Jevinoss coming Loward You. That

wou]o[ mean, einer you’ve sl(umer[ into one of Hteir cijries ano{ are
aboul to meet a swift demise, or the hadaa-Jafeda are mobilizing
for war anc[ you’re encounlcering Hte'rr fronjr Jine. Tkose are ]JOHL
poor si{'ua{’ions l'o Le in. Haw{a!a—jevinoss are capa]a]e of o[ragging
dozens of vicldms inj(o H»e ocean’s a]oyss, ano[ H»eir aw sjrreng%
makes Jrkem o[evasl(aldng WarTiors. Tl\eir onjy weakness is Prio[e.
T’wey fear no{'king, and for gooo[ reason. ‘Perhays you can use that
againsl' them, bub T wouldr’t bet agains{' the Jevinoss.

— Talien Vos Karven

Classificakion: Brute

Favors: Bards, Druids, Dexjreril'y (H]ra,w),
Movement mrgej(ing), Wisdom (Hig ), Sorcerers

Foils: Clerics, Dexj(eﬂjj (Low), Hit Poink (Low), Faladins,
Sl(ren.gHL (Low), Wizards

HADALA-LEVINOSS

Gargantuan fey, neutral evil

Easier Tactics — Use the levinoss’s Tentacle attacks on heavily
armored and durable characters instead of targeting those that
are weak and slow. You should also avoid using Whirlpool, as that
ability can devastate an unprepared party.

Harder Tactics — Start the fight with the levinoss in hiding
with Bioluminescence deactivated. Once the fight begins, use
Whirlpool and move downward 60 feet, trying to split the party
immediately. Keep Bioluminescence inactive so the levinoss dis-
appears into the darkness with its captives. If the party gets more
than 120 feet away, you can end Whitlpool and start attacking.

PLOT HOOKS

Washed Up. A hadala-levinoss has become trapped in a bay and
is rampaging throughout the shallows in frustration. Fishermen
are unable to make a living, and tourists wisely avoid the bay’s
pristine beaches. The locals don't care if the levinoss is freed or
slain, just as long as the horrifying creature is no longer their
problem.

Armor Class 20 (coral armor)
Hit Points 261 (18420 + 72)
Speed 5 ft., swim 60 ft.

STR
28 (+9)

DEX
6(-2)

CON
19 (+4)

INT
12 (+1)

WIS
8(-1)

CHA
6(2)

Saving Throws Str +14, Con +9, Cha +3

Skills Athletics +14, Intimidation +8, Stealth +8

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical attacks

Condition Immunities charmed, frightened

Senses darkvision 300 ft., passive Perception 9
Languages Hadali, Sylvan

Challenge 14 (11,500 XP)

TRAITS

Bioluminescence. The levinoss emits a disorienting and
sparkling light from its body. While emitting this light the levinoss
sheds dim light for 120 feet and creatures that can see the levinoss

have disadvantage on attack rolls against it. The levinoss can choose
to emit or suppress this light as a bonus action on each of its turns.

Crushing Grappler. A creature grappled by the levinoss cannot
speak or breathe. When a creature is grappled by the levinoss,

the creature may use its reaction to begin holding its breath,
immediately beginning to suffocate otherwise.

Deep Sea Dweller. The levinoss is immune to the harmful
effects of pressure at extreme depths and can breathe only
underwater. Additionally, darkness of any kind (including magical
darkness) does not impede a levinoss’s vision.
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Large and In Charge. The levinoss has advantage on

attack rolls and ability checks against creatures smaller than it.
Additionally, on each of its turns, the levinoss can spend half its
movement to deal 20 bludgeoning damage to an object or structure
within 5 feet of it.

ACTIONS

Multiattack. The levinoss makes four attacks: one with its Bite,
one with its Claw, and two with its Tentacle.

Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., one grappled
target. Hit: 48 (6d12 + 9) piercing damage.

Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 22 (3d8 + 9) slashing damage.

Tentacle. Melee Weapon Attack: +14 to hit, reach 30 ft., one
target. Hit: 14 (1d10 + 9) bludgeoning damage. If the targetis a
Large or smaller creature, it is grappled (escape DC 22).

Whirlpool. If the levinoss is underwater, it may spin in place

to generate a massive whirlpool in a 60-foot radius centered on

it for 1 minute, which becomes difficult terrain. Everything in the
area must succeed on a DC 22 Strength saving throw or rake 33
(6d10) bludgeoning damage and be restrained by the switling
water. While the whirlpool is in effect, the levinoss must take its
action on each of its turns to