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Harkina
Medium humanoid (human)

Armor Class 10
Hit Points 4 (1d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages Common
Challenge 0 (10 XP)

Actions
Longbow. Ranged Weapon Attack: +2 to hit, reach
5 ft. Hit: 4 (1d8) piercing damage.

Bearded Devil
Medium fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 15 (+2) 15 (+2) 9 (–1) 11 (+0) 11 (+0)

Saving Throws Str +5, Con +4, Wis +2
Damage Resistances cold, bludgeoning, piercing,

and slashing from nonmagical weapons that
aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 10
Languages Infernal, telepathy 120 ft.
Challenge 3 (700 XP)

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

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

Steadfast. The devil can't be frightened while it can
see an allied creature within 30 feet of it.

Actions
Multiattack. The devil makes two attacks: one with
its beard and one with its glaive.

Beard. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 6 (1d8 + 2) piercing damage,
and the target must succeed on a DC 12
Constitution saving throw or be poisoned for 1
minute. While poisoned in this way, the target
can't regain hit points. The target can repeat the
saving throw at the end of each of its turns,
ending the effect on itself on a success.

Glaive. Melee Weapon Attack: +5 to hit, reach 10
ft. Hit: 8 (1d10 + 3) slashing damage. If the target
is a creature other than an undead or a construct,
it must succeed on a DC 12 Constitution saving
throw or lose 5 (1d10) hit points at the start of
each of its turns due to an infernal wound. Each
time the devil hits the wounded target with this
attack, the damage dealt by the wound increases
by 5 (1d10). Any creature can take an action to
stanch the wound with a successful DC 12
Wisdom (Medicine) check. The wound also closes
if the target receives magical healing.
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Strovin/Karta
Medium humanoid (dwarf), lawful good

Armor Class 10
Hit Points 4 (1d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses Darkvision 60 ft., passive Perception 10
Languages Common and Dwarvish
Challenge 0 (10 XP)

Acolyte
Medium humanoid (dwarf), lawful good

Armor Class 10
Hit Points 9 (2d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 14 (+2) 11 (+0)

Skills Medicine +4, Religion +2
Senses Darkvision 60 ft., passive Perception 12
Languages Common and Dwarvish
Challenge 1/4 (50 XP)

Spellcasting. The acolyte is a 1st-level spellcaster.
Its spellcasting ability is Wisdom (spell save DC
12, +4 to hit with spell attacks). The acolyte has
following cleric spells prepared:

Cantrips (at will): light, sacred flame, thaumaturgy

1st level (3 slots): bless, cure wounds, sanctuary

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 2 (1d4) bludgeoning damage.

Imp
Tiny fiend (devil), lawful evil

Armor Class 13
Hit Points 10 (3d4 + 3)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA

6 (–2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 14 (+2)

Skills Deception +4, Insight +3, Persuasion +4,
Stealth +5

Damage Resistances cold, bludgeoning, piercing,
and slashing from nonmagical/nonsilver

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 11
Languages Infernal, Common
Challenge 1 (200 XP)

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

Devil's Sight. The imp can see in magical darkness.

Magic Resistance. The imp has advantage on
savesagainst spells and other magical effects.

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

Invisibility. The imp magically turns invisible until it
attacks, or until its concentration ends (as if
concentrating on a spell). Any equipment the imp
wears or carries is invisible with it.
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Ghast
Medium undead, chaotic evil

Armor Class 13
Hit Points 36 (8d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 17 (+3) 10 (+0) 11 (+0) 10 (+0) 8 (–1)

Damage Immunities necrotic
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 10
Languages Common
Challenge 2 (450 XP)

Stench. Any creature that starts its turn within 5 ft.
of the ghast must succeed on a DC 10
Constitution saving throw or be poisoned until
the start of its next turn. On a successful saving
throw, the creature is immune to the ghast's
Stench for 24 hours.

Turn Defiance. The ghast and any ghouls within 30
ft. of it have advantage on saving throws against
effects that turn undead.

Actions
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft.
Hit: 12 (2d8 + 3) piercing damage.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.
Hit: 10 (2d6 + 3) slashing damage. If the target is
a creature other than an undead, it must succeed
on a DC 10 Constitution saving throw or be
paralyzed for 1 minute. The target can repeat the
saving throw at the end of each of its turns,
ending the effect on itself on a success.

Ghoul
Medium undead, chaotic evil

Armor Class 12
Hit Points 22 (5d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 15 (+2) 10 (+0) 7 (–2) 10 (+0) 6 (–2)

Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 10
Languages Common
Challenge 1 (200 XP)

Actions
Bite. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 9 (2d6 + 2) piercing damage.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft.
Hit: 7 (2d4 + 2) slashing damage. If the target is a
creature other than an elf or undead, it must
succeed on a DC 10 Constitution saving throw or
be paralyzed for 1 minute. The target can repeat
the saving throw at the end of each of its turns,
ending the effect on itself on a success.

Zombie
Medium undead, neutral evil

Armor Class 8
Hit Points 22 (3d8 + 9)
Speed 20 ft.

STR DEX CON INT WIS CHA

13 (+1) 6 (–2) 16 (+3) 3 (–4) 6 (–2) 5 (–3)

Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 8
Languages understands all languages it spoke in

life but can't speak
Challenge 1/4 (50 XP)

Undead Fortitude. If damage reduces the zombie
to 0 hit points, it must make a Constitution saving
throw with a DC of 5+the damage taken, unless
the damage is radiant or from a critical hit. On a
success, the zombie drops to 1 hit point instead.

Actions
Slam. Melee Weapon Attack: +3 to hit, reach 5 ft.
Hit: 4 (1d6 + 1) bludgeoning damage.
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Bulezau
Medium fiend (demon), chaotic evil

Armor Class 14 (natural armor)
Hit Points 52 (7d8 + 21)
Speed 40 ft.

STR DEX CON INT WIS CHA

15 (+2) 14 (+2) 17 (+3) 8 (–1) 9 (–1) 6 (–2)

Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities charmed, frightened,

poisoned
Senses darkvision 120 ft., passive Perception 9
Languages Abyssal, telepathy 60 ft.
Challenge 3 (700 XP)

Rotting Presence. When any creature that isn't a
demon starts its turn within 30 feet of one or
more bulezaus, that creature must succeed on a
DC 13 Constitution saving throw or take 1d6
necrotic damage plus 1 necrotic damage for every
bulezau within 30 feet of it.

Standing Leap. The bulezau's long jump is up to 20
feet and its high jump is up to 10 feet, with or
without a running start.

Sure-Footed. The bulezau has advantage on
Strength and Dexterity saving throws made
against effects that would knock it prone.

Actions
Barbed Tail. Melee Weapon Attack: +4 to hit, reach
5 ft. Hit: 8 (1d12 + 2) piercing damage. If the
target is a creature, it must succeed on a DC 13
Constitution saving throw against disease or
become poisoned until the disease ends. While
poisoned in this way, the target sports festering
boils, coughs up flies, and sheds rotting skin, and
the target must repeat the saving throw every 24
hours that elapse. On a successful save, the
disease ends. On a failed save, the target's hit
point maximum is reduced by 4 (1d8). The target
dies if its hit point maximum is reduced to 0.

Succubus/Incubus
Medium fiend (shapechanger), neutral evil

Armor Class 15
Hit Points 66 (12d8 + 12)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA

8 (–1) 17 (+3) 13 (+1) 15 (+2) 12 (+1) 20 (+5)

Skills Deception +9, Insight +5, Perception +5,
Persuasion +9, Stealth +7

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

Senses darkvision 60 ft., passive Perception 15
Languages Abyssal, Common, Infernal, telepathy

60 ft.
Challenge 4 (1100 XP)

Telepathic Bond. The fiend ignores the range
restriction on its telepathy when communicating
with a creature it has charmed. The two don't even
need to be on the same plane of existence.

Shapechanger. The fiend can use its action to
polymorph into a Small or Medium humanoid, or
back into its true form. Without wings, the fiend
loses its flying speed. Other than its size and
speed, its statistics are the same in each form.
Any equipment it is wearing or carrying isn't
transformed. It reverts to its true form if it dies.

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

Charm. One humanoid the fiend can see within 30
feet of it must succeed on a DC 15 Wisdom
saving throw or be magically charmed for 1 day.
The charmed target obeys the fiend's verbal or
telepathic commands. If the target suffers any
harm or receives a suicidal command, it can
repeat the saving throw, ending the effect on a
success. If the target successfully saves against
the effect, or if the effect on it ends, the target is
immune to this fiend's Charm for the next 24
hours. The fiend can have only one target charmed
at a time. If it charms another, the effect on the
previous target ends.

Draining Kiss. The fiend kisses a creature charmed
by it or a willing creature. The target must make a
DC 15 Constitution saving throw against this
magic, taking 32 (5d10 + 5) psychic damage on a
failed save, or half as much damage on a
successful one. The target's hit point maximum is
reduced by an amount equal to the damage taken.
This reduction lasts until the target finishes a long
rest. The target dies if this effect reduces its hit
point maximum to 0.

Etherealness. The fiend magically enters the
Ethereal Plane from the Material Plane, or vice
versa.
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Merregon
Medium fiend (devil), lawful evil

Armor Class 16 (natural armor)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 17 (+3) 6 (–2) 12 (+1) 8 (–1)

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

Damage Immunities fire, poison
Condition Immunities frightened, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages understands Infernal but can't speak,

telepathy 120 ft.
Challenge 4 (1100 XP)

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

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

Actions
Multiattack. The merregon makes two halberd
attacks, or if an allied fiend of challenge rating 6
or higher is within 60 feet of it, the merregon
makes three halberd attacks.

Halberd. Melee Weapon Attack: +6 to hit, reach
10 ft. Hit: 9 (1d10 + 4) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +4 to
hit, range 100/400 ft.. Hit: 7 (1d10 + 2) piercing
damage.

Reactions
Loyal Bodyguard. When another fiend within 5 feet
of the merregon is hit by an attack, the merregon
causes itself to be hit instead.

Spined Devil
Small fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 22 (5d6 + 5)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA

10 (+0) 15 (+2) 12 (+1) 11 (+0) 14 (+2) 8 (–1)

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

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 12
Languages Infernal, telepathy 120 ft.
Challenge 2 (450 XP)

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

Flyby. The spined devil doesn’t provoke
opportunity attacks when it flies out of an
enemy’s reach.

Limited Spines. The devil has twelve tail spines.
Used spines regrow by the time the devil finishes
a long rest.

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

Actions
Multiattack. The devil makes two attacks: one with
its bite and one with its fork or two with its tail
spines.

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

Fork. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 3 (1d6) piercing damage.

Tail Spine. Ranged Weapon Attack: +4 to hit, range
20/80 ft. Hit: 4 (1d4 + 2) piercing damage plus 3
(1d6) fire damage.
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Nightmare
Large fiend, neutral evil

Armor Class 13
Hit Points 68 (8d10 + 24)
Speed 60 ft., fly 90 ft.

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 16 (+3) 10 (+0) 13 (+1) 15 (+2)

Damage Immunities fire
Senses passive Perception 11
Languages understands Abyssal, Common, and

Infernal but can't speak
Challenge 3 (700 XP)

Confer Fire Resistance. The nightmare can grant
resistance to fire damage to anyone riding it.

Illumination. The nightmare sheds bright light in a
10-foot radius and dim light for an additional 10
feet.

Actions
Hooves. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 13 (2d8 + 4) bludgeoning
damage plus 7 (2d6) fire damage.

Ethereal Stride. The nightmare and up to three
willing creatures within 5 feet of it magically enter
the Ethereal Plane from the Material Plane, or vice
versa.

Narzugon
Medium fiend (devil), lawful evil

Armor Class 20 (plate, shield)
Hit Points 112 (15d8 + 45)
Speed 30 ft.

STR DEX CON INT WIS CHA

20 (+5) 10 (+0) 17 (+3) 16 (+3) 14 (+2) 19 (+4)

Saving Throws Dex +5, Con +8, Cha +9
Skills Perception +7
Damage Resistances acid, cold; bludgeoning,

piercing, and slashing from nonmagical attacks
that aren't silvered

Damage Immunities fire, poison
Condition Immunities charmed, frightened,

poisoned
Senses darkvision 120 ft., passive Perception 17
Languages Common, Infernal, telepathy 120 ft.
Challenge 13 (10000 XP)

Diabolical Sense. The narzugon has advantage on
Wisdom (Perception) checks made to perceive
good-aligned creatures.

Infernal Tack. The narzugon wears spurs that are
part of infernal tack, which allow it to summon its
nightmare companion.

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

Actions
Multiattack. The narzugon uses its Infernal
Command or Terrifying Command. It also makes
three hellfire lance attacks.

Hellfire Lance. Melee Weapon Attack: +10 to hit,
reach 10 ft. Hit: 11 (1d12 + 5) piercing damage
plus 16 (3d10) fire damage. If this damage kills a
creature, the creature's soul rises from the River
Styx as a lemure in Avernus in 1d4 hours. If the
creature isn't revived before then, only a wish
spell or killing the lemure and casting true
resurrection on the creature's original body can
restore it to life. Constructs and devils are
immune to this effect.

Infernal Command. Each ally of of the narzugon
within 60 feet of it can't be charmed or frightened
until the end of the narzugon's next turn.

Terrifying Command. Each creature that isn't a
fiend within 60 feet of the narzugon that can hear
it must succeed on a DC 17 Charisma saving
throw or become frightened of it for 1 minute. A
creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. A creature makes a successful saving
throw is immune to this narzugon's Terrifying
Command for 24 hours.

Healing (1/Day). The narzugon, or one creature it
touches, regains up to 100 hit points.
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Vrock
Large fiend (demon), chaotic evil

Armor Class 15
Hit Points 104 (11d10 + 44)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA

17 (+3) 15 (+2) 18 (+4) 8 (–1) 13 (+1) 8 (–1)

Saving Throws Dex +5, Wis +4, Cha +2
Damage Resistances cold, fire, lightning,

bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 11
Languages Abyssal, telepathy 120 ft.
Challenge 6 (2300 XP)

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

Actions
Multiattack. The vrock makes two attacks: one
with its beak and one with its talons.

Beak. Melee Weapon Attack: +6 to hit, reach 5 ft.
Hit: 10 (2d6 + 3) piercing damage.

Talons. Melee Weapon Attack: +6 to hit, reach 5 ft.
Hit: 14 (2d10 + 3) slashing damage.

Spores (Recharge 6). A 15-foot-radius cloud of
toxic spores extends out from the vrock. The
spores spread around corners. Each creature in
that area must succeed on a DC 14 Constitution
saving throw or become poisoned. While
poisoned in this way, a target takes 5 (1d10)
poison damage at the start of each of its turns. A
target can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. Emptying a vial of holy water on the
target also ends the effect on it.

Stunning Screech (1/Day). The vrock emits a
horrific screech. Each creature within 20 feet of it
that can hear it and that isn't a demon must
succeed on a DC 14 Constitution saving throw or
be stunned until the end of the vrock's next turn .

Variant: Summon Demon (1/Day). The demon
chooses what to summon and attempts a magical
summoning. A vrock has a 30 percent chance of
summoning 2d4 dretches or one vrock. A
summoned demon appears in an unoccupied
space within 60 feet of its summoner, acts as an
ally of its summoner, and can't summon other
demons. It remains for 1 minute, until it or its
summoner dies, or until its summoner dismisses
it as an action.
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Bearded Devil
Medium fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 15 (+2) 15 (+2) 9 (–1) 11 (+0) 11 (+0)

Saving Throws Str +5, Con +4, Wis +2
Damage Resistances cold, bludgeoning, piercing,

and slashing from nonmagical weapons that
aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 10
Languages Infernal, telepathy 120 ft.
Challenge 3 (700 XP)

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

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

Steadfast. The devil can't be frightened while it can
see an allied creature within 30 feet of it.

Actions
Multiattack. The devil makes two attacks: one with
its beard and one with its glaive.

Beard. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 6 (1d8 + 2) piercing damage,
and the target must succeed on a DC 12
Constitution saving throw or be poisoned for 1
minute. While poisoned in this way, the target
can't regain hit points. The target can repeat the
saving throw at the end of each of its turns,
ending the effect on itself on a success.

Glaive. Melee Weapon Attack: +5 to hit, reach 10
ft. Hit: 8 (1d10 + 3) slashing damage. If the target
is a creature other than an undead or a construct,
it must succeed on a DC 12 Constitution saving
throw or lose 5 (1d10) hit points at the start of
each of its turns due to an infernal wound. Each
time the devil hits the wounded target with this
attack, the damage dealt by the wound increases
by 5 (1d10). Any creature can take an action to
stanch the wound with a successful DC 12
Wisdom (Medicine) check. The wound also closes
if the target receives magical healing.

Spined Devil
Small fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 22 (5d6 + 5)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA

10 (+0) 15 (+2) 12 (+1) 11 (+0) 14 (+2) 8 (–1)

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

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 12
Languages Infernal, telepathy 120 ft.
Challenge 2 (450 XP)

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

Flyby. The spined devil doesn’t provoke
opportunity attacks when it flies out of an
enemy’s reach.

Limited Spines. The devil has twelve tail spines.
Used spines regrow by the time the devil finishes
a long rest.

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

Actions
Multiattack. The devil makes two attacks: one with
its bite and one with its fork or two with its tail
spines.

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

Fork. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 3 (1d6) piercing damage.

Tail Spine. Ranged Weapon Attack: +4 to hit, range
20/80 ft. Hit: 4 (1d4 + 2) piercing damage plus 3
(1d6) fire damage.
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Hell Hound
Medium fiend, lawful evil

Armor Class 15
Hit Points 45 (7d8 + 14)
Speed 50 ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 14 (+2) 6 (–2) 13 (+1) 6 (–2)

Skills Perception +5
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 15
Languages understands Infernal but can't speak it
Challenge 3 (700 XP)

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

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

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.
Hit: 7 (1d8 + 3) piercing damage plus 7 (2d6) fire
damage.

Fire Breath (Recharge 5-6). The hound exhales fire
in a 15-foot cone. Each creature in that area must
make a DC 12 Dexterity saving throw, taking 21
(6d6) fire damage on a failed save, or half as much
damage on a successful one.
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Cultist
Medium humanoid (any race), any non-good
alignment

Armor Class 12 (leather)
Hit Points 9 (2d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

11 (+0) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0)

Skills Deception +2, Religion +2
Senses passive Perception 10
Languages any one language (usually Common)
Challenge 1/8 (25 XP)

Dark Devotion. The cultist has advantage on saving
throws against being charmed or frightened.

Actions
Scimitar. Melee Weapon Attack: +3 to hit, reach 5
ft. Hit: 4 (1d6 + 1) slashing damage.

White Abishai
Medium fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 68 (8d8 + 32)
Speed 30 ft., fly 40 ft.

STR DEX CON INT WIS CHA

16 (+3) 11 (+0) 18 (+4) 11 (+0) 12 (+1) 13 (+1)

Saving Throws Str +6, Con +7
Damage Resistances bludgeoning, piercing, and

slashing from nonmagical attacks that aren't
silvered

Damage Immunities cold, fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 11
Languages Draconic, Infernal, telepathy 120 ft.
Challenge 6 (2300 XP)

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

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

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

Reckless. At the start of its turn, the abishai can
gain advantage on all melee weapon attack rolls it
makes during that turn, but attack rolls against it
have advantage until the start of its next turn.

Actions
Multiattack. The abishai makes two attacks: one
with its longsword and one with its claws.

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

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

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 5 (1d4 + 3) piercing damage plus
3 (1d6) cold damage.

Reactions
Vicious Reprisal. In response to taking damage, the
abishai makes a bite attack against a random
creature within 5 feet of it. If no creature is in
reach, the abishai moves up to half its speed
toward an enemy it can see, without provoking
opportunity attacks.
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Barbed Devil
Medium fiend (devil), lawful evil

Armor Class 15
Hit Points 110 (13d8 + 52)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 17 (+3) 18 (+4) 12 (+1) 14 (+2) 14 (+2)

Saving Throws Str +6, Con +7, Wis +5, Cha +5
Skills Deception +5, Insight +5, Perception +8
Damage Resistances cold, bludgeoning, piercing,

and slashing from nonmagical weapons that
aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 18
Languages Infernal, telepathy 120 ft.
Challenge 5 (1800 XP)

Barbed Hide. At the start of each of its turns, the
barbed devil deals 5 (1d10) piercing damage to
any creature grappling it.

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

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

Actions
Multiattack. The devil makes three melee attacks:
one with its tail and two with its claws.
Alternatively, it can use Hurl Flame twice.

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

Tail. Melee Weapon Attack: +6 to hit, reach 5 ft.
Hit: 10 (2d6 + 3) piercing damage.

Hurl Flame. Ranged Spell Attack: +5 to hit, range
150 ft. Hit: 10 (3d6) fire damage. If the target is a
flammable object that isn't being worn or carried,
it also catches fire.

Giant Crab
Medium beast, unaligned

Armor Class 15
Hit Points 13 (3d8 + 0)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 15 (+2) 11 (+0) 1 (–5) 9 (–1) 3 (–4)

Skills Stealth +4
Senses blindsight 30 ft., passive Perception 9
Languages —
Challenge 1/8 (25 XP)

Amphibious. The crab can breathe air and water.

Actions
Claw. Melee Weapon Attack: +3 to hit, reach 5 ft.
Hit: 4 (1d6 + 1) bludgeoning damage, and the
target is grappled (escape DC 11). The crab has
two claws, each of which can grapple only one
target.
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Spined Devil
Small fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 22 (5d6 + 5)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA

10 (+0) 15 (+2) 12 (+1) 11 (+0) 14 (+2) 8 (–1)

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

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 12
Languages Infernal, telepathy 120 ft.
Challenge 2 (450 XP)

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

Flyby. The spined devil doesn’t provoke
opportunity attacks when it flies out of an
enemy’s reach.

Limited Spines. The devil has twelve tail spines.
Used spines regrow by the time the devil finishes
a long rest.

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

Actions
Multiattack. The devil makes two attacks: one with
its bite and one with its fork or two with its tail
spines.

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

Fork. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 3 (1d6) piercing damage.

Tail Spine. Ranged Weapon Attack: +4 to hit, range
20/80 ft. Hit: 4 (1d4 + 2) piercing damage plus 3
(1d6) fire damage.

Bandit Captain
Medium humanoid (any race), any non-lawful
alignment

Armor Class 15 (studded leather)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

STR DEX CON INT WIS CHA

15 (+2) 16 (+3) 14 (+2) 14 (+2) 11 (+0) 14 (+2)

Saving Throws Str +4, Dex +5, Wis +2
Skills Athletics +4, Deception +4
Senses passive Perception 10
Languages any two languages
Challenge 2 (450 XP)

Actions
Multiattack. The captain makes three melee
attacks: two with its scimitar and one with its
dagger. Or the captain makes two ranged attacks
with its daggers.

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

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

Reactions
Parry. The captain adds 2 to its AC against one
melee attack that would hit it. To do so, the
captain must see the attacker and be wielding a
melee weapon.
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Merregon
Medium fiend (devil), lawful evil

Armor Class 16 (natural armor)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 17 (+3) 6 (–2) 12 (+1) 8 (–1)

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

Damage Immunities fire, poison
Condition Immunities frightened, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages understands Infernal but can't speak,

telepathy 120 ft.
Challenge 4 (1100 XP)

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

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

Actions
Multiattack. The merregon makes two halberd
attacks, or if an allied fiend of challenge rating 6
or higher is within 60 feet of it, the merregon
makes three halberd attacks.

Halberd. Melee Weapon Attack: +6 to hit, reach
10 ft. Hit: 9 (1d10 + 4) slashing damage.

Heavy Crossbow. Ranged Weapon Attack: +4 to
hit, range 100/400 ft.. Hit: 7 (1d10 + 2) piercing
damage.

Reactions
Loyal Bodyguard. When another fiend within 5 feet
of the merregon is hit by an attack, the merregon
causes itself to be hit instead.

Hell Hound
Medium fiend, lawful evil

Armor Class 15
Hit Points 45 (7d8 + 14)
Speed 50 ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 14 (+2) 6 (–2) 13 (+1) 6 (–2)

Skills Perception +5
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 15
Languages understands Infernal but can't speak it
Challenge 3 (700 XP)

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

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

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.
Hit: 7 (1d8 + 3) piercing damage plus 7 (2d6) fire
damage.

Fire Breath (Recharge 5-6). The hound exhales fire
in a 15-foot cone. Each creature in that area must
make a DC 12 Dexterity saving throw, taking 21
(6d6) fire damage on a failed save, or half as much
damage on a successful one.
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Druid
Medium humanoid (any race), any alignment

Armor Class 11
Hit Points 27 (5d8 + 5)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 12 (+1) 13 (+1) 12 (+1) 15 (+2) 11 (+0)

Skills Medicine +4, Nature +3, Perception +4
Senses passive Perception 14
Languages Druidic plus any two languages
Challenge 2 (450 XP)

Spellcasting. The druid is a 4th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 12,
+4 to hit with spell attacks). It has the following
druid spells prepared:

Cantrips (at will): druidcraft, produce flame,
shillelagh

1st level (4 slots): entangle, longstrider, speak
with animals, thunderwave

2nd level (3 slots): animal messenger, barkskin

Actions
Quarterstaff. Melee Weapon Attack: +2 to hit (+4
to hit with shillelagh), reach 5 ft. Hit: 3 (1d6)
bludgeoning damage, or 6 (1d8 + 2) bludgeoning
damage with shillelagh or if wielded with two
hands.

Guard
Medium humanoid (human), lawful evil

Armor Class 16
Hit Points 11 (2d8 + 2)
Speed 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 12 (+1) 12 (+1) 10 (+0) 11 (+0) 10 (+0)

Skills Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1/8 (25 XP)

Actions
Spear. Melee or Ranged Weapon Attack: +3 to hit,
reach 5 ft. or range 20/60 ft. Hit: 4 (1d6 + 1)
piercing damage or 5 (1d8 + 1) piercing damage
if used with two hands to make a melee attack.

Commoner
Medium humanoid (any race), any alignment

Armor Class 10
Hit Points 4 (1d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages any one language (usually Common)
Challenge 0 (10 XP)

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 2 (1d4) bludgeoning damage.



H12. Temple of the Highest H16. Main Crypts

15

Mummy
Medium undead, lawful evil

Armor Class 11 (natural armor)
Hit Points 58 (9d8 + 18)
Speed 20 ft.

STR DEX CON INT WIS CHA

16 (+3) 8 (–1) 15 (+2) 6 (–2) 10 (+0) 12 (+1)

Saving Throws Wis +2
Damage Vulnerabilities fire
Damage Immunities bludgeoning, piercing, and

slashing from nonmagical weapons
Condition Immunities necrotic, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages the languages it knew in life
Challenge 3 (700 XP)

Actions
Multiattack. The mummy can use its Dreadful
Glare and makes one attack with its rotting fist.

Rotting Fist. Melee Weapon Attack: +5 to hit,
reach 5 ft. Hit: 10 (2d6 + 3) bludgeoning damage
plus 10 (3d6) necrotic damage. If the target is a
creature, it must succeed on a DC 12 Constitution
saving throw or be cursed with mummy rot. The
cursed target can't regain hit points, and its hit
point maximum decreases by 10 (3d6) for every
24 hours that elapse. If the curse reduces the
target's hit point maximum to 0, the target dies,
and its body turns to dust. The curse lasts until
removed by the remove curse spell or other
magic.

Dreadful Glare. The mummy targets one creature it
can see within 60 ft. of it. If the target can see the
mummy, it must succeed on a DC 11 Wisdom
saving throw against this magic or become
frightened until the end of the mummy's next
turn. If the target fails the saving throw by 5 or
more, it is also paralyzed for the same duration. A
target that succeeds on the saving throw is
immune to the Dreadful Glare of all mummies
(but not mummy lords) for the next 24 hours.

Acolyte
Medium humanoid (dwarf), lawful good

Armor Class 10
Hit Points 9 (2d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 14 (+2) 11 (+0)

Skills Medicine +4, Religion +2
Senses Darkvision 60 ft., passive Perception 12
Languages Common and Dwarvish
Challenge 1/4 (50 XP)

Spellcasting. The acolyte is a 1st-level spellcaster.
Its spellcasting ability is Wisdom (spell save DC
12, +4 to hit with spell attacks). The acolyte has
following cleric spells prepared:

Cantrips (at will): light, sacred flame, thaumaturgy

1st level (3 slots): bless, cure wounds, sanctuary

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 2 (1d4) bludgeoning damage.

Commoner
Medium humanoid (any race), any alignment

Armor Class 10
Hit Points 4 (1d8 + 0)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages any one language (usually Common)
Challenge 0 (10 XP)

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 2 (1d4) bludgeoning damage.
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Skeleton
Medium undead, lawful evil

Armor Class 13
Hit Points 13 (2d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 15 (+2) 6 (–2) 8 (–1) 5 (–3)

Damage Vulnerabilities bludgeoning
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands all languages it spoke in

life but can't speak
Challenge 1/4 (50 XP)

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

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

Zombie
Medium undead, neutral evil

Armor Class 8
Hit Points 22 (3d8 + 9)
Speed 20 ft.

STR DEX CON INT WIS CHA

13 (+1) 6 (–2) 16 (+3) 3 (–4) 6 (–2) 5 (–3)

Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 8
Languages understands all languages it spoke in

life but can't speak
Challenge 1/4 (50 XP)

Undead Fortitude. If damage reduces the zombie
to 0 hit points, it must make a Constitution saving
throw with a DC of 5+the damage taken, unless
the damage is radiant or from a critical hit. On a
success, the zombie drops to 1 hit point instead.

Actions
Slam. Melee Weapon Attack: +3 to hit, reach 5 ft.
Hit: 4 (1d6 + 1) bludgeoning damage.

Minotaur Skeleton
Large undead, lawful evil

Armor Class 12 (natural armor)
Hit Points 67 (9d10 + 18)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 15 (+2) 6 (–2) 8 (–1) 5 (–3)

Damage Vulnerabilities bludgeoning
Damage Immunities poison
Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands Abyssal but can't speak
Challenge 2 (450 XP)

Charge. If the skeleton moves at least 10 feet
straight toward a target and then hits it with a
gore attack on the same turn, the target takes an
extra 9 (2d8) piercing damage. If the target is a
creature, it must succeed on a DC 14 Strength
saving throw or be pushed up to 10 feet away and
knocked prone.

Actions
Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft. Hit: 17 (2d12 + 4) slashing damage.

Gore. Melee Weapon Attack: +6 to hit, reach 5 ft.
Hit: 13 (2d8 + 4) piercing damage.
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Shadow
Medium undead, chaotic evil

Armor Class 12
Hit Points 16 (3d8 + 3)
Speed 40 ft.

STR DEX CON INT WIS CHA

6 (–2) 14 (+2) 13 (+1) 6 (–2) 10 (+0) 8 (–1)

Skills Stealth +4
Damage Vulnerabilities radiant
Damage Resistances acid, cold, fire, lightning,

thunder, bludgeoning, piercing, and slashing
from nonmagical weapons

Damage Immunities necrotic, poison
Condition Immunities exhaustion, frightened,

grappled, paralyzed, petrified, poisoned, prone,
restrained

Senses darkvision 60 ft., passive Perception 10
Languages —
Challenge 1/2 (100 XP)

Amorphous. The shadow can move through a
space as narrow as 1 inch wide without squeezing.

Shadow Stealth. While in dim light or darkness, the
shadow can take the Hide action as a bonus
action. Its stealth bonus is also improved to +6.

Sunlight Weakness. While in sunlight, the shadow
has disadvantage on attack rolls, ability checks,
and saving throws.

Actions
Strength Drain. Melee Weapon Attack: +4 to hit,
reach 5 ft. Hit: 9 (2d6 + 2) necrotic damage, and
the target's Strength score is reduced by 1d4. The
target dies if this reduces its Strength to 0.
Otherwise, the reduction lasts until the target
finishes a short or long rest. If a non-evil
humanoid dies from this attack, a new shadow
rises from the corpse 1d4 hours later.

Specter
Medium undead, chaotic evil

Armor Class 12
Hit Points 22 (5d8 + 0)
Speed 0 ft., fly 50 ft. (hover)

STR DEX CON INT WIS CHA

1 (–5) 14 (+2) 11 (+0) 10 (+0) 10 (+0) 11 (+0)

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

Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion,

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

Senses darkvision 60 ft., passive Perception 10
Languages understands all languages it knew in life

but can't speak
Challenge 1 (200 XP)

Incorporeal Movement. The specter 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.

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

Actions
Life Drain. Melee Spell Attack: +4 to hit, reach 5 ft.
Hit: 10 (3d6) necrotic damage. The target must
succeed on a DC 10 Constitution saving throw or
its hit point maximum is reduced by an amount
equal to the damage taken. This reduction lasts
until the creature finishes a long rest. The target
dies if this effect reduces its hit point maximum
to 0.
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Mezzoloth
Medium fiend (yugoloth), neutral evil

Armor Class 18 (natural armor)
Hit Points 75 (10d8 + 30)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 16 (+3) 7 (–2) 10 (+0) 11 (+0)

Skills Perception +3
Damage Resistances cold, fire, lightning,

bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities acid, poison
Condition Immunities poisoned
Senses blindsight 60ft., darkvision 60ft., passive

Perception 13
Languages Abyssal, Infernal, telepathy 60ft.
Challenge 5 (1800 XP)

Innate Spellcasting. The mezzoloth's innate
spellcasting ability is Charisma (spell save DC 11,
+3 to hit with spell attacks). It can innately cast
the following spells, requiring no material
components: 2/day: darkness, dispel magic 1/day:
cloudkill

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

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

Actions
Multiattack. The mezzoloth makes one claw attack
and one trident attack.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft.
Hit: 9 (2d4 + 4) slashing damage.

Trident. Melee or Ranged Weapon Attack: +7 to
hit, reach 5 ft. or range 20/60 ft. Hit: 7 (1d6 + 4)
piercing damage in melee, or 8 (1d8 + 4) piercing
damage if used with two claws to make a melee
attack.

Variant: Summon Demon (1/Day). The yugoloth
chooses what to summon and attempts a magical
summoning. A mezzoloth has a 30 percent
chance of summoning one mezzoloth. A
summoned yugoloth appears in an unoccupied
space within 60 feet of its summoner, does as it
pleases (unless its summoner is an ultroloth, in
which case it acts as an ally of its summoner), and
can't summon other yugoloths. The summoned
yugoloth remains for 1 minute, until it or its
summoner dies, or until its summoner takes a
bonus action to dismiss it.

Gideon Lightward
Medium undead, lawful evil

Armor Class 11
Hit Points 136 (16d8 + 64)
Speed 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 18 (+4) 10 (+0) 18 (+4) 13 (+1)

Saving Throws Dex +4, Con +7, Wis +7
Skills Insight +7, Religion +6
Damage Vulnerabilities radiant
Damage Resistances bludgeoning, piercing and

slashing damage from nonmagical attacks
Condition Immunities necrotic, poison
Senses darkvision 60 ft., passive Perception 14
Languages Common
Challenge 6 (2,300 XP)

Regeneration. Gideon regains 10 hit points at the
start of each of his turns. If he takes radiant
damage, this trait doesn’t function at the start of
his next turn. Gideon is destroyed only if he starts
his turn with 0 hit points and doesn’t regenerate.

Actions
Multiattack. Gideon attacks twice with his fists.

Fist. Melee Weapon Attack: +7 to hit, reach 5 ft.
Hit: 11 (2d6 + 4) bludgeoning damage.

Withering Gaze. Gideon targets one creature he
can see within 60 feet of him. The target must
make a DC 15 Constitution saving throw, taking
22 (4d10) necrotic damage on a failed save, or
half as much damage on a successful one.
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Giant Scorpion
Large beast, unaligned

Armor Class 15 (natural armor)
Hit Points 52 (7d10 + 14)
Speed 40 ft.

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 15 (+2) 1 (–5) 9 (–1) 3 (–4)

Senses blindsight 60 ft., passive Perception 9
Challenge 3 (700 XP)

Actions
Multiattack. The scorpion makes three attacks: two
with its claws and one with its sting.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft.
Hit: 6 (1d8 + 2) bludgeoning damage, and the
target is grappled (escape DC 12). The scorpion's
two claws can grapple one target each.

Sting. Melee Weapon Attack: +4 to hit, reach 5 ft.
Hit: 7 (1d10 + 2) piercing damage, and the target
must make a DC 12 Constitution saving throw,
taking 22 (4d10) poison damage on a failed save,
or half as much damage on a successful one.

Dretch
Small fiend (demon), chaotic evil

Armor Class 11
Hit Points 18 (4d6 + 4)
Speed 20 ft.

STR DEX CON INT WIS CHA

11 (+0) 11 (+0) 12 (+1) 5 (–3) 8 (–1) 3 (–4)

Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 9
Languages Abyssal, telepathy 60 ft.
Challenge 1/4 (50 XP)

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

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 3 (1d6) piercing damage.

Claws. Melee Weapon Attack: +2 to hit, reach 5 ft.
Hit: 5 (2d4) slashing damage.

Fetid Cloud (1/Day). A 10-foot radius of disgusting
green gas extends out from the dretch. The gas
spreads around corners, and its area is lightly
obscured. It lasts for 1 minute or until a strong
wind disperses it. Any creature that starts its turn
in that area must succeed on a DC 11
Constitution saving throw or be poisoned until
the start of its next turn. While poisoned in this
way, the target can take either an action or a
bonus action on its turn, not both, and can't take
reactions.

Quasit
Tiny fiend (demon), chaotic evil

Armor Class 13
Hit Points 7 (3d4 + 0)
Speed 40 ft.

STR DEX CON INT WIS CHA

5 (–3) 17 (+3) 10 (+0) 7 (–2) 10 (+0) 10 (+0)

Skills Stealth +5
Damage Resistances cold, fire, lightning, bludgeoning,

piercing, and slashing from nonmagical weapons
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 10
Languages Abyssal, Common
Challenge 1 (200 XP)

Shapechanger. The quasit can use its action to
polymorph into a beast form that resembles a bat
(speed 10 ft. fly 40 ft.), a centipede (40 ft., climb 40
ft.), or a toad (40 ft., swim 40 ft.), or back into its true
form. Any equipment it is wearing or carrying isn't
transformed. It reverts to its true form if it dies.

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

Actions
Claw (Bite in Beast Form). Melee Weapon Attack: +4
to hit, reach 5 ft. Hit: 5 (1d4 + 3) piercing damage,
and the target must succeed on a DC 10 Constitution
saving throw or take 5 (2d4) poison damage and
become poisoned for 1 minute. The target can repeat
the saving throw at the end of each of its turns,
ending the effect on itself on a success.

Scare (1/day). One creature of the quasit's choice
within 20 ft. of it must succeed on a DC 10 Wisdom
saving throw or be frightened for 1 minute. The
target can repeat the saving throw at the end of each
of its turns, with disadvantage if the quasit is within
line of sight, ending the effect on itself on a success.

Invisibility. The quasit magically turns invisible until it
attacks or uses Scare, or until its concentration ends
(as if concentrating on a spell). Any equipment the
quasit wears or carries is invisible with it.
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Minotaur
Large monstrosity, chaotic evil

Armor Class 14
Hit Points 76 (9d10 + 27)
Speed 40 ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 16 (+3) 6 (–2) 16 (+3) 9 (–1)

Skills Perception +7
Senses darkvision 60 ft., passive Perception 17
Languages Abyssal
Challenge 3 (700 XP)

Charge. If the minotaur moves at least 10 ft.
straight toward a target and then hits it with a
gore attack on the same turn, the target takes an
extra 9 (2d8) piercing damage. If the target is a
creature, it must succeed on a DC 14 Strength
saving throw or be pushed up to 10 ft. away and
knocked prone.

Labyrinthine Recall. The minotaur can perfectly
recall any path it has traveled.

Reckless. At the start of its turn, the minotaur can
gain advantage on all melee weapon attack rolls it
makes during that turn, but attack rolls against it
have advantage until the start of its next turn.

Actions
Greataxe. Melee Weapon Attack: +6 to hit, reach 5
ft. Hit: 17 (2d12 + 4) slashing damage.

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

Ulder Ravengard
Medium humanoid (human), neutral

Armor Class 20 (plate, shield)
Hit Points 112 (15d8 + 45)
Speed 25 ft.

STR DEX CON INT WIS CHA

17 (+3) 14 (+2) 16 (+3) 11 (+0) 10 (+0) 17 (+3)

Saving Throws Con +6, Wis +3
Skills Athletics +6, Intimidation +6, Perception +3
Senses passive Perception 13
Languages Common
Challenge 5 (1,800 XP)

Actions
Multiattack. Ulder makes three melee attacks, only
one of which can be with his shield.

+1 Longsword. Melee Weapon Attack: +7 to hit,
reach 5 ft. Hit: 8 (1d8 + 4) slashing damage, or 9
(1d10 + 4) slashing damage when used with two
hands.

Shield. Melee Weapon Attack: +6 to hit, reach 5 ft.
Hit: 6 (1d6 + 3) bludgeoning damage, and Ulder
pushes the target 5 feet away from him. Ulder
then enters the space vacated by the target. If the
target is pushed to within 5 feet of a creature
friendly to Ulder, the target provokes an
opportunity attack from that creature.

Reactions
Guardian Strike. If an enemy within 5 feet of Ulder
attacks a target other than him, Ulder can make a
melee attack against that enemy

Will-o'-Wisp
Tiny undead, chaotic evil

Armor Class 19
Hit Points 22 (9d4 + 0)
Speed 0 ft., fly 50 ft. (hover)

STR DEX CON INT WIS CHA

1 (–5) 28 (+9) 10 (+0) 13 (+1) 14 (+2) 11 (+0)

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

Damage Immunities lightning, poison
Condition Immunities exhaustion, grappled, paralyzed,

poisoned, prone, restrained, unconscious
Senses darkvision 120 ft., passive Perception 12
Languages the languages it knew in life
Challenge 2 (450 XP)

Consume Life. As a bonus action, the will-o'-wisp can
target one creature it can see within 5 ft. of it that
has 0 hit points and is still alive. The target must
succeed on a DC 10 Constitution saving throw
against this magic or die. If the target dies, the will-o'-
wisp regains 10 (3d6) hit points.

Ephemeral. The will-o'-wisp can't carry anything.

Incorporeal Movement. The will-o'-wisp 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.

Variable Illumination. The will-o'-wisp sheds bright
light in a 5- to 20-foot radius and dim light for an
additional number of ft. equal to the chosen radius.
The will-o'-wisp can alter the radius as a bonus action.

Actions
Shock. Melee Spell Attack: +4 to hit, reach 5 ft. Hit: 9
(2d8) lightning damage.

Invisibility. The will-o'-wisp and its light magically
become invisible until it attacks or uses its Consume
Life, or until its concentration ends (as if
concentrating on a spell).



Reya & Lulu

Veteran
Medium humanoid (any race), any alignment

Armor Class 17
Hit Points 58 (9d8 + 18)
Speed 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Skills Athletics +5, Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 3 (700 XP)

Actions
Multiattack. The veteran makes two longsword
attacks. If it has a shortsword drawn, it can also make
a shortsword attack.

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

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

Heavy Crossbow. Ranged Weapon Attack: +3 to hit,
range 100/400 ft. Hit: 6 (1d10 + 1) piercing
damage.

Hollyphant
Small celestial, lawful good

Armor Class 18 (natural armor)
Hit Points 30 (4d10 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 11 (+0) 12 (+1) 16 (+3) 19 (+4) 16 (+3)

Saving Throws Dex +3, Con +4, Cha +6
Damage Resistances Damage Resistances

Bludgeoning, Piercing, and Slashing from
Nonmagical Attacks

Damage Immunities Poison
Condition Immunities Poisoned
Senses Passive Perception 14
Languages Celestial, Telepathy 120 ft.
Challenge 5 (1,800 XP)

Aura of Invulnerability. An invisible aura forms a 10-
foot-radius sphere around the hollyphant for as long
as it lives. Any spell of 5th level or lower cast from
outside the barrier can’t affect creatures or objects
within it, even if the spell is cast using a higher level
spell slot. Such a spell can target creatures and
objects within the barrier, but the spell has no effect
on them. Similarly, the area within the barrier is
excluded from the areas affected by such spells. The
hollyphant can use an action to suppress this trait
until its concentration ends (as if concentrating on a
spell).

Innate Spellcasting. The hollyphant’s innate
spellcasting ability is Wisdom (spell save DC 15). It
can innately cast the following spells, requiring no
material components:

At will: light

2/day each: bless, cure wounds, protection from evil
and good

1/day each: banishment, heal, raise dead,
shapechange (into a golden-furred mammoth with
feathered wings and a flying speed of 120 ft.),
teleport (with no chance of error)

Magic Weapons. The hollyphant’s weapon attacks are
magical.

Actions
Tusks. Melee Weapon Attack: +3 to hit, reach 5 ft.
Hit: 3 (1d6) piercing damage.

Trumpet (3/Day). The hollyphant blows air through its
trunk, creating a trumpet sound that can be heard out
to a range of 600 feet. The trumpet also creates a 30-
foot cone of energy that has one of the following
effects, chosen by the hollyphant:

Trumpet of Blasting. Each creature in the cone must
make a DC 14 Constitution saving throw. On a failed
save, a creature takes 17 (5d6) thunder damage and
is deafened for 1 minute. On a successful save, a
creature takes half as much damage and isn’t
deafened. Nonmagical objects in the cone that aren’t
being held or worn take 35 (10d6) thunder damage.

Trumpet of Sparkles. Creatures in the cone must make
a DC 14 Constitution saving throw, taking 22 (4d8 +
4) radiant damage on a failed save, or half as much
damage on a successful one. Evil creatures have
disadvantage on the saving throw. Good creatures in
the cone take no damage.


