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Adaptable Non-Player CharactersAdaptable Non-Player Characters

Adaptable NPCs by Challenge RatingAdaptable NPCs by Challenge Rating
CR 1/8CR 1/8
The Conscript
The Devout Parishioner
The Lady of the Court
The Steadholder
The Wasteland Nomad

CR 1/4CR 1/4
The Deserter
The Gnomish Inventor
The Visage

CR 1/2CR 1/2
The Aging Hero
The Bungling Burglar
The Dragon Whisperer
The Enlightened Pilgrim
The Lake Spirit
The Rotting Soldier
The Wayfaring Sage
The Withered Hound

CR 1CR 1
The Avaricious Sellsword
The Cursed Footman
The Disciple of the Raven
The Expedition Leader
The Lost Tribesman
The Spectral Visitor
The Vagabond
The Weresparrow

CR 2CR 2
The Barbarian Pathfinder
The Fairy Trickster
The Forest Mystic
The Herbalist
The Legionnaire

The Ronin
The Shepherd
The Soldier of Fortune
The Unsettled Veteran
The Wanderer of the Sea

CR 3CR 3
The Arbitrator
The Corpse Collector
The Demonic Envoy
The Eagle Rider
The Frozen Disciple
The Gamekeeper
The Matriarch
The Reaver
The Werebat

CR 4CR 4
The Crystal Seer
The Eschewed Tribesman
The Executioner
The Hellion
The Immolation Archer
The Mountain Hag
The Satyr Guardian
The Sigil Prophet
The Soaring Druid

CR 5CR 5
The Blood Sorcerer
The Centaur Captain
The Enslaved Drake
The Hollowed Soul
The Pietistic Syndicate
The Rowdy Seafarer
The Savannah Master
The Untamed Monstrosity

CR 6CR 6
The Demon Butcher
The Depraved Queen
The Frigid Abysswalker
The Knight of Valor
The Master Illusionist
The Orcish Warlord
The Vengeful Chosen

CR 7CR 7
The Bringer of Mercy
The Chained Demon
The Gloom Stalker
The Plague Bearer
The Priestess of the Deep
The Umbral Howler
The Wild Mage

CR 8CR 8
The Aphotic Knight
The Death Whisperer
The Hexblade Warlock
The Twilight Druid
The Wild Master
The Wind Elemental

CR 9CR 9
The Amethyst Knight
The Dignitary
The Undying Warlock
The Vampire Seductress

CR 10CR 10
The Dhampir
The Grave Knight
The Stormknight
The Wrathful Monk
The Wyvern Rider

CR 11CR 11
The Dark Overlord
The Drow Scourge
The Melancholy Golem
The Rune Knight

CR12CR12
The Celestial Messenger
The Corrupted Djinni
The Earthen Construct
The Everbound Revenant
The Vitriolic Serpent

CR 13CR 13
The Dark Rider
The Oathbreaker
The Seraphim Warrior

CR 14CR 14
The Buer Warrior
The Frozen Wight
The Lord of the Sky
The Sacred Champion

CR 15CR 15
The Empyrean Guardian
The Knight of Hell

CR 16CR 16
The Mage Hunter

CR 17CR 17
The Benevolent Deity

CR 18CR 18
The Tethered Archfiend 



The Aging HeroThe Aging HeroThe Aging HeroThe Aging HeroThe Aging Hero

Aging HeroAging Hero
Medium humanoid (any race), any alignment

Armor ClassArmor Class 11 (padded, shield)
Hit PointsHit Points 44 (8d8 + 8)
SpeedSpeed 25 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

6 (-2) 7 (-2) 12 (+1) 15 (+2) 17 (+3) 16 (+3)

SkillsSkills History +4, Survival +5
SensesSenses passive Perception 13
LanguagesLanguages any three languages
ChallengeChallenge 1/2 (100 XP)

Martial Advantage (1/Turn).Martial Advantage (1/Turn). The aging hero can deal
an extra 3 (1d6) damage to a creature it hits with a
weapon attack if that creature is within 5 feet of an
ally of the aging hero that isn’t incapacitated.

Spurring Command (3/Day).Spurring Command (3/Day). As a bonus action, the
aging hero can motivate nearby companions. Once
within the next minute, creatures of the aging
hero's choosing within 30 feet that can hear it
make their next ability check with advantage.

Warrior's Intuition.Warrior's Intuition. The aging hero adds its Wisdom
modifier to attack and damage rolls (included
below).

Actions
Multiattack.Multiattack. The aging hero makes two spear
attacks.

 Melee or Ranged Weapon Attack: +3 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 4
(1d6 + 1) piercing damage.

Spear.Spear. Melee or Ranged Weapon Attack
reach 5 ft. or range 20/60 ft., one target. 
(1d6 + 1) piercing damage.



TThhee AAmmeeththyysst t t KKnniigghhtt

AAmmeeththyysst t KKnniigghhtt
Medium humanoid (any race), any non-good alignment

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 136 (18d8 + 64)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 8 (-1) 19 (+4) 9 (-1) 16 (+3) 15 (+2)

SSaavviinngg TThhrroowwss Con +8, Wis +7
SSkkiillss Perception +7, Survival +7
DDaammaaggee Immmmuunniittiieess psychic
SSeennsseess blindsight 60 ft., passive Perception 17
LLaanngguuaaggeess Common, Draconic, Undercommon
CChhaalleennggee 9 (5,000 XP)

Immbbuueedd WWeeaappoonn.. The amethyst knight's weapon attacks
are magical. When it hits with any weapon, the weapon
deals an extra 3 (1d6) psychic damage (included in the
weapon attack below).

LLiigghhtt SSeennssiittiivviittyy.. While in bright light, the amethyst
knight has disadvantage on attack rolls, as well as on
Wisdom (Perception) checks that rely on sight.

MMaaggiiccaal DDeeffiififfif aannccee.. If the amethyst knight is the target of
a 2nd level spell or lower, it is not affected by the spell
unless it chooses to be.

UUnnddeerrggrroouunndd DDwweelleerr.. When the amethyst knight is in
an underground terrain, it has advantage on Wisdom
(Perception) checks.

Actions
MMuulttiiaattttaacckk.. The amethyst knight makes three
greatsword attacks.

GGrreeaattsswwoorrdd.. Melee Weapon Attack: +8 to hit, reach 5
ft., one target. Hit: 11 (2d6 + 4) slashing damage, plus
3 (1d6) psychic damage.

BBrreeaatthh WWeeaappoonn ((RReecchhaarrggee 55–66)).. The visage of a purple
dragon manifests above the knight's head and exhales
energy in a 30-foot cone. Each creature in that area
must make a DC 16 Dexterity saving throw, taking 55
(10d10) psychic damage on a failed save, or half as
much damage on a successful one.

Legendary Actions
The amethyst knight 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 amethyst knight regains
spent legendary actions at the start of its turn.

MMoovvee.. The amethyst knight moves up to half its speed.

AAttttaacckk.. The amethyst knight makes one attack with its
greatsword.

BBrreeaatthh WWeeaappoonn ((CCoossttss 33 AAccttiioonnss)).. The amethyst knight
uses its breath weapon if it is available.

s one attack with its

he amethyst knight
able.



TThhee AApphhootiticc KKnniigghhtt

AApphhootiticc KKnniigghhtt
Medium undead, lawful evil

AArrmmoorr CClaassss 17 (breastplate, shield)
HHiitt PPooiinnttss 153 (18d8 + 72)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

19 (+4) 12 (+1) 18 (+4) 10 (0) 12 (+1) 17 (+3)

SSkkiillss Deception +6, Intimidation +6, Perception
+7, Stealth +4

DDaammaaggee Immmmuunniittiieess fire, necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, poisoned
SSeennsseess blindsight 60 ft., passive Perception 17
LLaanngguuaaggeess the languages it knew in life
CChhaalleennggee 8 (3,900 XP)

DDaarrkknneessss Innccaarrnnaattee.. The aphotic knight is shrouded
by magical darkness out to a range of 30 feet. The
aphotic knight can see normally in darkness, both
magical and nonmagical, to a distance of 60 feet.

Innnnaattee SSppeellccaassttiinngg.. The aphotic knight's spellcasting
ability is Charisma (spell save DC 14). It can
innately cast the following spells, requiring no
material components:

At will: darkness, flaming sphere

3/day: misty step

1/day: mislead

SSuunnliigghhtt SSeennssiittiivviittyy.. While in sunlight, the aphotic
knight has disadvantage on attack rolls, as well as
on Wisdom (Perception) checks that rely on sight.

Actions
MMuulttiiaattttaacckk.. The aphotic knight makes three
longsword attacks.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 8 (1d8 + 4) slashing damage,
plus 7 (2d6) fire damage.



TThhee AArrbbiitrtraatratrtratr totoatoaatoa rr

AArrbbiitrtraatratrtratr totoatoaatoa rr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 15 (breast plate)
HHiitt PPooiinnttss 110 (20d8 + 20)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 12 (+1) 12 (+1) 14 (+2) 16 (+3) 15 (+2)

SSaavviinngg TThhrroowwss Wis +5, Cha +4
SSkkiillss History +4, Insight +5, Perception +5,

Persuasion +4, Religion +4
SSeennsseess passive Perception 15
LLaanngguuaaggeess Common plus any three languages
CChhaalleennggee 3 (700 XP)

CCaalmmiinngg PPrreesseennccee.. Creatures within 30 feet of the
arbitrator have advantage on saving throws made
against being frightened.

PPeerrssuuaassiivvee NNeeggoottiiaattoorr.. The arbitrator has advantage
on all Charisma (Persuasion) checks made while
negotiating with creatures of lawful alignment.

Innnnaattee SSppeellccaassttiinngg.. The arbitrator's spellcasting
ability is Wisdom (spell save DC 13). It can innately
cast the following spells, requiring no material
components:

At will: guidance, thaumaturgy

3/day: detect evil and good, sanctuary

1/day: zone of truth

Actions
MMuulttiiaattttaacckk.. The arbitrator makes three mace
attacks.

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

RRaaiissee SSttaannddaarrdd ((RReecchhaarrggee 66)).. Up to 3 creatures of
the arbitrator's choosing within 60 feet that can
see the arbitrator can use its reaction to make a
weapon attack against a target within range.



TThhee AAvvAvAAvA aavavvav rriicciioouuss SSeellllsswwoorrdd

AAvvAvAAvA aavavvav rriicciioouuss SSeellllsswwoorrdd
Medium humanoid (any race), any chaotic
alignment

AArrmmoorr CClaassss 16 (breastplate)
HHiitt PPooiinnttss 26 (4d8 + 8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 14 (+2) 15 (+2) 12 (+1) 10 (+0) 13 (+1)

SSkkiillss Deception +3, Persuasion +3, Survival +2
SSeennsseess passive Perception 10
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 1 (200 XP)

CChheeaatt DDeeaatthh.. When the sellsword is reduced to 0 hit
points but not killed outright, it can drop to 1 hit
point instead. The sellsword can’t use this feature
again until it finishes a long rest.

DDiirrttyy FFiigghhttiinngg ((11//TTuurrnn)).. The sellsword deals an extra
7 (2d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 ft. of an ally of the sellsword
that isn't incapacitated and the sellsword doesn't
have disadvantage on the attack roll.

PPeerrppeettuuaallyy RReeaaddyy.. The sellsword gains advantage on
initiative rolls.

SSiilvveerr TTooToTToT nngguuee.. The sellsword has advantage on
Charisma (Deception, Intimidation, or Persuasion)
checks when bartering for payment.

Actions
MMuulttiiaattttaacckk.. The sellsword makes two handaxe
attacks.

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

LLiigghhtt CCrroossssbbooww.. Ranged Weapon Attack: +4 to hit,
range 80/320 ft., one target. Hit: 6 (1d8 + 2)
piercing damage.

Reactions
PPaarrrryyryrryr .. The sellsword adds 2 to its AC against one
melee Attack that would hit it. To do so, the
sellsword must see the attacker and be wielding a
melee weapon.



TThhee BaBarrbbaarriiaann PPaaPaPPaP ththathaatha ffiinnddeerr

BaBarrbbaarriiaann PPaaPaPPaP ththathaatha ffiinnddeerr
Medium humanoid (any race), any chaotic
alignment

AArrmmoorr CClaassss 13 (hide)
HHiitt PPooiinnttss 112 (15d8 + 45)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 12 (+1) 16 (+3) 10 (+0) 13 (+1) 14 (+2)

SSaavviinngg TThhrroowwss Con +5, Wis +3
SSkkiillss Intimidation +4, Nature +2, Survival +5
SSeennsseess passive Perception 11
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 2 (450 XP)

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

SSuurrvvrvrrvr iivvaaliisstt:: The barbarian pathfinder makes Wisdom
(Survival) checks with advantage. It is also able to
forage for enough food to feed itself and up to
three additional creatures per day.

WWaarryyryrryr HHeerrmmiitt:: The barbarian pathfinder is naturally
suspicious of foreigners and outsiders. A creature
interacting with the barbarian pathfinder has
disadvantage on Charisma (Deception, Intimidation,
and Persuasion) checks.

Actions
MMuulttiiaattttaacckk.. The barbarian pathfinder makes two
greatsword attacks.

GGrreeaattsswwoorrdd.. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 10 (2d6 + 3) slashing damage.

JJaavveeliinn.. Ranged Weapon Attack: +3 to hit, range
range 30/120 ft., one target. Hit:: 6 (1d6 + 3)
piercing damage.

Reactions
DDoommiinnaattiioonn oovveerr WWiilddliiffeefeffef .. When a beast targets the
barbarian pathfinder with an attack, the barbarian
pathfinder can make one weapon attack against
that creature. The barbarian pathfinder's attack
triggers after the creature hits or misses.



TThhee BeBenneevvoolleennt t DDeeiityty

BeBenneevvoolleennt t DDeeiityty
Huge celestial, any good alignment

AArrmmoorr CClaassss 18 (natural armor)
HHiitt PPooiinnttss 237 (25d12 + 75)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 16 (+3) 17 (+3) 17 (+3) 19 (+4) 17 (+3)

SSaavviinngg TThhrroowwss Int +9, Wis +10, Cha +9
SSkkiillss History +9, Perception +10, Persuasion +9,

Religion +15
DDaammaaggee RReessiissttaanncceess psychic
DDaammaaggee Immmmuunniittiieess bludgeoning, piercing, and slashing

from nonmagical weapons
SSeennsseess truesight 120 ft., passive Perception 20
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhausted, frightened,

poisoned
LLaanngguuaaggeess all, telepathy 120 ft.
CChhaalleennggee 17 (18,000 XP)

SSppeellccaassttiinngg.. The benevolent deity is an 18th-level
spellcaster. The benevolent deity’s spellcasting ability
is Wisdom (spell save DC 18, + 10 to hit with spell
attacks). The benevolent deity has the following spells
prepared, which it can cast without material
components:

Cantrips (at will): guidance, light, spare the dying,
thaumaturgy, word of radiance

1st level (4 slots): bless, ceremony, cure wounds,
detect evil or good, divine favor, protection from evil
and good, sanctuary

2nd level (3 slots): aid, alter form, augury, lesser
restoration, prayer of healing, warding bond, zone of
truth

3rd level (3 slots): aura of vitality, clairvoyance, magic
circle, mass healing word

4th level (3 slots): aura of life, aura of purity,
banishment, death ward, divination, freedom of
movement, guardian of faith

5th level (3 slots): banishing smite, commune, dispel
evil and good, greater restoration, legend lore, mass
cure wounds

6th level (1 slot): find the path, forbiddance, heroes'
feast, true seeing

7th level (1 slot): plane shift, resurrection

8th level (1 slot): control weather, holy aura

9th level (1 slot): gate, true resurrection

Actions
DDiivviinnee RRaaddiiaannccee.. The benevolent deity directs a beam of
pure holy energy at a creature it can see within 120
feet. The target must make a DC 19 Wisdom saving
throw, taking 88 (16d10) radiant damage on a failed
save or half damage on a successful save. The saving
throw is made with disadvantage if the target is of evil
alignment.

Legendary Actions
The benevolent deity 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 benevolent deity regains
spent legendary actions at the start of its turn.

HHoolyy DDiirreeccttiioonn:: The benevolent deity bolters a nearby
creature of its choice within 60 feet of it that it can
see. The creature has advantage on the next attack roll
it makes within 1 minute.

DDiissppeel MMaaggiicc ((22 aaccttiioonnss)):: The benevolent deity casts
dispel magic, which does not consume a spell slot.

HHoolyy MMiissssiivvee ((33 aaccttiioonnss)):: The benevolent deity utters a
message of power. A creature of evil alignment within
30 feet that can hear the benevolent deity must
succeed on a DC 19 Wisdom save or be frightened
until the end of its next turn.

truth

3rd level (3 slots): au
circle, mass healing w



TThhee BlBloooodd SSoorrcceerreerr

BlBloooodd SSoorrcceerreerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (15 with mage armor)
HHiitt PPooiinnttss 121 (22d8 + 22)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 14 (+2) 13 (+1) 15 (+2) 14 (+2) 16 (+3)

SSaavviinngg TThhrroowwss Int +5, Cha +6
SSkkiillss Arcana +5, Investigation +5, Medicine +5
DDaammaaggee RReessiissttaanncceess necrotic
SSeennsseess passive Perception 12
LLaanngguuaaggeess Common plus any two other languages
CChhaalleennggee 5 (1,800 XP)

BBloooodd MMeemmoorryyryrryr :: If the blood sorcerer has tasted the
blood of a creature, it can peer into the memories
of the creature. Additionally, the blood sorcerer has
advantage on Charisma (Deception, Intimidation,
and Persuasion) checks made when interacting
with the creature.

SSppeellccaassttiinngg.. The blood sorcerer is an 11th-level
spellcaster. The blood sorcerer's spellcasting ability
is Charisma (spell save DC 14, +6 to hit with spell
attacks). The blood sorcerer has the following
spells prepared:

Cantrips (at will): acid splash, friends, mage hand,
mending, resistance, spare the dying

1st level (4 slots): cure wounds, detect poison,
mage armor

2nd level (3 slots): lesser restoration, protection
from poison

3rd level (3 slots): life transference, revivify

4th level (3 slots): death ward, private sanctum

5th level (2 slots): contagion, danse macabre

6th level (1 slot): create homunculus

TTrreeaatt PPooiissoonn ((33//DDaayy)).. As a bonus action, the blood
sorcerer can cure a creature that is poisoned,
removing the condition.

Actions
SSttaaffffffffff ..f.ff.f  Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6) bludgeoning damage.

SSaanngguuiiss SSiipphhoonn.. Ranged Spell Attack: +6 to hit,
range 60 ft., one target. Hit: 13 (3d8) necrotic
damage. The blood sorcerer is healed for half of the
necrotic damage done.

BBloooodd BBooiil ((11//DDaayy)).. The blood sorcerer selects up to
3 creatures it can see within 30 feet of it. A
creature must succeed on a DC 14 Constitution
saving throw or take 16 (3d10) necrotic damage.



TThhee BrBriinnggeerr ooff MMeerrccyy

BrBriinnggeerr ooff MMeerrccyy
Medium undead (any race), true neutral

AArrmmoorr CClaassss 15 (studded leather)
HHiitt PPooiinnttss 169 (26d8 + 52)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 16 (+3) 14 (+2) 16 (+3) 16 (+3) 11 (0)

SSaavviinngg TThhrroowwss Dex +6, Wis +6
SSkkiillss History +6, Investigation +6, Perception +6,

Stealth +6
DDaammaaggee RReessiissttaanncceess acid, cold, fire, lightning, thunder;

bludgeoning, piercing, and slashing from nonmagical
weapons

DDaammaaggee Immmmuunniittiieess necrotic, poison
SSeennsseess passive Perception 16
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, frightened, grappled,

paralyzed, petrified, poisoned, prone, restrained
LLaanngguuaaggeess all languages
CChhaalleennggee 7 (2,900 XP)

EEtthheerreeaal AAwwaarreenneessss.. The bringer of mercy can see
ethereal creatures and objects.

FFiinnaal RReeleeaassee.. A creature killed by the bringer of mercy
can’t be returned to life or be animated as an undead
creature by any means short of a wish spell.

F hh SShh dd While in dim light or darkness, the
bringer of mercy can use a bonus action to become
invisible, along with anything it is wearing or carrying.
The invisibility lasts until the bringer of mercy uses a
bonus action to end it or until the bringer of mercy
attacks, is in bright light, or is incapacitated.

SSppeellccaassttiinngg.. The bringer of mercy is a 14th-level
spellcaster. The bringer of mercy's spellcasting ability is
Wisdom (spell save DC 14, +6 to hit with spell
attacks). The bringer of mercy has the following spells
prepared:

Cantrips (at will): blade ward, mage hand, spare the
dying, toll the dead, word of radiance

1st level (4 slots): compelled duel, disguise self,
wrathful smite

2nd level (3 slots): detect thoughts, misty step, zone
of truth

3rd level (3 slots): fear, nondetection, speak with dead

4th level (3 slots): banishment, phantasmal killer

5th level (2 slots): commune, dispel evil and good

6th level (1 slot): blade barrier, wind walk

7th level (1 slot): temple of the gods

Actions
MMuulttiiaattttaacckk.. The bringer of mercy makes three scythe
attacks.

SSccyytthhee.. Melee Weapon Attack: +7 to hit, reach 10 ft.,
one target. Hit: 15 (2d10 + 4) necrotic damage.

PPaaiinnleessss DDeeaatthh.. The bringer of mercy touches a
creature. If the creature is willing, it dies.

FFiinnaal RReeaappiinngg ((11//DDaayy)).. The bringer of mercy swings its
reaper's scythe in a 15-foot cone. Each creature in that
area must make a DC 15 Dexterity saving throw, taking
22 (4d10) necrotic damage on a failed save, or half as
much damage on a successful one.

FFrroomm tthhee SShhaaddoowwss.. W
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TThhee BuBueerr WWaaWaWWaW rrrriioorr

BuBueerr WWaaWaWWaW rrrriioorr
Large demon, chaotic evil

AArrmmoorr CClaassss 18 (natural armor)
HHiitt PPooiinnttss 212 (25d10 + 75)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 18 (+4) 17 (+3) 11 (+0) 14 (+2) 16 (+3)

SSaavviinngg TThhrroowwss Str +9, Dex +9, Con +8, Wis +7
SSkkiillss Acrobatics +9, Athletics +9, Intimidation +13
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing from nonmagical weapons
DDaammaaggee Immmmuunniittiieess fire, poison
SSeennsseess passive Perception 12
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhausted,

frightened, poisoned
LLaanngguuaaggeess Abyssal, Infernal, and any two additional

languages
CChhaalleennggee 14 (11,500 XP)

FFeeaarrssoommee PPrreesseennccee.. Any creature that starts its turn
within 30 feet of the buer warrior has disadvantage
on saving throws until the start of that creature's
next turn.

Innnnaattee SSppeellccaassttiinngg.. The buer warrior's spellcasting
ability is Charisma (spell save DC 16, +8 to hit with
spell attacks). It can cast the following spells
innately:

At will: blur, fear, hellish rebuke

3/day each: haste, summon lesser demon

1/day: blade barrier

MMaasstteerr ooff DDeemmoonnss.. Any demon that start's its turn
within 30 feet of the buer warrior that can see and
hear the buer warrior adds an additional 5 (2d4) to
damage rolls it makes that turn.

Actions
MMuulttiiaattttaacckk.. The buer warrior makes eight
longsword attacks.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +9 to hit, reach
5 ft., one target. Hit: 8 (1d8 + 4) fire damage, plus
4 (1d8) necrotic damage.

Reactions
DDeeffeefeffef nnssiivvee SSttaannccee.. When the buer warrior is targeted
by an attack that would hit, it begins to move its
blades with an untold mastery. Until the start of its
next turn, it has a +2 bonus to AC, including against
the triggering attack.



TThhee BuBunngglliinngg BuBurrggllaalallal rr

BuBunngglliinngg BuBurrggllaalallal rr
Medium humanoid (any race), any chaotic
alignment

AArrmmoorr CClaassss 11 (studded leather)
HHiitt PPooiinnttss 49 (9d8 + 9)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 8 (-1) 12 (+1) 12 (+1) 7 (-2) 14 (+2)

SSaavviinngg TThhrroowwss Dex +1
SSkkiillss Acrobatics +1, Deception +4, Persuasion +6,

Sleight of Hand +1
SSeennsseess passive Perception 8
LLaanngguuaaggeess Thieves' Cant plus any two languages
CChhaalleennggee 1/2 (100 XP)

SSnneeaakk AAttttaacckk ((11//TTuurrnn)).. The burglar deals an extra 3
(1d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 feet of an ally of the burglar
that isn't incapacitated and the burglar doesn't have
disadvantage on the attack roll.

UUnnluucckkyy.. When the burglar makes an ability check or
saving throw, it must do so with disadvantage. If
the burglar fails the check or save, it loses its
remaining movement speed for that turn.

Actions
SShhoorrttsswwoorrdd.. Melee Weapon Attack: +2 to hit, reach
5 ft., one target. Hit: 3 (1d6) slashing damage.

LLiigghhtt CCrroossssbbooww.. Ranged Weapon Attack: +1 to hit,
reach 80/320 ft., one target. Hit: 3 (1d8 - 1)
piercing damage.



TThhee CCeelleesstitiaall MMeesssseennggeerr

CCeelleesstitiaall MMeesssseennggeerr
Medium celestial, lawful good (75%) or lawful neutral
(25%)

AArrmmoorr CClaassss 15 (natural armor)
HHiitt PPooiinnttss 135 (18d8 + 54)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 19 (+4) 16 (+3) 15 (+2) 17 (+3) 20 (+5)

SSaavviinngg TThhrroowwss Con +7, Wis +7, Cha +9
SSkkiillss Insight +7, Intimidation +9, Persuasion +9,

Religion +6
DDaammaaggee Immmmuunniittiieess radiant
CCoonnddiittiioonn Immmmuunniittiieess charmed, frightened
SSeennsseess passive Perception 12
LLaanngguuaaggeess Celestial, Common
CChhaalleennggee 12 (8,400 XP)

AAnnggeeliicc WWeeaappoonnss.. The celestial messenger's weapon
attacks are magical. When the celestial messenger hits
with any weapon, the weapon deals an extra 12 (5d4)
radiant damage (included in the attack).

SSppeellccaassttiinngg.. The celestial messenger is an 17th-level
spellcaster. The celestial messenger's spellcasting
ability is Charisma (spell save DC 17, +9 to hit with
spell attacks). The celestial messenger has the
following spells prepared, which it can cast without
material components:

At will: light, mending, sacred flame

1st level (4 slots): charm person, comprehend
languages, cure wounds

2nd level (3 slots): detect thoughts, enhance ability,
levitate, spiritual weapon (a scepter)

3rd level (3 slots): crusader's mantle, mass healing
word, protection from energy

4th level (3 slots): banishment, faithful hound,
polymorph

5th level (2 slots): commune, creation

6th level (1 slot): heal, sunbeam

7th level (1 slot): divine word, plane shift

8th level (1 slot): holy aura, sunburst

9th level (1 slot): astral projection

Actions
MMuulttiiaattttaacckk.. The celestial messenger makes four dagger
attacks.

CCeerreemmoonniiaal DDaaggggeerr.. Melee Weapon Attack: +8 to hit,
reach 5 ft., one target. Hit: 6 (1d4 + 4) piercing
damage, plus 12 (5d4) radiant damage.

BBrraannddiisshh PPeennnnaanntt ((RReecchhaarrggee 66)).. The celestial messenger
and up to six creatures of its choice within 60 feet of it
that can see it gain advantage on the next weapon
attack they take within 1 minute.

HHeeaaliinngg HHaannddss ((11//DDaayy)).. The celestial messenger
touches a creature and causes it to regain 18 hit
points.

Reactions
DDiivviinnee Inntteerrvvrvrrvr eennttiioonn ((11//DDaayy)).. When the celestial
messenger is hit with an attack that deals damage, it
implores its deity for aid. After the damage is dealt
from the triggering attack, the celestial messenger
casts one spell from its prepared spell list of 6th level
or lower. This does not use one of the celestial
messenger's spell slots.

estial messenger
pell list of 6th level
the celestial



TThhee CCeennnnnnnttaatattat uurr CCaappttaatattat iinn

CCeennttaatattat uurr CCaappttaatattat iinn
Large monstrosity, any neutral alignment

AArrmmoorr CClaassss 16 (breastplate)
HHiitt PPooiinnttss (12d10 + 24)
SSppeeeedd 50 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 17 (+3) 16 (+3) 10 (0) 14 (+2) 12 (+1)

SSaavviinngg TThhrroowwss Wis +5
SSkkiillss Athletics +6, Perception +5, Survival +5
SSeennsseess passive Perception 15
LLaanngguuaaggeess Common, Elvish, Sylvan
CChhaalleennggee 5 (1,800 XP)

CChhaarrggee.. If the centaur captain moves at least 30 feet
straight toward a target and then hits it with a
hooves attack on the same turn, the target takes an
extra 14 (4d6) bludgeoning damage.

RRaallyy CCaall.. The centaur captain can issue a rallying
call using its bonus action, which lasts until the
start of its next turn. Any creature of the centaur
captain's choosing within 30 feet of it that can see
or hear the centaur captain gains advantage on
attack and damage rolls.

SShhoorrtt DDrraaww.. The centaur captain does not suffer
penalties for making ranged attacks in close
combat.

Actions
MMuulttiiaattttaacckk.. The centaur captain makes four attacks:
three with its longbow and one attack with its
hooves.

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

 Ranged Weapon Attack: +6 to hit, range
150/600 ft., one target. Hit: 7 (1d8 +3) piercing
damage

LLoonnggbbooww.. Ranged We
150/600 ftftf ., one targ
damage



TThhee CChhaaiinneedd DDeemmoonn

CChhaaiinneedd DDeemmoonn
Large fiend (demon), chaotic evil

AArrmmoorr CClaassss 13
HHiitt PPooiinnttss 195 (23d10 + 69)
SSppeeeedd 15 ft. (30 ft. unchained)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

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

SSkkiillss Acrobatics +6, Deception +9, Intimidation +6
DDaammaaggee Immmmuunniittiieess fire
CCoonnddiittiioonn Immmmuunniittiieess frightened
SSeennsseess passive Perception 10
LLaanngguuaaggeess Abyssal
CChhaalleennggee 7 (2,900 XP)

RReessttrraaiinneedd.. The chained demon is bound by magical
manacles anchored to the ground. It can only move
15 feet in any direction from the anchor point. The
manacles have 100 hit points and 20 AC. They can
only be damaged by magical weapons and are
immune to magical effects that would alter their
shape. If the manacles are destroyed the chained
demon will seek revenge on its former master.

WWrreeaatthheedd iinn FFlaammee.. A creature of the chained
demon's choosing that ends its turn within 10 feet
of the chained demon takes 14 (4d6) fire damage.

Actions
MMuulttiiaattttaacckk.. The chained demon makes four
shortsword attacks.

SShhoorrttsswwoorrdd.. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 6 (1d6 + 3) slashing damage,
plus 7 (2d6) fire damage.



TThhee CCoonn

CCoonnssccrr
Medium humanoid (any race), any lawful alignment

AArrmmoorr CClaassss 12 (makeshift padded)
HHiitt PPooiinnttss 9 (2d8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX

10 (+0) 9 (-1) 11 (+0) 8 (-1) 9 (-1) 8 (-1)

SSeennsseess passive Perception 9
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 1/8 (25 XP)

DDeessppeerraattee AAttttaacc  If the conscript has less than half
of its total maximum hit points, it makes melee
weapon attacks with advantage.

Actions
DDaaggggeerr.. Melee or Ranged Weapon Attack: +2 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 2
(1d4) piercing damage.

HHaannddaaxxee.. Melee or Ranged Weapon Attack: +2 to
hit, reach 5 ft. or range 20/60 ft., one target. Hit: 3
(1d6) slashing damage.

LLiigghhtt hhaammmmeerr.. Melee Weapon Attack: +2 to hit,
reach 5 ft., one target. Hit: 2 (1d4) bludgeoning
damage.

Reactions
PPrrootteecctt CCoommrraadd  When a creature within 5 feet of
the conscript takes damage, the conscript can use
its reaction to take the damage instead of the
intended target.

ssccrriipptt

rriipptt
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TThhee CCoorrppssee CCoolllleecctotorr

CCoorrppssee CCoolllleecctotorr
Medium humanoid (any race), any evil alignment

AArrmmoorr CClaassss 15 (natural armor)
HHiitt PPooiinnttss 97 (13d8 + 39)
SSppeeeedd 30 ft., 60 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 14 (+2) 16 (+3) 15 (+2) 17 (+3) 9 (-1)

SSkkiillss History +4, Intimidation +3, Religion +4
DDaammaaggee RReessiissttaanncceess necrotic
SSeennsseess passive Perception 13
LLaanngguuaaggeess any three languages
CChhaalleennggee 3 (700 XP)

Innnnaattee SSppeellccaassttiinngg.. The corpse collector's
spellcasting ability is Wisdom (spell save DC 13, +5
to hit with spell attacks). It can cast the following
spells innately:

3/day each: animate dead

1/day each: contagion

MMoouunntteedd.. The corpse collector rides atop a
Warhorse Skeleton (MM pg.273). Its movement
speed is 60 feet (included above).

UUnnaarrmmoorreedd DDeeffeefeffef nnssee.. While the corpse collector is
wearing no armor, its AC includes its Wisdom
modifier.

Actions
DDeeaatthh SSttaaffffffffff ..f.ff.f  Melee Weapon Attack: +5 to hit, reach
10 ft., one target. Hit: 14 (2d10 + 3) necrotic
damage.

FFaaccee ooff DDeessppaaiirr.. Each creature within 30 feet of the
corpse collector that can see it must succeed on a
DC 13 Wisdom saving throw or become frightened
by it until the end of the corpse collector's next
turn.



TThhee CCoorrrruupptetedd DDjjiinnnnii

CCoorrrruupptetedd DDjjiinnnnii
Large elemental, chaotic neutral

AArrmmoorr CClaassss 17 (natural armor)
HHiitt PPooiinnttss 184 (16d10 + 96)
SSppeeeedd 30 ft., fly 90 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

21 (+5) 15 (+2) 22 (+6) 15 (+2) 12 (+1) 21 (+5)

SSaavviinngg TThhrroowwss Str +9, Dex +6, Cha +9
SSkkiillss Deception +9
DDaammaaggee Immmmuunniittiieess necrotic
SSeennsseess darkvision 120 ft., passive Perception 11
LLaanngguuaaggeess Auran
CChhaalleennggee 12 (8,400XP)

Innnnaattee SSppeellccaassttiinngg.. The corrupted djinni's spellcasting
ability is Charisma (spell save DC 16, +8 to hit with
spell attacks). It can cast the following spells innately,
requiring no material components:

At will: cause fear, darkness, detect thoughts

3/day each: dominate person, gaseous form,
invisibility, misty step, phantasmal killer

1/day each: disintegrate, geas, major image, summon
greater demon

TTwwTwTTwT iisstteedd DDeemmiissee.. When the corrupted djinni dies, it
explodes, and each creature within 30 feet of it must
make a DC 17 Constitution saving throw, taking 59
(17d6) necrotic damage on a failed save, or half as
much damage on a successful one. If a creature is a
plant, it automatically fails its save and takes maximum
damage. The explosion causes all nonmagical plants in
that area to wilt and die. New plant life is unable to
grow in this area for 1 year. The corrupted djinni's
leaves behind the equipment it was wearing or carrying.

TTwwTwTTwT iisstteedd WWiisshheess.. The corrupted djinni has the power to
grant a single wish to a creature that isn't a genie that
possesses its container. Once a corrupted djinni has
granted its wish, must roll on the Indefinite Madness
table (DMG pg.260). The effect is not curable by any
magic and lasts for 1 year, after which point the
indefinite madness effect ends and the corrupted
djinni is able to grant another wish.

VVeeiinn ooff DDeecceeiitt.. The corrupted djinni has advantage on
Charisma (Deception) checks.

Actions
MMuulttiiaattttaacckk.. The corrupted djinni makes three scimitar
attacks.

SScciimmiittaarr.. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit: 12 (2d6 + 5) slashing damage plus 3
(1d6) necrotic damage.

DDeeccaayy ((RReecchhaarrggee 66)).. Ranged Spell Attack: +9 to hit,
range 60 ft., one target. Hit: 75 (20d6 + 5) necrotic
damage. If the target is a plant creature, the attack
deals maximum damage to it.

Reactions
TTaaTaTTaT iinntteedd AAiirr.. When the corrupted djinni is targeted with
an attack, it envelopes itself with a necrotic mist out to
a distance of a 30-foot-sphere centered on itself. The
necrotic mist lasts as long as the corrupted djinni
maintains concentration (as if concentrating on a
spell). While the corrupted djinni is inside the necrotic
mist, attacks against it are made with disadvantage and
it regains 20 hit points at the start of its turn.

Any creature but the corrupted djinni that enters the
necrotic mist or starts its turn there must succeed on a
DC 17 Constitution saving throw or takes 17 (5d6)
necrotic damage. Creatures are affected even if they
hold their breath or don't need to breathe.
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TThhee CCrryyryrryr ssttaatattat ll SSeeeerr

CCrryyryrryr ssttaatattat ll SSeeeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 84 (13d8 + 13)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

11 (+0) 14 (+2) 13 (+1) 16 (+3) 15 (+2) 14 (+2)

SSaavviinngg TThhrroowwss Int +5, Wis +4
SSkkiillss Arcana +5, Insight +4, Perception +4
SSeennsseess passive Perception 14
LLaanngguuaaggeess Common plus any two additional

languages
CChhaalleennggee 4 (1,100 XP)

DDiivviinnee SSiigghhtt ((11//DDaayy)).. The crystal seer can spend 1
hour, peering deep within its crystal arcane focus.
The crystal seer must make an Intelligence (Arcana)
check (DC 14). If it succeeds, up to 6 creatures of
the crystal seer's choosing within 30 feet of it are
bestowed with a limited ability to see into the
future.

A selected creature rolls one d20 and records the
number rolled. The creature can replace any attack
roll, saving throw, or ability check made by it with
this foretelling roll. The creature must choose to do
so before the roll.

The foretelling roll can be used only once. When
the creature finishes a long rest, it loses the
foretelling roll if unused.

SSppeellccaassttiinngg.. The crystal seer is a 10th-level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 13, +5 to hit with spell attacks). The
crystal seer has the following spells prepared:

Cantrips (at will): dancing lights, encode thoughts,
mage hand, minor illusion, true strike

1st level (4 slots): detect magic, identify,
protection from evil and good

2nd level (3 slots): detect thoughts, locate object,
mind spike

3rd level (3 slots): clairvoyance, dispel magic,
tongues

4th level (3 slots): arcane eye, locate creature

5th level (2 slots): legend lore, scrying

Actions
QQuuaarrtteerrssttaaffffffffff ..f.ff.f Melee Weapon Attack: +2 to hit, reach
5 ft., one target. Hit: 3 (1d6) bludgeoning damage.



TThhee CCuurrsseedd FFooootmtmaann

CCuurrsseedd FFooootmtmaann
Medium undead, any evil alignment

AArrmmoorr CClaassss 12 (padded, shield)
HHiitt PPooiinnttss 45 (6d8 + 12)
SSppeeeedd 20 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 8 (-1) 14 (+2) 6 (-2) 7 (-2) 7 (-2)

SSaavviinngg TThhrroowwss Con +4
DDaammaaggee Immmmuunniittiieess necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess poisoned
SSeennsseess passive Perception 8
LLaanngguuaaggeess understands all languages it spoke in life

but can't speak
CChhaalleennggee 1 (200 XP)

MMoouurrnnffuufuffuf l MMooaannss.. A creature that starts its turn
within 15 feet of the cursed footman and can hear
it must succeed on a DC 13 Wisdom saving throw
of become frightened of the cursed footman until
the start of the creature's next turn.

UUnnddeeaadd FFoorrttiittuuddee.. If the cursed footman takes
damage that reduces it 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 cursed
footman drops to 1 hit point instead.

Actions
CCrruuddee SSppeeaarr.. Melee Weapon Attack: +3 to hit, reach
5 ft., one target. Hit: 4 (1d6 + 1) piercing damage,
or 5 (1d8 + 1) piercing damage if used with two
hands.

Reactions
BBlooaattiinngg CCoorrppssee.. If the cursed footman is hit with a
weapon attack that deals damage, pustules on its
skin rupture and release a noxious gas. A creature
within 5 feet of the cursed footman must succeed
on a DC 13 Constitution saving throw or become
poisoned until the start of the cursed footman's
next turn.



TThhee DDaarrkk OOvveerrlloorrdd

DDaarrkk OOvveerrlloorrdd
Medium humanoid (any race), lawful evil

AArrmmoorr CClaassss 18 (otherworldly plate)
HHiitt PPooiinnttss 229 (27d8 + 81)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 12 (+1) 17 (+3) 13 (+1) 16 (+3) 18 (+4)

SSaavviinngg TThhrroowwss Con +7, Wis +7, Cha +8
SSkkiillss Deception +8, Insight +7, Intimidation +8,

Perception +7
SSeennsseess passive Perception 17
LLaanngguuaaggeess Any three languages
CChhaalleennggee 11 (7,200 XP)

DDoommiinnaanntt PPeerrssoonnaaliittyy.. The dark overlord has
advantage on Charisma (Intimidation) checks.

SSppeellccaassttiinngg.. The dark overlord is a 17th level
spellcaster. The dark overlord's spellcasting ability
is Charisma (spell save DC 16, +8 to hit with spell
attacks). Each spell is cast as a 5th level spell and
the dark overlord regains its expended spell slots
when it finishes a short or long rest. The dark
overlord knows the following spells:

Cantrips (at will): eldritch blast, minor illusion,
poison spray, true strike

5th level (4 slots): banishment, blight, charm
person, counterspell, contact other plane, darkness,
fear, hellish rebuke, hold monster, mirror image,
suggestion, tongues, unseen servant, vampiric
touch

Actions
MMuulttiiaattttaacckk.. The dark overlord makes four eldritch
blast attacks.

EElddrriittcchh BBlaasstt.. Ranged Spell Attack: +8 to hit, range
120 ft., on target. Hit: 15 (2d10 +4) force damage

PPaacctt ooff DDaarrkknneessss ((RReecchhaarrggee 55-66)).. Ebony tentacles
protrude from the dark overlord's armor in a 30-
foot-sphere centered on itself and remain as long
as the dark overlord maintains concentration (as if
concentrating on a spell). While the tentacles exist,
the dark overlord's movement speed becomes 0
and the area becomes difficult terrain. When a
creature other than the dark overlord enters the
affected area for the first time on a turn or starts its
turn there, it must succeed on a DC 17 Dexterity
saving throw or take 3d6 bludgeoning damage and
be restrained by the tentacles. A creature that starts
its turn in the area and is already restrained by the
tentacles takes 3d6 bludgeoning damage. A
restrained creature can use its action to make a DC
17 Strength or Dexterity check (its choice) to free
itself.



TThhee DDaarrkk RRiiddddeerr

DDaarrkk RRiiddeerr
Medium humanoid (any race), any non-good alignment

AArrmmoorr CClaassss 18 (breastplate, shield)
HHiitt PPooiinnttss 212 (25d8 + 100)
SSppeeeedd 30 ft., 60 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 14 (+2) 18 (+4) 10 (0) 15 (+2) 20 (+5)

SSaavviinngg TThhrroowwss Con +9, Wis +7
SSkkiillss Animal Handling +12, Insight +7, Intimidation

+10, Perception +7, Survival +7
SSeennsseess darkvision 120 ft., passive Perception 17
LLaanngguuaaggeess Common plus up to two other languages
CChhaalleennggee 13 (10,000 XP)

AAuurraa ooff TTeeTeTTeT rrrroorr.. Each creature of the dark rider’s choice
that is within 30 feet of the dark rider and aware of it
must succeed on a DC 18 Wisdom saving throw or
become frightened for 1 minute. A creature can repeat
the saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's saving
throw is successful or the effect ends for it, the
creature is immune to the dark rider's Aura of Terror
for the next 24 hours.

 The dark rider’s weapon attacks are
magical. When it hits a creature with a melee or ranged
weapon attack, the attack deals an additional 18
(3d12) necrotic damage (included in the attack).

CChhaarrggee ((11//TTuurrnn)).. If the dark rider moves at least 20 feet
straight toward a target and then hits it with a melee
weapon attack on the same turn, the target takes an
extra 13 (2d12) piercing damage.

Innnnaattee SSppeellccaassttiinngg.. The dark rider's spellcasting ability is
Charisma (spell save DC 18, +10 to hit with spell
attacks). It can cast the following spells innately:

1/day each: darkness, fear, dream

MMoouunntt.. The dark rider rides atop a giant boar (MM pg.
323), twisted and deformed by a dark power. Its
movement speed is 60 feet (included above).

MMoouunntteedd CCoommbbaattaanntt.. While the dark rider is mounted
and isn't incapacitated, it has advantage on melee
attack rolls against unmounted creatures smaller than
its mount, can force an attack targeted at its mount to
attack it instead, and when its mount is subjected to an
effect that allows it to make a Dexterity saving throw
for half damage, the mount instead takes no damage
on a successful save and only half damage on a failed
save.

Actions
MMuulttiiaattttaacckk.. The dark rider makes three lance attacks.

LLaannccee.. Melee Weapon Attack: +8 to hit, reach 10 ft.,
one target. Hit: 9 (1d12 + 3) piercing damage, plus 18
(3d12) necrotic damage.

SSppeeaarr.. Melee or Ranged Weapon Attack: +8 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 6 (1d6 +
3) piercing damage, plus 18 (3d12) necrotic damage.

BBaaleeffuufuffuf l AAttttaacckkss.. The da
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TThhee DDeeaaththathaatha WWhhiissppeerreerr

DDeeaaththathaatha WWhhiissppeerreerr
Medium humanoid (any race), true neutral

AArrmmoorr CClaassss 14 (hide)
HHiitt PPooiinnttss 150 (20d8 + 40)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 14 (+2) 14 (+2) 20 (+5) 16 (+3) 11 (0)

SSkkiillss History +8, Investigation +8, Perception +6,
Religion +11

DDaammaaggee Immmmuunniittiieess necrotic
SSeennsseess darkvision 60ft., passive Perception 16
LLaanngguuaaggeess Any four languages
CChhaalleennggee 8 (3,900 XP)

AAuugguurryyryrryr ooff DDeeaatthh.. The death whisperer can take 10
minutes to prepare a ritual. Once complete, it casts the
bones from a creature that has died in the last year and
receives an impression from an otherworldly being
about the creature's demise.

CCaalmm tthhee UUnnddeeaadd.. As a bonus action, the death
whisperer can attempt to suppress hostility in a group
of mindless undead. Each undead creature with an
intelligence of 6 or less in a 30-foot-radius sphere
centered on a point the death whisperer can see within
60 feet of it must succeed on a DC 16 Charisma saving
throw. On a failure, it becomes indifferent about
creatures of the death whisperer's choice that it is
hostile toward for up to 24 hours. This indifference
ends if the target is attacked or harmed by a spell.

SSppeellccaassttiinngg.. The death whisperer is an 11th-level
spellcaster. Its spellcasting ability is Intelligence (spell
save DC 16, +6 to hit with spell attacks). The death
whisperer has the following spells prepared:

Cantrips (at will): chill touch, mage hand, message, ray
of frost, spare the dying

1st level (4 slots): comprehend languages, detect
magic, false life, identify, protection from evil and good

2nd level (3 slots): arcanist's magic aura, detect
thoughts, gentle repose, magic mouth, zone of truth

3rd level (3 slots): animate dead, clairvoyance, dispel
magic, remove curse, speak with dead

4th level (3 slots): blight, locate creature, phantasmal
killer, resilient sphere

5th level (2 slots): legend lore, modify memory,
scrying, telepathic bond

6th level (1 slots): create undead, eyebite, true seeing

UUnnddeeaadd AAffffffffff iififfif nniittyy.. If an undead targets the death
whisperer directly with an attack or a harmful spell, that
creature must make a Wisdom saving throw (DC 16).
On a failed save, the creature must choose a new target
or forfeit targeting someone. On a successful save, the
creature is immune to this effect for 24 hours. An
undead is also immune to this effect for 24 hours if
the death whisperer targets it with an attack or a
harmful spell.

Actions
SSttaaffffffffff ooff tthhee DDaammnneedd.. Melee Weapon Attack: +4 to hit,
reach 5 ft., one target. Hit: 11 (2d10) necrotic damage.
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TThhee DDeemmoonn BuButctchheerr

DDeemmoonn BuButctchheerr
Huge demon, chaotic evil

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 210 (20d12 + 80)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

20 (+5) 14 (+2) 18 (+4) 10 (+0) 8 (-1) 18 (+4)

SSaavviinngg TThhrroowwss Str +8, Con +7
SSkkiillss Athletics +11, Intimidation +10
DDaammaaggee RReessiissttaanncceess fire
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, frightened
SSeennsseess passive Perception 9
LLaanngguuaaggeess Abyssal
CChhaalleennggee 6 (2,300 XP)

DDeemmoonniicc SSttrreennggtthh.. The demon butcher is immune
to being grappled, paralyzed, petrified, restrained,
or stunned by magical spells or spell-like effects.
Additionally, the demon butcher has advantage on
saves and checks made to resist or break being
grappled or restrained by another creature.

LLaammbb ttoo tthhee SSlaauugghhtteerr.. If the demon butcher moves
at least 20 feet straight toward a target and then
hits it with a greatsword attack on the same turn,
the target takes an extra 13 (2d12) fire damage and
is restrained as a demonic manacle binds it to the
ground. A restrained creature can use its action to
make a DC 15 Strength or Dexterity check (its
choice) to free itself.

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

Actions
MMuulttiiaattttaacckk.. The demon butcher makes two
greatsword attacks.

GGrreeaattsswwoorrdd.. Melee Weapon Attack: +8 to hit, reach
10 ft., one target. Hit: 11 (1d12 + 5) slashing
damage, plus 6 (1d12) fire damage.

Reactions
CCoonnfflflf aaggrraattiinngg RReebbuukkee.. When the demon butcher is
hit with an attack that deals damage, it points its
finger at the attacker. After the damage is dealt, the
attacker must succeed on a DC 15 Dexterity saving
throw or take 13 (2d12) fire damage.



The Demonic EnvoyThe Demonic Envoy

Demonic EnvoyDemonic Envoy
Medium fiend (demon), chaotic neutral (10%) or
chaotic evil (90%)

Armor ClassArmor Class 13 (leather armor)
Hit PointsHit Points 97 (13d8 + 39)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

10 (+0) 12 (+1) 16 (+3) 14 (+2) 12 (+1) 16 (+3)

Demon's Tongue.Demon's Tongue. The demonic envoy has advantage
on Charisma (Deception and Persuasion) checks.

Shapechanger.Shapechanger. The demonic envoy can use its
action to polymorph into a humanoid form of its
choosing, 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.

Spellcasting.Spellcasting. The demonic envoy is a 9th-level
spellcaster. Its spellcasting ability is Charisma (spell
save DC 13, +5 to hit with spell attacks). Each spell
is cast as a 5th level spell and the demon envoy
regains its expended spell slots when it finishes a
short or long rest. It knows the following warlock
spells:

At will: eldritch blast, friends, minor illusion

5th level (3 slots): banishment, charm person,
contact other plane, crown of madness, dimension
door, fear, hellish rebuke, hunger of hadar, misty
step, suggestion

Actions
Multiattack.Multiattack. The demonic envoy makes two eldritch
blast attacks.

Eldritch Blast.Eldritch Blast. Ranged Spell Attack: +5 to hit, range
120 ft., one target. Hit: 8 (1d10 + 3) force damage.

Permeate Mind (1/Day).Permeate Mind (1/Day). The demonic envoy
penetrates the mind of a creature that it can see
within 60 feet. The target must succeed on a DC
14 Wisdom saving throw or become paralyzed with
fear for 1 minute. The creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.

Deception +5, Persuasion +5
darkvision 60 ft., passive Perception 11

Abyssal, Common, Infernal
3 (700 XP)



TThhee DDeepprraararrar vvavaava eedd QQuuQuQQuQ eeeenn

DDeepprraararrar vvavaava eedd QQuuQuQQuQ eeeenn
Medium undead, any chaotic alignment

AArrmmoorr CClaassss 13
HHiitt PPooiinnttss 82 (15d8)
SSppeeeedd 0 ft., fly 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

5 (-3) 16 (+3) 11 (+0) 14 (+2) 14 (+2) 17 (+3)

SSaavviinngg TThhrroowwss Wis +3, Cha +6
SSkkiillss History +5, Intimidation +6
DDaammaaggee RReessiissttaanncceess acid, fire, lightning, thunder;

bludgeoning, piercing, and slashing from
nonmagical weapons

DDaammaaggee Immmmuunniittiieess cold, necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhausted,

frightened, grappled, paralyzed, petrified,
poisoned, prone, restrained

SSeennsseess darkvision 60 ft., passive Perception 12
LLaanngguuaaggeess Common, Elvish, plus one additional

language
CChhaalleennggee 6 (2,300 XP)

Innccoorrppoorreeaal MMoovveemmeenntt.. The depraved queen can
move through other creatures and objects without
movement penalty. It takes 5 (1d10) force damage
if it ends its turn inside an object.

Innnnaattee SSppeellccaassttiinngg.. The depraved queen's
spellcasting ability is Charisma (spell save DC 14,
+6 to hit with spell attacks). It can cast the
following spells innately, requiring no material
components:

3/day each: charm person, enthrall, hold person

TTrraannssluucceennccee.. The depraved queen has disadvantage
on attack rolls made in bright light.

Actions
CChhiilliinngg TTooToTToT uucchh.. Melee Spell Attack +6 to hit, reach 5
ft., one target. Hit: 13 (3d6 + 3) frost damage.

QQuueeeenn'ss LLaammeenntt.. The depraved queen unleashes a
cry filled with sorrow and despair. Any creature
within 30 feet that can hear the depraved queen
must succeed on a DC 15 Wisdom saving throw or
take 16 (3d10) psychic damage and is charmed by
the depraved queen for 1 hour. A charmed creature
regards the depraved queen as a friendly
acquaintance. When the effect ends, the creature
does not know it was charmed.

GGaazzee ooff tthhee QQuueeeenn ((11//DDaayy)).. Each non-undead
creature within 60 feet of the depraved queen that
can see her must succeed on a DC 15 Wisdom
saving throw or be knocked unconscious for 1
minute. Unconscious creatures will awaken if they
take damage or another creature spends its turn
waking the target.



Medium humanoid (any race), any non-good
alignment

 15 (breastplate)
 38 (7d8 + 7)

 30 ft.

INTINT WISWIS CHACHA

14 (+2) 13 (+1) 12 (+1) 12 (+1) 7 (-2) 8 (-1)

 passive Perception 10
 any one language (usually Common)

 1/4 (50 XP)

 If the deserter sees or hears combat
within 100 feet of it, the deserter must roll a d20.
On a score of 10 or less, it becomes overwhelmed
with terror and guilt. For 1d4 rounds, the deserter
must spend its turns trying to move as far away
from combat as it can. It also can’t take reactions.
For its action, it can use only the dash action or try
to escape from an effect that prevents it from
moving. If there’s nowhere to move, the deserter
can use the dodge action.

Actions
 Melee Weapon Attack: +4 to hit, reach

5 ft., one target. Hit: 5 (1d8 + 2) slashing damage.

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

The DeserterThe Deserter

DeserterDeserter
Medium humanoid (any race), any non-good
alignment

Armor ClassArmor Class 15 (breastplate)
Hit PointsHit Points 38 (7d8 + 7)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON

14 (+2) 13 (+1) 12 (+1) 12 (+1) 7 (-2) 8 (-1)

SensesSenses passive Perception 10
LanguagesLanguages any one language (usually Common)
ChallengeChallenge 1/4 (50 XP)

Flashbacks.Flashbacks. If the deserter sees or hears combatFlashbacks. If the deserter sees or hears combatFlashbacks.
within 100 feet of it, the deserter must roll a d20.
On a score of 10 or less, it becomes overwhelmed
with terror and guilt. For 1d4 rounds, the deserter
must spend its turns trying to move as far away
from combat as it can. It also can’t take reactions.
For its action, it can use only the dash action or try
to escape from an effect that prevents it from
moving. If there’s nowhere to move, the deserter
can use the dodge action.

Actions
Longsword.Longsword. Melee Weapon Attack
5 ft., one target. Hit: 5 (1d8 + 2) slashing damage.Hit: 5 (1d8 + 2) slashing damage.Hit

Shortbow.Shortbow. Ranged Weapon Attack
80/320 ft., one target. Hit
damage.



The Devout ParishionerThe Devout ParishionerThe Devout ParishionerThe Devout ParishionerThe Devout ParishionerThe Devout ParishionerThe Devout ParishionerThe Devout Parishioner

Devout ParishionerDevout Parishioner
Medium humanoid (any race), any alignment

Armor ClassArmor Class 11
Hit PointsHit Points 16 (3d8 + 3)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

7 (-2) 12 (+1) 13 (+1) 12 (+1) 14 (+2) 11 (0)

SkillsSkills Religion +3
SensesSenses passive Perception 12
LanguagesLanguages any one language (usually Common)
ChallengeChallenge 1/8 (25 XP)

Spellcasting.Spellcasting. The devout parishioner is a 2nd-level
spellcaster. Its spellcasting ability is Wisdom (+4 to
hit with spell attacks, spell save DC 12). The devout
parishioner has the following spells prepared:

Cantrips (at will): guidance, light, spare the dying

1st level (2 slots): cure wounds, protection from
evil and good

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

Devout's Blessing (1/Day).Devout's Blessing (1/Day). The devout parishioner
touches a creature and bestows a blessing upon it.
Until the creature completes a long rest, it has
advantage on all saving throws.



The DhampirThe Dhampir

DhampirDhampir
Medium humanoid (half-vampire), chaotic good
(50%) or chaotic evil (50%)

Armor ClassArmor Class 17 (half plate)
Hit PointsHit Points 195 (26d8 + 78)
SpeedSpeed 40 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

17 (+3) 16 (+3) 16 (+3) 13 (+1) 16 (+3) 18 (+4)

Saving ThrowsSaving Throws Dex +7, Wis +7, Cha +8
SkillsSkills Deception +8, Intimidation +8, Perception +7
Damage ResistancesDamage Resistances necrotic; bludgeoning,

piercing, and slashing from nonmagical weapons
SensesSenses darkvision 120 ft., passive Perception 17
LanguagesLanguages darkvision 120 ft., Common plus any

two additional languages
ChallengeChallenge 10 (5,900 XP)

Bloodfrenzy.Bloodfrenzy. If the dhampir sees a humanoid take
piercing or slashing damage, it enters a
bloodfrenzied state for 1 minute. While in this
state, the dhampir has advantage on attack rolls and
skill checks. Additionally, a creature that starts its
turn within 10 feet of the dhampir while it is in this
state must succeed on a DC 16 Wisdom saving
throw or be frightened until the start of the
creature's next turn.

Innate Spellcasting.Innate Spellcasting. The dhampir's spellcasting
ability is Charisma (spell save DC 16, +8 to hit with
spell attacks). It can innately cast the following
spells, requiring no material components:

3/day each: darkness, fear, vampiric touch

Legendary Resistance (1/Day).Legendary Resistance (1/Day). If the dhampir fails a
saving throw, it can choose to succeed instead.

Actions
Multiattack.Multiattack. The dhampir makes four attacks, only
one of which can be a bite attack.

Greatsword.Greatsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 10 (2d6 + 3) slashing damage.

Bite (Bloodfrenzy State Only).Bite (Bloodfrenzy State Only). Melee Weapon Attack:
+7 to hit, reach 5 ft., one creature. Hit: 7 (1d6 + 3)
piercing damage, plus 10 (3d6) necrotic damage.
The dhampir gains a number of hit points equal to
the necrotic damage done.



The DignitaryThe Dignitary

DignitaryDignitary
Medium humanoid (any race), any good alignment

Armor ClassArmor Class 17 (half plate)
Hit PointsHit Points 165 (22d8 + 66)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

17 (+3) 14 (+2) 16 (+3) 12 (+1) 14 (+2) 19 (+4)

Favor of the Gods.Favor of the Gods. The dignitary adds 2 (1d4) to the
result of each attack roll, ability check, and saving
throw it makes.

Spellcasting.Spellcasting. The dignitary is a 13th-level
spellcaster. The dignitary's spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell
attacks). The dignitary has the following spells
prepared, which it can cast without material
components.

Cantrips (at will): light, mending, resistance, sacred
flame, thunderclap

1st level (4 slots): charm person, comprehend
languages, cure wounds (good), magic missile

2nd level (3 slots): detect thoughts, enhance
ability, levitate, spiritual weapon (a scepter)

3rd level (3 slots): crusader's mantle, mass healing
word, protection from energy

4th level (3 slots): banishment, death ward, private
sanctum

5th level (2 slots): commune, hallow

6th level (1 slot): heal, sunbeam

7th level (1 slot): divine word, plane shift

Actions
Multiattack.Multiattack. The dignitary makes three longsword
attacks.

Longsword.Longsword. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 7 (1d8 + 3) slashing damage,
plus 11 (2d10) radiant damage.

Con +7
     Athletics +7, History +5, Persuasion +8, 
Religion +5

necrotic, radiant
passive Perception 12

              Common plus any two additional 
languages

9 (5,000 XP)



The Disciple of the RavenThe Disciple of the Raven

Disciple of the RavenDisciple of the Raven
Medium humanoid (any race), true neutral

Armor ClassArmor Class 12
Hit PointsHit Points 88 (d8 + 16)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

10 (+0) 14 (+2) 13 (+1) 15 (+2) 16 (+3) 11 (0)

SkillsSkills History +4, Investigation +4, Religion +4
Damage ResistancesDamage Resistances necrotic
SensesSenses darkvision 120 ft., passive Perception 13
LanguagesLanguages Common plus any two additional

languages
ChallengeChallenge 1 (200 XP)

Devil's Sight.Devil's Sight. The disciple can see normally in
darkness, both magical and nonmagical, to a
distance of 120 feet.

Raven Companion.Raven Companion. The disciple has raven familiar
(MM pg.225). As a bonus action, the disciple can
perceive through the raven's senses. The raven can
use its action to teleport to a space within 5 feet of
the disciple as long as they are on the same plane
of existence. The raven doesn't sleep and can wake
the disciple as a bonus action if it is within 5 feet of
it. The raven vanishes if it or the disciple dies.

Spellcasting.Spellcasting. The disciple is a 3rd-level spellcaster.
Its spellcasting ability is Charisma (spell save DC
13, +5 to hit with spell attacks). Each spell is cast
as a 2nd level spell and the disciple regains its
expended spell slots when it finishes a short or
long rest. It knows the following warlock spells:

Cantrips (at will): chill touch, toll the dead

1st-2nd level (2 slots): false life, sanctuary, silence,
spiritual weapon (a sickle)

Actions
Sickle.Sickle. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 4 (1d4 + 2) slashing damage.

Turn Undead (1/Day).Turn Undead (1/Day). The disciple presents its holy
symbol and speaks a prayer censuring the undead.
Each undead that can see or hear it within 30 feet
of it must make a DC 13 Wisdom saving throw. If
the creature fails its saving throw, it is turned for 1
minute or until it takes any damage. A turned
creature must spend its turns trying to move as far
away from the disciple as it can, and it can't
willingly move to a space within 30 feet of it. It also
can't take reactions. For its action, it can use only
the Dash action or try to escape from an effect that
prevents it from moving. If there's nowhere to
move, the creature can use the Dodge action.



TThhee DDrraararrar ggoonn WWhhiissppeerreerr
"FFeekkiiiikkiirrii,, iitthh VVaaeerroossmmeerree,," he says, genuflecting in
a sweeping bow that threatens to soil his nose with
freshly-disturbed earth.

"SSeevveeleetthh,, ddeerreegghhjjhhaarr,," the dragon rasps in a hair-
raising grumble. "YYooYoYYoY uurr mmaasstteerryyryrryr ooff mmyy aanncciieenntt ttoonngguuee
iimmpprroovveess eeaacchh ddaayy,, iitt sseeeemmss.. WWhhaatt hhaavvee yyoouu bbrroouugghhtt
mmee,, ccleevveerr mmoorrsseel??"

DDrraararrar ggoonn WWhhiissppeerreerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 10 (13 with mage armor)
HHiitt PPooiinnttss 60 (11d8 + 11)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

7 (-2) 11 (+0) 12 (+1) 17 (+3) 13 (+1) 19 (+4)

SSkkiillss Arcana +5, Insight +3, Perception +3,
Performance +6, Persuasion +6

DDaammaaggee RReessiissttaanncceess acid, cold, fire, lightning,
poison, thunder

CCoonnddiittiioonn Immmmuunniittiieess frightened
SSeennsseess passive Perception 13
LLaanngguuaaggeess Draconic plus any three languages
CChhaalleennggee 1/2 (100 XP)

CCleevveerr aanndd CChhaarrmmiinngg.. The dragon whisperer has
advantage on Wisdom (Insight) and Charisma
(Persuasion) checks when interacting with dragons.

EEleemmeennttaal RReessiissttaannccee.. The dragon whisperer wears a
cloak that grants resistance to elemental damage.

Innnnaattee SSppeellccaassttiinngg.. The dragon whisperer’s
spellcasting ability is Charisma (spell save DC 14,
+6 to hit with spell attacks). It can innately cast the
following spells:

At will: control flames, dancing lights, message

3/day each: comprehend languages, magic missile,
mage armor, shield

1/day each: detect thoughts, invisibility

Actions
 Melee Weapon Attack: +0 to hit, reach 5 ft.,

one target. Hit: 4 (1d8) bludgeoning damage.

/d y

Actions
SSttaaffffffffff ..f.ff.f Melee Weapon A
one target. Hit: t: t 4 (1d



TThhee DDrrooww SSccoouurrggee

DDrrooww SSccoouurrggee
Medium humanoid (elf), neutral evil

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 187 (22d8 + 88)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

19 (+4) 17 (+3) 19 (+4) 13 (+1) 14 (+2) 18 (+4)

SSaavviinngg TThhrroowwss Dex +7, Wis +6
SSkkiillss Athletics +8, Acrobatics +11, Deception +8,

Perception +10
DDaammaaggee Immmmuunniittiieess poison
CCoonnddiittiioonn Immmmuunniittiieess poisoned
SSeennsseess darkvision 120 ft., passive Perception 20
LLaanngguuaaggeess Elvish, Undercommon
CChhaalleennggee 11 (5,000 XP)

FFeeyy AAnncceessttrryyryrryr .. The drow has advantage on saving
throws against being charmed, and magic can’t put
the drow to sleep.

Innnnaattee SSppeellccaassttiinngg.. The drow’s spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell
attacks). It can innately cast the following spells,
requiring no material components:

At will: blade ward, dancing lights, poison spray

3/day each: darkness, faerie fire, magic weapon

1/day each: bestow curse, cloudkill

SSuunnliigghhtt SSeennssiittiivviittyy.. While in sunlight, the drow has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

WWeeaavviinngg BBlaaddeess.. Drow scourge are masters of the
blade. A creature suffers disadvantage on melee
weapon attacks against the drow if the creature
does not have an ally within 5 feet of the drow.

Actions
MMuulttiiaattttaacckk.. The drow makes three longsword
attacks. If it has a dagger drawn, it can also make a
dagger attack.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 8 (1d8 + 4) slashing damage,
plus 10 (3d6) poison damage.

DDaaggggeerr.. Melee Weapon Attack.: +8 to hit, reach 5
ft., one target. Hit: 6 (1d4 + 4) piercing damage,
and the target must succeed on a DC 16
Constitution saving throw or be poisoned for 1
hour. If the saving throw fails by 5 or more, the
target is also unconscious while poisoned in this
way. The target wakes up if it takes damage or if
another creature takes an action to shake 
it awake.



TThhee EEaaggllee RRiiddeerr

EEaaggllee RRiiddeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 15 (studded leather)
HHiitt PPooiinnttss 66 (12d8 + 12)
SSppeeeedd 30 ft., fly 80 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 17 (+3) 13 (+1) 12 (+1) 17 (+3) 11 (0)

SSkkiillss Acrobatics +5, Animal Handling +7,
Investigation +3, Perception +5

SSeennsseess passive Perception 15
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 3 (700 XP)

KKeeeenn EEyyeess.. The eagle rider has advantage on
Intelligence (Investigation) and Wisdom
(Perception) checks that rely on sight.

MMoouunntt.. The eagle rider rides atop a Giant Eagle (MM
pg.324). Its movement speed is 80 feet (included
above).

MMoouunntteedd CCoommbbaattaanntt.. While the eagle rider is
mounted and isn't incapacitated, it has advantage
on melee attack rolls against unmounted creatures
smaller than its mount, can force an attack targeted
at its mount to attack it instead, and when its
mount is subjected to an effect that allows it to
make a Dexterity saving throw for half damage, the
mount instead takes no damage on a successful
save and only half damage on a failed save.

SSeeaassoonneedd RRiiddeerr.. The eagle rider has advantage on
saving throws made to avoid falling off its mount. If
the eagle rider falls off its mount and descends no
more than 20 feet and it isn't incapacitated, it can
land on its feet. The eagle rider can dismount its
mount as a free action, requiring no movement.

Actions
MMuulttiiaattttaacckk.. The eagle rider makes two attacks with
its longbow.

LLoonnggbbooww.. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 7 (1d8 + 3) piercing
damage.

RRaappiieerr.. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) piercing damage.

Reactions
GGrraacceeffuufuffuf l MMaanneeuuvveerrss.. When a creature the eagle rider
can see targets it or its mount with an attack, the
eagle rider adds 3 to the AC of both itself and its
mount against attacks from that creature until the
start of the eagle rider's next turn.



TThhee EEaarrththrthrrthr eenn CCoonnsstrtruucctt

EEaarrththrthrrthr eenn CCoonnsstrtruucctt
Large construct, unaligned

AArrmmoorr CClaassss 18 (natural armor)
HHiitt PPooiinnttss 210 (20d10 + 100)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

22 (+6) 11 (+0) 20 (+5) 5 (-3) 11 (+0) 4 (-3)

DDaammaaggee Immmmuunniittiieess poison, psychic; bludgeoning,
piercing, and slashing damage from nonmagical
weapons that aren't adamantine

CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

SSeennsseess darkvision 120 ft., passive Perception 10
LLaanngguuaaggeess understands the language of its creator
CChhaalleennggee 12 (8,400 XP)

EEaarrtthhmmoovveerr ((33//ddaayy)).. The earthen construct can
permanently reshape earth and rock within a 60-
foot-radius. It can raise or lower the elevation,
create or fill in a trench, erect or flatten a wall, or
any similar effect. Reshaping the earth in this
manner takes 1 minute per 5 square feet affected.

FFrriieenndd ooff DDwwaarrvvrvrrvr eess.. Dwarves that start their turn
within 30 feet of the earthen construct gain 10
(2d6) temporary hit points.

Immmmuuttaabblee FFoorrmm.. The earthen construct is immune
to any spell or effect that would alter its form.

MMaaggiicc RReessiissttaannccee.. The earthen construct has
advantage on saving throws against spells and other
magical effects.

Actions
MMuulttiiaattttaacckk.. The earthen construct makes two slam
attacks.

SSlaamm.. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 22 (4d8 + 6) bludgeoning damage.

SSlooww ((RReecchhaarrggee 55-66)).. The earthen construct targets
one or more creatures it can see within 10 feet of
it. Each creature must make a DC 17 Wisdom save.
On a failed save, the target can't use its reactions,
its speed is halved, and it can't make more than one
attack on its turn. In addition, the target can take
either an action or a bonus action on its turn but
not both. These effects last for 1 minute. A target
can repeat the saving throw at the end of each of
its turns, ending the effect on itself on a success.



TThhee EEmmppyyrreeaann GGuuaarrddiiaann

EEmmppyyrreeaann GGuuaarrddiiaann
Large celestial, lawful good

AArrmmoorr CClaassss 18 (natural armor)
HHiitt PPooiinnttss 161 (14d10 + 84)
SSppeeeedd 40 ft., fly 90 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 20 (+5) 22 (+6) 20 (+5) 24 (+7) 24 (+7)

SSaavviinngg TThhrroowwss Con +11, Int +10, Wis +12, Cha +12
SSkkiillss Insight +12, Perception +12, Religion +10
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing damage from nonmagical weapons
DDaammaaggee Immmmuunniittiieess radiant
SSeennsseess passive Perception 22
LLaanngguuaaggeess all, telepathy 120 ft.
CChhaalleennggee 15 (13,000 XP)

DDiivviinnee AAwwaarreenneessss.. The empyrean guardian knows if
it hears a lie.

HHoolyy AAeeggiiss.. Creatures within 30 feet of the
empyrean guardian that can see and hear it are
immune to being frightened. Creatures within 10
feet of the empyrean guardian are blessed with holy
light, regaining 10 (2d10) hit points at the end of
the empyrean guardian's turn.

Innnnaattee SSppeellccaassttiinngg.. The empyrean guardian's
spellcasting ability is Wisdom (spell save DC 20,
+12 to hit with spell attacks). The empyrean
guardian can innately cast the following spells,
requiring no material components:

At will: bless, protection from evil and good

3/day each: beacon of hope, dispel magic, prayer of
healing, revivify

1/day each: commune, death ward, planar ally

MMaaggiicc RReessiissttaannccee.. The empyrean guardian has
advantage on saving throws against spells and other
magical effects.

MMoorrttaal FFoorrmm.. The empyrean guardian can choose at
will to assume the form of any humanoid creature it
chooses. This form is indistinguishable from its
true form, even with divination spells such as true
seeing.

Actions
HHoolyy SSmmiittee.. The empyrean guardian utters a prayer,
causing a pillar of divine power to smite its target.
The target must make a DC 20 Wisdom saving
throw, taking 55 (10d10) radiant damage on a
failed save or half damage on a successful save. The
saving throw is made with disadvantage if the
target is a demon or devil.



TThhee EEnnlliigghhtetenneedd PPiillggrriimm

EEnnlliigghhtetenneedd PPiillggrriimm
Medium humanoid (any race), lawful good (75%)
or lawful neutral (25%)

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 52 (8d8 + 16)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 15 (+2) 14 (+2) 10 (+0) 12 (+1) 15 (+3)

SSkkiillss Religion +2
DDaammaaggee RReessiissttaanncceess necrotic, radiant
SSeennsseess passive Perception 11
LLaanngguuaaggeess Celestial plus any one language (usually

Common)
CChhaalleennggee 1/2 (100 XP)

SSppeellccaassttiinngg.. The pilgrim is a 2nd-level spellcaster.
Its spellcasting ability is Charisma (+4 to hit with
spell attacks, spell save DC 12). It regains its
expended spell slots when it finishes a short or
long rest. It knows the following warlock spells:

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

1st level (2 slots): cure wounds, guiding bolt,
protection from evil and good

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



TThhee EEnnssllaalallal vvavaava eedd DDrrrraararrar kkee

EEnnssllaalallal vvavaava eedd DDrraararrar kkee
Small dragon, any non-good alignment

AArrmmoorr CClaassss 16 (natural armor)
HHiitt PPooiinnttss 123 (19d6 + 57)
SSppeeeedd 30 ft., burrow 20 ft., climb 30 ft., fly 60 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 14 (+2) 16 (+3) 10 (0) 13 (+1) 13 (+1)

SSaavviinngg TThhrroowwss Dex +5, Con +6
SSkkiillss Intimidation +4, Perception +4
DDaammaaggee Immmmuunniittiieess acid (black dragon), cold (white

dragon) fire (red dragon), lightning (blue dragon),
poison (green dragon)

DDaammaaggee VVuulnneerraabbiiliittiieess psychic
SSeennsseess blindsight 30 ft., darkvision 120 ft., passive

Perception 14
LLaanngguuaaggeess Draconic and the language of its master
CChhaalleennggee 5 (1,800 XP)

AAmmpphhiibbiioouuss.. The enslaved drake can breathe air and
water.

EEnnsslaavveedd MMiinndd.. The enslaved drake's mind is in constant
chaos, making it vulnerable to psychic damage.

EEnncchhaanntteedd SSeerrvvrvrrvr iittuuddee.. The enslaved drake has advantage
on saving throws against being charmed, due to
numerous enchantments placed upon its mind to keep
it subservient.

((11//DDaayy)).. If the enslaved drake fails
a saving throw, it can choose to succeed instead.

Actions
MMuulttiiaattttaacckk.. The enslaved drake makes three attacks:
one with its bite and two with its claws.

BBiittee.. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) piercing damage plus 4 (1d8)
damage depending on dragon type: acid (black
dragon), cold (white dragon) fire (red dragon), lightning
(blue dragon), poison (green dragon).

CClaaww.. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 10 (2d6 + 4) slashing damage.

DDrraaggoonn BBrreeaatthh ((RReecchhaarrggee 55-66)).. The enslaved drake
exhales its breath in a 30-foot line that is 5 feet wide.
Each creature in that line must make a DC 13 Dexterity
saving throw, taking 31 (7d8) damage on a failed save,
or half as much damage on a successful save. Damage
type depends on dragon type: acid (black dragon), cold
(white dragon) fire (red dragon), lightning (blue
dragon), poison (green dragon).

Legendary Actions
The enslaved drake 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 enslaved drake regains
spent legendary actions at the start of its turn.

MMoovvee.. The enslaved drake moves up to half its speed.

AAttttaacckk.. The enslaved drake makes one attack with its
greatsword.

BBrreeaatthh WWeeaappoonn ((CCoossttss 33 AAccttiioonnss)).. The enslaved drake
uses its breath weapon if it is available.

on saving throws aga
numerous enchantme
it subservient.

LLeeggeennddaarryyryrryr RReessiissttaannccee
a saving throw, it can



TThhee EEsscchheewweedd TTrriibbeessmmaann

EEsscchheewweedd TTrriibbeessmmaann
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 16
HHiitt PPooiinnttss 152 (16d8 + 80)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 13 (+1) 20 (+5) 10 (+0) 14 (+2) 7 (-2)

SSkkiillss Athletics +6, Survival +4
SSeennsseess passive Perception 12
LLaanngguuaaggeess any one language (unique to its tribe)
CChhaalleennggee 4 (1,100 XP)

SSppiirriitt PPrrootteeccttoorrss.. The souls of the eschewed
tribesmen's ancestors watch over it during battle.
The first time the barbarian hits a creature with a
melee weapon attack on its turn, that creature
becomes surrounded by ancestral spirits, hindering
its attacks. The target has disadvantage on attacks
rolls until the start of the eschewed tribesmen's
next turn.

UUnnaarrmmoorreedd DDeeffeefeffef nnssee.. While the eschewed tribesmen
is wearing no armor, its AC includes its
Constitution modifier.

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

Reactions
EEnnrraaggee.. When the eschewed tribesmen is hit with
an attack that deals damage, it can make a
greatsword attack against a target within range.

ca a e a
get within range.



TThhee EEvveerrbboouunndd RReevveennaanntt

EEvveerrbboouunndd RReevveennaanntt
Medium undead, neutral

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 190 (20d8 + 100)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

20 (+5) 14 (+2) 21 (+5) 11 (+0) 11 (+0) 18 (+4)

SSaavviinngg TThhrroowwss Str +9, Con +9, Wis +5, Cha +8
DDaammaaggee RReessiissttaanncceess psychic; bludgeoning, piercing,

and slashing from nonmagical weapons
DDaammaaggee Immmmuunniittiieess necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,

frightened, paralyzed, poisoned, stunned
SSeennsseess darkvision 60 ft., passive Perception 10
LLaanngguuaaggeess the languages it knew in life
CChhaalleennggee 12 (8,400 XP)

RReeggeenneerraattiioonn.. The revenant regains 10 hit points at
the start of its turn. If the revenant takes fire or
radiant damage, this trait doesn't function at the
start of the revenant's next turn. The revenant's
body is destroyed only if it starts its turn with 0 hit
points and doesn't regenerate.

TTuurrnn Immmmuunniittyy.. The revenant is immune to effects
that turn undead.

UUnneennddiinngg MMaaddddnneessss.. When the revenant's body is
destroyed, its soul lingers. After 24 hours, the soul
inhabits and animates another humanoid corpse on
the same plane of existence. The revenant regains
all its hit points and must roll on the Long-Term
Madness table (DMG pg.260), the effects of which
remain until the next time its body is destroyed.

Actions
MMuulttiiaattttaacckk.. The revenant makes three greataxe
attacks.

GGrreeaatteeaaxxee.. Melee Weapon Attack: +9 to hit, reach 5
ft., one target. Hit: 11 (1d12 + 5) slashing damage,
plus 13 (2d12) necrotic damage.

VVeennggeeffuufuffuf l GGlaarree.. The revenant targets one creature it
can see within 30 feet of it. The target must make a
DC 17 Wisdom saving throw. On a failure, the
target is paralyzed until the revenant deals damage
to it, or until the end of the revenant's next turn.
When the paralysis ends, the target is frightened of
the revenant for 1 minute. The frightened target
can repeat the saving throw at the end of each of
its turns, with disadvantage if it can see the
revenant, ending the frightened condition on itself
on a success.



TThhee EExxeeccuutitioonneerr

EExxeeccuutitioonneerr
Medium humanoid (any race), lawful neutral

AArrmmoorr CClaassss 14 (studded leather)
HHiitt PPooiinnttss 120 (16d8 + 48)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 15 (+2) 16 (+3) 10 (0) 12 (+1) 13 (+1)

SSaavviinngg TThhrroowwss Con +5
SSkkiillss Athletics +5, Intimidation +3
SSeennsseess passive Perception 11
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 4 (1,100 XP)

BBeehheeaaddiinngg BBloowwss.. When the executioner hits with a
melee weapon attack against a prone target, the
attack deals critical damage.

DDaauunnttleessss.. The executioner gains a +10 bonus to its
Wisdom saving throws against being frightened.

Actions
MMuulttiiaattttaacckk.. The executioner makes three greataxe
attacks.

GGrreeaattaaxxee.. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 9 (1d12 + 3) slashing damage.

HHaannddaaxxee.. Melee or Ranged Weapon Attack: +5 to
hit, reach 5 ft. or range 20/60 ft., one target. Hit: 6
(1d6 + 3) slashing damage.

Reactions
FFeelliinngg BBlooww.. If the executioner is targeted by a
melee weapon attack from a creature within 5 feet
of it that it can see and the attack misses, the
executioner can attempt to shove its attacker,
knocking it prone on a success.

g y
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TThhee EExxppeeddiititioonn LLeeaaddeerr

EExxppeeddiititioonn LLeeaaddeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (studded leather)
HHiitt PPooiinnttss 75 (10d8 + 30)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 13 (+1) 16 (+3) 14 (+2) 14 (+2) 13 (+1)

SSaavviinngg TThhrroowwss Con +5, Wis +4
SSkkiillss Athletics +4, Investigation +4, Perception +6,

Persuasion +3, Survival +4
SS  passive Perception 16

 Common plus any one additional
language

 1 (200 XP)

 As a bonus action, the
expedition leader examines a creature it can see
within 60 feet of it, discerning whether the
creature has any damage immunities, resistances,
or vulnerabilities and what they are. If the creature
is hidden from divination magic, it senses that it
has no damage immunities, resistances, or
vulnerabilities.

The expedition leader has advantage
on Wisdom (Perception and Survival) checks. It is
also able to forage for enough food to feed itself
and up to five additional creatures per day.

 The expedition leader has
advantage on any Charisma (Persuasion) checks.

Actions
 The expedition leader makes two

handaxe attacks.

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

 Ranged Weapon Attack: +3 to hit, range
80/320 ft., one target. Hit: 5 (1d8 + 1) piercing
damage.

Reactions
 When a creature forces the

expedition leader to make a saving throw, the
expedition leader can use its reaction to make one
weapon attack against the creature if it is within
range, which it makes before the saving throw. If
the attack hits and deals damage, the expedition
leader automatically succeeds on the saving throw
against the creature's effect.

SSeennsseess passive Perception 16
LLaanngguuaaggeess Common plus any one additional

language
CChhaalleennggee 1 (200 XP)

HHuunnttssmmaann'ss SSeennssee ((33//DDaayy)).. As a bonus action, the
expedition leader examines a creature it can see
within 60 fefef et of it, discerning whether the
creature has any damage immunities, resistances,
or vulnerabilities and what they are. If the creature
is hidden frfrf om divination magic, it senses that it
has no damage immunities, resistances, or
vulnerabilities.

LLaayy ooff tthhee LLaanndd.. The expedition leader has advantage
on Wisdom (Perception and Survival) checks. It is
also able to fofof rage fofof r enough fofof od to fefef ed itself
and up to fifif ve additional creatures per day.

SSkkiilleedd NNeeggoottiiaattoorr.. The expedition leader has
advantage on any Charisma (Persuasion) checks.

Actions
MMuulttiiaattttaacckk.. The expedition leader makes two
handaxe attacks.

HHaannddaaxxee.. Melee Weapon Attack: k: k +4 to hit, reach 5
ftftf ., one target. Hit: t: t 5 (1d6 + 2) slashing damage.

LLoonnggbbooww.. Ranged Weapon Attack: k: k +3 to hit, range
80/320 ftftf ., one target. Hit: t: t 5 (1d8 + 1) piercing
damage.

Reactions
Innhhoossppiittaabblee CCoouunntteerr.. When a creature fofof rces the
expedition leader to make a saving throw, the
expedition leader can use its reaction to make one
weapon attack against the creature if it is within
range, which it makes befofof re the saving throw. If
the attack hits and deals damage, the expedition
leader automatically succeeds on the saving throw
against the creature's efffff efef ct.



TThhee FFaaFaFFaF iirryyryrryr TTrriicckkssteterr

FFaaFaFFaF iirryyryrryr TTrriicckkssteterr
Medium fey, any chaotic alignment

AArrmmoorr CClaassss 14
HHiitt PPooiinnttss 39 (6d8 + 12)
SSppeeeedd fly 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 18 (+4) 14 (+2) 12 (+1) 16 (+3) 17 (+3)

SSaavviinngg TThhrroowwss Wis +5, Cha +5
SSkkiillss Deception +5, Persuasion +5, Stealth +6
SSeennsseess darkvision 60 ft., passive Perception 13
LLaanngguuaaggeess Common, Sylvan
CChhaalleennggee 2 (450 XP)

FFeeyy AAnncceessttrryyryrryr .. The fairy has advantage on saving
throws against being charmed, and magic can't put
the fairy to sleep.

MMaaggiicc RReessiissttaannccee.. The fairy has advantage on saving
throws against spells and other magical effects.

NNaattuurree'ss WWrraatthh.. As a bonus action, the fairy can
expend a spell slot to cause its melee weapon
attacks to magically deal an extra 10 (3d6) poison
damage to a target on a hit. This benefit lasts until
the end of the turn. If the fairy expends a spell slot
of 2nd or higher, the extra damage increases by
1d6 for each level above 1st.

SSppeellccaassttiinngg.. The fairy is a 5th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 13,
+5 to hit with spell attacks). The fairy has the
following spells prepared:

Cantrips (at will): druidcraft, poison spray, mage
hand, thaumaturgy

1st level (4 slots): animal friendship, cure wounds,
entangle

2nd level (3 slots): hold person, lesser restoration

3rd level (2 slots): call lightning, dispel magic

Actions
SSttaaffffffffff ..f.ff.f  Melee Weapon Attack: +2 to hit, reach 5 ft.,
one target. Hit: 4 (1d8) bludgeoning damage.

CClooaakk ooff tthhee FFoorreesstt ((RReecchhaarrggee AAffttftfftf eerr aa SShhoorrtt oorr LLoonngg
RReesstt)).. The fairy becomes invisible until the end of
its next turn, or until it casts a spell.

DDeecceeiitt ((11//DDaayy)).. The fairy creates a perfect illusion of
itself that lasts for 1 minute or until it loses its
concentration, as if concentrating on a spell. The
illusion appears in an unoccupied space within 30
feet of the fairy. As a bonus action, the fairy can
move the illusion up to 30 feet to a space within
120 feet of the fairy that it can see. Additionally,
when both the fairy and its illusion are within 5 feet
of a creature that can see the illusion, the fairy has
advantage on attack rolls against that creature.



TThhee FFoorreesst t MMyysstiticc

FFoorreesst t MMyysstiticc
Medium humanoid (any race), any neutral
alignment

AArrmmoorr CClaassss 12 (16 with barkskin)
HHiitt PPooiinnttss 44 (8d8 + 8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

15 (+2) 14 (+2) 12 (+1) 12 (+1) 16 (+3) 9 (-1)

SSkkiillss Animal Handling +5, Insight +5, Nature +3,
Perception +5

SSeennsseess passive Perception 15
LLaanngguuaaggeess Druidic plus any two languages
CChhaalleennggee 2 (450 XP)

LLaanngguuaaggee ooff tthhee FFoorreesstt.. The forest mystic can
telepathically communicate with beasts and plants
within 100 feet it if those creatures are native to
the forest.

Innnnaattee SSppeellccaassttiinngg.. The forest mystic's innate
spellcasting ability is Wisdom (spell save DC 13). It
can innately cast the following spells, requiring no
material components:

At will: druidcraft, guidance, shillelagh

3/day each: entangle, faerie fire, goodberry

1/day each: barkskin, calm emotions

Actions
MMuulttiiaattttaacckk.. The forest mystic makes two club
attacks.

CCluubb.. Melee Weapon Attack: +4 to hit (+6 to hit
with shillelagh), reach 5 ft., one target. Hit: 4 (1d4
+ 2) bludgeoning damage, or 7 (1d8 + 3)
bludgeoning damage with shillelagh.

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

BBaarrkksstteepp ((RReecchhaarrggee 66)).. The forest mystic can touch a
living tree and magically walk through its bark,
teleporting up to 100 feet to an unoccupied space
that it can see. The unoccupied space must be
within 5 feet of a living tree. The trees must be
Large size or bigger.



TThhee FFrriiggiidd AAbbyysssswwaawawwaw llkkeerr

FFrriiggiidd AAbbyysssswwaawawwaw llkkeerr
Medium fiend (devil), lawful evil

AArrmmoorr CClaassss 13 (15 with mage armor)
HHiitt PPooiinnttss 115 (21d8 + 21)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 16 (+6) 13 (+1) 15 (+2) 16 (+3) 18 (+4)

SSaavviinngg TThhrroowwss Con +4, Wis +6, Cha +7
SSkkiillss Deception +7, Survival +6
DDaammaaggee Immmmuunnttiieess cold
SSeennsseess darkvision 60 ft., passive Perception 13
LLaanngguuaaggeess Infernal plus any three languages
CChhaalleennggee 6 (2,300 XP)

Iccee SSuummmmoonneerr.. The frigid abysswalker has an ice
mephit (MM pg.215) as a familiar.

SSppeellccaassttiinngg.. The frigid abysswalker is an 11th-level
spellcaster. Its spellcasting ability is Charisma (spell
save DC 15, +7 to hit with spell attacks). Each spell
is cast as a 5th level spell and the frigid abysswalker
regains its expended spell slots when it finishes a
short or long rest. It knows the following spells:

Cantrips (at will): chill touch, mage hand, ray of
frost

5th level (3 slots): banishment, conjure elemental
(water), contact other plane, ice storm, mage
armor, misty step, mirror image, planar binding,
summon lesser demon, slow

Actions
MMuulttiiaattttaacckk.. The frigid abysswalker makes three
attacks: two with its frigid quarterstaff and one with
its abyssal blast.

FFrriiggiidd QQuuaarrtteerrssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +3 to hit,
reach 5 ft., one target. Hit: 3 (1d6) bludgeoning
damage, plus 4 (1d8) cold damage.

AAbbyyssssaal BBlaasstt.. Ranged Spell Attack: +7 to hit, range
120 ft., one target. Hit: 10 (2d6 + 4) cold damage.
The creature must succeed on a DC 15
Constitution saving throw be paralyzed until the
end of its next turn.

Reactions
FFrriiggiidd RReebbuukkee.. When the frigid abysswalker is hit
with an attack that deals damage, it points its finger
at the attacker. After the damage is dealt, the
attacker must succeed on a DC 15 Dexterity saving
throw or take 13 (2d12) cold damage.



TThhee FFrroozzeenn DDiisscciippllee

FFrroozzeenn DDiisscciippllee
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (padded)
HHiitt PPooiinnttss 90 (12d8 + 36)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

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

SSaavviinngg TThhrroowwss Wis + 4
SSkkiillss Animal Handling +4, Medicine +4, Survival +4
DDaammaaggee Immmmuunniittiieess cold
SSeennsseess passive Perception 12
LLaanngguuaaggeess Common plus any two languages
CChhaalleennggee 3 (700 XP)

AAnniimmaal CCoommppaanniioonn.. The frozen disciple is bonded to
a Winter Wolf (MM pg.340), which is its animal
companion. The companion acts on its own
initiative, but otherwise obeys the frozen disciple's
commands. As a bonus action, the frozen disciple
can command its companion to use its reaction to
take the Dash, Disengage, Dodge, or Help action.

Innnnaattee SSppeellccaassttiinngg.. The frozen disciple's
spellcasting ability is Wisdom (spell save DC 12, +4
to hit with spell attacks). It can cast the following
spells, requiring no material components:

3/day each: chill touch, gust of wind, fog cloud

1/day each: sleet storm

SSuurrvviivvaaliisstt.. The frigid abysswalker has advantage on
Wisdom (Survival) checks.

VVeeiinnss ooff Iccee.. The frigid abysswalker is immune to
cold damage when it is in snowy terrain.

Actions
MMuulttiiaattttaacckk.. The frigid abysswalker makes two ice
lance attacks.

Iccee LLaannccee.. Melee Weapon Attack: +4 to hit, reach
10 ft., one target. Hit: 15 (2d12 + 2) cold damage.

FFrroozzeenn VViissaaggee ((11//DDaayy)).. The frozen disciple creates a
perfect illusion of itself that lasts for 1 minute or
until it loses its concentration, as if concentrating
on a spell. The illusion appears in an unoccupied
space within 30 feet of the frozen disciple. As a
bonus action, the frozen disciple can move the
illusion up to 30 feet to a space within 120 feet of
the frozen disciple that it can see. Additionally,
when both the frozen disciple and its illusion are
within 5 feet of a creature that can see the illusion,
the frozen disciple has advantage on attack rolls
against that creature.



TThhee FFrroozzeenn WWiiggggghhtt

FFrroozzeenn WWiigghhtt
Medium undead, neutral evil

AArrmmoorr CClaassss 17 (half plate)
HHiitt PPooiinnttss 129 (18d8 + 48)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

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

DDaammaaggee RReessiissttaanncceess necrotic; bludgeoning, piercing,
and slashing from nonmagical weapons

DDaammaaggee Immmmuunniittiieess cold, poison
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, poisoned
SSeennsseess darkvision 120 ft., passive Perception 13
LLaanngguuaaggeess the languages it knew in life
CChhaalleennggee 14 (11,500 XP)

BBoonnddeedd WWeeaappoonn.. The frozen wight is bonded to a
sentient weapon, for which it uses its Charisma
modifier for its attack and damage rolls. The frozen
wight and its weapon can communicate telepathically,
and the frozen wight obeys its bonded weapon's
commands. The frozen wight can use its bonus action
to teleport its bonded weapon into a free hand, or a
bonus action to temporarily dismiss the bonded
weapon into a pocket dimension. If the frozen wight
spends at least 1 hour without touching its bonded
weapon, the frozen wight dies and the weapon appears
in an empty space within 10 feet of it.

FFrroozzeenn PPrreesseennccee.. The frozen wight chills its
surroundings. The temperature within 100 feet of the
frozen wraith lowered to 0 degrees Fahrenheit. Water
in the area freezes. Additionally, warm blooded
creatures that start their turn within 15 feet of the
frozen wraith take 11 (2d10) cold damage.

NNuummbbiinngg AAuurraa.. When a creature hits the frozen wight
with a melee attack, it takes 7 (2d6) cold damage.

SSppeellccaassttiinngg.. The frozen wight is a 7th-level warlock. Its
spellcasting ability is Charisma (spell save DC 17, +9 to
hit with spell attacks). Each spell is cast as a 5th level
spell and the frozen wight regains its expended spell
slots when it finishes a short or long rest. It knows the
following warlock spells:

Cantrips (at will): eldritch blast, toll the dead, true strike

1st-4th level (2 slots): blight, darkness, enthrall, fear,
hold person, misty step, vampiric touch , wrathful
smite

SSuunnliigghhtt SSeennssiittiivviittyy.. While in sunlight, the frozen wight
has disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

TTuurrnn Immmmuunniittyy.. The frozen wight is immune to effects
that turn undead.

WWeeaappoonn BBoonndd:: FFrroossttmmaarree.. The frozen wight's bonded
weapon is Frostmare, a chaotic evil sentient greatsword
(Int 19, Wis 12, Cha 20). Frostmare is a legendary +3
magic weapon.

Actions
MMuulttiiaattttaacckk.. The frozen wight makes three attacks with
its bonded weapon.

FFrroossttmmaarree.. Melee Weapon Attack: +12 to hit, reach 5
ft., one target. Hit: 14 (2d6 + 7) slashing damage, plus
14 (4d6) cold damage. If the attack hits by 5 or more,
the target must succeed on a DC 17 Constitution
saving throw or have its 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.
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TThhee GGaaGaGGaG mmeekkeeeeppeerr

GGaaGaGGaG mmeekkeeeeppeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 14 (hide)
HHiitt PPooiinnttss 97 (15d8 + 30)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

11 (+0) 15 (+2) 14 (+2) 13 (+1) 14 (+2) 11 (0)

SSaavviinngg TThhrroowwss Dex +4, Wis +4
SSkkiillss Animal Handling +6, Nature +3, Survival +4
SSeennsseess passive Perception 12
LLaanngguuaaggeess Common plus any two additional

languages
CChhaalleennggee 3 (700 XP)

AAnniimmaal FFrriieenndd.. The gamekeeper has advantage on
Wisdom (Animal Handling) checks when
interacting with small animals.

SSppeellccaassttiinngg.. The gamekeeper is a 7th-level ranger.
Its spellcasting ability is Wisdom (spell save DC 12,
+4 to hit with spell attacks). The gamekeeper has
the following spells ranger prepared:

1st level (4 slots): goodberry, hunter's mark, speak
with animals

2nd level (3 slots): animal messenger, locate
animals or plants

WWiissddoomm ooff tthhee WWiildd.. The gamekeeper has advantage
on Wisdom (Survival) checks.

Actions
BBluunnddeerrbbuussss.. Ranged Weapon Attack: +4 to hit,
range 20/60 ft., one target. Hit: 15 (2d12 + 2)
piercing damage.

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



TThhee GGllooooooomm SSttaatattat llkkeerr

GGlloooomm SSttaatattat llkkeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 16 (studded leather)
HHiitt PPooiinnttss 165 (22d8 + 66)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

11 (+0) 18 (+4) 16 (+3) 12 (+1) 14 (+2) 9 (-1)

SSaavviinngg TThhrroowwss Str +3, Dex +7, Wis +5
SSkkiillss Acrobatics +7, Perception +5, Stealth +10,

Survival +5
SSeennsseess darkvision 90 ft., passive Perception 15
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 7 (2,900 XP)

DDrreeaadd AAmmbbuusshheerr.. The gloom stalker has mastered the
art of the ambush. It adds a bonus to its initiative rolls
equal to its Wisdom modifier (+2). Additionally, at the
start of its first turn of each combat, its walking speed
increases by 10 feet, which lasts until the end of that
turn. If the stalker takes the Attack action on that turn,
it can make one additional weapon attack as part of
that action. If that attack hits, the target takes an extra
1d8 damage of the weapon's damage type.

FFaavvoorreedd EEnneemmyy:: AAbbeerrrraattiioonnss,, MMoonnssttrroossiittiieess,, aanndd OOoozzeess..
The gloom stalker has advantage on Wisdom (Survival)
checks to track its favored enemies, as well as on
Intelligence (History) checks to recall information
about them.

Irroonn MMiinndd.. The gloom stalker has proficiency in
Wisdom saving throws and makes Wisdom saving
throws with advantage.

NNaattuurraal EExxpploorreerr:: UUnnddeerrddaarrkk.. When travelling in the
Underdark, the gloom stalker's group can't become
lost except by magical means and difficult terrain
doesn't slow its group's travel.

SSppeellccaassttiinngg.. The gloom stalker is a 15th-level ranger.
Its spellcasting ability is Wisdom (spell save DC 13, +5
to hit with spell attacks). It gloom stalker has the
following ranger spells prepared:

1st level (4 slots): cure wounds, disguise self, hunter's
mark, zephyr strike

2nd level (3 slots): rope trick, pass without trace

3rd level (3 slots): fear, nondetection

4th level (2 slots): freedom of movement

SSttaalkkeerr'ss FFluurrrryyryrryr ((11//TTuurrnn)).. If the gloom stalker misses with
a weapon attack, it can make another weapon attack as
part of the same action.

UUmmbbrraal SStteeaaltthh.. While in darkness, the gloom stalker is
invisible to any creature that would rely on darkvision
to see it in that darkness.

Actions
MMuulttiiaattttaacckk.. The gloom stalker makes four attacks with
its longbow.

SShhoorrttsswwoorrdd.. Melee Weapon Attack: +7 to hit, reach S
ft., one target. Hit: 7 (ld6 + 4) piercing damage.

LLoonnggbbooww.. Ranged Weapon Attack: +7 to hit, range
50/600 ft., one target. Hit: 8 (ld8 + 4) piercing
damage.

LLoonnggbbooww ((DDrreeaadd AAmmbbuusshheerr))r)rr)r .. Ranged Weapon Attack:
+7 to hit, range 50/600 ft., one target. Hit: 13 (2d8 +
4) piercing damage.

Reactions
SShhaaddoowwyy DDooddggee.. The stalker can dodge in unforeseen
ways, with wisps of supernatural shadow around it.
Whenever a creature makes an attack roll against the
stalker and doesn't have advantage on the roll, the
stalker can use its reaction to impose disadvantage on
the attack. The stalker must use this feature before it
knows the outcome of the attack roll.
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TThhee GGnnoommiisshhhh IInnvveenntotorr

GGnnoommiisshh IInnvveenntotorr
Small humanoid, any alignment

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 31 (7d6 +7)
SSppeeeedd 25 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

8 (-1) 14 (+2) 12 (+1) 17 (+3) 12 (+1) 8 (-1)

SSaavviinngg TThhrroowwss Int +5
SSkkiillss Investigation +5, Sleight of Hand +4
SSeennsseess darkvision 60 ft., passive Perception 11
LLaanngguuaaggeess Common, Gnomish and any two

additional languages
CChhaalleennggee 1/4 (50 XP)

CCrraaffttftfftf ssmmaann ((33//DDaayy)).. The gnomish inventor spend 1
hour to craft a simple device, such as locks, noise
makers, wind up toys, or music boxes.

GGnnoommiisshh CCuunnnniinngg.. The gnomish inventor has
advantage on Intelligence, Wisdom, and Charisma
saving throws against magic.

TTiinnkkeerreerr.. The gnomish inventor has advantage on
Dexterity (Sleight of Hand) checks made when
using artisan's tools.

Actions
DDaaggggeerr.. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 3 (1d4 + 2) piercing damage.

 Ranged Weapon Attack: +4 to hit, range
30/120 ft., one target. Hit: 3 (1d4 + 2)
bludgeoning damage.

SSliinngg.. Ranged Weapon
30/120 ftftf ., one targe
bludgeoning damage.



TThhee GGrraararrar vvavaava ee KKnniigghhtt

GGrraararrar vvavaava ee KKnniigghhtt
Medium undead, chaotic evil

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 190 (20d8 + 100)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 9 (-1) 21 (+5) 10 (+0) 14 (+2) 17 (+3)

DDaammaaggee RReessiissttaanncceess necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, poisoned
SSeennsseess darkvision 60 ft., passive Perception 12
LLaanngguuaaggeess the languages it knew in life
CChhaalleennggee 10 (5,900 XP)

Innnnaattee SSppeellccaassttiinngg.. The grave knight's spellcasting
ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). It can cast the following spells
innately:

At will: compelled duel, toll the dead

LLeeggeennddaarryyryrryr RReessiissttaannccee ((11//DDaayy)).. If the grave knight
fails a saving throw, it can choose to succeed
instead.

TTuurrnn RReessiissttaannccee.. The grave knight has advantage on
saving throws against any effect that turns undead.

UUnnddeeaadd RRaaggee ((33//DDaayy)).. As a bonus action on its turn,
the grave knight can enter into an undead rage that
lasts for 1 minute. While raging, the grave knight
gains advantage on all melee weapon attack rolls
and deals critical damage on an attack roll of 19 or
20.

UUnnhhoolyy AAuurraa.. Unless the grave knight is
incapacitated, it and undead creatures of its choice
within 60 feet of it regain 10 hit points at the start
of their turn.

Actions
MMuulttiiaattttaacckk.. The grave knight makes three
greatsword attacks.

GGrreeaattsswwoorrdd.. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 11 (2d6 + 4) slashing damage.

Legendary Actions
The grave knight can take 2 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 grave
knight regains spent legendary actions at the start
of their turn.

MMoovvee.. The grave knight moves up to half its speed.

CCoommppeelleedd DDuueel ((CCoossttss 22 AAccttiioonnss)).. The grave knight
casts compelled duel.



TThhee HHeelllliioonn

HHeelllliioonn
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 14 (leather)
HHiitt PPooiinnttss 99 (18d8 + 18)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 14 (+2) 13 (+1) 12 (+1) 14 (+2) 16 (+3)

SSaavviinngg TThhrroowwss Wis +4, Cha +5
SSkkiillss Deception +5, History +4, Persuasion +5,

Religion +4
SSeennsseess passive Perception 12
LLaanngguuaaggeess Abyssal, Common and any one additional

language
CChhaalleennggee 4 (1,100 XP)

DDeemmoonn SScchhoolaarr.. The hellion has advantage on
Intelligence (History and Religion) checks and
Charisma (Deception and Persuasion) checks when
interacting with fiends.

HHeelliisshh EEmmppoowweerrmmeenntt.. The hellion's spells deal an
additional 5 (1d10) fire damage.

PPaarraannooiidd.. The hellion has disadvantage on Charisma
(Intimidation) saving throws.

SSppeellccaassttiinngg.. The hellion is an 12th-level spellcaster.
Its spellcasting ability is Charisma (spell save 13,
+5 to hit with spell attacks). Each spell is cast as a
5th level spell and the hellion regains its expended
spell slots when it finishes a short or long rest. It
knows the following spells:

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

1st-5th level (3 5th-level slots): banishment, charm
person, contact other plane, darkness, hellish
rebuke, faithful hound (hellhound), fear, fireball,
planar binding, protection from good and evil,
summon greater demon

TTooToTToT mmee ooff DDeemmoonniicc SSeeccrreettss.. The hellion can cast the
find familiar spell as a ritual, without expending a
spell slot or using material components. The
hellion's familiar is an Imp (MM pg.76).

Actions
MMuulttiiaattttaacckk.. The hellion makes three eldritch blast
attacks.

EElddrriittcchh BBlaasstt.. Ranged Spell Attack: +5 to hit, range
120 ft., one target. Hit: 5 (1d10) force damage,
plus 5 (1d10) fire damage.

DDaaggggeerr.. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6 + 1) piercing damage.



TThhee HHeerrbbaalliisstt

HHeerrbbaalliisstt
Medium humanoid (firbolg), any alignment

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 135 (18d8 + 54)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 14 (+2) 16 (+3) 16 (+3) 18 (+4) 11 (+0)

SSaavviinngg TThhrroowwss Con +6
SSkkiillss History +5, Medicne +5, Nature +5, Survival +6
DDaammaaggee Immmmuunniittiieess poison
CCoonnddiittiioonn Immmmuunniittiieess diseased, poisoned
SSeennsseess passive Perception 12
LLaanngguuaaggeess Common, Elvish, and Giant
CChhaalleennggee 2 (450 XP)

HHiiddddeenn SStteepp ((RReecchhaarrggeess oonn aa SShhoorrtt oorr LLoonngg RReesstt)).. As a
bonus action, the herbalist can magically turn invisible
until the start of its next turn or until it attacks, makes a
damage roll, or forces someone to make a saving
throw.

Innnnaattee SSppeellccaassttiinngg.. The herbalist's spellcasting ability is
Wisdom (spell save DC 15, +7 to hit with spell
attacks). It can cast the following spells innately:

1/day: detect magic, disguise self

PPlaanntt EExxppeerrtt.. The herbalist is proficient with the
herbalism kit, and makes skill checks with advantage
when using it.

SSppeeeecchh ooff BBeeaasstt aanndd LLeeaaff..f.ff.f The herbalist has the ability to
communicate in a limited manner with beasts and
plants. They can understand the meaning of the
herbalist's words, though it has no special ability to
understand them in return. The herbalist has advantage
on all Charisma checks it make to influence them.

VVeerrdduurree'ss Innttuuiittiioonn ((11//TTuurrnn)).. When the herbalist uses its
healing bandage action, it can add one of the following
effects:

BBuurrnnssooootthhee.. For 24 hours, the creature is resistant to
fire damage.

FFrreeeezzeeaallaayy.. For 24 hours, the creature is resistant to
cold damage.

PPlaagguueeppuurrggee.. For 24 hours, the creature has
advantage on saving throws against being diseased.
If the creature is currently diseased by nonmagical
means, the disease is removed.

TTrraannqquuiilwweeaavvee.. Once within the next 24 hours, when
the target completes a long rest, it regains all spent
Hit Dice instead of a number of dice equal to half its
character total number.

VVeennoommccleeaannssee.. For 24 hours, the creature is resistant
to poison damage and has advantage on saving
throw vs being poisoned. If the creature is currently
poisoned, the poison is removed.

WWoouunnddbbiinndd.. For 24 hours, the creature makes all
death saving throws with advantage.

ZZeeaalttwwiill.. For 24 hours, the creature regains the
maximum number of hit points for any Hit Die it
spends.

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

PPooiissoonn VViiaal ((RReecchhaarrggee 66)).. Ranged Weapon Attack: +4 to
hit, range 20/40 ft., one target. Hit: 36 (8d8) poison
damage. A creature hit with a plague vial must succeed
on a DC 13 Constitution saving throw or be poisoned
for 24 hours. A creature poisoned in this manner can
only be healed by a herbalist or through magical means.

HHeeaaliinngg BBaannddaaggee ((55//DDaayy)).. The herbalist covers the
wound of a creature within 5 feet of it with a spongy
mass of absorbent moss treated with a number of
herbs designed to staunch bleeding, cleanse wounds,
and dull pain. The creature regains 12 (5d4) hit points
and if affected by an additional effect from the
mender's intuition trait.
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TThhee HHeexxbbllaalallal ddee WWaaWaWWaW rrlloocckk

HHeexxbbllaalallal ddee WWaaWaWWaW rrlloocckk
Medium humanoid (any race), chaotic neutral

AArrmmoorr CClaassss 16 (hide, shield)
HHiitt PPooiinnttss 161 (19d8 + 46)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

15 (+2) 14 (+2) 18 (+4) 12 (+1) 14 (+2) 17 (+3)

SSaavviinngg TThhrroowwss Cha +6
SSeennsseess darkvision 60 ft., passive Perception 12
LLaanngguuaaggeess any two languages
CChhaalleennggee 8 (3,900 XP)

BBoonnddeedd WWeeaappoonn.. The hexblade is bonded to a sentient
weapon, for which it uses its Charisma modifier for its
attack and damage rolls. The hexblade and its weapon
can communicate telepathically, and the hexblade
obeys its bonded weapon's commands. The hexblade
can use its bonus action to teleport its bonded weapon
into a free hand, or a bonus action to temporarily
dismiss the bonded weapon into a pocket dimension.

HHeexxbblaaddee'ss CCuurrssee ((RReecchhaarrggeess oonn aa SShhoorrtt oorr LLoonngg RReesstt)).. As
a bonus action, the hexblade chooses creature it can
see within 30 feet of it. The target is cursed for 1
minute. The curse ends early if the target dies, the
hexblade dies, or the hexblade is incapacitated. Until
the curse ends, the hexblade gains the following
benefits:

The hexblade gains a +3 bonus to damage rolls
against the cursed target (included below).

Any attack roll the hexblade makes against the
cursed target is a critical hit on a roll of 19 or 20.

If the cursed target dies, the hexblade regains 11 hit
points.

SSppeellccaassttiinngg.. The hexblade is an 11th-level warlock.
Its spellcasting ability is Charisma (spell save DC 14,
+6 to hit with spell attacks). Each spell is cast as a 5th
level spell and the hexblade regains its expended spell
slots when it finishes a short or long rest. It knows the
following warlock spells:

Cantrips (at will): eldritch blast, minor illusion, toll the
dead, vicious mockery

1st - 5th level (3 5th-level slots): blink, blur,
counterspell, darkness, hellish rebuke, hex, hold
person, misty step, phantasmal killer, shield, wrathful
smite

WWeeaappoonn BBoonndd:: DDuusskkeeddggee.. The hexblade's bonded
weapon is Duskedge, a chaotic neutral sentient
longsword that can speak Common and Undercommon
(Int 18, Wis 17, Cha 21). Duskedge is a Very Rare +2
magic weapon.

Actions
MMuulttiiaattttaacckk.. The hexblade makes three melee attacks or
three ranged attacks.

DDuusskkeeddggee.. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) slashing damage, plus 4
(1d8) necrotic damage.

DDuusskkeeddggee ((HHeexxbblaaddee'ss CCuurrssee)).. Melee Weapon Attack:
+11 to hit, reach 5 ft., one target. Hit: 10 (1d8 + 6)
slashing damage, plus 4 (1d8) necrotic damage.

EElddrriittcchh BBlaasstt.. Ranged Spell Attack: +6 to hit, range 120
ft., one target. Hit: 8 (1d10 + 3) force damage.

Reaction
AAccccuurrsseedd SSppeecctteerr ((11//DDaayy)).. The hexblade causes a
Specter (MM, pg. 279) to raise from the body of a
humanoid creature that was slain by the hexblade
within the last minute.
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TThhee HHoolllloowweedd SSoouull

HHoolllloowweedd SSoouull
Medium humanoid (any race), any evil alignment

AArrmmoorr CClaassss 12 (15 with mage armor)
HHiitt PPooiinnttss 55 (10d8 + 10)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 13 (+1) 13 (+1) 17 (+3) 12 (+1) 8 (-1)

SSkkiillss Arcana +6, History +6, Religion +6
DDaammaaggee RReessiissttaanncceess necrotic
SSeennsseess passive Perception 11
LLaanngguuaaggeess any three languages
CChhaalleennggee 5 (1800 XP)

GGrriimm HHaarrvvrvrrvr eesstt ((11//TTuurrnn)).. When a hollowed soul kills a
creature that is neither a construct nor undead with
a spell of 1st level or higher, the hollowed soul
regains hit points equal to twice the spell's level.

SSppeellccaassttiinngg.. The hollowed soul is a 9th-level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 13, +5 to hit with spell attacks). The
hollowed soul has the following spells prepared:

Cantrips (at will): chill touch, ray of frost,
thaumaturgy, toll the dead

1st level (4 slots): false life, protection from evil
and good, mage armor, ray of sickness

2nd level (3 slots): blindness/deafness, ray of
enfeeblement, melf's acid arrow

3rd level (3 slots): animate dead, bestow curse,
speak with dead, vampiric touch

4th level (3 slot): blight, evard's black tentacles,
phantasmal killer

5th level (1 slot): antilife shell

UUnnhhoolyy PPrreesseennccee.. Each creature of the hollowed
soul's choice that is within 30 feet of the hollowed
soul and aware of it must succeed on a DC 14
Wisdom saving throw or suffer disadvantage on
attack rolls for 1 minute. A creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's
saving throw is successful or the effect ends for it,
the creature is immune to the hollowed soul's
Unholy Presence for the next 24 hours.

Actions
QQuuaarrtteerrssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +2 to hit, reach
5 ft., one target. Hit: 3 (1d6) bludgeoning damage,
or 4 (1d8) bludgeoning damage if used with two
hands.

WWhhiissppeerrss ooff tthhee DDaammnneedd ((RReecchhaarrggee 66)).. A creature
within 60 feet of the hollowed soul that can hear it
must succeed on a DC 14 Wisdom saving throw or
be stunned for 1d4 rounds



TThhee IImmmmoollaalallal titiatiaatia oonn AArrcchheerr

IImmmmoollaalallal titiatiaatia oonn AArrcchheerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13
HHiitt PPooiinnttss 81 (18d8)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 16 (+3) 10 (+0) 14 (+2) 12 (+1) 11 (+0)

DDaammaaggee Immmmuunniittiieess fire
SSeennsseess passive Perception 11
LLaanngguuaaggeess any two languages
CChhaalleennggee 4 (1,100 XP)

CCuunnnniinngg AAccttiioonn.. On each of its turns, the
immolation archer can use a bonus action to take
the Dash, Disengage, or Hide action.

FFlaammiinngg AArrrroowwss.. Thee immolation archer's ranged
weapon attacks deal an extra 1d8 fire damage
(included in the attack).

Actions
MMuulttiiaattttaacckk.. The immolation archer makes three
longbow attacks.

LLoonnggbbooww.. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 7 (1d8 + 3) piercing
damage, plus 4 (1d8) fire damage.

SSoouul ooff tthhee DDrraaggoonn ((RReecchhaarrggee 66)).. The immolation
archer fires a blazing arrow in a 120-foot line that is
5 ft. wide. Each creature in that line must succeed
on a DC 14 Dexterity saving throw or take 18 (4d8)
fire damage.



TThhee KKnniigghht t ooff HHeellll

KKnniigghht t ooff HHeellll
Large fiend (devil), lawful evil

AArrmmoorr CClaassss 19 (demonic plate)
HHiitt PPooiinnttss 230 (20d10 + 120)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

24 (+7) 13 (+1) 21 (+6) 13 (+1) 14 (+2) 20 (+5)

SSaavviinngg TThhrroowwss Str +12, Con +11, Cha +10
SSkkiillss Athletics +12, Intimidation +15
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing from nonmagical weapons that aren't
silvered

DDaammaaggee Immmmuunniittiieess fire, necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess frightened, poisoned
SSeennsseess darkvision 120 ft., passive Perception 12
LLaanngguuaaggeess Infernal, telepathy 120 ft.
CChhaalleennggee 15 (13,000 XP)

DDeevviil'ss FFuurryyryrryr .. The knight of hell's hellblade attacks
deal an additional 11 (2d10) necrotic damage
(included in the attack).

DDeevviil'ss SSiigghhtt.. Magical darkness doesn't impede the
knight of hell's darkvision.

HHeelliisshh AAuurraa.. Each creature of the knight of hell's
choice that is within 60 feet of the knight of hell
and aware of it must succeed on a DC 18 Wisdom
saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. If a creature's saving throw is successful or
the effect ends for it, the creature is immune to the
knight of hell's Hellish Aura for the next 24 hours.

A creature that is frightened at the start of its turn
takes 11 (2d10) fire damage and 11 (2d10)
necrotic damage.

MMaaggiicc RReessiissttaannccee.. The knight of hell has advantage
on saving throws against spells and other magical
effects.

Innnnaattee SSppeellccaassttiinngg.. The knight of hell's spellcasting
ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). It can cast the following spells,
requiring no material components:

At will: blight, fear, hold monster

1/day: gate

Actions
MMuulttiiaattttaacckk.. The knight of hell makes four hellblade
attacks.

HHeellbblaaddee.. Melee Weapon Attack: +12 to hit, reach
5 ft., one target. Hit: 18 (2d10 + 7) slashing
damage, plus 11 (2d10) necrotic damage.



TThhee KKnniigghht t ooff VVaaVaVVaV lloorr

KKnniigghht t ooff VVaaVaVVaV lloorr
Medium humanoid (any race), lawful good (90%)
or lawful neutral (10%)

AArrmmoorr CClaassss 16 (ring mail, shield)
HHiitt PPooiinnttss 85 (10d8 + 40)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 13 (+1) 18 (+4) 12 (+1) 14 (+2) 12 (+1)

SSkkiillss Insight +6, Intimidation +3
DDaammaaggee Immmmuunniittiieess necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess frightened, poisoned
SSeennsseess passive Perception 12
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 6 (2,300 XP)

AAuurraa ooff SSttaabbiiliittyy.. Allied creatures within 60 feet of
the knight that it can see have advantage on death
saving throws.

BBuulwwaarrkk ooff WWiill.. As a bonus action, the knight enter
a defensive stance. While in this stance, the
knight's movement speed is halved but it gains
resistance to bludgeoning, piercing, and slashing
from nonmagical weapons. Additionally, ranged
attacks that target the knight are made with
disadvantage. The knight can end this stance as a
bonus action.

VViirrttuuoouuss SSaalvvaattiioonn.. The knight gains a +5 bonus to
melee attack and damage rolls against a creature if
at least one of the knight’s allies is within 5 feet of
the creature and the ally is incapacitated.

Actions
MMuulttiiaattttaacckk.. The knight makes two attacks with its
mace.

MMaaccee.. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d6 + 3) bludgeoning damage.

MMaaccee ((VViirrttuuoouuss SSaalvvaattiioonn)).. Melee Weapon Attack:
+11 to hit, reach 5 ft., one target. Hit: 11 (1d6 + 8)
bludgeoning damage.

LLoonnggbbooww.. Ranged Weapon Attack: +3 to hit, ranged
150/600 ft., one target. Hit: 5 (1d8 + 1) piercing
damage.

Reactions
PPrrootteecctt tthhee VVuulnneerraabblee.. When a creature within 5
feet of the knight takes damage, the knight can use
its reaction to take that damage instead.



TThhee LLaaddyy ooff ththee CCoouurrrrrrrttrtrrtr

LLaaddyy ooff ththee CCoouurrttrtrrtr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 11
HHiitt PPooiinnttss 7 (2d8 - 2)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

6 (-2) 12 (+1) 9 (-1) 14 (+2) 14 (+2) 14 (+2)

SSkkiillss History +4, Insight +4, Persuasion + 4,
Performance +4

SSeennsseess passive Perception 12
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 1/8 (25 XP)

Innnnaattee SSppeellccaassttiinngg.. The lady of the court's
spellcasting ability is Wisdom (spell save DC 12, +4
to hit with spell attacks). It can cast the following
spells innately:

1/day each: charm person, suggestion

SSuubbttlee MMaanniippuulaattiioonnss.. The lady of the court has
advantage on Charisma (Persuasion) checks.

Actions
DDaaggggeerr.. Melee or Ranged Weapon Attack+: +5 to
hit, reach 5 ft. or range 20/60 ft. , one target. Hit*:
4 (1d4 + 2) piercing damage.

EEnnccoouurraaggee ((RReecchhaarrggeess 66)).. The lady of the court and
up to 3 creatures of its choice within 30 feet that
can see and hear it gain 4 (1d8) temporary hit
points.

CCaall ffoofoffof rr AAiidd ((11//DDaayy)).. The lady of the court calls out
for help. In 1d4 rounds, 2 guards (MM pg.347) will
arrive to defend the lady of the court.

( pg )
court.



TTTTThhee LLLLLaakkee SSSSSppiirriitt

LLaakkee SSppiirriitt
Medium humanoid (shapechanger), true neutral

AArrmmoorr CClaassss 15 (padded, shield)
HHiitt PPooiinnttss 36 (8d8)
SSppeeeedd 0 ft., fly 60 ft. (hover)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 14 (+2) 11 (+0) 14 (+2) 15 (+2) 8 (-1)

SSkkiillss Animal Handling +4, Nature +4
CCoonnddiittiioonn Immmmuunniittiieess charmed
SSeennsseess passive Perception 12
LLaanngguuaaggeess Druidic plus any two languages
CChhaalleennggee 1/2 (100 XP)

AAnniimmaal FFrriieenndd.. The lake spirit has advantage on
Wisdom (Animal Handling) and Charisma
(Persuasion) checks when interacting with beasts.

SShhaappeecchhaannggeerr.. The lake spirit can use its action to
polymorph into a Small or Medium beast it has
seen that lives near open water, or back into its true
form. Its statistics, other than its size, are the same
in each form. Anything it is wearing transforms with
it, but nothing it is carrying does. It reverts to its
true form if it dies.

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

Cantrips (at will): druidcraft, mending, resistance

1st level (4 slots): charm person, entangle,
goodberry, speak with animals

2nd level (3 slots): animal messenger, lesser
restoration, pass without trace

Actions
MMuulttiiaattttaacckk.. The lake spirit makes two spear attacks.

SSppeeaarr.. Melee or Ranged Weapon Attack: +4 to hit,
reach 5 ft. and range 20/60 ft ., one target. Hit: 5
(1d6 + 1) piercing damage, or 6 (1d8 + 2) piercing
damage if used with two hands.



TThhee LLeeggiioonnnnaaiirree

LLeeggiioonnnnaaiirree
Medium humanoid (any race), any lawful alignment

AArrmmoorr CClaassss 17 (breastplate, shield)
HHiitt PPooiinnttss 65 (10d8 + 20)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 12 (+1) 14 (+2) 12 (+1) 12 (+1) 14 (+2)

SSkkiillss Athletics +5, Intimidation +4
SSeennsseess passive Perception 11
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 2 (450 XP)

DDiisscciippliinneedd.. The legionnaire has advantage on
against Charisma (Intimidation) checks.

SShhiieeldd WWaall.. When at least 6 legionnaires form a
straight line that is at least 30 feet long, they all
form a shield wall as a free action. A legionnaire in a
shield wall gains a +2 bonus to its AC and its
movement speed becomes 0. A legionnaire can
leave a shield wall as a free action, removing the
effect from itself. If the shield wall has less than 6
legionnaires in it, it is broken and the remaining
legionnaires lose its effects.

Actions
MMuulttiiaattttaacckk.. The legionnaire makes two spear
attacks. If it has a gladius drawn, it can also make a
gladius attack.

SSppeeaarr.. Melee Weapon Attack: +5 to hit, reach 10 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage.

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

Reaction
GGuuaarrdd AAllyy.. If a creature within 5 feet of the
legionnaire is targeted with an attack, the
legionnaire can impose its shield between the
creature and its attacker, causing the attack to be
made with disadvantage. A legionnaire can't use
this reaction if it is part of a shield wall.



TThhee LLoorrdd ooff ththee SSkkyykykkyk

LLoorrdd ooff ththee SSkkyykykkyk
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 19 (studded leather)
HHiitt PPooiinnttss 128 (28d8 + 56)
SSppeeeedd 30 ft., fly 120 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 25 (+7) 14 (+2) 12 (+1) 17 (+3) 15 (+2)

SSaavviinngg TThhrroowwss Dex +12, Wis +8
SSkkiillss Acrobatics +12, Perception +8
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing from nonmagical weapons
SSeennsseess passive Perception 18
LLaanngguuaaggeess Common plus any one language
CChhaalleennggee 14 (11,500 XP)

MMoouunntt.. The lord of the sky rides atop a roc (MM
pg.260). Its movement speed is 120 feet (included
above).

MMoouunntteedd AArrcchheerr.. While the lord of the sky is
mounted and isn't incapacitated, it has advantage
on ranged attack rolls against creatures smaller than
its mount.

SSeeaassoonneedd RRiiddeerr.. The lord of the sky has advantage
on saving throws made to avoid falling off its
mount.

SShhaarrppsshhooootteerr.. The lord of the sky can attack at long
range without disadvantage on its ranged weapon
attack rolls and its ranged weapon attacks ignore all
cover except full cover.

Actions
MMuulttiiaattttaacckk.. The lord of the sky makes four longbow
attacks.

LLoonnggbbooww.. Ranged Weapon Attack: +12 to hit, range
150/600 ft., one target. Hit: 11 (1d8 + 6) piercing
damage.

Reactions
CCrruusshh.. If the lord of the sky is mounted and its
mount has grappled a creature, the lord of the sky
can command its mount to crush the grappled
creature. The creature takes 7 (2d6) bludgeoning
damage and 7 (2d6) slashing damage.



TThhee LLoosst t TTrriibbeessmmaann

LLoosst t TTrriibbeessmmaann
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13
HHiitt PPooiinnttss 65 (10d8 + 20)
SSppeeeedd 30 ft., 50 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 16 (+3) 15 (+2) 10 (+0) 12 (+1) 9 (-1)

SSaavviinngg TThhrroowwss Dex +5, Wis +2
SSkkiillss Animal Handling +3, Insight +3, Nature +2,

Stealth +7, Survival +3
SSeennsseess passive Perception 11
LLaanngguuaaggeess any one language (unique to its tribe)
CChhaalleennggee 1 (200 XP)

Immppaaleerr.. If the lost tribesman is mounted and moves
at least 30 feet straight toward a target and then
hits it with a greatspear attack on the same turn,
the target takes an extra 13 (3d8) piercing damage
and is restrained. The lost tribesman can only
restrain one creature at a time. A restrained
creature can free itself as an action on its turn with
a successful DC 13 Strength saving throw.

JJuunngglee DDwweelleerr.. The lost tribesman has advantage on
Dexterity (Stealth) checks while in a jungle terrain.
If the lost tribesman is riding its mount, the lost
tribesman's stealth roll counts for both itself and its
mount.

MMoouunntt.. The lost tribesman rides atop an axe beak
(MM pg.317). Its movement speed is 150 feet
(included above).

MMoouunntteedd CCoommbbaattaanntt.. While the lost tribesman is
mounted and isn't incapacitated, it has advantage
on melee attack rolls against unmounted creatures
smaller than its mount, can force an attack targeted
at its mount to attack it instead, and when its
mount is subjected to an effect that allows it to
make a Dexterity saving throw for half damage, the
mount instead takes no damage on a successful
save and only half damage on a failed save.

SSuussppiicciioouuss.. The lost tribesman has advantage on
Wisdom (Insight) checks.

Actions
GGrreeaattssppeeaarr.. Melee Weapon Attack: +4 to hit, reach
10 ft., one target. Hit: 6 (1d8 + 2) piercing damage.



TThhee MMaaggee HHuunnteterr

MMaaggee HHuunnteterr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 17 (leather)
HHiitt PPooiinnttss 187 (25d8 + 75)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

11 (+0) 22 (+6) 16 (+3) 18 (+4) 16 (+3) 15 (+2)

SSaavviinngg TThhrroowwss Dex +11, Con +8, Int +9, Wis +8, Cha +7
SSkkiillss Arcana +9, Acrobatics +11, Perception +8,

Stealth +11
DDaammaaggee RReessiissttaanncceess cold, fire, lightning, thunder
SSeennsseess darkvision 120ft., passive Perception 18
LLaanngguuaaggeess Common plus up to two other languages
CChhaalleennggee 16 (15,000 XP)

Inntteerrrruuppttiinngg SSttrriikkeess.. If the mage hunter hits a creature
with a weapon attack that is concentrating on a spell or
spell-like effect, the creature makes its Constitution
saving throw to maintain concentration with
disadvantage.

LLeeggeennddaarryyryrryr RReessiissttaannccee ((33//DDaayy)).. If the mage hunter fails a
saving throw, it can choose to succeed instead.

MMaaggiicc SSuupppprreessssiioonn.. As a bonus action, the mage hunter
can create a 10-foot-radius invisible sphere of
antimagic that surrounds it. This area is divorced from
the magical energy that suffuses the multiverse, and
operates as an antimagic field that is centered on the
mage hunter and moves with it. Within the sphere,
spells can’t be cast, summoned creatures disappear,
and even magic items become mundane. The mage
hunter can end this effect with a bonus action.

 The mage hunter and creatures of its
choosing it can see that are within 30 feet of it have
advantage on saving throws again spells of 5th level or
lower.

Actions
MMuulttiiaattttaacckk.. The mage hunter makes four attacks with
its poisonous dagger, one of which can be a Blink
Strike if it is available.

PPooiissoonnoouuss DDaaggggeerr.. Melee Weapon Attack: +11 to hit,
reach 5 ft., one target. Hit: 8 (1d4 + 6) slashing
damage, plus 15 (6d4) poison damage. The creature
must succeed on a DC 18 Constitution saving throw or
become poisoned for 1 minute.

BBliinnkk SSttrriikkee ((RReecchhaarrggee 55-66)).. The mage hunter can
disappear and reappear in an unoccupied spot within
40 feet that it can see. If the mage hunter reappears
within 5 feet of a creature, it can make an attack with
its poisonous dagger as part of this action. Blink Strike
does not provoke attacks of opportunity.

Reactions
MMaaggiicc Immppeeddiimmeenntt.. The mage hunter attempts to
interrupt a creature in the process of casting a spell. If
the creature is casting a spell of 3rd level or lower, its
spell fails and has no effect. If it is casting a spell of 4th
level or higher, the mage hunter makes an Intelligence
(Arcana) check. The DC equals 10 + the spell’s level.
On a success, the creature’s spell fails and has no
effect.

Legendary Actions
The mage hunter 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 mage hunter regains
spent legendary actions at the start of their turn.

MMoovvee.. The mage hunter moves up to half its speed.

AAttttaacckk.. The mage hunter makes one attack with its
poisonous dagger.

BBliinnkk SSttrriikkee ((CCoossttss 33 AAccttiioonnss)).. The mage hunter uses its
blink strike if it is available.

spells can t be cast, s
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TThhee MMaassteterr IIlllluussiioonniisstt

MMaassteterr IIlllluussiioonniisstt
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 12 (15 with mage armor)
HHiitt PPooiinnttss 72 (16d8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 14 (+2) 11 (+0) 18 (+4) 15 (+2) 17 (+3)

SSaavviinngg TThhrroowwss Wis +5
SSkkiillss Arcana +7, Deception +6, Investigation +7,

Performance +6, Sleight of Hand +5, Stealth +5
SSeennsseess passive Perception 12
LLaanngguuaaggeess any four languages
CChhaalleennggee 6 (2,300 XP)

SSppeellccaassttiinngg.. The master illusionist is an 11th-level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 15, +7 to hit with spell attacks). The
master illusionist knows the following spells:

Cantrips (at will): dancing lights, friends, minor
illusion, prestidigitation

1st level (4 slots): charm person, disguise self,
illusory script, mage armor, hideous laughter,
unseen servant

2nd level (3 slots): alter self, blur, detect thoughts,
invisibility, mirror image, suggestion

3rd level (3 slots): blink, counterspell hypnotic
pattern, major image, phantom steed, tongues

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

5th level (2 slots): dream, geas, mislead, passwall,
seeming, scrying

6th level (1 slot): programmed illusion, mass
suggestion

Actions
MMuulttiiaattttaacckk.. The master illusionist makes two
scimitar attacks. If either attack misses, it can cast a
spell.

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

BBeegguuiilee SSeennsseess.. The master illusionist creates the
visage of a great wyrm and uses it to assault a
creature's mind within 60 feet of it that it can see.
The target must succeed on a DC 15 Wisdom
saving throw or become paralyzed for 1 minute. A
creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. If a creature's saving throw is successful or
the effect ends for it, the creature is immune to the
master illusionist's Beguile Senses for the next 24
hours. The master illusionist can only use Beguile
Senses on one creature at a time.



TThhee MMaatrtratraatra iiaarrcchh

MMaatrtratraatra iiaarrcchh
Medium humanoid (any race), any non-chaotic
alignment

AArrmmoorr CClaassss 11 (leather)
HHiitt PPooiinnttss 66 (12d8 + 12)
SSppeeeedd 20 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

8 (-1) 10 (+0) 12 (+1) 15 (+3) 18 (+4) 13 (+1)

SSaavviinngg TThhrroowwss Int +5, Wis +6
SSkkiillss History +5, Insight +6, Investigation +5,

Medicine +6, Nature +5
SSeennsseess passive Perception 13
LLaanngguuaaggeess Common plus any two additional

languages
CChhaalleennggee 3 (700 XP)

Innnnaattee SSppeellccaassttiinngg.. The matriarch's spellcasting
ability is Wisdom (spell save DC 14). It can cast the
following spells innately:

1/day: control weather

SSppeellccaassttiinngg.. The matriarch is an 11th-level
spellcaster. The matriarch's spellcasting ability is
Wisdom (spell save DC 14, +6 to hit with spell
attacks). The matriarch has the following spells
prepared, which it can cast without material
components:

Cantrips (at will): druidcraft, guidance, resistance
spare the dying

1st level (4 slots): bless, cure wounds, purify food
and drink

2nd level (3 slots): calm emotions, lesser
restoration, protection from poison

3rd level (3 slots): call lightning, dispel magic, sleet
storm

4th level (3 slots): death ward, giant insect, ice
storm

5th level (2 slots): awaken, commune with nature

6th level (1 slots): heal

WWiissee EElddeerr.. The matriarch has advantage on Wisdom
(Perception) and Charisma (Persuasion) checks.

Actions
QQuuaarrtteerrssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +1 to hit, reach
5 ft., one target. Hit: 2 (1d6 -1) bludgeoning
damage.



TThhee MMeellaalallal nnnnncchhoollyylyllyl GGoolleemm

MMeellaalallal nncchhoollyylyllyl GGoolleemm
Large construct, unaligned

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 190 (20d10 + 80)
SSppeeeedd 20 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

21 (+5) 7 (-2) 20 (+4) 6 (-2) 8 (-1) 4 (-3)

SSkkiillss Athletics +9
DDaammaaggee Immmmuunniittiieess poison; bludgeoning, piercing, and

slashing from nonmagical attacks that aren't
adamantine

CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

SSeennsseess darkvision 60 ft., passive Perception 9
LLaanngguuaaggeess understands the languages of its creator but

can't speak
CChhaalleennggee 11 (7,200 XP)

Immmmuuttaabblee FFoorrmm.. The golem is immune to any spell or
effect that would alter its form.

LLeetthhaarrggyy.. The golem lacks the motivation to complete
the most basic activities. At the start of the golem's
turn, it rolls a d20. On a score of 5 or lower, the golem
takes no action that turn.

MMaaggiicc RReessiissttaannccee.. The golem has advantage on saving
throws against spells and other magical effects.

PPooiissoonn AAbbssoorrppttiioonn.. Whenever the golem is subjected to
poison damage, it takes no damage and instead regains
a number of hit points equal to the poison damage
dealt.

Actions
MMuulttiiaattttaacckk.. The golem makes four greataxe attacks.

GGrreeaattaaxxee.. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit: 11 (1d12 + 5) slashing damage.

TTooToTToT rrppoorr ((11//DDaayy)).. The golem inflicts a dullness of the
mind on up to six creatures of its choice that is can see
within 60 feet of it. Each target must succeed on a DC
17 Wisdom saving throw or be affected by this spell
for 1d4 rounds. An affected target’s speed is halved, it
takes a −2 penalty to AC and Dexterity saving throws,
and it can’t use reactions. On its turn, it can use either
an action or a bonus action, not both. Regardless of the
creature’s abilities or magic items, it can’t make more
than one melee or ranged attack during its turn.

If a target attempts to cast a spell with a casting time
of 1 action, it rolls a d20. On an 11 or higher, the spell
doesn’t take effect until the creature's next turn, and
the creature must use its action on that turn to
complete the spell. If it can’t, the spell is wasted. A
creature affected by this spell makes another Wisdom
saving throw at the end of its turn. On a successful
save, the effect ends for it.

Reactions
EEmmbbrraaccee.. If a creature ends its turn within 5 feet of the
golem and has not taken a hostile action towards it, the
golem will attempt to hug the creature. The creature
must succeed on a Strength (Athletics) or Dexterity
(Acrobatics) check against a DC 19 or become
grappled.

action towards it, the
ature. The creature
etics) or Dexterity
9 or become



The Mountain HagThe Mountain HagThe Mountain HagThe Mountain HagThe Mountain Hag

Mountain Hag CovenMountain Hag Coven

When three mountain hags form a coven (CR 6), they can each

cast the following spells (as a 12th level spellcaster,

Intelligence spellcasting ability, spell save DC 15, +7 to hit

with spell attacks) but must share the spell slots amongst

themselves: 

1st level (4 slots): charm person, disguise self 
2nd level (3 slots): gust of wind, mirror image 

3rd level (3 slots): bestow curse, major image, sleet storm 

4th level (3 slots): conjure minor elementals, hallucinatory
terrain 

5th level (2 slots): mislead, wall of stone 

6th level (1 slots): mental prison

Mountain HagMountain Hag
Medium fey, neutral evil

Armor ClassArmor Class 17 (natural armor)
Hit PointsHit Points 105 (14d8 + 42)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

20 (+5) 15 (+2) 16 (+3) 16 (+3) 15 (+2) 18 (+4)

SkillsSkills Deception +6, Nature +6, Survival +5
Damage ResistancesDamage Resistances lightning, thunder
SensesSenses darkvision 60 ft., passive Perception 12
LanguagesLanguages Common, Giant, Terran
ChallengeChallenge 4 (1,100 XP)

Innate Spellcasting.Innate Spellcasting. The mountain hag's innate
spellcasting ability is Charisma (spell save DC 14,
+6 to hit with spell attacks). It can innately cast the
following spells, requiring no material components:

At will: minor illusion, mold earth, poison spray

2/day each: earthbind, erupting earth, hold person

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

Actions
Claws.Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit*: 14 (2d8 + 5) slashing damage.

Booming Voice (Recharge 6).Booming Voice (Recharge 6). The mountain hag
utters a loud booming call. Any creatures within 30
feet that can hear it must succeed on a DC 14
Constitution saving throw or take 36 (8d8) thunder
damage.

Booming Voice (Recharge 6).Booming Voice (Recharge 6).
utters a loud booming call. Any creatures within 30
feet that can hear it must succeed on a DC 14
Constitution saving throw or take 36 (8d8) thunder
damage.



The OathbreakerThe Oathbreaker

OathbreakerOathbreaker
Medium humanoid (any race), any non-good
alignment

Armor ClassArmor Class 18 (plate)
Hit PointsHit Points 229 (27d8 + 108)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

18 (+4) 8 (-1) 19 (+4) 12 (+1) 14 (+2) 18 (+4)

Saving ThrowsSaving Throws Con +9, Wis +7, Cha +9
SkillsSkills Athletics +9, Deception +9, Intimidation +9,

Religion +6
Damage ResistancesDamage Resistances bludgeoning, piercing, and

slashing from nonmagical weapons
SensesSenses passive Perception 12
LanguagesLanguages any one language (usually Common)
ChallengeChallenge 13 (10,000 XP)

Aura of Hate.Aura of Hate. The oathbreaker and any creatures of
its choosing within 30 feet of it gain a bonus to
melee weapon damage rolls equal to the paladin's
Charisma modifier (included in the attack). A
creature can benefit from this feature from only
one oathbreaker at a time.

Spellcasting.Spellcasting. The oathbreaker is an 18th-level
spellcaster. Its spellcasting ability is Charisma (spell
save DC 17, +9 to hit with spell attacks). It has the
following spells prepared:

1st level (4 slots): hellish rebuke, inflict wounds,
protection from evil and good

2nd level (3 slots): branding smite, crown of
madness, darkness

3rd level (3 slots): animate dead, bestow curse

4th level (3 slots): blight, confusion

5th level (1 slot): contagion, dominate person

Actions
Multiattack.Multiattack. The oathbreaker makes four attacks
with its necrotic greatsword.

Necrotic Greatsword.Necrotic Greatsword. Melee Weapon Attack: +8 to
hit, reach 5 ft., one target. Hit: 11 (2d6 + 4)
slashing damage, plus 10 (3d6) necrotic damage.

Control Undead (1/Day).Control Undead (1/Day). The oathbreaker can target
one undead creature it can see within 30 feet. The
target must make a DC 17 Wisdom saving throw.
On a failed save, the target must obey the
oathbreaker's commands for the next 24 hours. An
undead whose challenge rating is equal to or
greater than 12 is immune to this effect.



The Orcish WarlordThe Orcish Warlord

Orcish WarlordOrcish Warlord
Medium humanoid (orc), neutral evil

Armor ClassArmor Class 16 (chain mail)
Hit PointsHit Points 120 (16d8 + 48)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

18 (+4) 14 (+2) 16 (+3) 13 (+1) 14 (+2) 17 (+3)

Saving ThrowsSaving Throws Str +7, Con +6, Cha +6
SkillsSkills Athletics +7, Deception +6, Insight +5,

Intimidation +6
SensesSenses darkvision 60 ft., passive Perception 12
LanguagesLanguages Common, Orc
ChallengeChallenge 6 (2,300 XP)

Absolute Authority.Absolute Authority. The orcish warlord has
advantage on Charisma (Deception, Intimidation,
and Persuasion) checks when interacting with orcs.

Aggressive.Aggressive. As a bonus action, the orcish warlord
can move up to its movement speed toward a
hostile creature that it can see.

Domineering Warcry (3/Day).Domineering Warcry (3/Day). As a bonus action, the
orcish warchief utters a fearsome warcry. Any orcs
within 30 feet of the orcish warlord that can see
and hear it can use their reaction to make a melee
weapon attack with advantage against a creature
within range.

Targeted Blow (1/Turn).Targeted Blow (1/Turn). If the orcish warlord hits
with a weapon attack, it can make a targeted blow
against its target, using one of the following
options:

Arm.Arm. The target has disadvantage on attack rolls
until the end of its next turn.

Hand.Hand. The target drops a weapon it is holding.

Head.Head. The target is stunned until the start of its
next turn.

Leg.Leg. The target's movement speed is halved until
the end of its next turn.

Actions
Multiattack.Multiattack. The orcish warlord makes four greataxe
attacks.

Greataxe.Greataxe. Melee Weapon Attack: +7 to hit, reach 5
ft., one creature. hit: 10 (1d12 +4) slashing
damage.

Spear.Spear. Melee or Ranged Weapon Attack: +7 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 11
(1d6 +4 plus 1d8) piercing damage, or 13 (2d8
+4) piercing damage if used with two hands to
make a melee attack.

2



The Pietistic SyndicateThe Pietistic Syndicate

Pietistic SyndicatePietistic Syndicate
Gargantuan swarm of medium humanoids, any non-
evil alignment

Armor ClassArmor Class 13 (15 with faith's safeguard)
Hit PointsHit Points 172 (15d20 + 15)
SpeedSpeed 20 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

16 (+3) 16 (+3) 12 (+1) 14 (+2) 18 (+4) 15 (+2)

Condition ImmunitiesCondition Immunities charmed, frightened,
paralyzed, petrified, prone, restrained, stunned

SensesSenses passive Perception 14
LanguagesLanguages any three languages
ChallengeChallenge 5 (1,800 XP)

Faith's Safeguard.Faith's Safeguard. The syndicate gains a +2 bonus to
AC when it has more than half of its total hit points.

Innate Spellcasting.Innate Spellcasting. The syndicate's spellcasting
ability is Wisdom (spell save DC 15, +7 to hit with
spell attacks). It can cast the following spells
innately:

3/day each: banishment, bless, guardian of faith

Intense Discipline.Intense Discipline. The syndicate has advantage on
Constitution saving throws that it makes to
maintain concentration on a spell when it takes
damage.

Swarming Syndicate.Swarming Syndicate. The syndicate can occupy
another creature's space and vice versa, and the
syndicate can move through any opening large
enough for a medium humanoid. The syndicate
can't regain hit points or gain temporary hit points.

Actions
Multiattack.Multiattack. The syndicate makes one attack: either
one with its bludgeon attack or one with its retort.
If the syndicate has more than half its total hit
points, it may also cast a spell.

Bludgeon (syndicate has more than half HP).Bludgeon (syndicate has more than half HP). Melee
Weapon Attack: +6 to hit, reach 0 ft., one target in
the swarm's space. Hit: 39 (8d8 + 3) bludgeoning
damage.

Bludgeon (syndicate has half HP or less).Bludgeon (syndicate has half HP or less). Melee
Weapon Attack: +6 to hit, reach 0 ft., one target in
the swarm's space. Hit: 21 (4d8 + 3) bludgeoning
damage.

Retort.Retort. Ranged Spell Attack: +7 to hit, range 60 ft.,
one target. Hit: 31 (6d8 + 4) psychic damage.

Reactions
Throng of the Righteous.Throng of the Righteous. If a creature ends its turn in
a space occupied by the syndicate, the syndicate
may use its reaction to make a bludgeon attack
against the creature.



The Plague BearerThe Plague Bearer

Plague BearerPlague Bearer
Small humanoid (any race), chaotic evil

Armor ClassArmor Class 13 (leather armor)
Hit PointsHit Points 104 (16d6 + 48)
SpeedSpeed 20 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

12 (+1) 14 (+2) 16 (+3) 18 (+4) 16 (+3) 8 (-1)

Saving ThrowsSaving Throws Con +6, Int +7
SkillsSkills Investigation +7, Medicine +6, Nature +7, Sleight

of Hand +5, Stealth +5
Damage ResistanceDamage Resistance necrotic
Damage ImmunitiesDamage Immunities poison
Condition ImmunitiesCondition Immunities incapacitated, paralyzed, petrified,

poisoned
SensesSenses darkvision 120 ft., passive Perception 13
LanguagesLanguages any three languages
ChallengeChallenge 7 (2,900 XP)

Determine Contamination.Determine Contamination. The plague bearer has
advantage on Wisdom (Medicine) checks when
identifying poisons and diseases.

Innate Spellcasting.Innate Spellcasting. The plague bearer's spellcasting
ability is Intelligence (spell save DC 15, +7 to hit with
spell attacks). It can cast the following spells innately
and without material components:

At will: acid splash, gust, infestation, poison spray,
resistance

3/day each: acid arrow, detect poison and disease, life
transference, ray of sickness, stinking cloud, vitriolic
sphere

1/day each: blight, cloudkill

Pestilent Presence.Pestilent Presence.Pestilent Presence. The plague bearer reeks of disease
and decay. A creature that starts its turn within 15 feet
of the plague bearer must make a successful DC 15
Constitution saving throw. On a failure, a creature takes
16 (3d10) poison damage and becomes unconscious
until the start of the creature's next turn. Additionally,
the plague bearer is immune to disease, magical or
otherwise.

Actions
Plague Staff.Plague Staff. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 4 (1d6 + 1) bludgeoning damage,
plus 7 (2d6) poison damage.

Diseased Vial.Diseased Vial. Ranged Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 7 (2d6) poison damage. A
creature hit with the vial must succeed on a DC 15
Constitution saving throw or be affected with one of
the following diseases:

Hemorrhagic Fever:Hemorrhagic Fever: The target takes 14 (4d6) poison
damage initially. For each minute that passes, the
creature takes an additional 7 (2d6) damage as it
begins to bleed uncontrollably from its orifices.

Painful Contagion:Painful Contagion: No immediate effect. After
completing a long rest, the creature does not wake
up and becomes unconscious. Once unconscious,
for every 24 hours that pass, the creature's hit point
maximum if halved.

Paralytic Toxin:Paralytic Toxin: The target takes 7 (2d6) poison
damage and is is paralyzed until the end of its next
turn.

Pulminary Attack:Pulminary Attack: The target takes 7 (2d6) necrotic
damage. For 1 minute, at the start of each of the
creature's turns, it loses it action while it coughs
uncontrollably.

Stoneflesh Virus:Stoneflesh Virus: At the end of each of the creature's
turns, it must make a DC 15 Constitution saving
throw. After failing three of these saving throws, the
creature becomes petrified (until cured). After
succeeding on three of these saving throws, the
creature recovers and the disease has no effect.

Plague of Undeath:Plague of Undeath: No immediate effect. After
completing each long rest, the creature suffers a -2
penalty to its Intelligence and Wisdom ability scores
until cured. If the creature's Intelligence or Wisdom
become 0, it dies and rises as a zombie after 24
hours.

A disease from the plague bearer's Diseased Vial can
be removed by magic such as lesser restoration, heal,
or a Paladin's lay on hands ability.

Pestilent Presence.Pestilent Presence. The plague bearer reeks of diseasePestilent Presence. The plague bearer reeks of diseasePestilent Presence.
and decay. A creature that starts its turn within 15 feet
of the plague bearer must make a successful DC 15
Constitution saving throw. On a failure, a creature takes
16 (3d10) poison damage and becomes unconscious
until the start of the creature's next turn. Additionally,
the plague bearer is immune to disease, magical or
otherwise.



The Priestess of the DeepThe Priestess of the Deep

Priestess of the DeepPriestess of the Deep
Medium humanoid, any alignment

Armor ClassArmor Class 14 (natural armor)
Hit PointsHit Points 150 (20d8 + 60)
SpeedSpeed 10 ft., swim 60 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

13 (+1) 17 (+3) 17 (+3) 13 (+1) 17 (+3) 14 (+2)

Saving ThrowsSaving Throws Dex +6, Wis +6
SkillsSkills Acrobatics +6, Perception +6, Survival +6
SensesSenses darkvision 60 ft., passive Perception 16
LanguagesLanguages Common, Primordial
ChallengeChallenge 7 (2,900 XP)

Amphibious.Amphibious. The priestess of the deep can breathe
air and water.

Spellcasting.Spellcasting. The priestess of the deep is an 11th-
level spellcaster. Its spellcasting ability is Wisdom
(spell save DC 14, +6 to hit with spell attacks). It
has the following spells prepared:

Cantrips (at will): mending, minor illusion, poison
spray, resistance, thaumaturgy

1st level (4 slots): bane, create or destroy water,
color spray

2nd level (3 slots): invisibility, gust of wind, silence

3rd level (3 slots): bestow curse, spirit guardians

4th level (3 slots): control water, freedom of
movement

5th level (2 slots): conjure elemental (water), hold
monster

6th level (1 slots): word of recall

Actions
Multiattack.Multiattack. The priestess of the deep makes four
claw attacks.

Claws.Claws. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 12 (2d8 + 3) slashing damage, plus
4 (1d8) poison damage. A target must make a
successful DC 14 Constitution saving throw or be
poisoned until the end of its next turn.

Blow Conch (Recharge 6).Blow Conch (Recharge 6). The priestess of the deep
blows into its conch, which resonates air and water
alike. Each humanoid or beast that is within 60 feet
of the priestess of the deep and able to hear it must
succeed on a DC 15 Wisdom saving throw or be
stunned until the end of the priestess of the deep's
next turn.

From the Depths (1/Day).From the Depths (1/Day). If the priestess of the
deep is in a body of water, it summons a hunter
shark (MM pg. 330) to its aid, which arrives in 1
round.



The ReaverThe Reaver

ReaverReaver
Medium undead, chaotic evil

Armor ClassArmor Class 13 (leather)
Hit PointsHit Points 88 (16d8 + 16)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

15 (+2) 17 (+3) 13 (+1) 12 (+1) 10 (+0) 11 (0)

SkillsSkills Stealth +5
Damage ImmunitiesDamage Immunities necrotic, poison
Condition ImmunitiesCondition Immunities charmed, exhaustion,

frightened, paralyzed, poisoned, stunned
SensesSenses passive Perception 10
LanguagesLanguages understands the languages it spoke in

life, but cannot speak
ChallengeChallenge 3 (700 XP)

Sneak Attack (1/Turn).Sneak Attack (1/Turn). The reaver deals an extra 7
(2d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 ft. of an ally of the reaver that
isn't incapacitated and the reaver doesn't have
disadvantage on the attack roll.

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

Undead Fortitude.Undead Fortitude. If the reaver takes damage that
reduces it 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 reaver drops to 1 hit
point instead.

Actions
Multiattack.Multiattack. The reaver makes two rapier attacks.

Rapier.Rapier. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) slashing damage, plus 3
(1d6) poison damage. A target must make a
successful DC 13 Constitution saving throw or be
poisoned for 1 minute.

Reactions
Revenge for the Fallen.Revenge for the Fallen. In response to a creature
failing its Undead Fortitude roll after it is reduced
to 0 hit points within 30 feet of the reaver, the
reaver makes a melee attack against a target within
range.



The RoninThe Ronin

RoninRonin
Medium humanoid (any race), any lawful alignment

Armor ClassArmor Class 15 (studded leather)
Hit PointsHit Points 110 (20d8 + 40)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

16 (+3) 17 (+3) 15 (+2) 12 (+1) 14 (+2) 12 (+1)

SkillsSkills Acrobatics +5, Athletics +5, Insight +4
Condition ImmunityCondition Immunity frightened
SensesSenses passive Perception 12
LanguagesLanguages any three languages
ChallengeChallenge 2 (450 XP)

Devastating Critical.Devastating Critical. The ronin's weapon attacks
score a critical hit on a roll of 18, 19 or 20.

Endurance.Endurance. The ronin has advantage on Constitution
saving throws.

Master of the Blade (1/Turn).Master of the Blade (1/Turn). When the ronin makes
a melee weapon attack against a creature on its
turn, it can add one of the following effects to its
attack:

Disarming Attack.Disarming Attack. The ronin chooses an item its
target is holding. On a hit, the target takes an
additional 5 (1d10) slashing damage and must
succeed on a DC 14 Strength saving throw or
drop the object. The object lands at its feet.

Lunging Attack.Lunging Attack. The ronin's reach for the attack is
increased by 5 feet. On a hit, the target takes an
additional 5 (1d10) slashing damage.

Pushing Attack.Pushing Attack. On a hit, the target takes an
additional 5 (1d10) slashing damage, and if the
target is Large or smaller, it must succeed on a
DC 14 Strength saving throw or be pushed up to
15 feet away from the ronin.

Actions
Multiattack.Multiattack. The ronin makes two katana attacks.

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

,



The Rotting SoldierThe Rotting Soldier

Rotting SoldierRotting Soldier
Medium undead, neutral evil

Armor ClassArmor Class 14 (armor scraps, shield)
Hit PointsHit Points 27 (5d8 + 5)
SpeedSpeed 10 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

14 (+2) 6 (-2) 13 (+1) 5 (-3) 6 (-2) 5 (-3)

Damage ResistancesDamage Resistances fire
Damage ImmunitiesDamage Immunities necrotic, poison
Condition ImmunitiesCondition Immunities exhaustion, poisoned
SensesSenses darkvision 60 ft., passive Perception 8
LanguagesLanguages understands all languages it spoke in life

but can't speak
ChallengeChallenge 1/2 (100 XP)

Stench of Decay.Stench of Decay. The rotting solider emits a foul,
nauseating stench. A creature that starts its turn
within 10 feet of the rotting soldier must succeed
on a DC 13 Constitution saving throw or be
poisoned until the start of its next turn. A creature
poisoned in this manner can't take reactions and
spends its action retching and vomiting. Creatures
that don't need to breath automatically succeed on
this saving throw.

Undead Fortitude.Undead Fortitude. If damage reduces the rotting
soldier 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 rotting soldier drops to 1 hit
point in stead.

Waterlogged.Waterlogged. The rotting soldier is saturated with
water from its time spend in swampy terrain,
making it resistant to fire damage.

Actions
Multiattack.Multiattack. The rotting soldier makes two
longsword attacks.

Longsword.Longsword. Melee Weapon Attack: +4 to hit, reach
5ft., one target. Hit 6 (1d8 + 2) slashing damage.



The Rowdy SeafarerThe Rowdy Seafarer

Rowdy SeafarerRowdy Seafarer
Medium humanoid (any race), any chaotic
alignment

Armor ClassArmor Class 15 (leather)
Hit PointsHit Points 60 (9d8 + 9)
SpeedSpeed 30 ft., swim 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

13 (+1) 17 (+3) 13 (+1) 10 (+0) 8 (-1) 15 (+2)

Saving ThrowsSaving Throws Dex +5
SkillsSkills Acrobatics +5, Athletics +3, Deception +4,

Performance +4, Persuasion +4
SensesSenses passive Perception 9
LanguagesLanguages any one language (usually Common)
ChallengeChallenge 5 (1,800 XP)

Charming.Charming. The rowdy seafarer has advantage on
Charisma (Deception or Persuasion) checks.

Cunning Action.Cunning Action. The rowdy seafarer can take the
Dash, Disengage, or Hide actions as a bonus action
on its turn.

Fancy Footwork.Fancy Footwork. During the rowdy seafarer's turn, if
it makes a melee attack against a creature, that
creature cannot make opportunity attacks against it
until the end of the rowdy seafarer's turn.

Sneak Attack (1/Turn).Sneak Attack (1/Turn). The rowdy seafarer deals an
extra 7 (2d6) damage when it hits a target with a
weapon attack and has advantage on the attack roll,
or when the target is within 5 feet of the rowdy
seafarer and the rowdy seafarer doesn't have
disadvantage on the attack roll.

Actions
Multiattack.Multiattack. The rowdy seafarer makes two rapier
attacks.

Rapier.Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) slashing damage.

Hand Crossbow.Hand Crossbow. Ranged Weapon Attack: +5 to hit,
range 30/120 ft., one target. Hit: 6 (1d6 + 3)
piercing damage.

Reactions
Skirmisher.Skirmisher. When a creature ends its turn within 5
feet of the rowdy seafarer, the rowdy seafarer can
move up to 15 feet without provoking opportunity
attacks.



The Rune KnightThe Rune KnightThe Rune KnightThe Rune Knight

Rune KnightRune Knight
Medium humanoid (any race), any alignment

Armor ClassArmor Class 18 (plate)
Hit PointsHit Points 172 (23d8 + 69)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

20 (+5) 15 (+2) 16 (+3) 18 (+4) 12 (+1) 17 (+3)

Saving ThrowsSaving Throws Str +9, Dex +6, Int +10, Cha +7
SkillsSkills Arcana +10, Athletics +9, Intimidation +7
Damage ResistancesDamage Resistances bludgeoning, piercing, and

slashing damage from nonmagical weapons
SensesSenses passive Perception 11
LanguagesLanguages any three languages
ChallengeChallenge 11 (7,200 XP)

Bonded Weapon.Bonded Weapon. The rune knight's bonded weapon is
its runeblade. The rune knight cannot be disarmed if it
is wielding its runeblade. As a bonus action, the rune
knight can magically teleport its runeblade into its
hand.

Innate Spellcasting.Innate Spellcasting. The rune knight's spellcasting ability
is Intelligence (spell save DC 15, +7 to hit with spell
attacks). It can innately cast the following spells,
requiring no material components:

3/day each: glyph of warding, power word stun

1/day each: symbol

Runic Scribe.Runic Scribe. As a bonus action, the rune knight can
scribe an arcane rune upon a piece of armor worn by
itself or another creature. The rune knight can only
have one rune scribed a time, which lasts until the rune
knight dismisses the effect as a bonus action or scribes
another rune. The scribed rune's effect is selected from
the following:

Aptitude.Aptitude. The creature gains a +5 bonus to one
ability score, while the rune is active.

Fury.Fury. The creature has advantage on weapon and
spell attack rolls, while the rune is active.

Luck.Luck. The creature has advantage on saving throws
against being blinded, charmed, deafened,
frightened, paralyzed, petrified, poisoned, and
stunned, while the rune is active.

Rebuke.Rebuke. If the creature is hit by an attack that deals
damage, its attacker magically takes 14 (4d6) force
damage, while the rune is active.

Resistance.Resistance. The creature gains resistance to
elemental damage (cold, fire, lightning, and thunder),
while the rune is active.

Actions
Multiattack.Multiattack. The rune knight makes three runeblade
attacks.

Runeblade.Runeblade. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit: 12 (2d6 + 5) slashing damage, plus any
additional damage from Arcane Absorption (see
below).

Reaction
Arcane Absorption.Arcane Absorption. If the rune knight is targeted by a
spell attack that misses, the rune knight can absorb the
spell into its runeblade. On the rune knight's next
successful weapon attack with its runeblade, it
unleashes the absorbed spell, dealing 20 + the
absorbed spell's level of force damage, in addition to
the weapons normal effects.

The rune knight can only absorb one spell at a time. If
the rune knight as already absorbed a spell with its
Arcane Absorption, it can't use this feature again until
it makes a successful weapon attack with its runeblade.

scribe an arcane rune upon a piece of armor worn by
itself or another creature. The rune knight can only
have one rune scribed a time, which lasts until the rune
knight dismisses the effect as a bonus action or scribes
another rune. The scribed rune's effect is selected from
the following:



The Sacred ChampionThe Sacred ChampionThe Sacred ChampionThe Sacred ChampionThe Sacred ChampionThe Sacred ChampionThe Sacred Champion

Sacred ChampionSacred Champion
Medium humanoid (any race), lawful neutral

Armor ClassArmor Class 17 (half plate)
Hit PointsHit Points 190 (20d8 + 100)
SpeedSpeed 30 ft. fly 60 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

26 (+8) 17 (+3) 20 (+5) 18 (+4) 21 (+5) 22 (+6)

Saving ThrowsSaving Throws Cha +11
SkillsSkills Athletics +13, Perception 10, Religion +9
Damage ResistancesDamage Resistances radiant, bludgeoning, piercing, and

slashing from nonmagical weapons
Condition ImmunitiesCondition Immunities charmed, exhaustion, frightened,

poisoned
SensesSenses truesight 60 ft., passive Perception 20
LanguagesLanguages all, telepathy 120 ft.
ChallengeChallenge 14 (11,500 XP)

Angelic Weapons.Angelic Weapons. The sacred champion's weapon
attacks are magical. When the sacred champion hits
with its greatsword, the weapon deals an extra 18
(4d8) radiant damage (included in the attack).

Divine Awareness.Divine Awareness. The sacred champion knows if it
hears a lie.

Innate Spellcasting.Innate Spellcasting. The sacred champion's spell casting
ability is Charisma (spell save DC 19, +11 to hit with
spell attacks). It can cast the following spells innately,
requiring no material components:

At will: bless, detect evil and good, disguise self,
heroism, sanctuary, spare the dying

3/day each: beacon of hope, mass healing word,
guardian of faith

1/day each: conjure celestial, heal, holy aura,
resurrection

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

Actions
Multiattack.Multiattack. The sacred champion makes three
greatsword attacks.

Greatsword.Greatsword. Melee Weapon Attack: +13 to hit, reach 5
ft., one target. Hit: 15 (2d6 + 8) slashing damage, plus
13 (3d8) radiant damage.

Divine Sense (3/Day).Divine Sense (3/Day). Until the end of the sacred
champion's next turn, it knows the location of any
celestial, fiend, or undead within 120 feet of it. It
knows the type of creature and knows its identity if it
has seen the creature before.

Reactions
Protect the Innocent.Protect the Innocent.Protect the Innocent. When a creature within 30 feet of
the sacred champion takes damage, the sacred
champion can use its reaction to magically take that
damage instead. The sacred champion doesn't transfer
any other effects that might accompany the damage,
and this damage can't be reduced in any way.

 When a creature within 30 feet of
the sacred champion takes damage, the sacred
champion can use its reaction to magically take that
damage instead. The sacred champion doesn't transfer
any other effects that might accompany the damage,
and this damage can't be reduced in any way.



TThhee SSaatytyatyaatya rr GGuuaarrddddiiaann

SSaatytyatyaatya rr GGuuaarrddiiaann
Medium fey, chaotic good

AArrmmoorr CClaassss 14
HHiitt PPooiinnttss 123 (19d8 + 38)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 18 (+4) 14 (+2) 12 (+1) 14 (+2) 18 (+4)

SSaavviinngg TThhrroowwss Wis +4, Cha +6
SSkkiillss Animal Handling +4, Nature +3, Perception +4,

Performance +6, Stealth +6
SSeennsseess darkvision 60 ft., passive Perception 14
LLaanngguuaaggeess Common, Elvish, Sylvan
CChhaalleennggee 4 (1,100 XP)

GGrraacceeffuufuffuf l BBloowwss.. The satyr guardian uses its Dexterity
modifier for attack and damage rolls when attacking
with a greatstaff.

Innnnaattee SSppeellccaassttiinngg.. The satyr guardian's spell casting
ability is Charisma (spell save DC 14). It can cast the
following spells innately, requiring no material
components:

At will: druidcraft, mending, shillelagh

3/day each: animal friendship, cure wounds, entangle,
speak with animals

1/day each: animal messenger, pass without trace,
speak with plants

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

Actions
MMuulttiiaattttaacckk.. The satyr guardian makes three attacks: two
with its greatstaff and one ram attack.

GGrreeaattssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +6 to hit, reach 10
ft., one target. Hit: 10 (1d10 + 4) bludgeoning damage.

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

PPaannppiippeess.. The satyr plays its pipes and chooses one of
the following magical effects: a charming melody, a
frightening strain, or a gentle lullaby. Any creature
within 60 feet of the satyr that can hear the pipes must
succeed on a DC 14 Wisdom saving throw or be
affected as described below. Other satyrs and creatures
that can't be charmed are unaffected.

An affected creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself on a
success. If a creature's saving throw is successful or
the effect ends for it, the creature is immune to these
panpipes for the next 24 hours.

Charming Melody. A creature is charmed by the
shadow satyr for 1 minute. If the satyr guardian or
any of its companions harms the creature, the effect
on it ends immediately.

Frightening Strain. A creature is frightened for 1
minute.

Gentle Lullaby. A 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.

speak with plants

MMaaggiicc RReessiissttaannccee.. The
saving throws against



TThhee SSaavvavaava aavavvav nnnnaahh MMaassteterr

SSaavvavaava aavavvav nnnnaahh MMaassteterr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 16 (breastplate)
HHiitt PPooiinnttss 130 (20d8 + 40)
SSppeeeedd 30 ft., 50 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 14 (+2) 14 (+2) 10 (+0) 14 (+2) 13 (+1)

SSaavviinngg TThhrroowwss Str +5, Wis +5
SSkkiillss Animal Handling +5, Nature +3, Perception

+5, Survival +5
SSeennsseess passive Perception 15
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 5 (1,800 XP)

KKeeeenn EEyyeess.. The savannah master has advantage on
Wisdom (Perception) checks that rely on sight.

MMoouunntt.. The savannah master rides atop a lion (MM
pg. 331). Its movement speed is 45 feet (included
above).

MMoouunntteedd CCoommbbaattaanntt.. While the savannah master is
mounted and isn't incapacitated, it has advantage
on melee attack rolls against unmounted creatures
smaller than its mount, can force an attack targeted
at its mount to attack it instead, and when its
mount is subjected to an effect that allows it to
make a Dexterity saving throw for half damage, the
mount instead takes no damage on a successful
save and only half damage on a failed save.

Actions
MMuulttiiaattttaacckk.. The savannah master makes three
longsword attacks.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 6 (1d8 + 2) slashing damage.

Reactions
LLiioonn'ss FFuurryyryrryr .. If a creature misses the savannah master
with a ranged weapon attack while it is mounted,
the savannah master can command its lion to use
its reaction and move up to its maximum
movement. Moving in this manner does not trigger
opportunity attacks. If its attacker is within range,
the lion can also use its Pounce.



TThhee SSeerraapphhiimm WWaaWaWWaW rrrriioorr

SSeerraararrar pphhiimm WWaaWaWWaW rrrriioorr
Medium celestial, any good alignment

AArrmmoorr CClaassss 17 (natural armor)
HHiitt PPooiinnttss 172 (23d8 + 69)
SSppeeeedd 30 ft., fly 90 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

20 (+5) 17 (+3) 18 (+4) 16 (+3) 17 (+3) 18 (+4)

SSaavviinngg TThhrroowwss Str +10, Wis +8, Cha +9
SSkkiillss Athletics +10, Insight +8, Medicine +8,

Perception +8
DDaammaaggee RReessiissttaanncceess necrotic; bludgeoning,

piercing, and slashing from nonmagical weapons
DDaammaaggee Immmmuunniittyy radiant
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,

frightened, prone
SSeennsseess passive Perception 18
LLaanngguuaaggeess all, telepathy 120 ft.
CChhaalleennggee 13 (10,000 XP)

AAuurraa ooff CCoouurraaggee.. Any creature within 30 feet of the
seraphim warrior that can hear and see it can't be
frightened.

HHoolyy LLaannccee.. The seraphim warrior's weapon attacks
are magical. When it hits with its lance, it deals an
extra 18 (4d8) radiant damage (included in the
attack).

Innnnaattee SSppeellccaassttiinngg.. The seraphim warrior's
spellcasting ability is Wisdom (spell save DC 16, +8
to hit with spell attacks). It can cast the following
spells innately, requiring no material components:

3/day each: spirit guardians, lesser restoration,
mass healing word, protection from evil and good,
sanctuary

1/day each: commune, death ward, raise dead

MMaaggiicc RReessiissttaannccee.. The seraphim warrior has
advantage on saving throws against spells and other
magical effects.

Actions
MMuulttiiaattttaacckk.. The seraphim warrior makes three holy
lance attacks.

HHoolyy LLaannccee.. Melee Weapon Attack: +10 to hit, reach
5 ft., one target. Hit: 11 (1d12 + 5) piercing
damage, plus 18 (4d8) radiant damage.

SSeelff SSaaccrriiffiififfif ccee ((RReecchhaarrggee 66)).. The seraphim warrior
touches a willing creature and gives it some of its
life-force. The target regains 27 (6d8) hit points,
but the seraphim warrior takes double this amount
as psychic damage. Additionally, both the seraphim
warrior and the target are immune to necrotic
damage and have advantage on death saving throws
for 1 minute.



TThhee SShheepphheerrdd

SShheepphheerrdd
Medium humanoid (any race), true neutral

AArrmmoorr CClaassss 13 (leather)
HHiitt PPooiinnttss 45 (7d8 + 14)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 14 (+2) 14 (+2) 12 (+1) 16 (+3) 10 (+0)

SSaavviinngg TThhrroowwss Wis +5
SSkkiillss Animal Handling +5, Perception +5
SSeennsseess passive Perception 15
LLaanngguuaaggeess Druidic plus any two languages
CChhaalleennggee 2 (450 XP)

AAnniimmaal CCoommppaanniioonn.. The shepherd is accompanied
by one of the following creatures: a black bear (MM
pg. 318), an elk (MM pg. 322), a panther (MM pg.
333), or a wolf (MM pg. 341).

LLaanngguuaaggee ooff tthhee LLaanndd.. The shepherd is able to
converse with beasts. Most beasts lack sufficient
intelligence to convey or understand complicated
concepts, but could converse in simple terms and
are willing to help the shepherd with simple tasks.

SSppeellccaassttiinngg.. The shepherd is a 5th level spellcaster.
Its spellcasting ability is Wisdom (spell save DC 13,
+5 to hit with spell attacks). The shepherd has the
following spells prepared:

Cantrips (at will): druidcraft, mending, poison spray

1st level (4 slots): cure wounds, entangle, faerie fire

2nd level (3 slots): barkskin, locate animals or
plants

3rd level (2 slots): conjure animals, plant growth

Actions
SScciimmiittaarr.. Melee Weapon Attack: +3 to hit, reach 5
ft., one target. Hit: 5 (1d6 + 2) slashing damage.

SSuummmmoonn FFeeyy ((11//DDaayy)).. The shepherd summons a
dryad (25%, MM pg. 121), pixie (25%, MM pg.
253), or satyr (50%, MM pg. 267) that arrives at
the start of the shepherd's next turn and remains
for 1 minute.



TThhee SSiiggiill PPrroopphheett

SSiiggiill PPrroopphheett
Medium humanoid (any race), any neutral
alignment

AArrmmoorr CClaassss 14 (runed breastplate)
HHiitt PPooiinnttss 97 (15d8 + 30)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

16 (+3) 10 (+0) 14 (+2) 19 (+4) 18 (+4) 12 (+1)

SSaavviinngg TThhrroowwss Int +6
SSkkiillss Arcana +8, History +6, Insight +8
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing from nonmagical weapons
DDaammaaggee Immmmuunniittiieess force
SSeennsseess passive Perception 12
LLaanngguuaaggeess any five languages
CChhaalleennggee 4 (1,100 XP)

Innnnaattee SSppeellccaassttiinngg.. The sigil prophet's spellcasting
ability is Intelligence (spell save DC 14, +6 to hit
with spell attacks). It can cast the following spells
innately:

At will: detect magic, knock, magic missile, magic
weapon

3/day each: clairvoyance, identify, telekinesis,
tongues

1/day each: legend lore, scrying

MMaaggiicc RReessiissttaannccee.. The sigil prophet has advantage
on saving throws against spells and other magical
effects.

SSiixxtthh SSeennssee.. The sigil prophet has advantage on
Wisdom (Insight) checks.

Actions
MMuulttiiaattttaacckk.. The sigil prophet makes two pike
attacks.

PPiikkee.. Melee Weapon Attack: +5 to hit, reach 10 ft.,
one target. Hit: 8 (1d10 + 3) piercing damage, plus
5 (1d10) force damage.

Reactions
FFoorrccee FFeeeeddbbaacckk.. When the sigil prophet takes half or
greater of its total hit points of damage from a
single source, it is able to activate the rune in its
armor to damage to those around it. If the sigil
prophet is not incapacitated after the triggering
attack's damage is dealt, each creature within 15
feet of the sigil prophet takes 16 (3d10) force
damage.



The Soldier of FortuneThe Soldier of Fortune

Soldier of FortuneSoldier of Fortune
Medium humanoid (any race), any chaotic
alignment

Armor ClassArmor Class 14 (breast plate)
Hit PointsHit Points 97 (15d8 + 30)
SpeedSpeed 30 ft.

STRSTR DEXDEX CONCON INTINT WISWIS CHACHA

17 (+3) 11 (+0) 14 (+2) 10 (+0) 9 (-1) 10 (+0)

Saving ThrowsSaving Throws Str +5, Con +4
SkillsSkills Athletics +5
SensesSenses passive Perception 9
LanguagesLanguages Common
ChallengeChallenge 2 (450 XP)

Drunken Attack.Drunken Attack. When the soldier of fortune attacks
a target, if it misses it has a 25% chance of striking
a random creature within 5 feet of the target (roll
1d4). Roll a dice equal to the number of potential
creatures within range to determine the additional
target.

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

Spiked Club.Spiked Club. The soldier of fortune uses a spiked
club, which deals an additional 2 (1d4) piercing
damage. A creature hit with the spiked club must
make a successful DC 13 Strength saving throw or
be knocked prone (included below).

Actions
Multiattack.Multiattack. The soldier of fortune makes three
attacks: two with its shortsword and one with its
spiked club.

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

Spiked Club.Spiked Club. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 5 (1d4 + 3) bludgeoning
damage plus 2 (1d4) piercing damage. A creature
hit with the spiked club must succeed on DC 13
Strength saving throw or be knocked prone.

Reaction
Dirty Trick.Dirty Trick. When the soldier of fortune is targeted
by a melee attack, it can kick or throw debris in the
creature's eyes, forcing it to make a DC 13
Dexterity saving throw. On a failed save, the
creature is blinded until the start of its next turn,
including on the triggering attack.



TThhee SSooaarriinngg DDrruuiidd

SSooaarriinngg DDrruuiidd
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (studded leather)
HHiitt PPooiinnttss 97 (15d8 + 30)
SSppeeeedd 30 ft., 60 ft. flying (bird form)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

14 (+2) 15 (+2) 14 (+2) 12 (+1) 16 (+3) 11 (0)

SSaavviinngg TThhrroowwss Dex +4, Int +3, Wis +5
SSkkiillss Animal Handling +5, Nature +3, Survival +5
SSeennsseess passive Perception 13
LLaanngguuaaggeess Common, Druidic and any one additional

language
CChhaalleennggee 4 (1,100 XP)

AAvviiaann WWiildd SShhaappee ((22//DDaayy)).. The druid can use its
action to magically assume the shape of a beast
that it has seen before. The beast must have a CR of
1 or lower and a flying speed. The druid regains
expended uses when it finishes a short or long rest.

CCoommmmuunnee wwiitthh BBiirrddss.. The druid has the ability to
comprehend and verbally communicate with beasts
that possess a flying speed. The knowledge and
awareness of many beasts is limited by their
intelligence, but at minimum, beasts can give the
druid information about nearby locations and
monsters, including whatever they can perceive or
have perceived within the past day. With a
successful DC 13 Wisdom (Animal Handling)
check, the druid can ask a non-hostile flying beast
to perform a small favor for it.

SSppeellccaassttiinngg.. The druid is a 7th-level spellcaster. The
druid spellcasting ability is Wisdom (spell save DC
13, +5 to hit with spell attacks). The druid of the
wind has the following spells prepared, which it can
cast without material components:

Cantrips (at will): druidcraft, poison spray,
resistance

1st level (4 slots): animal friendship, faerie fire,
speak with animals

2nd level (3 slots): enhance ability, moonbeam,
pass without trace

3rd level (3 slots): conjure animals, sleet storm,
wind wall

4th level (1 slot): ice storm

Actions
MMuulttiiaattttaacckk.. The druid of the wind makes two
quarterstaff attacks.

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



TThhee SSppeecctrtraatratrtratr ll VViissiitotorr

SSppeecctrtraatratrtratr ll VViissiitotorr
Medium undead, any non-evil alignment

AArrmmoorr CClaassss 13 (natural armor)
HHiitt PPooiinnttss 28 (8d8 -8)
SSppeeeedd 0 ft., fly 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

4 (-3) 13 (+1) 9 (-1) 14 (+2) 16 (+3) 14 (+2)

SSaavviinngg TThhrroowwss Int +4, Wis +5
SSkkiillss History +4, Insight +5, Religion +4
DDaammaaggee RReessiissttaanncceess acid, fire, lightning, thunder;

bludgeoning, piercing, and slashing from
nonmagical weapons

DDaammaaggee Immmmuunniittiieess cold, necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,

frightened, grappled, paralyzed, petrified,
poisoned, prone, restrained

SSeennsseess passive Perception 12
LLaanngguuaaggeess any languages it knew in life
CChhaalleennggee 1 (200 XP)

CChhiilliinngg AAuurraa.. A creature must succeed on DC 13
Constitution save or take 4 (1d8) cold damage if it
ends its turn within 5 feet of the spectral visitor.

EEtthheerreeaal SSiigghhtt.. The spectral visitor can see 60 feet
into the Ethereal Plane when it is on the Material
Plane, and vice versa.

Innccoorrppoorreeaal MMoovveemmeenntt.. The spectral visitor 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.

Innnnaattee SSppeellccaassttiinngg.. The spectral visitor's
spellcasting ability is Wisdom (spell save DC 13, +5
to hit with spell attacks). It can cast the following
spells innately, requiring no material components:

at will: dancing lights, minor illusion,
prestidigitation

3/day each: charm person, comprehend languages,
fog cloud

1/day each: clairvoyance, gust of wind

Actions
Iccyy TTooToTToT uucchh.. Melee Weapon Attack: +3 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) cold damage.



TThhee SSteteaaaaddhhoollddeerr

SSteteaaddhhoollddeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (leather)
HHiitt PPooiinnttss 26 (4d8 + 8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

13 (+1) 14 (+2) 15 (+2) 9 (-1) 13 (+1) 8 (-1)

SSkkiillss Perception +3, Survival +3
SSeennsseess passive Perception 13
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 1/8 (25 XP)

HHeeaarrttyy MMeeaal.. If the steadholder spends at least 1
hour, it can create a hearty meal. The steadholder
and up to six other creatures can partake in the
meal, which takes 1 hour to consume. A creature
that partakes in the meal becomes resistant to
poison damage and has its hit point maximum
increased by 1d10, and it gains the same number
of hit points. These effects last until the creature
completes a long rest.

SSuurrvvrvrrvr iivvaaliisstt.. The steadholder has advantage on
Wisdom (Survival) checks.

Actions
MMuulttiiaattttaacckk.. The steadholder makes two melee
attacks.

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



TThhee SStotorrmmkknniigghhtt

TThhee SStotorrmmkknniigghhtt
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 17 (half plate)
HHiitt PPooiinnttss 143 (22d8 + 44)
SSppeeeedd 50 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 18 (+4) 14 (+2) 12 (+1) 15 (+2) 17 (+3)

SSaavviinngg TThhrroowwss Dex +8
SSkkiillss Acrobatics +12, Athletics +7
DDaammaaggee Immmmuunniittiieess cold, lightning, thunder
SSeennsseess passive Perception 12
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 10 (5,900 XP)

Immbbuueedd BBlaaddee.. The stormknight wields a longsword
imbued with the power of a storm. When the
stormknight hits a creature with a melee weapon
attack, it deals 10 (3d6) additional lightning
damage (included in the attack).

Innnnaattee SSppeellccaassttiinngg.. The stormknight's spellcasting
ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). It can innately cast the following
spells, requiring no material components:

At will: light, ray of frost, shocking grasp,
thunderwave

3/day each: call lightning, gust of wind, warding
wind, water breathing, water walk

1/day each: chain lightning, sleet storm

Actions
MMuulttiiaattttaacckk.. The stormknight makes three
longsword attacks.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 7 (1d8 + 3) slashing damage,
plus 10 (3d6) lightning damage.

Reactions
LLiigghhttnniinngg SSppeeeedd.. When an attacker that the
stormknight can see hits it with an attack, the
stormknight can use its reaction to halve the
attack’s damage against it.



TThhee TTeeththeerreedd AArrcchhffiieenndd

TTeeththeerreedd AArrcchhffiieenndd
Huge fiend, lawful evil (devil) or chaotic evil (demon)

AArrmmoorr CClaassss 19 (natural armor)
HHiitt PPooiinnttss 230 (20d12 + 100)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

24 (+7) 20 (+5) 20 (+5) 22 (+6) 17 (+3) 24 (+7)

SSaavviinngg TThhrroowwss Str +13, Con +11, Int +12, Cha +13
SSkkiillss Arcana +12, Deception +13, Intimidation +13

Perception +9,
DDaammaaggee RReessiissttaanncceess fire; bludgeoning, piercing, and

slashing from nonmagical weapons
DDaammaaggee Immmmuunniittyy poison
DDaammaaggee VVuulnneerraabbiiliittyy damage from silvered weapons
CCoonnddiittiioonn Immmmuunniittiieess poisoned, frightened
SSeennsseess truesight 120 ft., passive Perception 19
LLaanngguuaaggeess Abyssal, telepathy 120 ft.
CChhaalleennggee 18 (20,000 XP)

AAbbyyssssaal CCoorrrruuppttiioonn.. The air surrounding the tethered
archfiend is sulfurous. All creatures within a 30 foot
radius must make a successful DC 15 Constitution
saving throw or take 10 (4d4) acid damage per turn.
Does not affect creatures that do not breathe.

 Any creature that willingly meets
they eyes of the tethered archfiend makes all Charisma
saving throws with disadvantage when interacting with
it.

MMaaggiicc RReessiissttaannccee.. The tethered archfiend has advantage
on saving throws against spells and other magical
effects.

SShhaaddooww TTeeTeTTeT tthheerr.. The tethered archfiend is magically
bound to an item, relic, or monument. Its shadow must
fall upon the item it is tethered to at all times, or it will
take 55 (10d10) psychic damage per turn until its
shadow touches its anchor point. To remove the
tether, the shadow must be cut away from the anchor
point using a silvered blade; doing so will cause the
tethered archfiend to take 55 (10d10) psychic
damage. The archfiend has no knowledge of this
magical tether.

Innnnaattee SSppeellccaassttiinngg.. The tethered archfiend's
spellcasting ability is Charisma (spell save DC 21, +13
to hit with spell attacks). It can cast the following
spells, requiring no material components:

At will: blight, charm person, darkness, hold person,
major image, shatter

3/day: finger of death, flesh to stone, mass suggestion,
scrying, summon greater demon

1/day: dominate monster, feeblemind, power word: kill

Actions
MMuulttiiaattttaacckk.. The tethered archfiend makes three attacks
with its fists.

FFiisstt.. Melee Weapon Attack: +13 to hit, reach 5 ft., one
target. Hit: 16 (2d8 + 7) bludgeoning damage.

EEyyee ooff tthhee AArrcchhffiififfif eenndd.. An
they eyes of the tethe
saving throws with di
it.



TThhee TTwwTwTTwT iilliigghht t DDrruuiidd

TTwwTwTTwT iilliigghht t DDrruuiidd
Medium humanoid (any race), true neutral

AArrmmoorr CClaassss 13 (16 with barkskin)
HHiitt PPooiinnttss 188 (24d8 + 48)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

9 (-1) 17 (+3) 14 (+2) 15 (+2) 19 (+4) 12 (+1)

SSkkiillss Nature +5, Perception +7, Survival +5
DDaammaaggee RReessiissttaanncceess necrotic, radiant
SSeennsseess passive Perception 12
LLaanngguuaaggeess Druidic plus any three languages
CChhaalleennggee 8 (3,900 XP)

HHaarrvvrvrrvr eesstt'ss SSccyytthhee.. When the twilight druid rolls for
damage on a spell it casts, it adds 5 (1d10)
necrotic damage to the roll. If a spell augmented in
this way kills a hostile creature, the twilight druid or
a creature it can see within 30 feet of it gains 2 hit
points. If the killed creature was undead, 5 hit
points are gained instead.

Innnnaattee SSppeellccaassttiinngg.. The twilight druid's spellcasting
ability is Wisdom (spell save DC 15). It can cast the
following spells innately:

1/day each: etherealness, speak with dead

SSppeellccaassttiinngg.. The druid is a 14th-level spellcaster. Its
spellcasting ability is Wisdom (spell save DC 15, +7
to hit with spell attacks). The druid knows the
following spells, and can cast them without
requiring material components:

Cantrips (at will): druidcraft, guidance, mending,
poison spray

1st level (4 slots): cure wounds, entangle, faerie
fire, goodberry, wild cunning

2nd level (3 slots): barkskin, darkvision, lesser
restoration, moonbeam

3rd level (3 slots): call lightning, dispel magic,
protection from energy

4th level (3 slots): blight, grasping vine, locate
creature

5th level (2 slots): awaken, mass cure wounds,
scrying

6th level (1 slot): bones of the earth, heal

7th level (1 slot): regenerate

WWaattcchheerr aatt tthhee TThhrreesshhooldd.. While the twilight druid
isn't incapacitated, any ally within 30 feet of it has
advantage on death saving throws.

Actions
SSiicckklee.. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 5 (1d4 + 3) slashing damage.



TThhee UUmmmmmmmbbrraararrar ll HHoowwlleerr

UUmmbbrraararrar ll HHoowwlleerr
Medium humanoid (shapechanger), chaotic evil

AArrmmoorr CClaassss 13 in humanoid form, 16 (natural armor)
in wolf or hybrid form

HHiitt PPooiinnttss 104 (16d8 + 32)
SSppeeeedd 30 ft. (45 ft. in wolf form)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

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

SSkkiillss Athletics +6, Intimidation +7, Perception +4,
Stealth +9

DDaammaaggee Immmmuunniittiieess bludgeoning, piercing and slashing
damage from nonmagical weapons

SSeennsseess darkvision 60 ft., passive Perception 14
LLaanngguuaaggeess Common (can't speak in wolf form)
CChhaalleennggee 7 (2,900 XP)

HHoowwl aatt tthhee MMoooonn ((11//DDaayy)).. As a bonus action, the
umbral howler can let out a blood curdling howl. Any
creature that is within 120 feet of the umbral howler
that is not a lycanthrope must make a DC 15 Wisdom
saving throw or be frightened for 1 minute. A creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

Innnnaattee SSppeellccaassttiinngg.. The umbral howler's spellcasting
ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). The umbral howler can innately cast the
following spells, requiring no material components:

3/day each: expeditious retreat, hunter's mark, jump

1/day each: darkness, pass without trace

eell.. The umbral howler has
advantage on Wisdom (Perception) checks that rely on
hearing or smell.

SShhaappeecchhaannggeerr.. The umbral howler can use its action to
polymorph into a wolf-humanoid hybrid or into a wolf,
or back into its true form, which is humanoid. Its
statistics, other than its AC, are the same in each from.
Any equipment it is wearing or carrying isn't
transformed. It reverts to its true form if it dies.

SSlaayyiinngg SSttrriikkeess.. During its first turn, the umbral howler
has advantage on attack rolls against any creature that
hasn't taken a turn. Any hit the umbral howler scores
against a surprised creature is a critical hit.

SSuunnliigghhtt SSeennssiittiivviittyy.. While in sunlight, the umbral howler
has disadvantage on attack rolls as well as on Wisdom
(Perception) checks that rely on sight.

Actions
MMuulttiiaattttaacckk ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy)).. The
umbral howler makes three attacks: one with its bite
and two with its claws or halberd.

BBiittee ((WWoolff oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon Attack:
+6 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3)
piercing damage. If the target is a humanoid, it must
succeed on a DC 15 Constitution saving throw or be
cursed with werewolf lycanthropy.

CClaawwss ((HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon Attack: +6 to
hit, reach 5 ft., one target. Hit: 13 (4d4 + 3) slashing
damage

GGrreeaattssppeeaarr ((HHuummaannooiidd FFoorrmm OOnnlyy)).. Melee Weapon
Attack: +6 to hit, reach 5 ft., one target. Hit: 8 (1d10 +
3) piercing damage.

Reactions
RReettaaliiaattiioonn ((WWoolff oorr HHyybbrriidd FFoorrmm OOnnlyy)).. If the umbral
howler is hit by an attack that deals damage, it can
make a bite attack against its attacker if it is within
range.

ability is Charisma (sp
spell attacks). The um
fofof llowing spells, requ

3/day each: expeditio

1/day each: darkness,

KKeeeenn HHeeaarriinngg aanndd SSmmee
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hearing or smell.



TThhee UUnnddyyiinngg WWaaWaWWaW rrllloocckk

WWaaWaWWaW rrlloocckk ooff ththee UUnnddyyiinngg
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 13 (15 with mage armor)
HHiitt PPooiinnttss 120 (16d8 + 48)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 16 (+3) 16 (+3) 13 (+1) 12 (+1) 19 (+4)

SSaavviinngg TThhrroowwss Wis +5, Cha +8
SSkkiillss Deception +8, Persuasion +8, Religion +5
SSeennsseess darkvision 120 ft., passive Perception 11
LLaanngguuaaggeess any two languages
CChhaalleennggee 9 (5,000 XP)

AAmmoonngg tthhee DDeeaadd.. The undead have difficulty harming
the warlock. If an undead creature targets it directly
with an attack or a harmful spell, that creature must
make a DC 15 Wisdom saving throw (an undead
creature needn't make the save when it includes the
warlock in an area effect, such as the explosion of
fireball). On a failed save, the creature must choose a
new target or forfeit targeting someone instead of the
warlock, potentially wasting the attack or spell. On a
successful save, the creature is immune to this effect
for 24 hours. The undead creature is also immune to
this effect for 24 hours if the warlock targets it with an
attack or a harmful spell.

DDeeffyyfyffyf DDeeaatthh ((11//DDaayy)).. The warlock regains 7 hit points
when it succeeds on a death saving throw or when it
stabilizes a creature with spare the dying.

DDeevviil'ss SSiigghhtt.. The warlock can see normally in darkness,
both magical and nonmagical, to a distance of 120
feet.

Innddeessttrruuccttiibblee LLiiffeefeffef ((11//DDaayy)).. The warlock can use a bonus
action to regain 22 hit points. Additionally, if it puts a
severed body part that belongs to the warlock back in
place when it uses this feature, the part reattaches.

Innnnaattee SSppeellccaassttiinngg.. The warlock's innate spellcasting
ability is Charisma. It can innately cast the following
spells (spell save DC 15, +7 to hit with spell attacks),
requiring no material components:

At will: false life, invisibility, mage armor (self only),
speak with dead

1/day each: eyebite, feeblemind, finger of death, power
word: kill

SSppeellccaassttiinngg.. The warlock is a 18th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 15, +7 to
hit with spell attacks). It regains its expended spell
slots when it finishes a short or long rest. It knows the
following warlock spells:

Cantrips (at will): chill touch, eldritch blast, shocking
grasp, spare the dying, toll the dead

1st-5th level (4 5th-level slots): aura of life,
banishment, blight, blindness/deafness, contagion,
darkness, death ward, feign death, legend lore, ray of
sickness, silence, scrying, stinking cloud, vampiric
touch

UUnnddyyiinngg NNaattuurree.. The warlock has advantage on saving
throws against any disease. Additionally, it can hold its
breath indefinitely, and it doesn't require food, water,
or sleep, although it still requires rest to reduce
exhaustion and still benefits from finishing short and
long rests.

Actions
SSkkuullssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 5 (1d10) bludgeoning damage.

4 to hit, reach 5 ftftf .,
ning damage.



TThheeee UUnnsseettlttleedd VVeeVeVVeV teterraararrar nn

UUnnsseettlttleedd VVeeVeVVeV teterraararrar nn
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 19 (splint, shield)
HHiitt PPooiinnttss 40 (9d8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

15 (+2) 9 (-1) 10 (+0) 8 (-1) 9 (-1) 7 (-2)

SSkkiillss Athletics +4, Perception +1
SSeennsseess passive Perception 13
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 2 (450 XP)

AAccttiioonn SSuurrggee ((RReecchhaarrggeess AAffttftfftf eerr aa SShhoorrtt oorr LLoonngg RReesstt))..
After taking an action on its turn, the unsettled
veteran can take one additional action.

Innddoommiittaabblee ((11//DDaayy)).. The unsettled veteran can reroll
a saving throw it fails. It must use the new roll.

SSeeccoonndd WWiinndd ((RReecchhaarrggeess aaffttftfftf eerr aa SShhoorrtt oorr LLoonngg RReesstt))..
As a bonus action, the unsettled veteran can regain
15 hit points.

Actions
MMuulttiiaattttaacckk.. The unsettled veteran makes two
longsword attacks.

LLoonnggsswwoorrdd.. Melee Weapon Attack: +4 to hit, reach
5 ft., one target. Hit: 6 (1d8 + 2) slashing damage.

HHeeaavvyy CCrroossssbbooww.. Ranged Weapon Attack: +1 to hit,
range 100/400 ft., one target. Hit: 5 (1d10 - 1)
piercing damage.



TThhee UUnnttaatattat mmeedd MMoonnsstrtroossiityty

UUnnttaatattat mmeedd MMoonnsstrtroossiityty
Huge giant, chaotic neutral

AArrmmoorr CClaassss 11 (hide)
HHiitt PPooiinnttss 161 (17d12 + 51)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

20 (+5) 10 (+0) 17 (+3) 6 (-2) 7 (-2) 8 (-1)

SSaavviinngg TThhrroowwss Str +8
SSkkiillss Athletics +8
DDaammaaggee Immmmuunniittiieess bludgeoning, piercing and

slashing damage from nonmagical weapons
(rage)

SSeennsseess darkvision 60 ft., passive Perception 8
LLaanngguuaaggeess Giant
CChhaalleennggee 5 (1,800 XP)

Irraasscciibblee.. If a creature interacts with the untamed
monstrosity and makes a Charisma (Intimidation or
Persuasion) check, the creature makes the check
with disadvantage.

PPeettuulaanntt SSttoommpp.. As a bonus action, the untamed
monstrosity stomps petulantly on the ground. All
creatures within 30 feet of the untamed
monstrosity must make a successful DC 15
Dexterity saving throw or be knocked prone.

RRaaggee ((RReecchhaarrggeess oonn aa SShhoorrtt oorr LLoonngg RReesstt)).. As a bonus
action, the untamed monstrosity can enter a rage at
the start of its turn. The rage lasts for 1 minute or
until the untamed monstrosity is incapacitated.
While raging, the untamed monstrosity gains the
following benefits:

The untamed monstrosity has advantage on
Strength checks and Strength saving throws.
When it makes a melee weapon attack, the
untamed monstrosity gains a +3 bonus to the
damage roll (included in the attack).
The untamed monstrosity is immune to
bludgeoning, piercing, and slashing damage.

Actions
MMuulttiiaattttaacckk.. The untamed monstrosity makes two
slam attacks.

SSlaamm.. Melee Weapon Attack: +8 to hit, reach 10 ft.,
one target. Hit 18 (3d8 + 5) bludgeoning damage.

SSlaamm ((RRaaggee)).. Melee Weapon Attack: +8 to hit, reach
10 ft., one target. Hit 21 (3d8 + 8) bludgeoning
damage.



TThhee VVVVaaVaVVaV ggaabboonndd

VVaaVaVVaV ggaabboonndd
Medium humanoid (any race), any chaotic
alignment

AArrmmoorr CClaassss 14 (studded leather)
HHiitt PPooiinnttss 44 (8d8 + 8)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 15 (+2) 12 (+1) 14 (+2) 9 (-1) 11 (+0)

SSkkiillss Deception +2, Sleight of Hand +4, Stealth +4
SSeennsseess passive Perception 9
LLaanngguuaaggeess Thieves' cant plus any two languages
CChhaalleennggee 1 (200 XP)

SSnneeaakk AAttttaacckk ((11//TTuurrnn)).. The vagabond deals an extra
7 (2d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 feet of an ally of the vagabond
that isn't incapacitated and the vagabond doesn't
have disadvantage on the attack role.

LLaayy TTrraapp ((33//DDaayy)).. The vagabond can take 1 hour to
construct snare trap that covers a 5-foot square. A
creature can attempt to notice a vagabond's trap
with a successful DC 13 Intelligence (Investigation)
check. A large or smaller creature that doesn't
notice a trap and steps on it must succeed on a DC
13 Dexterity saving throw or be restrained. A
restrained creature can use an action on its turn to
free itself with a successful DC 13 Strength saving
throw.

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

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

SShhoorrttbbooww.. Ranged We
80/320 ftftf ., one targe
damage.



TThhee VVaaVaVVaV mmmmmmppiirree SSeedduucctrtreessss

VVaaVaVVaV mmppiirree SSeedduucctrtreessss
Medium undead, chaotic evil

AArrmmoorr CClaassss 15 (natural armor)
HHiitt PPooiinnttss 105 (14d8 + 42)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

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

SSaavviinngg TThhrroowwss Dex +8, Wis +5
SSkkiillss Deception +8, Insight +5, Perception +5,

Persuasion +8
DDaammaaggee RReessiissttaanncceess necrotic; bludgeoning, piercing,

and slashing from non magical weapons
SSeennsseess darkvision 120 ft., passive Perception 15
LLaanngguuaaggeess the languages it knew in life
CChhaalleennggee 9 (5,000 XP)

Innnnaattee SSppeellccaassttiinngg.. The vampire's spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell
attacks). It can cast the following spells innately:

At will: charm person, enthrall, suggestion

3/day each: confusion, dominate person, modify
memory

1/day each: feeblemind

RReeggeenneerraattiioonn.. The vampire regains 10 hit points at the
start of its turn if it has at least 1 hit point and isn't in
sunlight or running water. If the vampire takes radiant
damage or damage from holy water, this trait doesn't
function at the start of the vampire's next turn.

SShhaappeecchhaannggeerr.. If the vampire isn't in sunlight or running
water, it can use its action to polymorph into a Tiny bat
or back into its true form. While in bat form, the
vampire can't speak, its walking speed is 5 feet, and it
has a flying speed of 30 feet. Its statistics, other than
its size and speed, are unchanged. Anything it is
wearing transforms with it, but nothing it is carrying
does. It reverts to its true form if it dies.

SSppiiddeerr CCliimmbb.. The vampire can climb difficult surfaces,
including upside down on ceilings, without needing to
make an ability check.

UUnnssuusscceeppttiibblee TTeeTeTTeT mmppeerraammeenntt.. The vampire has
advantage on saving throws against being charmed or
frightened, and magic can’t put it to sleep.

VVaammppiirree WWeeaakknneesssseess.. The vampire has the following
flaws:

Forbiddance. The vampire can't enter a residence
without an invitation from one of the occupants.

Harmed by Running Water. The vampire takes 20 acid
damage when it ends its turn in running water.

Stake to the Heart. The vampire is destroyed if a
piercing weapon made of wood is driven into its heart
while it is incapacitated in its resting place.

Sunlight Hypersensitivity. The vampire takes 20 radiant
damage when it starts its turn in sunlight. While in
sunlight, it has disadvantage on attack rolls and ability
checks.

Actions
MMuulttiiaattttaacckk ((VVaammppiirree FFoorrmm OOnnlyy)).. The vampire makes
two attacks, only one of which can be a bite attack.

BBiittee ((BBaatt oorr VVaammppiirree FFoorrmm)).. Melee Weapon Attack: +8 to
hit, reach 5 ft., one willing creature, or a creature that is
grappled by the vampire, incapacitated, or restrained.
Hit: 7 (1d6 + 4) piercing damage plus 7 (2d6) necrotic
damage. The target's hit point maximum is reduced by
an amount equal to the necrotic damage taken, and the
vampire regains hit points equal to that amount. The
reduction lasts until the target finishes a long rest. The
target dies if this effect reduces its hit point maximum
to 0.

CClaawwss ((VVaammppiirree FFoorrmm OOnnlyy)).. Melee Weapon Attack: +8
to hit, reach 5 ft., one creature. Hit: 9 (2d4 + 4)
slashing damage. Instead of dealing damage, the
vampire can grapple the target (escape DC 16).

t: 9 (2d4 + 4)
g damage, the
cape DC 16).



TThhee VVeeVeVVeV nnggeeffuull CChhoosseenn

VVeeVeVVeV nnggeeffuull CChhoosseenn
Medium humanoid (any race), any lawful alignment

AArrmmoorr CClaassss 18 (plate)
HHiitt PPooiinnttss 135 (18d8 + 54)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 10 (+3) 17 (+3) 8 (-1) 14 (+2) 18 (+4)

SSkkiillss Intimidation +7, Persuasion +5
CCoonnddiittiioonn Immmmuunniittiieess frightened
SSeennsseess passive Perception 12
LLaanngguuaaggeess any two languages
CChhaalleennggee 6 (2,300 XP)

GGrreeaatt WWeeaappoonn FFiigghhttiinngg.. When the vengeful chosen
rolls a 1 or 2 on a damage die for an attack it makes
with a melee weapon that it is wielding with two
hands, the vengeful chosen can reroll the die and
must use the new roll. The weapon must have the
two-handed or versatile property for the vengeful
chosen to gain this benefit.

SSppeellccaassttiinngg.. The vengeful chosen is a 9th-level
spellcaster. Its spellcasting ability is Charisma (spell
save DC 15, +7 to hit with spell attacks). It has the
following spells prepared:

1st level (4 slots): bless, bane, compelled duel, cure
wounds, detect evil and good

2nd level (3 slots): aid, hold person, misty step

3rd level (2 slots): haste, revivify

VVooww ooff EErraaddiiccaattiioonn ((RReecchhaarrggeess AAffttftfftf eerr aa SShhoorrtt oorr LLoonngg
RReesstt)).. As a bonus action, the vengeful chosen
targets a creature it can see within 30 feet of it. The
vengeful chosen always knows in which direction
its target can be found, and the vengeful chosen
has advantage on attack rolls against the creature
until the creature dies or the vengeful chosen
chooses another target.

Actions
MMuulttiiaattttaacckk.. The vengeful chosen makes three
greatsword attacks.

GGrreeaattsswwoorrdd.. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 10 (2d6 + 3) slashing damage.

Reactions
RReeleennttleessss AAvveennggeerr.. When the vengeful chosen hits
a creature with an opportunity attack, it can move
up to half its speed immediately after the attack
and as part of the same reaction.



TThhee VViissaaggee

VViissaaggee
Medium undead, any alignment

AArrmmoorr CClaassss 11
HHiitt PPooiinnttss 18 (4d8)
SSppeeeedd 0 ft., fly 40 ft. (hover)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

2 (-4) 12 (+1) 10 (+0) 18 (+4) 20 (+5) 14 (+2)

SSkkiillss History +6, Insight +7
DDaammaaggee RReessiissttaanncceess acid, cold, fire, lightning,

poison, necrotic, radiant, thunder; bludgeoning,
piercing, and slashing from nonmagical weapons

CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,
frightened, grappled, paralyzed, petrified,
poisoned, prone, restrained

SSeennsseess darkvision 120 ft., passive Perception 15
LLaanngguuaaggeess all, telepathy 60 ft.
CChhaalleennggee 1/4 (50 XP)

EEtteerrnnaal PPrreesseennccee.. When the visage dies, it explodes
with a psychic scream. Each creature within 30 feet
of it must make a DC 15 Wisdom saving throw,
taking 7 (2d6) psychic damage on a failed save, or
half as much damage on a successful one. After 24
hours, the visage reforms in the place it died.

EEtthheerreeaal SSiigghhtt.. The visage can see 120 feet into the
Ethereal Plane when it is on the Material Plane and
vice versa.

Innccoorrppoorreeaal MMoovveemmeenntt.. The visage 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.

Innnnaattee SSppeellccaassttiinngg.. The visage's spellcasting ability
is Wisdom (spell save DC 15). It can cast the
following spells innately, requiring no material
components:

1/day each: legend lore, locate creature, locate
object, scrying

Actions
MMiinndd SSeeaarr.. The visage utters a telepathic scream
into the mind of a creature is can see within 60
feet. A target must succeed on a DC 15 Wisdom
saving throw of take 4 (1d8) psychic damage.

FFrriigghhttffuufuffuf l AAssppeecctt ((11//DDaayy)).. The visage takes on a
horrifying appearance. Each creature of the visage's
choice that is within 30 ft. of the visage and aware
of it must succeed on a DC 15 Wisdom saving
throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. If a creature's saving throw is successful or
the effect ends for it, the creature is immune to the
visage's Frightful Aspect for the next 24 hours.



TThhee VViitrtriioolliiicc SSeerrppeenntt

VViitrtriioolliicc SSeerrppeenntt
Huge dragon, chaotic neutral (25%) or chaotic evil
(75%)

AArrmmoorr CClaassss 19 (natural armor)
HHiitt PPooiinnttss 162 (13d12 + 78)
SSppeeeedd 30 ft., fly 60 ft., burrow 20 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

21 (+5) 19 (+4) 22 (+6) 13 (+1) 13 (+1) 15 (+2)

SSaavviinngg TThhrroowwss Dex +8, Con +10, Wis +5, Cha +6
SSkkiillss Investigation +9, Perception +9, Stealth +12
DDaammaaggee Immmmuunniittiieess acid
SSeennsseess blindsight 60 ft., darkvision 120 ft., passive

Perception 19
LLaanngguuaaggeess Draconic
CChhaalleennggee 12 (8,400 XP)

AAccrriidd WWyyrrmm.. Acid damage dealt by the vitriolic serpent
ignores resistance to acid damage, but not acid
immunity.

AAmmpphhiibbiioouuss.. The vitriolic serpent can breathe air and
water.

DDeetteerriioorraattiinngg AAttttaacckkss.. The vitriolic serpent's bite and
acid spray attacks can dissolve nonmagical leather,
metal, or wood items. 1 item of vitriolic serpent's
choosing in the possession of a target creature is
destroyed when it is hit with a successful attack.

((33//DDaayy)).. If the vitriolic serpent
fails a saving throw, it can choose to succeed instead.

 The vitriolic serpent can burrow through
solid rock at half its burrowing speed, leaving behind a
10-foot wide, 10-foot high tunnel.

Actions
MMuulttiiaattttaacckk.. The vitriolic serpent makes three attacks:
one with its bite and two with its claws.

BBiittee.. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 10 (1d10 + 5) piercing damage, plus 11
(2d10) acid damage. A target that takes acid damage is
susceptible to the vitriolic serpent's Deteriorating
Attacks.

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

TTaaTaTTaT iil.. Melee Weapon Attack: +9 to hit, reach 15 ft., one
target. Hit: 14 (2d8 + 5) bludgeoning damage.

AAcciidd SSpprraayy ((RReecchhaarrggee 55-66)).. The vitriolic serpent spews
acid in a 60-foot cone. Each creature in that area must
succeed on a DC 17 Dexterity saving throw or take 44
(8d10) acid damage. A target that takes acid damage is
susceptible to the vitriolic serpent's Deteriorating
Attacks.

Legendary Actions
The vitriolic serpent 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 vitriolic serpent regains
spent legendary actions at the start of its turn.

DDeetteecctt.. The vitriolic serpent makes a Wisdom
(Perception) check.

TTaaTaTTaT iil AAttttaacckk.. The vitriolic serpent makes a tail attack.

WWiinngg AAttttaacckk ((CCoossttss 22 AAccttiioonnss)).. The vitriolic serpent
beats its wings. Each creature within 10 ft. of the
vitriolic serpent must succeed on a DC 18 Dexterity
saving throw or take 15 (2d6 + 8) bludgeoning
damage and be knocked prone. The vitriolic serpent
can then fly up to half its flying speed.

destroyed when it is h

LLeeggeennddaarryy RReessiissttaannccee
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TTuunnnneelleerr.. The vitriolic
solid rock at half its b
10-fofof ot wide, 10-fofof o



TThhee WWaaWaWWaW nnddeerreerr ooff ththee SSeeaa

WWaaWaWWaW nnddeerreerr ooff ththee SSeeaa
Medium humanoid, any alignment

AArrmmoorr CClaassss 12 (natural armor)
HHiitt PPooiinnttss 45 (7d8 + 14)
SSppeeeedd 30 ft., swim 45 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 15 (+2) 15 (+2) 10 (0) 12 (+1) 11 (0)

SSaavviinngg TThhrroowwss Str +5, Dex +4
SSkkiillss Acrobatics +4, Athletics +5, Perception +3,

Stealth +4
SSeennsseess darkvision 120 ft., passive Perception 13
LLaanngguuaaggeess Aquan, Common
CChhaalleennggee 2 (450 XP)

AAmmpphhiibbiioouuss.. The wanderer of the seas can breathe
air and water.

AAssppeecctt ooff tthhee EEeel.. The wanderer of the seas has
advantage on all Dexterity (Acrobatics) skill checks
while submerged, but disadvantage on Dexterity
(Acrobatics) skill checks while on land.

BBaarrbbeedd SSppeeaarr.. The bone spear of the wanderer of the
seas is barbed, and deals an additional 1d4 slashing
damage (included in in actions).

SSkkiilleedd NNaavviiggaattoorr.. The wanderer of the seas is skilled
at interpreting weather patterns and ocean currents,
and has advantage on all Wisdom (Survival) skill
checks.

Actions
MMuulttiiaattttaacckk.. The wanderer of the seas makes three
bone spear attacks.

BBoonnee SSppeeaarr.. Melee Weapon Attack: +6 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 6 (1d6 + 3)
piercing damage plus 2 (1d4) slashing damage.



TThhee WWaaWaWWaW yyayaaya ffaafaffaf rriinngg SSaaggee

WWaaWaWWaW yyayaaya ffaafaffaf rriinngg SSaaggee
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 10 (13 with mage armor)
HHiitt PPooiinnttss 66 (12d8 + 12)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

8 (-1) 10 (+0) 13 (+1) 17 (+3) 16 (+3) 11 (+0)

SSkkiillss Arcana +5, History +5, Insight +5, Medicine
+5, Nature +5, Perception +5, Religion +5,
Survival +5

SSeennsseess passive Perception 15
LLaanngguuaaggeess any four languages
CChhaalleennggee 1/2 (200 XP)

EExxppeerriieenncceedd CCaasstteerr.. When the wayfaring sage casts a
spell that forces the target to make a saving throw,
the wayfaring sage can change the saving throw
from one ability score to another of its choice.

SSppeellccaassttiinngg.. The wayfaring sage is a 4th level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 13, +5 to hit with spell attacks). It
can cast the following spells.

Cantrips (at will): light, mage hand, prestidigitation,
sacred flame, thaumaturgy

1st level (4 slots): alarm, command, feather fall,
identify, mage armor, protection from evil and
good, thunderwave

2nd level (3 slots): augury, blindness/deafness,
gentle repose, hold person, magic mouth,
scorching ray, suggestion

TTrraavveeleedd SScchhoolaarr.. If wayfaring sage is proficient in a
skill, it has advantage on any checks with that skill.

Actions
SSttaaffffffffff ..f.ff.f  Melee Weapon Attack: +1 to hit, reach 5 ft.,
one target. Hit: 3 (1d8 - 1) bludgeoning damage.

DDeetteecctt MMoottiivveess ((33//DDaayy)).. The wayfaring sage targets
one creature it can see within 60 feet of it. The
target must make a DC 13 Wisdom saving throw.
On a successful save, the target is immune to this
effect for 24 hours. On a failed save, for 1 minute,
the wayfaring sage can read the target's surface
thoughts while it is within 60 feet of the wayfaring
sage. A creature does not know when it is the
target of the wayfaring sage's Detect Motives
ability.



TThhee WWaaWaWWaW sstetellaalallal nndd NNoommaadd

WWaaWaWWaW sstetellaalallal nndd NNoommaadd
Medium humanoid (any race), any chaotic
alignment

AArrmmoorr CClaassss 12
HHiitt PPooiinnttss 19 (3d8 + 6)
SSppeeeedd 30 ft., climb 30 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

12 (+1) 14 (+2) 14 (+2) 12 (+1) 15 (+3) 11 (0)

SSaavviinngg TThhrroowwss Wis +5
SSkkiillss Survival +5
SSeennsseess passive Perception 13
LLaanngguuaaggeess any one language (usually Common)
CChhaalleennggee 1/8 (25 XP)

MMoouunntt.. The desert nomad rides atop a giant lizard
(MM pg. 326). While mounted, it gains a climb
speed of 30 feet (included above).

SSuurrvvrvr iivvaaliisstt.. The desert nomad has advantage on
Intelligence (Investigation) and Wisdom (Survival)
checks made in a desert terrain.

Actions
SSttaaffffffffff ..f.ff.f  Melee Weapon Attack: +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6 + 1) bludgeoning damage.

Reactions
WWhhiirrliinngg SSaannddss ((33//ddaayy)).. When the desert nomad is
targeted with an attack while in desert terrain, it
swirls its cloak through the sands, imposing
disadvantage on the attack.



TThhee WWeeWeWWeW rreeebbaattataata

WWeeWeWWeW rreebbaattataata
Small humanoid (shapechanger), neutral evil

AArrmmoorr CClaassss 12 in humanoid form, 14 (natural armor)
in bat or hybrid form

HHiitt PPooiinnttss 35 (10d6)
SSppeeeedd 30 ft. (fly 60 ft. in bat or hybrid form)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

5 (-3) 15 (+2) 10 (+0) 12 (+1) 15 (+2) 6 (-2)

SSkkiillss Acrobatics +4, Perception +4, Stealth +6
DDaammaaggee Immmmuunniittiieess bludgeoning, piercing and slashing

damage from nonmagical weapons that aren't
silvered

SSeennsseess blindsight 60 ft., passive Perception 14
LLaanngguuaaggeess Common (can't speak in bat form)
CChhaalleennggee 3 (700 XP)

EEcchhoolooccaattiioonn.. The werebat can't use its blindsight while
deafened.

KKeeeenn HHeeaarriinngg.. The werebat has advantage on Wisdom
(Perception) checks that rely on hearing.

SShhaappeecchhaannggeerr.. The werebat can use its action to
polymorph into a small bat-humanoid hybrid or into a
bat, or back into its true form, which is humanoid. Its
statistics, other than its AC, are the same in each from.
Any equipment it is wearing or carrying isn't
transformed. It reverts to its true form if it dies.

SSnneeaakk AAttttaacckk ((11//TTuurrnn)).. When in humanoid or hybrid
form, the werebat deals an extra 7 (2d6) damage when
it hits a target with an attack and has advantage on the
attack roll, or when the target is within 5 feet of an ally
of the werebat that isn't incapacitated and the werebat
doesn't have disadvantage on the attack roll.

SSuunnliigghhtt SSeennssiittiivviittyy.. While in sunlight, the werebat has
disadvantage on attack rolls as well as on Wisdom
(Perception) checks that rely on sight.

Actions
MMuulttiiaattttaacckk ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy..)) The
werebat makes two attacks: one with its bite and one
with its claws or dagger.

BBiittee ((BBaatt oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon Attack:
+4 to hit, reach 5 ft., one target. Hit: 4 (1d4 + 2)
piercing damage. The werebat is healed for half of the
damage done. If the target is a humanoid, it must
succeed on a DC 14 Constitution saving throw or be
cursed with werebat lycanthrophy.

CClaaww ((HHyybbrriidd FFoorrmm OOnnlyy)) Melee Weapon Attack: +4 to
hit, reach 5 ft., one target. Hit: 7 (2d4 + 2) slashing
damage.

DDaaggggeerr ((HHuummaannooiidd FFoorrmm OOnnlyy)).. Melee Weapon Attack:
+4 to hit, reach 5ft., one target. Hit 4 (1d4 + 2)
piercing damage.polymorph into a sma
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TThhee WWeeWeWWeW rreessppaapappap rrrrooww

WWeeWeWWeW rreessppaapappap rrrrooww
Small humanoid (shapechanger), neutral

AArrmmoorr CClaassss 13 in humanoid form, 14 (natural
armor) in sparrow or hybrid form

HHiitt PPooiinnttss 17 (7d6 - 7)
SSppeeeedd 30 ft. (fly 50 ft. in sparrow and hybrid forms)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

8 (-1) 16 (+3) 9 (-1) 12 (+1) 16 (+3) 11 (+0)

SSkkiillss Insight +5, Perception +7
DDaammaaggee Immmmuunniittiieess bludgeoning, piercing, and

slashing from nonmagical attacks not made with
silvered weapons

SSeennsseess passive Perception 17
LLaanngguuaaggeess Common (can't speak in sparrow form)
CChhaalleennggee 1 (200 XP)

Innnnaattee SSppeellccaassttiinngg.. The werersparrow's spellcasting
ability is Wisdom (spell save DC 13). It can cast the
following spells innately without material
components:

3/day each: minor illusion, message

1/day: expeditious retreat

MMiimmiiccrryyryrryr .. The weresparrow can mimic simple
sounds it has heard, such as a person whispering, a
baby crying, or an animal chittering. A creature that
hears the sounds can tell they are imitations with a
successful DC 10 Wisdom (Insight) check.

SShhaappeecchhaannggeerr.. The weresparrow can use its action
to polymorph into a sparrow-humanoid hybrid or
into a sparrow, or back into its human form. Any
equipment it is wearing or carrying isn't
transformed. It reverts to its human form if it dies.

Actions
BBeeaakk ((SSppaarrrrooww oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon
Attack: +5 to hit, reach 5 ft., one target. Hit: 1
piercing damage in raven form, or 5 (1d4 + 3)
piercing damage in hybrid form. If the target is
humanoid, it must succeed on a DC 8 Constitution
saving throw or be cursed with wereraven
lycanthropy.

DDaaggggeerr ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee
Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage.



TThhee WWiilldd MMaaggee

WWiilldd MMaaggee
Medium humanoid (any race), any chaotic alignment

AArrmmoorr CClaassss 12 (15 with mage armor)
HHiitt PPooiinnttss 65 (10d8 + 20)
SSppeeeedd 30 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

10 (+0) 15 (+2) 14 (+2) 11 (+0) 12 (+1) 16 (+3)

SSaavviinngg TThhrroowwss Con +5, Cha +6
SSkkiillss Arcana +2, Persuasion +5
SSeennsseess passive Perception 11
LLaanngguuaaggeess Common plus any two languages
CChhaalleennggee 7 (2,900 XP)

SSppeellccaassttiinngg.. The wild mage is an 8th-level spellcaster.
Its spellcasting ability is Charisma (spell save DC 14,
+6 to hit with spell attacks). It can cast the following
sorcerer spells.

Cantrips (at will): acid splash, firebolt, message, minor
illusion, shocking grasp

1st level (4 slots): burning hands, chromatic orb, mage
armor

2nd level (3 slots): acid arrow, scorching ray

3rd level (3 slots): fireball, haste

4th level (2 slots): polymorph

TTiiddeess ooff CChhaaooss ((11//DDaayy)).. The wild mage can manipulate
the forces of chance and chaos to gain advantage on
one attack roll, ability check, or saving throw.

WWiildd MMaaggiicc SSuurrggee.. The wild mage's spellcasting can
unleash surges of untamed magic. Immediately after
the wild mage casts a sorcerer spell of 1st level or
higher, it rolls a d20. On a roll of 1, the wild mage rolls
on the Wild Magic Surge table to create a random
magical effect (PHB pg.104).

WWiildd MMeettaammaaggiicc ((33//DDaayy)).. The wild mage gains the ability
to twist spells to suit its needs. When it casts a
sorcerer spell of 1st level or higher, it can add one of
the following effects:

HHeeiigghhtteenneedd SSppeell.. When the wild mage casts a spell
that forces a creature to make a saving throw to
resist its effects, the creature has disadvantage on its
first saving throw made against the spell.

TTwwTwTTwT iinnnneedd SSppeell.. When the wild mage casts a spell that
targets only one creature and doesn’t have a range of
self, it can target a second creature in range with the
same spell.

Actions
QQuuaarrtteerrssttaaffffffffff ..f.ff.f  Melee Weapon Attack: +2 to hit, reach 5
ft., one target. Hit: 3 (1d6) bludgeoning damage, or 4
(1d8) bludgeoning damage if used with two hands to
make a melee attack.

Reactions
BBeenndd LLuucckk ((RReecchhaarrggee 66)).. When another creature the
wild mage can see makes an attack roll, an ability
check, or a saving throw, the wild mage can use its
reaction to roll 1d4 and apply the number rolled as a
bonus or penalty (its choice) to the creature’s roll. The
wild mage can do so after the creature rolls but before
any effects of the roll occur.

one attack roll, ability



TThhee WWiilldd MMaassteterrrrrrr

WWiilldd MMaassteterr
Medium humanoid (shapechanger), any chaotic
alignment

AArrmmoorr CClaassss 15 (natural armor)
HHiitt PPooiinnttss 157 (21d8 + 63)
SSppeeeedd 30 ft. (40 ft. in tiger form)

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 18 (+4) 16 (+3) 11 (+0) 14 (+2) 15 (+2)

SSaavviinngg TThhrroowwss Str +6, Dex +7, Wis +5
SSkkiillss Perception +5, Stealth +7
DDaammaaggee RReessiissttaanncceess bludgeoning, piercing, and

slashing from nonmagical weapons that aren't
silvered

SSeennsseess darkvision 60 ft., passive Perception 15
LLaanngguuaaggeess Common plus any one additional language

(can't speak in tiger form)
CChhaalleennggee 8 (3,900 XP)

AAnniimmaal CCoommppaanniioonn.. The wild master is accompanied by
one (50%), two (40%), or three (10%) tigers (MM
pg.339)

KKeeeenn HHeeaarriinngg aanndd SSmmeell.. The wild master has advantage
on Wisdom (Perception) checks that rely on hearing or
smell.

Innnnaattee SSppeellccaassttiinngg.. The wild master's spellcasting ability
is Wisdom (spell save DC 13, +5 to hit with spell
attacks). It can cast the following spells innately,
requiring no material components:

At will: animal friendship, druidcraft, hunter's mark,
jump

3/day each: entangle, faerie fire, find traps, pass
without trace

1/day each: enhance ability, moonbeam

SShhaappeecchhaannggeerr.. The wild master can use its action to
polymorph into a tiger-humanoid hybrid or into a tiger,
or back into its true form, which is humanoid. Its
statistics, other than its size, are the same in each
from. Any equipment it is wearing or carrying isn't
transformed. It reverts to its true form if it dies.

SSttaalkkeerr.. The wild master has advantage on Dexterity
(Stealth) checks while in forested or jungle
environments.

Actions
MMuulttiiaattttaacckk ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy)).. In
humanoid form, the wild master makes three spear or
longbow attacks. In hybrid form, it can attack like a
humanoid or make four claw attacks.

BBiittee ((TTiiggeerr oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon Attack:
+6 to hit, reach 5 ft., one target. Hit: 8 (1d10 + 3)
piercing damage. If the target is a humanoid, it must
succeed on a DC 13 Constitution saving throw or be
cursed with tiger lycanthropy.

CClaaww ((TTiiggeerr oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee Weapon Attack:
+6 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3)
slashing damage. In tiger form, the wild master can
make a Strength check to grapple its target. If
unsuccessful, it uses its action for that round. If
successful, it makes six melee attacks with advantage,
mauling its opponent with its claws. Each successful
attack hits for 7 (1d8 +3) slashing damage.

GGrreeaattssppeeaarr ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy)).. Melee
Weapon Attack: +6 to hit, reach 10 ft., one target. Hit:
7 (1d8 + 3) piercing damage.

LLoonnggbbooww ((HHuummaannooiidd oorr HHyybbrriidd FFoorrmm OOnnlyy))  Ranged
Weapon Attack: +7 to hit, range 80/320 ft., one target.
Hit: 8 (1d8 + 4) piercing damage.

mm OOnnlyy)).. Ranged
0/320 ftftf ., one target.



TThhee WWiinndd EElleemmeennttaatattat ll

WWiinndd EElleemmeennttaatattat ll
Large elemental, neutral

AArrmmoorr CClaassss 17
HHiitt PPooiinnttss 105 (14d10 + 28)
SSppeeeedd 0 ft., fly 90 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 24 (+7) 14 (+2) 8 (-1) 20 (+5) 7 (-2)

DDaammaaggee RReessiissttaanncceess lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical weapons

DDaammaaggee Immmmuunniittiieess poison
CCoonnddiittiioonn Immmmuunniittiieess exhaustion, grappled, paralyzed,

petrified, poisoned, prone, restrained, unconscious
SSeennsseess darkvision 60 ft., passive Perception 15
LLaanngguuaaggeess Auran
CChhaalleennggee 8 (3,900 XP)

AAiirr FFoorrmm.. The elemental can enter a hostile creature's
space and stop there. It can move through a space as
narrow as 1 inch wide without squeezing.

Illuussiivvee.. Ranged attack rolls that target the elemental
have disadvantage on the attack.

Innnnaattee SSppeellccaassttiinngg.. The elemental's spellcasting ability
is Wisdom (spell save DC 16, +8 to hit with spell
attacks). It can cast the following spells innately,
requiring no material components:

At will: feather fall, gust of wind, thunderclap

3/day each: call lightning, investiture of wind, sleet
storm, wind wall

1/day each: cone of cold, control weather

LLeeggeennddaarryyryrryr RReessiissttaannccee ((11//DDaayy)).. If the elemental fails a
saving throw, it can choose to succeed instead.

Actions
MMuulttiiaattttaacckk.. The elemental makes one slam attack and
can use either Arc Lightning or Cyclone.

SShhoocckkiinngg TTooToTToT uucchh.. Melee Weapon Attack: +10 to hit,
reach 10 ft., one target. Hit: 11 (1d8 + 7) lightning
damage.

AArrcc LLiigghhttnniinngg.. The elemental creates a bolt of lightning
that arcs toward a target of its choice that its can see
within 60 feet of it. Three bolts then leap from that
target to as many as three other targets, each of which
must be within 30 feet of the first target. A target can
be a creature or an object and can be targeted by only
one of the bolts. A target must make a DC 16 Dexterity
saving throw. The target takes 13 (3d8) lightning
damage on a failed save, or half as much damage on a
successful one.

CCyyccloonnee ((RReecchhaarrggee 66)).. Each creature within 5 feet of the
elemental must make a DC 16 Strength saving throw.
On a failure, a target takes 36 (8d8) lightning damage
and is flung up to 60 feet away from the elemental in a
random direction and knocked prone. If a thrown target
strikes an object, such as a wall or floor, the target
takes 4 (1d8) bludgeoning damage for every 10 feet it
was thrown. If the target is thrown at another creature,
that creature must succeed on a DC 15 Dexterity
saving throw or take the same damage and be knocked
prone.

If the saving throw is successful, the target takes half
the lightning damage and isn't flung away or knocked
prone.

At will: fefef ather fafaf ll, gu

3/day each: call lightn
storm, wind wall

1/day each: cone of c



TThhee WWiiththeerreedd HHoouunndd

WWiiththeerreedd HHoouunndd
small undead, neutral evil

AArrmmoorr CClaassss 13
HHiitt PPooiinnttss 39 (6d6 + 18)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

17 (+3) 16 (+3) 16 (+3) 6 (-2) 18 (+4) 11 (+0)

SSkkiillss Perception +6
DDaammaaggee Immmmuunniittiieess necrotic, poison
CCoonnddiittiioonn Immmmuunniittiieess charmed, exhaustion,

frightened, paralyzed, poisoned
SSeennsseess blindsight 10 ft. (blind beyond this radius),

passive Perception 16
LLaanngguuaaggeess Understands the languages of its master

but can't speak
CChhaalleennggee 1/2 (100 XP)

CCoonnssuummppttiioonn.. If the withered hound spends 1
minute feeding on the corpse of a creature that it
has killed, it regains 10 hit points.

KKeeeenn SSmmeell.. The withered hound has advantage on
Wisdom (Perception) checks that rely on smell or
hearing.

TTuurrnniinngg DDeeffiififfif aannccee.. The withered hound has
advantage on saving throws against effects that
turn undead.

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

EEeerriiee HHoowwl ((11//DDaayy)).. The ominous howl of a withered
hound echoes throughout the catacomb. Each
creature of the withered hound's choosing within
30 feet of the withered hound and can hear it must
succeed on a DC 13 Wisdom saving throw of
become frightened of the hound 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.



TThhee WWrrWrWWrW aaththathaatha ffuull MMoonnkk

WWrrWrWWrW aararrar ththathaatha ffuull MMoonnkk
Medium humanoid (any race), chaotic neutral
(25%) or neutral evil (75%)

AArrmmoorr CClaassss 17
HHiitt PPooiinnttss 187 (22d8 + 88)
SSppeeeedd 40 ft.

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

15 (+2) 18 (+4) 18 (+4) 10 (+0) 16 (+3) 11 (0)

SSkkiillss Acrobatics +8, Perception +7
CCoonnddiittiioonn Immmmuunniittiieess frightened
SSeennsseess passive Perception 17
LLaanngguuaaggeess any two languages
CChhaalleennggee 10 (5,900 XP)

KKii FFiissttss.. The monk's unarmed strikes are magical,
and deal an additional 10 (4d4) radiant damage
(included in the attack).

LLeeggeennddaarryyryrryr RReessiissttaannccee ((33//DDaayy)).. When the monk fails a
saving throw, it can choose to succeed instead.

MMaasstteerryyryr ooff DDeeaatthh ((11//DDaayy)).. When the monk is
reduced to 0 hit points and not killed outright, it
can choose to drop to 1 hit point instead.

UUnnaarrmmoorreedd DDeeffeefeffef nnssee.. While the monk isn't wearing
armor, its armor class includes its Wisdom
modifier.

Actions
MMuulttiiaattttaacckk.. The monk makes four unarmed strike
attacks, one of which can include a stunning strike
if it is available.

UUnnaarrmmeedd SSttrriikkee.. Melee Weapon Attack: +8 to hit,
reach 5 ft., one target. Hit: 6 (1d4 + 4) magical
bludgeoning damage, plus 10 (4d4) radiant
damage

SSttuunnnniinngg SSttrriikkee ((RReecchhaarrggee 66)).. The monk attempts to
interfere with the flow of Ki in a creature's body.
When the monk hits a creature with an unarmed
strike, the target must succeed on a DC 15
Constitution saving throw or be stunned until the
end of the monk's next turn.

Actions
RReeddiirreecctt AAttttaacckk.. When a creature misses the monk
with a melee attack roll, the monk can use its
reaction make an unarmed strike against the
attacking creature.



TThhee WWyyWyWWyW vvyvyyvy eerrnn RRiiddeerr

WWyyWyWWyW vvyvyyvy eerrnn RRiiddeerr
Medium humanoid (any race), any alignment

AArrmmoorr CClaassss 16 (breastplate)
HHiitt PPooiinnttss 221 (26d8 + 104)
SSppeeeedd 30 ft., fly 80 ft. while mounted

SSTTRR DDEEXX CCOONN INNTT WWISS CCHHAA

18 (+4) 16 (+3) 19 (+4) 12 (+1) 14 (+2) 14 (+2)

SSkkiillss Acrobatics +7, Animal Handling +10,
Perception +6, Survival +6

 passive Perception 16
 Common plus one additional language

 10 (5,900 XP)

 If the wyvern rider moves at least 60 feet
straight toward a target and then hits it with a lance
attack on the same turn, the attack deals maximum
critical damage.

The wyvern rider rides atop a Wyvern (MM
pg. 303). While mounted, it gains a flying
movement speed of 80 feet (included above).

 While the wyvern rider is
mounted and isn't incapacitated, it has advantage
on melee attack rolls against unmounted creatures
smaller than its mount, can force an attack targeted
at its mount to attack it instead, and when its
mount is subjected to an effect that allows it to
make a Dexterity saving throw for half damage, the
mount instead takes no damage on a successful
save and only half damage on a failed save.

 If the wyvern rider's mount takes
damage from a creature it can see within 10 feet of
it while it is mounted by its rider, the mount can
make a bite attack against the attacking creature
using its reaction.

Actions
 The wyvern rider makes four lance

attacks.

 Melee Weapon Attack: +8 to hit, ranged 10
ft., one target. Hit: 10 (1d12 + 4) piercing damage.

SSeennsseess passive Perception 16
LLaanngguuaaggeess Common plus one additional language
CChhaalleennggee 10 (5,900 XP)

Immppaalee.. If the wyvern rider moves at least 60 fefef et
straight toward a target and then hits it with a lance
attack on the same turn, the attack deals maximum
critical damage.

MMoouunntt.. The wyvern rider rides atop a Wyvern (MM
pg. 303). While mounted, it gains a flflf ying
movement speed of 80 fefef et (included above).

MMoouunntteedd CCoommbbaattaanntt.. While the wyvern rider is
mounted and isn't incapacitated, it has advantage
on melee attack rolls against unmounted creatures
smaller than its mount, can fofof rce an attack targeted
at its mount to attack it instead, and when its
mount is subjected to an efffff efef ct that allows it to
make a Dexterity saving throw fofof r half damage, the
mount instead takes no damage on a successfufuf l
save and only half damage on a fafaf iled save.

SSaavvaaggee BBoonndd.. If the wyvern rider's mount takes
damage frfrf om a creature it can see within 10 fefef et of
it while it is mounted by its rider, the mount can
make a bite attack against the attacking creature
using its reaction.

Actions
MMuulttiiaattttaacckk.. The wyvern rider makes fofof ur lance
attacks.

LLaannccee.. Melee Weapon Attack: k: k +8 to hit, ranged 10
ftftf ., one target. Hit: t: t 10 (1d12 + 4) piercing damage.
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HHeellppeerrss
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