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Large giant, chaotic evil 
Armor Class 11 (natural armor) 
Hit Points 52 (7d10 + 14) 
Speed 40 ft. 
 
STR 19 (+4) DEX 8 (-1) CON 15 (+2) INT 5 (-3) WIS 7 (-2) CHA 7 (-2)     

 
Senses Darkvision 60 ft., Passive Perception 8 
Languages Common, Giant 
Challenge 2 (450 XP) 

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

Regeneration. The troll regains 2 hit points at the start of its turn. If the troll takes acid or fire damage, this trait 
doesn't function at the start of the troll's next turn. The troll dies only if it starts its turn with 0 hit points and 
doesn't regenerate. 

 

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

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 7 (1d6 + 4) piercing damage. 
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage. 

 

Tiny elemental, neutral 
Armor Class 12 
Hit Points 3 (1d6) 
Speed 30 ft., climb 30 ft. 
 
STR 12 (+1) DEX 14 (+2) CON 11 (+0) INT 10 (+0) WIS 10 (+0) CHA 10 (+0)      

 
Damage vulnerabilities cold 
Damage Immunities fire 
Senses darkvision 60 ft. 
Languages soot speak 
Challenge 0 (10 XP) 



 

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

 

Multiattack. The fire spirit makes two touch attacks. 

Punch. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 3 (1d4 + 1) bludgeoning damage. 
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Tiny monstrosity (shapechanger), neutral 

Armor Class 12 (Natural Armor) 
Hit Points 3 (1d4+1) 
Speed 10 ft. 
 
STR 2 (-4) DEX 14 (+2) CON 12 (+1) INT 4 (-3) WIS 10 (+0) CHA 2 (-4)       

 
Skills +3 Stealth 
Damage Immunities Acid 
Condition Immunities Prone 
Senses Darkvision 60 ft., Passive Perception 10 
Languages understands Common but cannot speak it  

 

Adhesive (Object Form Only). The mimic adheres to any creature that it touches. A creature adhered to by the 
mimic is also grappled by it (escape DC 6); though if the creature is Small or larger, this grapple does not reduce its 
movement speed and when the creature moves, the mimic moves with it.  Ability checks made to escape this 
grapple have disadvantage. 

Damage Transfer (Object Form Only). While it is grappling a creature, the mimic takes only half the damage dealt 
to it, and the creature grappled by the mimic takes the other half. 

False Appearance (Object Form Only). While the mimic remains motionless, it is indistinguishable from an ordinary 
object.  A creature within 10 feet of it can discern its true nature with a successful DC 12 Intelligence 
(Investigation) check. 

Interdimensional Space. The mimic can hold as much as a regular backpack regardless of the shape it takes, 
though it must transform into a backpack in order to retrieve items. 

Shapechanger. The mimic can use its action to polymorph into an inanimate object (like a small crate, pouch, coin 
etc.) or back into its true, amorphous form. Its statistics are the same in each form. Any equipment it is wearing or 
carrying isn't transformed. It reverts to its true form if it dies. 

 

Toothless Maw. When a creature touches the mimic without patting it first, the baby mimic bites the creature (1 

piercing damage). For 1d4 rounds the baby mimic stays attached to the creature and imposes disadvantage on all 

attack rolls. A creature, including the target, can use its action to detach the mimic. 
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Medium fey, chaotic neutral 
 

Armor Class 14 (leather armor) 

Hit Points 75 (10d8 + 20) 

Speed 40 ft. 
 

STR 14 (+2) DEX 16 (+3) CON 14 (+2) INT 12 (+1) WIS 10 (+0) CHA 14 (+2)    
 

Skills Perception +2, Performance +6, Stealth +5 

Senses passive Perception 12 

Languages Common, Elvish, Sylvan 

Challenge 1 (200 XP) 

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

Ram. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 7 (2d4 + 2) bludgeoning damage. 
The target must succeed on a DC 12 Strength saving throw or be knocked prone. 
Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft. one target. Hit: 6 (1d6 + 3) piercing damage. 



Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320 ft., one target. Hit: 6 (1d6 + 3) piercing 
damage. 
 

Tiny fey, neutral good 
 

Armor Class 15 (leather armor) 

Hit Points 22 (5d4 + 10) 

Speed 10 ft., fly 40 ft. 
 

STR 8 (-1) DEX18 (+4)  CON 14 (+2) INT 14 (+2) WIS  13 (+1) CHA 11 (+0)   
 

Skills Perception +3, Stealth +8 

Senses passive Perception 13 

Languages Common, Elvish, Sylvan 

Challenge ½ (100 XP) 
 

 

Longsword. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 1 (1d4 - 1) slashing damage. 
Shortbow. Ranged Weapon Attack: +6 to hit, range 40/160 ft., one target. Hit: 6 (1d4 + 4) piercing 
damage, and the target must succeed on a DC 13 Constitution saving throw or become poisoned for 
1 minute. If its saving throw result is 7 or lower, the poisoned target falls unconscious for the same 
duration, or until it takes damage or another creature uses an action to shake it awake. 
Heart Sight. The sprite touches a creature and magically knows the creature’s current emotional 
state. If the target fails a DC 10 Charisma saving throw, the sprite also knows the creature’s 
alignment. Celestials, fiends, and undead automatically fail the saving throw. 
Invisibility. The sprite magically turns invisible until it attacks or casts a spell, or until its 
concentration ends (as if concentrating on a spell). Any equipment the sprite wears or carries is 
invisible with it. 

Medium fey, chaotic neutral 
 
Armor Class 22 (leather armor) 

Hit Points 225 (30d8 + 90) 

Speed 40 ft. 
 
STR 14 (+2) DEX 18 (+4) CON 16 (+3)  INT 12 (+1) WIS 14 (+2) CHA 24 (+7) 
     

Saving Throws Dex +11, Con +10, Wis +9, Cha +14 

Skills Arcana +8, Deception +14, History +8, Insight +9, Nature +8, Perception +9, Performance +21, 
Persuasion +21, Stealth +10 

Damage Resistances radiant, necrotic 

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

Condition Immunities blinded, charmed, frightened, petrified, poisoned, stunned 

Senses passive Perception 19 



Languages can speak and understand all languages 

Challenge 23 (50,000 XP) 
 
Bewitching Whispers. Hyrsam can cast compulsion once per long rest without using one of his spell 
slots. 
 

Fey Sight. Hyrsam can see the true form of any shapechanger or creature concealed by illusion or 
transmutation magic while the creature is within 30 feet of him and within line of sight. 
 

Legendary Resistance (3/day). If Hyrsam fails a saving throw, he can choose to succeed instead. 
 

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

Musical Defense. Hyrsam adds his Charisma modifier to his AC (already included in stat block). 
 

The Dance of Battle. Hyrsam can make one eEldritch bBlast attack after casting a spell of 5th level 
or lower. 
 

The Soul of Music. Hyrsam cannot be killed unless he has the deafened condition when his hit 
points fall to 0. Otherwise, his body disappears in a puff of smoke, leaving behind the faint tinkling 
of bells. All of his equipment disappears with him, and he reappears in a different area of the 
Feywild at the next dusk. 
 

Spellcasting. Hyrsam is a 20th-level spellcaster. His spellcasting ability is Charisma (spell save DC 
22, +14 to hit with spell attacks). He knows the following spells, and needs no material components: 
 

Cantrips (at will): dancing lights, eldritch blast, mage hand, minor illusion, vicious mockery 

1st level (4 slots): bane, charm person, cure wounds, disguise self, dissonant whispers, faerie fire, 
feather fall, hellish rebuke, heroism, silent image, sleep, Tasha’s hideous laughter 

2nd level (3 slots): animal messenger, calm emotions, crown of madness, enhance ability, enthral, hold 
person, invisibility, lesser restoration, phantasmal force, shatter, silence, suggestion 

3rd level (3 slots): bestow curse, dispel magic, fear, hypnotic pattern, major image, plant growth, 
stinking cloud 

4th level (3 slots): compulsion, confusion, greater invisibility, hallucinatory terrain, polymorph 

5th level (3 slots): animate objects, awaken, dominate person, dream, geas, legend lore, mass cure 
wounds, mislead, modify memory, seeming 

6th level (2 slots): mass suggestion, Otto’s irresistible dance, programmed illusion, true seeing 

7th level (2 slots): etherealness, mirage arcane, project image, regenerate 

8th level (1 slot): dominate monster, mind blank 

9th level (1 slot): foresight, true polymorph, wish 
 

 

Multiattack. Hyrsam makes six attacks; five eldritch blasts and one ram attack. 
Eldritch Blast. Ranged Weapon Attack: +14 to hit, range 300 ft., one target. Hit: 123 (1d10 + 7) force 
damage. 
Ram. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 18 (4d8 + 9) bludgeoning damage. 
The target must succeed on a DC 17 Strength saving throw or be thrown 10 ft. back, landing prone. 
If the target’s movement is obstructed, they take an additional 14 (4d6) bludgeoning damage. 



Hyrsam’s Fiddle. Hyrsam plays his fiddle and chooses one of the following magical effects: a 
charming melody, a frightening strain, or a gentle lullaby. Any creature within 300 feet of Hyrsam 
that can hear his fiddle must succeed on a DC 22 Wisdom saving throw or be affected as described 
below. Satyrs and creatures that can’t be charmed are unaffected. 
 Charming Melody. The creature is charmed by Hyrsam for 1 minute. If Hyrsam or any of its 
companions harm the creature, the effect on it ends immediately. 
 Frightening Strain. The creature is frightened for 1 minute. 
 Gentle Lullaby. The creature falls asleep and is unconscious for 1 minute. The effect ends if 
the creature takes damage or if someone takes an action to shake the creature awake. 
 An affected creature can repeat their saving throw at the end of each of its turns, ending the 
effect on itself on a success. If a creature’s saving throw is successful or the effect ends for it, the 
creature is immune to Hyrsam’s fiddle for the next 24 hours. 

Medium humanoid (gith), chaotic neutral 
 

Armor Class 18 (plate) 

Hit Points 91 (14d8 + 28) 

Speed 30 ft. 
 

STR 16 (+3) DEX 14 (+2) CON 15 (+2)  INT 14 (+2) WIS 14 (+2) CHA 16 (+3) 
     

Saving Throws Con +5, Int +5, Wis +5 

Senses passive Perception 12 

Languages Common, Gith, Sylvan 

Challenge 8 (3,900 XP) 
 

Innate Spellcasting (Psionics). Uewer’s innate spellcasting ability is Charisma (spell save DC 14, 
+6 to hit with spell attacks). He can innately cast the following spells, requiring no components: 
 

At will: eldritch blast, mage hand (the hand is invisible) 

3/day each: jump, misty step, nondetection (self only), tongues 

1/day each: plane shift, telekinesis 
 

 

Multiattack. Uewer makes two silver greatsword attacks and one eldritch blast attack, or three 
eldritch blast attacks. 
Silver Greatsword. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13 (2d6 + 6) slashing 
damage plus 10 (3d6) psychic damage. This is a magic weapon attack. On a critical hit against a 
target in an astral body (as with the astral projection spell), Uewer can cut the silvery cord that 
tethers the target to its material body, instead of dealing damage. 
Eldritch Blast. Ranged Spell Attack: +6 to hit, reach 60 ft., one target. Hit: 8 (1d10 + 3) force 
damage. 



Medium fey, chaotic neutral 
 
Armor Class 17 (+1 breastplate) 

Hit Points 170 (20d10 + 60) 

Speed 35 ft. 
 
STR 14 (+2) DEX 22 (+6) CON 16 (+3)  INT 13 (+1) WIS 15 (+2) CHA 20 (+5) 
  

Saving Throws Dex +10, Wis +6, Cha +9 

Skills Arcana +5, Deception +9, History +5, Perception +6, Persuasion +9 

Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks not made with 
silver 

Condition Immunities charmed, frightened 

Senses darkvision 60 ft., passive perception 16 

Languages Common, Sylvan, Elven 

Challenge 11 (7,200 XP) 
 

Arcane Surge. Twice per short rest, Vinethra can take an additional action on her turn. When she 
does, she may instantly teleport 30 ft. to an unoccupied space she can see. She can do this before or 
after taking her action. In addition, she must use her additional action to cast a spell. 
 

Beast Speech. Vinethra can cast speak with animals at will without expending a spell slot. 
 

Dreadful Word. Vinethra can cast confusion once per long rest without using one of her spell slots. 
 

Fey Native. Vinethra has advantage on all saving throws against magic. 
 

Fey Sight. Vinethra can see the true form of any shapechanger or creature concealed by illusion or 
transmutation magic while the creature is within 30 feet of her and within line of sight. 
 

Improved War Magic. When Vinethra uses her action to cast a spell, she may use her bonus action 
to make one melee attack with her rapier or shortsword. 
 

Legendary Resistance (3/day). If Vinethra fails a saving throw, she can choose to succeed instead. 
 

Mask of Many Faces. Vinethra can cast disguise self at will without expending a spell slot. 
 

Otherworldly Leap. Vinethra can cast jump on herself at will without expending a spell slot or 
material components. 
 

Shifting Seasons. At the end of each short or long rest, Vinethra aligns herself with the magic of one 
of the four seasons. Doing so allows her to cast a certain cantrip, as shown in the Shifting Seasons 
Cantrips table. When she aligns herself with a season’s magic, she loses the cantrip associated with 
the previous season and gains the cantrip associated with the new season. Her spellcasting ability 
for these cantrips is Charisma. 
 Shifting Seasons Cantrips 

 Season Cantrip 

 Autumn Friends 



 Winter  Chill touch 

 Spring  Minor illusion 

 Summer Fire bolt 
 

Spellcasting. Vinethra is a 20th-level spellcaster. Her spellcasting ability is Charisma (spell save DC 
17, +9 to hit with spell attacks). She has the following spells prepared: 
 

Cantrips (at will): eldritch blast, minor illusion, prestidigitation 

1st level (4 slots): armor of agathys, charm person, faerie fire, hellish rebuke, sleep 

2nd level (3 slots): calm emotions, enthrall, invisibility, mirror image, misty step, phantasmal force, 
suggestion 

3rd level (3 slots): counterspell, dispel magic, fear, major image 

4th level (1 slot): hallucinatory terrain 
 

 

Multiattack. Vinethra makes three attacks when she takes the Attack action; two with her rapier, 
and one with her shortsword. 
+1 Rapier. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 12 (1d8 + 7) piercing 
damage plus 5 necrotic damage. 
+1 Shortsword. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 11 (1d6 + 7) piercing 
damage plus 5 necrotic damage. 
Eldritch Blast. Ranged Weapon Attack: +9 to hit, reach 60 ft., up to four targets, four beams 
(separate attack rolls for each). Hit: 10 (1d10 + 5) force damage. 
Fey Presence. Each creature in a 30 ft. cube originating from Vinethra must make a DC 17 Wisdom 
saving throw or be charmed or frightened by her (her choice) until the end of her next turn. Once 
she uses this ability, Vinethra must complete a short rest before she can use it again. 
Dark Delirium. One target within 60 ft. of Vinethra that she can see must succeed on a DC 17 
Wisdom saving throw. On a failed save, the target is charmed or frightened (Vinethra’s choice) for 1 
minute or until her concentration is broken (as if concentrating on a spell). The effect ends early if 
the target takes any damage. 
 While under this effect, the target thinks it is lost in a misty realm, the appearance of which 
Vinethra determines. The target can only see and hear itself, Vinethra, and the illusion. After using 
this ability, Vinethra must complete a short rest before she can use it again. 
 

 

Fey Step. As a bonus action, Vinethra can magically teleport up to 30 feet to an unoccupied space 
she can see. Once she uses this trait, she can’t do so again until she finishes a short or long rest. 
Second Wind. Once per short rest, Vinethra can use her bonus action to regain 25 (1d10 + 20) hit 
points. 
 

 

Beguiling Defenses. When Vinethra is targeted by a spell or ability that would charm her, she can 
use her reaction to attempt to turn the charm back on the caster. The caster must make a DC 17 
Wisdom saving throw. Since Vinethra is immune to the charmed condition, nothing happens on a 
success. On a failure, the caster is charmed by Vinethra for 1 minute or until the caster takes 
damage. 



Misty Escape. When Vinethra takes damage, she can use her reaction to turn invisible and teleport 
up to 60 ft. to an unoccupied space she can see. She remains invisible until the start of her next turn 
or until she attacks or casts a spell. After using this ability, Vinethra must complete a short rest 
before she can use it again. 
Parry. Vinethra adds 4 to her AC against one melee attack that would hit her. To do so, she must see 
the attacker and be wielding a melee weapon. 
 

 

 Charm of Animal Conjuring. This charm allows you to cast the conjure animals 

spell (3rd-level version) as an action. Once used three times, the charm vanishes 

from you.

 Charm of the Archfey. This charm has 3 charges. As an action, you may expend a 

charge to reroll a spell saving throw. This can be done after the first roll is made, but 

must be done before hearing the results.  

 Charm of Heroism. This charm allows you to give yourself the benefit of a potion of 

heroism as an action. Once you do so, the charm vanishes from you.

 Charm of Restoration. This charm has 6 charges. You can use an action to expend 

some of its charges to cast one of the following spells: greater restoration (4 

charges) or lesser restoration (2 charges). Once all its charges have been expended, 

the charm vanishes from you.

 Charm of Vitality. This charm allows you to give yourself the benefit of a potion of 

vitality as an action. Once you do so, the charm vanishes from you.
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Uses the statistics of an iron defender (Eberron: Rising from the Last War) with a burrow speed 
of 35. 
 

 

Uses the statistics of a medium sized homunculus servant (Eberron: Rising from the Last 
War) with a fly speed of 30 (hover) 
 

 

docent (Eberron: Rising from the Last War) 
Wondrous item, rare (requires attunement by a warforged) 
 
A docent is a small metal sphere, about 2 inches across, studded with dragonshards. To attune 
to a docent, you must embed the item somewhere on your body, such as your chest or your eye 
socket. 
 
Sentience. A docent is a sentient item of any alignment with an Intelligence of 16, a Wisdom of 
14, and a Charisma of 14. It perceives the world through your senses. It communicates 
telepathically with you and can speak, read, and understand any language it knows (see 
"Random Properties" below). 
Life Support. Whenever you end your turn with 0 hit points, the docent can make a Wisdom 
(Medicine) check with a +6 bonus. If this check succeeds, the docent stabilizes you. 
Random Properties. A docent has the following properties: 

 Languages. The docent knows Common, Giant, and 1d4 additional languages chosen 
by the DM. If a docent knows fewer than six languages, it can learn a new language 
after it hears or reads the language through your senses. 

 Skills. The docent has a +7 bonus to one of the following skills (roll a d4): (1) Arcana, (2) 
History, (3) Investigation, or (4) Nature. 



 Spells. The docent knows one of the following spells and can cast it at-will, requiring no 
components (roll a d6): (1–2) detect evil and good or (3–6) detect magic. The docent 
decides when to cast the spell. 

Personality. A docent is designed to advise and assist the warforged it's attached to. One of 
the simple functions of a docent is to serve as a translator. The docent's properties are under its 
control, and if you have a bad relationship with your docent, it might refuse to assist you. 
Source: Eberron: Rising from the Last War. Also found in Wayfinder’s Guide to Eberron. 

“  

Small construct, unaligned 
 
Armor Class 15 (natural armor)  
Hit Points 60 (8d6 + 32)  
Speed 25 ft., fly 25 ft. (hover) 
 
STR 10 (+0) DEX 15 (+2) CON 18 (+4) INT 3 (−4) WIS 10 (+0) CHA 6 (−2) 
 
Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks 
Damage Immunities fire 
Condition Immunities blinded, charmed, deafened, exhaustion, frightened, grappled, 
poisoned, prone 
Senses darkvision 60 ft., passive Perception 10  
Languages — 
Challenge 6 (2,300 XP) 
 
Amorphous. The living spell can move through a space as narrow as 1 inch wide without 
squeezing. 
 
Magic Resistance. The living spell has advantage on saving throws against spells and other 
magical effects. 
 

 

 
Multiattack. The living spell makes two Magical Strike attacks.  
Magical Strike. Melee Spell Attack: +7 to hit, reach 5 ft., one 
target. Hit: 21 (5d6 + 4) fire damage. 
Spell Mimicry (Recharge 5–6). The living spell chooses an unoccupied space within 150 feet 
and instantaneously transports there, arriving with an explosive burst of fire and glittering dust. 
Each creature within 10 feet of the explosion must make a DC 15 Dexterity saving throw, taking 
28 (8d6) fire damage on a failed save, or half as much damage on a successful one. 

In addition, a cloud of golden particles covers everyone and everything within the blast 
radius. This dust renders the invisible visible, and dust-covered creatures have disadvantage on 
Dexterity (Stealth) checks.  Creatures who failed their saving throw are blinded by the dust. 
These effects last for 1 minute or until the living spell’s concentration ends (as if concentrating 
on a spell). 
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Large beast, neutral evil 
Armor Class 15 (natural armor) 
Hit Points 82 (11d10 + 22) 
Speed 40 ft. 
 
STR 18 (+4) DEX 13 (+1) CON 15 (+2) INT 11 (+0) WIS 10 (+0) CHA 8 (-1) 
      

Saving Throws Str +6, Con +4 

Damage Resistances poison, necrotic 

Condition Immunities poisoned 

Senses darkvision 60 ft., passive Perception 10 

Languages can understand Common, Sylvan, and Druidic but can’t speak 

Challenge 4 (1,100 XP) 

Aggressive. As a bonus action, the hate-cursed beast can move up to its speed toward a hostile creature 
that it can see.  

Consuming Curse. If targeted by a spell such as remove curse, the hate-cursed beast takes 11 (2d10) 
radiant damage and has disadvantage on its next attack roll.  

Hate Burn. Whenever a creature is hit by the hate-cursed beast’s first attack each turn, the creature 
must make a DC 14 Constitution saving throw. On a failure, the creature is infected by the hate-curse 
(see appendix B). 



 

Multiattack. The hate-cursed beast makes two attacks.  

Gore. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 13 (2d8 + 4) slashing damage. 
 

Variant: Animals 

Depending on the creature listed in the adventure text, refer to the following list for additional features. 

The hate-cursed bear uses these additions: 

Armor Class. 17 

Multiattack. The hate-cursed bear makes three attacks. 

The hate-cursed boar uses these additions: 

Charge. If the hate-cursed boar moves at least 20 feet straight toward a target and then hits it with a 
gore attack on the same turn, the target takes an extra 7 (2d6) slashing damage. If the target is a 
creature, it must succeed on a DC 14 Strength saving throw or be knocked prone. 

The hate-cursed falcon uses these additions: 

Flight. 60 ft. flying speed. 

Flyby. The hate-cursed falcon doesn’t provoke an opportunity attack when it flies out of an enemy’s 
reach.  

The hate-cursed gorilla uses these additions: 

Bludgeoning. Gore deals bludgeoning damage instead of slashing damage. 
Rock. Ranged Weapon Attack: +6 to hit, range 50/100 ft., one target. Hit: 11 (2d6 + 4) bludgeoning 

damage. 

Garin Ronith uses the hobgoblin warlord stat block with these additions and modifications: 
Creature Type. Medium humanoid (half-elf), lawful neutral. 
Languages. Common, Elvish 

Fey Ancestry. Garin Ronith has advantage on saving throws against being charmed, and magic can’t put 
him to sleep. 
 

 

The mutated soldier uses the veteran stat block with these additions: 
Brute. A melee weapon deals one extra die of its damage when the mutated soldier hits with it.  

Consuming Curse. If targeted by a spell such as remove curse, the mutated soldier takes 11 (2d10) radiant damage 
and has disadvantage on its next attack roll.  
Hate Burn. Whenever a creature is hit by the mutated soldier’s first attack each turn, the creature must make a DC 

13 Constitution saving throw. On a failure, the creature is infected by the hate curse (see appendix B). 

 

Gargantuan beast, neutral evil 
Armor Class 15 (natural armor) 
Hit Points 188 (13d20 + 52) 
Speed 50 ft. 



 
STR 20 (+5) DEX  14 (+2) CON 18 (+4) INT 11 (+0) WIS 14 (+2) CHA 11 (+0) 
       

Saving Throws Str +8, Con +7, Wis +5 

Skills Perception +8 

Damage Resistances poison, necrotic 

Senses truesight 60 ft., passive Perception 18 

Languages Common, Sylvan, Druidic 

Challenge 8 (3,900 XP) 

Consuming Curse. If targeted by a spell such as remove curse, Fyrir takes 11 (2d10) radiant damage and 
has disadvantage on her next attack roll.  

Hate Burn. Whenever a creature is hit by Fyrir’s first attack each turn, the creature must make a DC 15 
Constitution saving throw. On a failure, the creature is infected by the hate curse (see appendix B). 

 

Multiattack. Fyrir makes three attacks: one with her bite and two with her claws. 

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 14 (2d8 + 5) piercing damage plus 5 
(1d10) necrotic damage. 

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 10 (1d10 + 5) slashing damage plus 4 
(1d8) necrotic damage. 

Heart of Ire (Recharge 6). Fyrir erupts with her concentrated hatred. Each creature within 30 feet of 
Fyrir must make a DC 15 Wisdom saving throw, taking 21 (3d10 + 5) necrotic damage on a failure, and 
half that on a success. 

 

Fyrir can take 3 legendary actions, choosing from the options below. Only one legendary action can be 
used at a time and only at the end of another creature’s turn. Fyrir regains spent legendary actions at 
the start of her turn. If a shadow of hate dies, Fyrir loses 1 legendary action. 

Bite. Fyrir makes one bite attack. 

Heart of Ire (Costs 3 Actions). Fyrir recharges her Heart of Ire and can use it.  
Vile Howl (Costs 1-3 Actions). Fyrir chooses up to three shadows of hate, which costs 1 legendary action 

per shadow of hate, to immediately use its reaction to make one weapon attack, with advantage on the 

attack roll. 

Medium humanoid (human), neutral good 

Armor Class 14 (hide armor) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft.  
 
STR 10 (+0) DEX 14 (+2) CON 15 (+2) INT 12 (+1)  WIS 18 (+4) CHA 10 (+0) 
     

Saving Throws Int +4, Wis +7 

Skills Animal Handling +7, Medicine +7, Nature +4 



Senses passive Perception 14 

Languages Common, Druidic 

Challenge 5 (1,800 XP) 
 

Nature’s Boon. Whenever Pim casts a beneficial spell on an ally, she also grants them 4 (1d8) temporary 
hit points.  

Speak with Beasts. Pim can communicate with beasts as if they shared a language. 

Spellcasting. Pim is a 7th-level spellcaster. Her spellcasting ability is Wisdom (spell save DC 15, +7 to hit 
with spell attacks). She has the following druid spells prepared: 

Cantrips (at will): druidcraft, resistance, shillelagh 

1st level (4 slots): cure wounds, entangle, fog cloud, healing word 

2nd level (3 slots): barkskin, beast sense, enhance ability, hold person 

3rd level (3 slots): plant growth, speak with plants 

4th level (1 slot): grasping vine 

Quarterstaff. Melee Weapon Attack: +3 to hit (+7 to hit with shillelagh), reach 5 ft., one target. Hit: 3 
(1d6) bludgeoning damage, or 8 (1d8 + 4) bludgeoning damage with shillelagh.  
 

 

Large monstrosity, chaotic evil 
Armor Class 13 (natural armor) 
Hit Points 82 (11d10 + 22) 
Speed 30 ft. 
 
STR 18 (+4) DEX  14 (+2) CON 14 (+2) INT 6 (-2) WIS 10 (+0) CHA 8 (-1) 
      

Damage Immunities poison, necrotic 

Condition Immunities poisoned 

Senses blindsight 60 ft., passive Perception 10 

Languages Common, Sylvan, Druidic 

Challenge 3 (700 XP) 

Hate Burn. Whenever a creature is hit by the shadow of hate, the creature must make a DC 14 
Constitution saving throw. On a failure, the creature is infected by the hate curse (see appendix B). 

Pure Hate. If targeted by a spell such as remove curse, the shadow of hate takes 11 (2d10) radiant 
damage and has disadvantage on attack rolls until the start of its next turn.  

 

Ravage. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing damage. 
Baleful Discharge (Recharge 5-6). The shadow of hate unleashes a wash of pure hate in a 15-foot cone. 

Each creature in that area must make a DC 14 Dexterity saving throw, taking 16 (3d10) necrotic damage 

on a failed save, or half as much damage on a successful one. 
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Tiny elemental, neutral 
 
Armor Class 15 
Hit Points 5 (2d4) 
Speed 20 ft., climb 20 ft., swim 20 ft. 
 
STR 1 (-5) DEX 20 (+5) CON 10 (+0) INT 14 (+2) WIS 16 (+3) CHA 16 (+3) 
 
Skills Acrobatics +7, Perception +7, Stealth +7 
Senses Blindsight 60 ft., Passive Perception 17 
Languages — 
Challenge 0 (10 XP) 
 
Evasion. When the chwinga is subjected to an effect that allows it to make a Dexterity saving 
throw to take only half damage, it instead takes no damage if it succeeds on the saving throw, 
and only half damage if it fails. 
 
Innate Spellcasting. The chwinga’s innate spellcasting ability is Wisdom. It can innately cast 
the following spells, requiring no material or verbal components: 
 
At will: druidcraft, guidance, pass without trace, resistance 
 



 

Magical Gift (1/Day). The chwinga targets a humanoid it can see within 5 feet of it. The target 
gains a supernatural charm of the DM’s choice. See chapter 7 of the Dungeon Master’s Guide 
for more information on supernatural charms. 
Natural Shelter. The chwinga magically takes shelter inside a rock, a living plant, or a natural 
source of fresh water in its space. The chwinga can’t be targeted by any attack, spell, or other 
effect while inside this shelter, and the shelter doesn’t impair the chwinga’s blindsight. The 
chwinga can use its action to emerge from a shelter. If its shelter is destroyed, the chwinga is 
forced out and appears in the shelter’s space, but is otherwise unharmed. 
 

 

Large celestial, neutral 
 

Armor Class 12 

Hit Points 67 (9d10 + 18) 
Speed 50 ft. 
 

STR 18 (+4) DEX 14 (+2) CON 15 (+2) INT 11 (+0) WIS 17 (+3) CHA 16 (+3) 
 

Damage Vulnerabilities Slashing 

Damage Immunities Poison 

Condition Immunities Charmed, Paralyzed, Poisoned 

Senses Darkvision 60 ft., Passive Perception 13 

Languages Celestial, Sylvan 

Challenge 5 (1,800 XP) 
 

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

At will: druidcraft, sanctuary, spare the dying 
 

1/day each: plant growth, remove curse, greater restoration 
 

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

Magic Weapons. The forest wayfarer's weapon attacks are magical. 
 

Shapechanger. The forest wayfarer has two forms. Between dusk and dawn it takes the form of 
a daidarabocchi, a Gargantuan human-shaped creature with tentacle-like spikes on its back and 
a body that looks as if it's made of stars. Between dawn and dark it takes the form of a 
shishigami, a Large stag with many antlers, bird-like feet, and the face of a baboon. Other than 
its size, its statistics are the same in each form. Any equipment it is wearing or carrying isn't 
transformed. 
 



 

Multiattack. The forest wayfarer makes two attacks: one with its antlers and one with its 
hooves. 
Antlers. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4) piercing 
damage. 
Hooves. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 (2d6 + 4) bludgeoning 
damage. 
Draining Breath (1/Day). The forest wayfarer breathes on a creature within a 15-foot cone. The 
target must make a DC 14 Constitution saving throw against this magic, taking 32 (5d10 + 5) 
psychic damage on a failed save, or half as much damage on a successful one. The target's hit 
point maximum is reduced by an amount equal to the damage taken. This reduction lasts until 
the target finishes a long rest. The target dies if this effect reduces its hit point maximum to 0. 
Healing Touch (3/Day). The forest wayfarer touches another creature. The target magically 
regains 11 (2d8 + 2) hit points. In addition, the touch removes all diseases and neutralizes all 
poisons afflicting the target. 
 

 

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

Detect. The forest wayfarer makes a Wisdom (Perception) check.  
Constellation Crown (Costs 2 Actions). Seven star-like motes of light appear and orbit the 
forest wayfarer's head. It can use 1 legendary action to send one of the motes streaking toward 
one creature or object within 120 feet of it by making a ranged spell attack (+7 to hit). On a hit 
the target takes 26 (4d12) radiant damage. Whether it hits or misses, the mote is expended. If 
there are four or more motes remaining, they shed bright light in a 30-foot radius and dim light 
for an additional 30 feet. If there are one to three motes remaining, they shed dim light in a 30-
foot radius. 
Heal Self (Costs 3 Actions). The forest wayfarer magically regains 11 (2d8 + 2) hit points. 
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Huge elemental, unaligned 
 
Armor Class 17 (Natural Armor) 
Hit Points 168 (16d12 + 64) 
Speed 60 ft., burrow 40 ft. 
 
STR 20 (+5) DEX 12 (+1) CON 18 (+4) INT 7 (-2) WIS 11 (+0) CHA 7 (-2) 
 
Saving Throws CON +8, WIS +4 
Skills Perception +4 
Damage Vulnerabilities Thunder 
Damage Resistances Bludgeoning, Piercing, and Slashing from Nonmagical Attacks 
Damage Immunities Poison 
Condition Immunities Exhaustion, Paralyzed, Petrified, Poisoned, Prone, Unconscious 
Senses Darkvision 60 ft., Passive Perception 14 
Languages Terran 
Challenge 9 (5,000 XP) 
 
Charge. If the inosasao moves at least 20 feet straight toward a target and then hits it with a 
tusk attack on the same turn, the target takes an extra 8 (1d6 + 5) bludgeoning damage. If the 
target is a creature, it must succeed on a DC 17 Strength saving throw or be knocked prone. 
 
Thunderous Return. When the inosasao takes thunder damage, its Petrifying Quill action 
automatically recharges. 
 

 

Multiattack. The inosasao makes five attacks: four with its tusks and one with its bite. 
Tusk. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 8 (1d6 + 5) bludgeoning 
damage. 
Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 9 (1d8 + 5) piercing damage 
and 5 (1d10) cold damage. 
Petrifying Quill (Recharge 6). The inosasao fires bamboo quills from its back in a 30-foot 
cone. Each creature in that area must succeed on a DC 17 Constitution saving throw. On a 
failed save, a target begins to turn to stone and is restrained. The restrained target must repeat 
the saving throw at the end of its next turn. On a success, the effect ends on the target. On a 
failure, the target is petrified until freed by the greater restoration spell or other magic.
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Medium monstrosity, chaotic evil 
Armor Class 15 (natural armor) 
Hit Points 71 (11d8 + 22) 
Speed 30 ft. 
 
STR 18 (+4) DEX 14 (+2) CON 14 (+2) INT 18 (+4) WIS 12 (+1) CHA 11 (+0) 

      
Skills Perception +4 
Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks 
Damage Immunities radiant 
Senses darkvision 60 ft., passive Perception 14 
Languages Celestial, Common 
Challenge 6 (2,300 XP) 
 
Greedsbane. When the avarician makes a claw attack on a hostile creature using or attuned to two or 
more magic items, it deals an extra 6 (2d6) psychic damage. 
 
Magic Resistance. The avarician has advantage on saving throws against spells and other magical 
effects. 

 

Multiattack. The avarician makes two attacks with its claws of hunger. 

Claws of Hunger. Melee Weapon Attack: +7 to hit., reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing 
damage plus 7 (2d6) radiant damage. 
Seeping Dark (Recharge 5-6). The avarician consumes the magic of a nearby spellcaster. One creature 
with unspent spell slots within 30 feet of the avarician must make a DC 15 Constitution saving throw. On 
a failure, the creature takes 31 (6d8 + 4) radiant damage and one of its lowest level unspent spell slots is 
expended. On a success, the creature takes half as much damage and no spell slots are expended. 

 

Small elemental, neutral 
Armor Class 13 

Hit Points 33 (6d6 + 12) 
Speed 0 ft., fly 40 ft. (hover) 
 
STR 7 (-2) DEX 14 (+2) CON 15 (+2) INT 12 (+1) WIS 11 (+0) CHA 17 (+3) 
      

Damage Immunities fire, poison 

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

Senses passive Perception 10 

Languages Common, Ignan 

Challenge 2 (450 XP) 

https://5e.tools/conditionsdiseases.html#poisoned_phb


Fire Form. The flamewreath can move through a space as narrow as 1 inch wide without squeezing. A 
creature that touches the flamewreath or hits it with a melee attack while within 5 feet of it takes 5 (1d10) 
fire damage. In addition, the flamewreath can enter a hostile creature's space and stop there. The first 
time it enters a creature's space on a turn, that creature takes 5 (1d10) fire damage and catches fire; until 
someone takes an action to douse the fire, the creature takes 5 (1d10) fire damage at the start of each of 
its turns. 
 
Fires of Passion. As a reaction when the flamewreath’s companion makes a Charisma check, the 
flamewreath can lend its power. The flamewreath’s companion gains advantage on the ability check, and 
the flamewreath gains one level of exhaustion. 

Illumination. The flamewreath sheds bright light in a 30-foot radius and dim light in an additional 30 ft.. 

Let it Burn. As a reaction when the flamewreath’s companion makes a spell attack, the flamewreath adds 
7 (2d6) fire damage to one damage roll of that spell against one of its targets and it gains one level of 
exhaustion. 

Vitality Strike. When the flamewreath makes an attack, it can choose to empower the attack with its 
companion’s arcane prowess. The flamewreath expends a spell slot of its companion’s of 2nd level or 
higher, adding 1d6 fire damage for each slot level above the 1st, to a maximum of 7d6. 
 
Water Susceptibility. For every 5 feet the flamewreath moves in water, or for every gallon of water 
splashed on it, it takes 1 cold damage. 

Burning Crown. Ranged Spell Attack: +5 to hit., range 60 ft., one target. Hit: 10 (2d6 +3) fire damage. If 
the target is a creature or a flammable object, it ignites. Until a creature takes an action to douse the fire, 
the target takes 5 (1d10) fire damage at the start of each of its turns. 

 

Gargantuan monstrosity, chaotic evil 
Armor Class 17 (natural armor) 
Hit Points 174 (12d20 + 48) 
Speed 15 ft. 
 
 STR 22 (+6) DEX 17 (+3) CON 18 (+4) INT 23 (+6) WIS 15 (+2) CHA 11 (+0) 

      
Saving Throws Str +11, Con +9, Int +11, Wis +7 
Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks 
Damage Immunities radiant 
Condition Immunities grappled, paralyzed, poisoned, prone, restrained, unconscious 
Senses darkvision 120 ft., passive Perception  
Languages Celestial, Common 
Challenge 13 (10,000 XP) 
 
Greedsblight. When the Jaws of Avarice makes a claw attack on a creature carrying at least 500 gp or 2 
magical items, the attack deals an extra 14 (4d6) psychic damage. 
 

Magic Resistance. The Jaws of Avarice has advantage on saving throws against spells and other 
magical effects.  



 

Multiattack. The Jaws of Avarice makes two attacks: one with its claws of hunger and one with its 
condemning blast. 

Claws of Hunger. Melee Weapon Attack: +11 to hit., reach 5 ft., one target. Hit: 9 (1d6 + 6) slashing 
damage plus 10 (3d6) radiant damage, and the target must make a DC 15 Dexterity saving throw. On a 
failure, the target loses 2d100 gold pieces, which the Jaws of Avarice consumes. 

Condemning Blast. Ranged Spell Attack: +11 to hit, range 120 ft., one target. Hit: +11 to hit, range 120 
ft., one target. Hit: 16 (3d6 + 6) radiant damage and the target must make a DC 15 Wisdom saving throw. 
On a failure, the effects of the target’s magical items are suppressed until the start of its next turn. 

Gnawing Dark (Recharge 6). The Jaws of Avarice consumes the magic of nearby spellcasters. Three 
creatures with unspent spell slots within 30 feet of the avarician must make a DC 18 Constitution saving 
throw. On a failure, the creatures take 33 (6d8 + 6) radiant damage and one of its lowest level spell slots 
is expended. On a success, the creature takes half as much damage and no spell slots are expended. 

 

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

Condemning Blast. The Jaws of Avarice makes one Condemning Blast attack. 

Draining Retreat (Costs 2 Actions). The Jaws of Avarice becomes amorphous, moving up to its 
movement speed without provoking opportunity attacks, then reforms at the end of its movement.  
Gnawing Dark (Costs 3 Actions). The Jaws of Avarice recharges its Gnawing Dark and can use it. 
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Medium humanoid (half-elf), chaotic neutral  
 
Armor Class 16 (Studded Leather) 
Hit Points 91 (14d8 + 28) 
Speed 30 ft.  



STR DEX CON INT WIS CHA 

16 (+3) 18 (+4) 14 (+2) 15 (+2) 14 (+2) 17 (+3) 

Saving Throws Dex +8, Int +6 

Skills Acrobatics +8, Athletics +7, Insight +6, Intimidation +7, Nature +6, Perception +6, Survival +6 

Damage Resistances Lightning 

Senses Darkvision 60 ft., Passive Perception 16 

Languages Common, Elvish, Auran  
Challenge 9 (5,000 XP) 
 
Airship Balance. Captain Syd has advantage on ability checks and saving throws to resist being 
knocked prone.  
 
Fey Ancestry. Captain Syd has advantage on saving throws against being charmed, and magic can’t put 
her to sleep.  
 
Flourish. Captain Syd adds her Charisma modifier to the damage roll of her rapier attacks (included in 
the attack).  
 
Innate Spellcasting. Captain Syd’s innate spellcasting ability is Charisma. She can innately cast the 
following spells, requiring no components:  
 
At will: gust  
1/day each: feather fall (self only), gust of wind, thunder step 

 
Sneak Attack: Once per turn, Captain Syd deals an extra 14 (4d6) damage when she 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 that isn’t 
incapacitated and she doesn’t have disadvantage on the attack roll.  
 
Windwright’s Intuition. Captain Syd rolls a d4 and adds the number rolled when she makes a Dexterity 
(Acrobatics) check or an ability check involving navigator’s tools.  

Multiattack. Captain Syd makes three attacks with her rapier or pistol interchangeably.   
Pistol. Ranged Weapon Attack: +8 to hit, range 30/90 ft., one target. Hit: 9 (1d10 + 4) piercing damage.  
Rapier. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 11 (1d8 + 7) piercing damage. 

 

 

 



Huge giant, lawful good  
 

Armor Class 16 (Natural Armor) 
Hit Points  200 (16d12 +96 ) 
Speed 30 ft.  

STR DEX CON INT WIS CHA 

28 (+9) 10 (+0) 22 (+6) 17 (+3) 16 (+3) 17 (+3) 

Saving Throws Con +11, Wis +8, Cha +8 

Skills Athletics +14, Arcana +8, Insight +8, Perception +8, Persuasion +8, Survival +8  
Damage Resistances Lightning  
Damage Immunities Fire 

Senses Darkvision 60 ft., Passive Perception 18 

Languages Common, Giant, Ignan 

Challenge 16 (5,000 XP) 
 
Innate Spellcasting. The giant’s innate spellcasting ability is Charisma. It can innately cast the following 
spells, requiring no material components:  
 
At-will: control flames, create bonfire, light 
3/day each: bless, daylight, heroism, protection from evil and good  
1/day each: dawn, sunburst 
 
Solar Aura. The giant sheds bright light in a 30-foot radius and dim light in an additional 30 feet. This light 
cannot be hindered by magical darkness. Creatures that enter or start their turn in the bright light must 
make a DC 18 Constitution saving throw or be blinded for 1 minute. A blinded creature can repeat the 
saving throw on each of its turns, ending the effect on itself on a success.  



Multiattack. The giant makes two warhammer attacks.  
Hurl Meteor. Melee Ranged Attack: +14 to hit, range 60/240 ft., one target. Hit: 20 (2d10 + 9) 
bludgeoning damage plus 9 (2d10) fire damage. 
Warhammer. Melee Weapon Attack: +14 to hit, reach 10 ft., one target. Hit: 22 (3d8 + 9) bludgeoning 
damage plus 9 (2d8) fire damage.  
Halo of Fire (Recharge 6). A fiery halo emerges above the giant’s head, sending flares in all directions. 
All other creatures within 15 feet of the giant must succeed on a DC 15 Dexterity saving throw or take 26 
(4d12) fire damage. If the target is a creature or a flammable object, it ignites. Until a creature takes an 
action to douse the fire, the target takes 6 (1d12) fire damage at the start of each of its turns. 
 

Treasure Ooze

Huge ooze, unaligned  
 
Armor Class 14 

Hit Points 165 (16d10 +80) 
Speed 20 ft.  
 

STR DEX CON INT WIS CHA 

24 (+7) 8 (-1) 20 (+5) 4 (-3) 10 (+0) 5 (-3) 

 
Saving Throws Con +9 

Damage Resistances Bludgeoning, Cold, FIre, Acid 

Damage Immunities Slashing, Piercing, Poison, Psychic 

Condition Immunities Blinded, Charmed, Deafened, Exhaustion, Frightened, Poisoned, Prone 

Senses Blindsight 60 ft. (blind beyond this radius) 
Languages -- 
Challenge 10 (5,900 XP) 
 
Amorphous Form. The treasure ooze can occupy another creature’s space and vice versa.  
 
Coin Pile. The ooze takes up its entire space. Other creatures can enter the space, but a creature that 
does is subjected to the ooze’s Engulf and has disadvantage on the saving throw.  
 
Creatures inside the ooze are obscured by the coins and gemstones and have total cover.  
 
A creature within 5 feet of the ooze can take an action to pull a creature or object out of the ooze. Doing 
so requires a successful DC 15 Strength check.  
 
The ooze can hold only one Huge creature, two Large creatures, or up to eight Medium or smaller 
creatures inside of it at a time.  
 
False Appearance. While the ooze remains motionless, it is indistinguishable from a pile of coins and 
gemstones.  
 
Magic Resistance. The ooze has advantage on saving throws against spells and other magical effects.  
 
Illumination. The ooze sheds bright light in a 15-foot radius and dim light for an additional 15 feet. This 
light goes out when the ooze is destroyed.  
 

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



Multiattack. The ooze makes three coin slam attacks.  
Coin Slam. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 29 (4d10 + 7) bludgeoning 
damage.  
Engulf. The ooze moves up to its speed. While doing so, it can enter Huge or smaller creatures’ spaces. 
Whenever the ooze enters a creature’s space, the creature must make a DC 15 Dexterity saving throw.  
On a successful save, the creature can choose to be pushed 5 feet back or to the side of the ooze. A 
creature that chooses not to be pushed suffers the consequences of a failed saving throw.  
On a failed save, the ooze enters the creature’s space and the creature takes 22 (4d10) bludgeoning 
damage and is engulfed. The engulfed creature can’t breath, is restrained, and takes 44 (8d10) at the 
start of each of the ooze’s turns. When the ooze moves, the engulfed creature moves with it.  
An engulfed creature can try to escape by taking an action to make a DC 15 Strength check. On a 
success, the creature escapes and enters a space of its choice within 5 feet of the ooze. 
 



The Scarlet is a modified House Lyrander elemental airship that Captain Syd Wynora (formerly 
Lyrander) commissioned from the dragonmarked house before her eventual exile. Designed 
with a sleeker silhouette than other airships, where The Scarlet lacks in storage, she makes up 
for in armaments. Captain Syd crafted and engineered the airship’s thundercannons by 
harnessing her connection with the Mark of the Storm. The fire elemental, Brigit, is bound into 
the elemental ring and has been a long-time friend and partner of Captain Syd, as both of them 
fled House Lyrander together and took to a life of freedom and the endless skies.  



 

Gargantuan Vehicle (80 ft. x 20 ft.)  

 
Creature Capacity 15 crew, 10 passengers  

 
Cargo Capacity 20 ton 
Travel Pace 20 miles per hour (480 miles per day)  

 

STR DEX CON INT WIS CHA 

18 (+4) 17 (+3) 20 (+5) 0 0 0 

 
Damage Immunities poison, psychic  
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, paralyzed, 
petrified, poisoned, prone, stunned, unconscious 
 

 

 
On its turn the Scarlet can take 3 actions if it has 15 or 
more crew, or 1 action if it has fewer than ten crew, 
choosing from the options below. It cannot take any 
actions if it has no remaining crew.  
 
Fire Ballista. The Scarlet can fire its harpoon guns.  
 
Fire Thundercannon. The Scarlet can fire its 
thundercannon.  
 
Move. The Scarlet can use its wheelhouse to move 
using the elemental ring on the airship. If The Scarlet 
enters a Large or smaller creature’s space, that 
creature is automatically pushed to the edge of The 
Scarlet’s space. The creature must also succeed on a 
DC 15 Dexterity saving throw or take 5 (1d10) 
bludgeoning damage.  
 
Harpoon Haul. The Scarlet can pull each target 
grappled by it up to 30 feet toward the airship.  
 

 

 
Armor Class 16  
Hit Points 200 (damage threshold 15) 

 

 
Armor Class 18 
Hit Points 50  
 
Move up to the speed of the airship, 
with one 90-degree turn. If the 
wheelhouse is destroyed, the 
airship can’t turn.  
 

 

 
Armor Class 12 
Hit Points 100; -20 ft. speed per 25 
damage taken 
 
If its elemental ring is destroyed, 
the airship cannot move and has a 
speed of 0. Equipped with a wheel 
of wind and water that allows a 
creature with the Mark of the Storm 
to telepathically communicate with 
the fire elemental Brigit.  
 
Speed (air) 180 ft.; 220 ft. while a 
creature with the Mark of the Storm 
is in control of the wheelhouse.  
 

 

 
Armor Class 15 
Hit Points 50 each 
 
Ranged Weapon Attack: +8 to hit, 
range 120/480 ft., one target. Hit: 
11 (2d10) piercing damage, and the 
target is grappled (escape DC 16). 
Until the grapple ends, the target’s 
speed is halved, and it can’t move 
farther away from The Scarlet. 
Each of The Scarlet’s harpoon guns 
can grapple one target. While it has 
one or more targets grappled with 
its harpoon gun attack, The 



Scarlet’s speed is not halved. 
 

 

 
Armor Class 15 
Hit Points 75 each  
 
Ranged Weapon Attack: +8 to hit, 
range 200/800 ft., one target. Hit: 
36 (8d8) thunder damage. Hit or 
miss, the DM determines where the 
sonic energy hits. Each creature 
within 10 feet of that spot must 
make a DC 15 Dexterity saving 
throw, taking 9 (2d8) thunder 
damage on a failed save.   

 

 

DESTROYER AIRSHIP - LEVIATHAN  
Gargantuan Vehicle (100 ft. x 30 ft.)  

 
Creature Capacity 50 crew, 20 passengers  

 
Cargo Capacity 50 ton 
Travel Pace 18 miles per hour (432 miles per day)  

 

STR DEX CON INT WIS CHA 

22 (+6) 14 (+2) 22 (+6) 0 0 0 

 

Movement: Elemental Ring 

 
Armor Class 14 
Hit Points 125; -5 ft. speed per 25 
damage taken 
 
If its elemental ring is destroyed, the 
airship cannot move and has a 
speed of 0. Equipped with a wheel 
of wind and water that allows a 
creature with the Mark of the Storm 
to telepathically communicate with 
the bound air elemental.  



Damage Immunities poison, psychic  
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, paralyzed, 
petrified, poisoned, prone, stunned, unconscious 
 
Actions 

 
On its turn the Destroyer Airship - Levithan can take 3 
actions, choosing from the options below. It can only 
take 2 actions if it has fewer than 20 crew and only 1 
action if it has fewer than 10 crew. It cannot take any 
actions if it has fewer than three crew.  
 
Fire Arcane Turrets. The destroyer airship can fire its 
arcane turrets.  
 
Fire Aerial Mortars. The destroyer airship can fire its 
aerial mortars.  
 
Move. The destroyer airship can use its wheelhouse to 
move with its elemental ring. As part of this move, it 
can use its airship ram. 
 
Hull  

 
Armor Class 16  
Hit Points 500 (damage threshold 20) 
 
Control: Wheelhouse  

 
Armor Class 18 
Hit Points 100 
 
Move up to the speed of the airship, with one 90-
degree turn. If the wheelhouse is destroyed, the airship 
can’t turn.  

 
Speed (air) 160 ft.; 200 ft. while a 
creature with the Mark of the Storm 
is in control of the wheelhouse.  
 
Weapon: Arcane Turret (5) 

 
Armor Class 15  
Hit Points 75 each 
 
Ranged Weapon Attack: +6 to hit, 
range 120/480 ft., one target. Hit: 19 
(3d12) force damage.  
 
Weapon: Aerial Mortars (2) 

 
Armor Class 15 
Hit Points 100 each 
 
Ranged Weapon Attack: +6 to hit, 
range 200/800 ft. (can’t hit targets 
within 60 ft. of it), one target. Hit: 16 
(3d10) piercing damage and 22 
(4d10) fire damage. If the attack 
misses, the DM determines where 
the mortars hit. Each creature within 
10 feet of that spot must make a DC 
15 Dexterity saving throw to avoid 
the mortar on impact, taking 5 
(1d10) piercing and 5 (1d10) fire 
damage on a failed save.  
 
Weapon: Airship Ram 

 
Armor Class 20 
Hit Points 100 (damage threshold 
10) 
 
The destroyer airship has 
advantage on all saving throws 
relating to crashing when it crashes 
into a creature or an object. Any 
damage it takes from the crash is 
applied to the airship ram rather 
than to the ship. These benefits 
don't apply if another vessel crashes 
into the airship.  



 

 

HIMINGARD  
Gargantuan Sky Fortress (5 mi in diameter)  

 
Creature Capacity 1 crew, 200 passengers  

 
Cargo Capacity 100,000 tons 
Travel Pace 5 miles per hour (100 miles per day)  

 

STR DEX CON INT WIS CHA 

30 (+10) 6 (-2) 30 (+10) 0 0 0 

 
Damage Resistances acid, cold, fire, electricity, 
thunder; bludgeoning, piercing, and slashing damage 
from nonmagical attacks that aren’t Adamantine 
Damage Immunities poison, psychic  
Condition Immunities blinded, charmed, deafened, 
exhaustion, frightened, incapacitated, paralyzed, 
petrified, poisoned, prone, stunned, unconscious 
 
Actions 

 
On its turn Himingard can take 3 actions, choosing 
from the options below. It can only take actions from 
a creature attuned to the Himingard Dragonshard. It 
cannot take any actions if it has no remaining crew.  
 
Command Constructs. The fortress can command 
its complement of 2000 constructs, which consists of 
1000 ancient constructs, 500 iron golems, 300 
warforged titans, and 200 warforged colossuses.  
 
Fire Arcane Turrets. The fortress can fire its arcane 
turrets.  

Movement: Siberys Dragonshard 

 
Armor Class 20 
Hit Points 2000; -5 ft. speed per 25 
damage taken 
 
Speed (air) 45 ft.; 100 ft. while a 
creature with the Himingard 
Dragonshard is in control of the 
Siberys Dragonshard Core.  
 
Weapon: Arcane Turret (200) 

 
Armor Class 18  
Hit Points 75 each 
 
Ranged Weapon Attack: +16 to hit, 
range 120/480 ft., one target. Hit: 39 
(6d12) force damage.  
 
Weapon: Aerial Mortars (100) 

 
Armor Class 18 
Hit Points 100 each 
 
Ranged Weapon Attack: +6 to hit, 
range 200/800 ft. (can’t hit targets 
within 60 ft. of it), one target. Hit: 27 
(5d10) piercing damage and 27 
(5d10) fire damage. If the attack 
misses, the DM determines where the 
mortars hit. Each creature within 10 
feet of that spot must make a DC 17 
Dexterity saving throw to avoid the 
mortar on impact, taking 11 (2d10) 



 
Fire Aerial Mortars. The fortress can fire its aerial 
mortars.  
 
Move. The fortress can move through the use of the 
Siberys Dragonshard Core.  
 
Wrath of Cul’sir (Recharge 6, 3 Actions). The 
fortress can fire its energy bolt.  
 
Castle Walls  

 
Armor Class 20  
Hit Points 10,000 (damage threshold 25) 
 
Control: Siberys Dragonshard Core  

 
Armor Class 20 
Hit Points 500 
 
Move up to the speed of the fortress, with one 90-
degree turn.   

piercing and 11 (2d10) fire damage 
on a failed save.  
 
Weapon: Energy Bolt 

 
Armor Class 20 
Hit Points 1000 (damage threshold 
50) 
 
Each creature within a 1-mile radius 
sphere centered on a point chosen 
within 2 miles must make a DC 21 
Dexterity saving throw. The sphere 
spreads around corners. On a failed 
save, a creature takes 70 (20d6) fire 
damage, 70 (20d6) force damage, 70 
(20d6) radiant damage, and is blinded 
for 1 hour. On a successful save, it 
takes half as much damage and isn’t 
blinded. A creature blinded by this 
spell makes another Constitution 
saving throw at the end of each of its 
turns. If it fails its saves three times, it 
is permanently blinded. On a 
successful save, it is no longer 
blinded.  
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Huge giant, neutral evil 

Armor Class 18 (natural armor) 

Hit Points 281 (24d12 + 125) 

Speed 30 ft. 

STR 29 (+9) DEX 14 (+2) CON 21 (+5) INT 20 (+5) WIS 23 (+6) CHA 19 (+4) 

Saving Throws Strength +15, Constitution +11 

Condition Immunities Restrained 

Senses darkvision 60 ft., passive Perception 16 

Languages Common, Celestial, Giant, Sylvan  

Challenge 17 (18,000 XP) 

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

Multiattack. The giant makes two greatsword attacks. 

Greatsword. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. Hit: 30 (6d6 + 9) slashing damage. 

Rock. Ranged Weapon Attack: +15 to hit, range 60/240 ft., one target. Hit: 35 (4d12 + 9) bludgeoning damage. 

Call Spirits. The Sleeping Giant calls upon the spirits it has corrupted. It can choose one of the options below: 

 Malice. The spirit takes the form of a black snake with piercing red eyes. The Sleeping Giant makes a 

melee spell attack (+10) against a creature within 10 feet. On a hit, the target takes 21 (6d6) necrotic 

damage, and the Sleeping Giant regains hit points equal to half the amount of necrotic damage dealt 

(rounded down).  

 Grief. The spirit takes the form of a coyote. The Sleeping Giant summons two direwolves that attack the 

closest enemy to them. They go on the giant’s initiative and last until destroyed 

 Spite. The spirit takes the form of a mountain lion. The mountain lion runs outward from the Sleeping 

Giant in a direction of the giant’s choice, creating a line of fire 15 feet long and 5 feet wide. Each creature 



in the line must make a Dexterity saving throw. A creature takes 18 (4d8) fire damage on a failed save, or 

half as much damage on a successful one. 

 Betrayal. The spirit takes the form of a vulture. The vulture creates a 15-foot cube of swirling wind 

centered on a point the giant can see within 60 feet of you. Each creature in that area must make a 

Constitution saving throw. A creature takes 11 (2d10) bludgeoning damage on a failed save, or half as 

much damage on a successful one. If a Large or smaller creature fails the save, that creature is also 

pushed up to 10 feet away from the center of the cube. 

Spirit Fire. The Sleeping Giant exhales blue fire in a 30-foot cone that tears through the very soul of a person. Each 

creature in that area must make a DC 18 Dexterity saving throw. On a failed save, a creature takes 56 (16d6) 

radiant damage and cannot use their spirit ability until the start of their next turn.  On a successful save they take 

half damage and their spirit ability is unaffected. 

The Sleeping Giant can take 3 legendary actions, choosing from the options below. Only 1 legendary action can be 

used at any time and only at the end at the end of another creature’s turn. The Sleeping Giant regains spent 

legendary actions at the start of its turn. 

Rock. The Sleeping Giant makes a rock attack. 

Stomp (2 actions). The Sleeping Giant stomps the ground. Creatures in a 15 ft. radius around the giant must 

succeed on a DC 17 Strength or Dexterity saving throw (their choice) or take 19 (3d12) bludgeoning damage and be 

knocked prone. 

Call Spirits (2 actions). The Sleeping Giant uses the Call Spirits ability. 

 

 

 

 

 

 

 





 

 

 



 

 

 

 



 




	Credits
	Producers Notes
	Table of Contents
	Tier 1
	Tier 2
	Tier 3

	How To Use This Book
	Adventure Titles
	Chapter Titles
	Encounters or Areas
	Encounters or Details of Areas and Encounters
	Details of Areas and Encounters
	Sidebar Heading
	Read Aloud Text






	Tier 1
	Cinderling Herding
	Adventure Background
	Adventure Summary
	Hooks
	Part 1: Encountering the Cinderlings
	Ex-Queecks-Me?
	Paraphrase or read the following:
	As the adventurers approach the farm read or paraphrase:
	Cinderling Names and Soot Speak

	Bop’s Story

	Part 2: Cinderling Herding
	Into the Forest, Into the Unknown
	Encounters
	Crossing A River
	Features of the area
	Creatures
	Tactics
	Development

	Encountering an animal
	Features of the area
	Creatures
	Tactics
	Development

	Ruined village
	Features of the Area
	Development

	Rain showers
	Features of the Area
	Development

	Magical encounters

	Chapter 3: Home is where the Hearth is
	The abandoned mansion
	Features of the Area

	Areas of the Mansion
	Area 1: Living Room
	Read aloud:
	Rewards

	Area 2: Library
	Read aloud:
	Rewards

	Area 3: Solarium
	Read aloud:

	Area 4: Store Room
	Read aloud:

	Area 5: Dining Hall
	Read aloud:
	Creatures
	Difficulty Adjustments
	Tactics
	Development
	Rewards

	Area 6: Kitchen
	Read aloud:
	Rewards

	Area 7: Stairs

	Concluding the Adventure
	Appendix A: Monster statblocks
	Young troll
	Actions

	Cinderling
	Actions

	Appendix B: Magical candy
	About the Author
	Cinderling Cake Pops
	Yield: approximately 24 cake pops


	An Unfamiliar Court
	Adventure Background
	Adventure Summary
	Involving the Player Characters
	Part 1: Through the Looking Glass
	You won’t weasel your way out of this!
	Read aloud:
	A Chase
	Features of the area
	Development


	An Unusual Room
	Into Eleutheria
	Read aloud:
	Features of the area
	Fire Breathers
	Jelly Tart Stall
	Faerie Dragons sidebar

	Illusions
	Tumblers
	The Silk Spirit
	Toy Stall
	An Invitation


	Part 2: Dine and Dash
	A Feast Fit for a King
	Getting Ready
	The Feast
	The Adventurers Perform

	You Can’t Stay Eleut-here-ia
	Escaping the Guards
	Merlina’s House


	Part 3: The Cat’s Out of the Bag
	Getting Around Town
	Gathering Evidence
	Confronting Atakon
	A Fight
	Creatures
	Tactics
	Development

	Convince the Cat King
	Development

	Play a Trick of Your Own
	Development


	Conclusion

	Epilogue
	Continuing the Adventure
	Appendix A: Tables
	Fey Food Effects
	Magic Items

	Appendix B: Items
	Amulet of Charm Protection
	Figurine of the Cat King

	About the Author
	Eleutherian Jelly Tarts
	Yield: 12 tarts


	Delivery Witches Apply Within
	Adventure Background
	Adventure Summary
	Hooks
	Rivalry
	The Purrfect Messenger

	Important Characters & Places
	The Kat and Cake Bakery
	The Purple Stove Outfitters
	Kirsa
	Minami

	Part 1: Prospective Delivery Witches Apply Within
	The Kat and Cake Bakery
	Read or paraphrase the following when the adventurers arrive:
	So You Want To Be a Delivery Witch?


	Part 2: Deliveries & Delays
	Playing with larger groups
	Deliveries
	A Delicate Delivery
	Development
	Recommended Delay Challenges

	A Token of Appreciation
	Airship Antics
	Doll House
	Dragon Treats
	Tea Leaves
	Development

	Two’s Company

	Delays
	Cabbages!
	Guard Harassment
	Lost Dog
	Mists
	Development

	Money Pouch
	Poachers
	Rivalry
	Runaway Cart
	Stray Cat
	Development

	Swap
	Development

	Wayward Soul
	Development



	Part 3: A Job Well Done
	Read aloud:
	Success or Failure
	Playing With Larger Groups


	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Baby Mimic
	Tiny monstrosity (shapechanger), neutral
	Reactions


	Appendix B: Items
	Trinket Table
	Sugar Cubes
	Ring of Tenser’s Floating Disk
	Broom of Lesser Flying
	Paper Birds
	Paper Bird


	About The Author
	Kirsa’s Fish Chowder Pot Pie
	Yield: 4-6 individual pot pies
	Homemade Pie Crust Recipes
	Basic Pie Crust
	Sourdough Starter Pie Crust



	TIER 2
	The Satyr’s Dream
	Adventure Background
	Adventure Summary
	Hooks
	Part 1: The Forest Gate
	The Forest Gate
	Read aloud:
	Fey Contact Adventure Hook
	Features of the Area
	Local Myths
	Development


	Vinethra’s Troop
	After the party has entered the Feywild, read or paraphrase the following:
	Features of the Area
	Creatures
	Tactics
	Developments

	Vinethra, Shiere Knight of Autumn Winds
	Vinethra Sidebar
	Developments


	Part 2: Uewer’s Outpost
	The Main Camp
	Features of the Area
	Creatures
	Tactics
	Spying on the Outpost
	Interrogation
	The Druid’s Journal
	Developments

	The Counter Bargain
	Read or paraphrase the following:
	Read or paraphrase the following:
	Uewer Sidebar
	Uewer’s Offer
	Creatures
	Tactics
	Developments



	Part 3: The Battle for the Dreamwell
	Features of the Area
	Preparing with Vinethra
	Preparing with Hyrsam

	The Battle for the Dreamwell
	Uewer’s Tactics
	Vinethra’s Tactics
	The Chaos of Battle
	Developments


	Concluding the Adventure
	Vinethra Succeeds
	Once Uewer falls in battle, read or paraphrase the following:

	Hyrsam Triumphs
	Once Vinethra falls in battle, read or paraphrase the following:

	Neutrality
	Read or paraphrase the following:


	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Empowered Satyr
	Actions

	Empowered Sprite
	Hyrsam, the Prince of Fools
	Uewer
	Vinethra, Shiere Knight of Autumn Winds
	Actions
	Bonus Actions
	Reactions


	Appendix B: Archfey Boons
	Vinethra’s Favor
	Hyrsam’s Favor

	Appendix C: Vinethra’s Blessing
	Author’s Notes
	About the Author

	The Only Docent Thing to Do
	Adventure Background
	Adventure Summary
	Not Adventuring in Eberron?

	Hooks
	Friend or Foe

	Part 1: Heat, Metal
	Optional Prelude
	Unnatural Waypost
	Read aloud:

	Guarded Anthill
	Read aloud:
	Creatures
	Read aloud:

	Combat Hazards
	Tactics
	Development

	A Still, Soft Voice.
	Read aloud:
	Development


	Part 2: Magic, Mouth
	The Hatch
	Read aloud:
	Development

	The Helm
	Read aloud:
	Features of the Area
	Tactics
	Development

	Quest 1: A Good Host (a.k.a. Connect the Dot).
	Development
	Rewards

	Quest 2: Friendly Fire
	The Barracks
	Tactics
	Development


	Part 3: Freedom, Movement
	Ready! Glitter! Fire!
	Read aloud:
	Development


	Concluding the Adventure
	Whose Will be Done?
	Rewards


	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Actions

	Appendix B: Items
	Cloak of Desert Shade
	Sash of Whirling
	Scroll of Glitterdust
	Spell: Glitterdust


	Author’s Notes
	About the Author
	Glitterfire Grilled Cheese
	Yield: 1 sandwich


	In the Heart of the Thicket
	Adventure Background
	Adventure Summary
	Important Individuals
	Hooks
	Part 1: In the Shadow Cast by Stone
	Wealdstone
	Garin Ronith
	Hatred’s Jaws
	Creatures
	Environment
	Tactics
	Development


	Part 2: In the Fall Wrought from Hate
	The Undying Thicket
	Tactics

	Hatred’s Price
	Creatures
	Environment
	Tactics
	Development


	Part 3: In the Truth Lost through Time
	Eirnos’ Grave
	Hatred’s Legacy
	Truth behind Treason
	Truth behind Savagery
	Truth behind Hate
	Truth behind Despair


	Part 4: In the Breath Just before War
	Hatred’s Thrall
	Creatures
	Environment
	Tactics


	Epilogue
	A Goddess Slain
	A Goddess Cleansed

	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Hate-Cursed Beast
	Actions

	Modifications for Garin Ronith
	Modifications for Mutated Soldier
	Fyrir
	Actions
	Legendary Actions

	Pim Yve
	Actions

	Shadow of Hate
	Actions


	Appendix B: The Curse & the Seed
	Hate Curse
	Seed of Life

	Author’s Notes
	About the Author
	Wealdwood Vegetarian Rice Bowl
	Yield: 4 rice bowls


	The City of Lost Time
	Adventure Background
	Adventure Summary
	Hooks
	Running the Game
	Part 1: Home Away From Home
	Thousand Leaves
	Read aloud:
	LOCATIONS
	Thousand Leaves: General Features
	Encounter
	Developments

	Deer Child Point
	Read aloud:
	Deer Child Point: General Features
	Encounters
	Developments


	Part 2: Seeing Stars
	Mount Divergence
	Read aloud:
	Mount Divergence: General Features
	Encounter
	Development
	Rewards


	Part 3: Well Wishes
	Good Luck Well
	Read aloud:
	Good Luck Well: General Features
	Encounter
	Development
	Rewards


	Concluding the Adventure
	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Chwinga
	Actions

	Forest Wayfarer
	Actions
	Legendary Actions
	Lair and Lair Actions
	A Forest Wayfarer's Lair

	Regional Effects

	Inosasao
	Actions


	Appendix B: Items
	Charm of Animal Friendship
	Figurine of Wondrous Power (Jade Boar)

	Author’s Notes
	About the Author
	Deer Child Sweets
	Yield: 4


	Tier 3
	A Wealth of Flames
	Adventure Background
	Adventure Summary
	Cast
	The Court
	The Plane

	Hooks
	Part 1: Curious Dealings
	Navigating the Court
	Gilded Hall
	Read aloud:

	Library
	Read aloud:

	Council Chamber
	Indoor Garden
	Read aloud:

	Arcane Laboratory
	Observatory
	Read aloud:

	Personal Studies

	A Price Brought to Bear
	Read or paraphrase the following scene:
	Read or paraphrase the following scene, replacing Ophiane’s name if someone else instigates the scene:

	A Plea for Help

	Part 2: Into the Starscape
	Heart’s Desires
	Read aloud:

	A Dying People
	Facing Your Darkness

	Part 3: Tempering the Flames
	The Jaws of Avarice
	Ismene’s Ring
	Alternate Life
	A Bitter End
	Allies



	Epilogue
	Concluding the Adventure
	Continuing the Adventure

	Appendix A: Monsters & NPCs
	Flamewreath Pacts
	Modifications for the Verendus Wizard
	Modifications for the Heartless Wizard
	Modifications for the Verendus Apprentice
	Avarician
	Actions

	Flamewreath
	Actions

	Jaws of Avarice
	Actions
	Legendary Actions


	Appendix B: Items
	Sidereal Shard
	Ring of Desires

	Author’s Notes
	About the Author
	Empyrean Spiced Almond Éclairs
	Yield: 12–14 éclairs
	Pastry cream
	Pâte à choux
	Spiced chocolate icing
	For the pâte à choux
	For the spiced chocolate icing


	The Coral Princess
	Adventure Background
	Adventure Summary
	Hooks
	Using this adventure
	Dramatis Personae
	Tofu Clifface (Cliff-ah-che)
	Frontida Selkia (Fronty-DAH Selky-YAH)
	“The Great Sturge(on) of the Sea of Stars” (“Sturge” to his friends)
	Magareath

	Part 1.  Kaze Ga Ke
	The Town
	As the adventurers approach the town, read or paraphrase the following:

	The Town Square
	The Launch Bay
	When they reach the hanger, read or paraphrase the following:
	When she does, read or paraphrase the following:
	Miyazaki’s wings

	The Battle For Stormy Skies
	Read or paraphrase the following:
	Landing Tracker
	Features of the Area
	Vicious Storm.
	Sahuagin Tactics.
	Glider Actions.

	Developments
	The Flip-Flop Emerges.
	The Stormwall.



	Part 2. The Coral Castle
	The Exterior
	The Coral Castle
	The Maw
	The Waterways
	The Waterways Features
	High Priestess Yarrow


	The Waterways Encounters
	Encounter A. The Lust of Pirates
	Creatures
	Development

	Encounter B. The Glory of Malenti
	Creatures
	Puzzle

	Encounter C. The Suspicious Couple
	Features
	Development

	Connections Between Rooms

	The Bubbledomes
	The Bubbledomes Encounters
	Encounter D. The Great Storeroom
	Features
	Development
	Puzzle

	Encounter E. The Library
	Features
	Creatures
	Development

	Encounter F. The Princess’s Room
	Creatures



	Part 3. The Womb of the Dragon Turtles
	The Womb of the Dragon Turtles
	Features
	Creatures
	Tactics

	The Ride Home
	Features
	Tactics
	Developments
	The Last Flip-Flop
	At the end of turn one, read or paraphrase the following:

	“Some people never learn.”
	Kaze Ga Ke.



	Conclusion
	Appendix A: Items
	Wail of the Ocean
	Tear of the Sea

	Appendix B: Vehicles
	Tofu’s Glider, Gust-Stomper
	The Flip-Flop, Kuo-toa Pirate Submersible

	Authors notes
	About the author

	Legacy in the Clouds
	Adventure Background
	Adventure Summary
	Hooks
	Part 1: Into the Stormreach
	Spirited Artificer
	Read aloud:
	Features of the Area
	Creatures
	Tactics
	Development
	Read aloud:



	Part 2: Setting Sun in Xen’drik
	Unfriendly Skies
	Read aloud:
	Aerial Chase Complications
	Tactics
	Features of the Area

	Temple Ruins of Mel-Aqat
	Read aloud:
	Skill Challenge: Reach the Inner Sanctum
	Features of the Area
	Creatures
	Traps
	Medusa Gemstone

	Treasure

	Tiger’s Eye Sanctum
	Read aloud:
	Development


	Part 3: Garden of Giants
	Eye of the Storm
	Read aloud:
	Features of the Area

	Sky Fortress Himingard
	Read aloud:
	Features of the Area
	Ruins
	Central Tree
	Siberys Dragonshard Core
	Destroyer Airship – Leviathan
	Mersket the Shadow
	Betrayal
	Creatures
	Treasure
	Development


	Concluding the Adventure
	Destroy Himingard.
	Read aloud:

	Protect Himingard.
	Read aloud:


	Continuing the Adventure
	Appendix A: Monsters & NPCs
	Captain Syd Wynora (Lyrander)
	Captain Syd Wynora
	Actions

	Mersket the Shadow
	Pathis d’Cannith
	Sun Giant
	Actions

	Treasure Ooze
	Actions


	Appendix B: Items
	Himingard Dragonshard

	Appendix C: Vehicles
	The Scarlet
	Destroyer Airship – Leviathan
	Himingard Sky Fortress

	Author’s Notes
	About the Author
	Syd’s Stew
	Yield: 8 servings


	A City in the Mountains
	Adventure Background
	Adventure Summary
	Dramatis Personae
	Hooks
	Part 1: The City in the Mountain
	Read aloud:
	Area 1: Mountain Valley
	Features of the Area
	Development

	Area 2: City in the Mountains
	City Layout
	Development

	Area 3: The Council
	A Request For Help
	Calling A Spirit
	Mechanics
	Development


	Part 2: Under The Mountain
	Area 1: Cave of the Sleeping Serpent
	Features of the Area
	Encounter: Wind Tunnel
	Encounter: Naga
	Creatures
	Tactics
	Development

	Encounter. Faerie Dragons
	Creatures
	Tactics
	Development

	Encounter. Collapsed Pathway
	Development


	Area 2: Where The Planes Meet
	Encounter: The Pagoda Gateway Puzzle
	Encounter: Chimera and Revenants
	Creatures
	Development

	Encounter. Crumbling Hall

	Area 3. The Prison
	Development


	Part 3: The Sleeping Giant Awoken
	The Sleeping Giant
	Read aloud:
	Features of the Area
	Creature
	Tactics
	Development


	Part 4. The Fate of Jing Shin Jia
	The Dust Settles
	Open the city
	Keep the city hidden.
	Doing Nothing


	Concluding the Adventure
	Continuing the Adventure
	Appendix A: Monsters
	The Sleeping Giant
	Actions
	Legendary Actions


	Appendix B: Items
	About the Author

	Creator Profiles
	Artists
	Auri Cavendish
	Cammielle Gwisdalla
	H. “Ink” Kugler
	Xan Larson
	Amber Litke
	Sadie Lowry
	Morgan Madeline
	Megan McCurdy
	Lessie Nieves-Paugh
	Mars Skiff

	Editors
	Remy Cortez
	Miguel Guerreiro Lourenço
	Kai Linder
	Echo Roanoke

	Layout
	Lydia Van Hoy



