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INTRODUCTION

id you study myths and legends in school? Did
your parents tell you fairy tales? Have you ever
heard a magical story from the man who lives
at the end of the street?

Each of us is immersed in a culture that deeply
influences our own identity. The stories we heard in our
childhood taught us how to behave, which morals we
should pursue, the difference between right and wrong.

Playing a roleplaying game is nothing more than telling
stories, and our decisions about who are the heroes and
who are the villains are strongly connected to our beliefs.
This book provides more than fifty creatures inspired by the
folklore of several European countries. It is our attempt to
bring the stories that have shaped our culture to the world’s
greatest roleplaying game.

ANCIENT TALES

Stories about mythological monsters and magical creatures
are as old as humankind. The lore condensed in these pages
dates back centuries and is based on the folklore of different
European countries. While writing about these monsters,
we felt how, by travelling in space and time, stories develop
important differences. Similar monsters have completely
different characterizations in neighboring countries; the
interpretation of mythical creatures from the Hellenistic or
Celtic period was reshaped by the Romans and the advent
of Catholicism.

We also discovered unexpected similarities. Each of
these stories was created for a reason, and those reasons are
the very first common ground we found. We are convinced
that these same reasons may become the perfect trigger for
adventuring in Dungeons and Dragons.

UNEXPLAINABLE EVENTS
A person from your village disappears mysteriously. Was
it magic? A strong gust of wind blows during the night,
awakening you. Was it supernatural? The town tower
collapses because the earth moved: surely that’s a curse!
Magic has always been the perfect explanation for
unexpected or unusual phenomena. Many of the creatures
described in this book are the main characters of stories
which attempt to explain the cause of terrible (or merely
unfortunate) events. For instance, potudnica is an
explanation for the sudden deaths of unlucky farmers
working at noon on hot, sunny days; the white folk are
responsible for the spread of disease; men disappear while
walking next to holes in the soil because of the carcolh; the
orcolat is the cause of earthquakes; and Charybdis causes
the death of crews sailing between high reefs.

CHILDREN SHOULD BEHAVE

The first addressees of stories (especially fairy tales) are
children. Tales usually have a moral, a lesson, especially one
concerning what is right or prudent in the culture in which

the story has its genesis. Evil or mischievous creatures
are invented to frighten children in order to prevent bad
behaviors.

Children shouldn’t visit the ancient ruins because the
orcus of nuraghe live there. It is better to remain in the
house after the sun sets, or the baffardelle will prank you
or the bruxa may kill your baby. When there is a dense fog
outside, the borda could attack you, and the ellefolk tries to
kidnap people.

Put these rumors in your game and see if your party is
braver than we were when our parents told us these stories
at bedtime.

Not ONLY FOES

Several creatures populate the ancient stories from the Old
World. Many of them are dangerous monsters: European
folklore is full of terrible dragons, evil orcs and horrible
monstrosities. However, adventurers can also meet
benevolent magical creatures, living immersed in nature or
sent by gods. While lost in savage forests, adventurers may
use the help by dobrochoczy; klabautermann is

a good ally for those sailing the sea; the end
of a glorious battle may be affected by
the arrival of the Valkyries
on your side.

These are just a few
hints for the countless
possibilities that a
Dungeon Master may find
to introduce in their adventures
the more than fifty Monsters of
the Old World.
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ADAR L1wCcH GWIN ADAR LLwcH GWIN

A gift from the fey to a noble king, and an unfortunate Large fey, chaotic good
testament to the poor taste of fairy presents. E—

s

3
¥,
o,

;-N-‘::k.

(&

Armor Class 13

— Delyth ferch Ffion, bard & traveler Hit Points 59 (7d10 +21) ‘«:«’

) , Speed 30 ft., fly 80 ft. )

Adar llwch gwin are noble, fey creatures with features — (%)
in common with griffons. Part hunting bird and part STR DEX CON INT wis CHA 258
great cat, they are loyal to their chosen master, brave and 18(+4)  16(+3) 16(+3) 10(+0) 13(+1)  8(1) ’..,:
bloodthirsty, and as intelligent as a man. L = ' o5
Battle-Hardened Steed. Adar llwch gwin choose the - LI e s chn ed ffTigfitened L)

S d Blomeili b Senses darkvision 60 ft., passive Perception 11 L)
ercest and most bloodthirsty warriors for their partners, Languages Common, Elvish, Sylvan 65

to ensure they spend as much time in the heat of battle as Challenge 2 (450 XP) "’::
they can. EsE—— 54
Fey Heritage_ Asa glft to mortal men from the fey’ the Keen Sight. The adar llwch gwin has advantage on Wisdom @j
adar llwch gwin shrugs off all but the strongest magics and RelCepraHE R el nisicht. ‘:f‘/
adds enchantments of its own to its wicked beak and claws. Magic Resistance. The adar llwch gwin has advantage on saving f;’
throws against spells and other magical effects. (:;1’

Magic Weapons. The adar llwch gwin’s beak and talons attacks f )

i B ) count as magical for the purposes of overcoming resistances. 5
ACTIONS . (%)

Multiattack. The adar llwch gwin makes two attacks: one with /“-\ ;:»E:]

its beak and one with its claws. N\ )

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: - t:‘)

11 (2d6 + 4) slashing damage. ‘l;i’

Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. ‘5&:

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

oRF (X3

= (%)

3
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@ AFANC

:‘: A beaver, a crocodile, or a wicked dwarf; whatever form

:2.: it may choose to take, trifling with the afanc is always a

24 mistake.

()

0D — Delyth ferch Ffion, bard & traveler

o
2

=,
v,

0

The afanc makes its home in a lake or pool. It has a short
temper and takes poorly to those who would intrude on

-

-‘..;,’ its domain. In its beast form — with the head of a poison-
f' spitting crocodile and the body of a beaver — it is savage.
(59) As a dwarf, it is both cruel and cunning.

gf:' ; Easily Charmed. The afanc is a fool for a pretty face. It
(% has been known to lay its head down and sleep in a fair
2 persons lap while their family and friends creep up to
(5] ambush it.

o E ' - — Bearer of Grudges. Nothing holds a grudge like an

525) AF ANC afanc. Legend holds that it once made enemies of three
59 ) L o princes, whom it killed each day, allowing their
e Large monstrosity, chaotic evil : :
() E— courtiers to resurrect them each night.
‘." Armor Class 13 (leather armor)

(‘1:, Hit Points 59 (7d10 +21)

() Speed 30 ft., swim 30 ft.

“.;’:_ EEE————

(59) STR DEX CON INT wis CHA

L) 18(+4)  12(+1) 17(+3) 14(+2)  8(1) 7{-2)

(%) Damage Immunities poison

S Condition Immunities poisoned

W) Senses passive Perception 9

(59) :

20N Languages Common, Dwarvish

55) Challenge 3 (700 XP)

.‘ Shapeshifting. The afanc can use its action to

:-»: polymorph into a Medium humanoid {(dwarf), or into its

o true bestial form.

:',-:; Grudge. As a bonus action, the afanc can designate a creature

e within 60 feet of it as the target of its grudge. The afanc deals

(£99) an extra 1d6 weapon damage whenever it hits the target with a

t:" melee attack. As a bonus action, after the creature that the afanc

designated as its grudge’s target reaches 0 hit points, it can
designate another creature within 60 feet of it to be the target
of its grudge. Additionally, it has advantage on any Wisdom
(Perception) or Wisdom (Survival) check it makes to find the
target.

ACTIONS

Multiattack. The afanc can make two attacks. It can only use
Poison Spit once during its attack action.

(f:t Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
(3 13 (2d8 + 4) slashing damage.

‘..'..’ Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
!"_;_1,'- Hit: 9 (1d10 + 4) piercing damage, and the target must make a DC
(n.;’ 13 Constitution saving throw, taking 7 (3d4) poison damage on a
(15) failed save, or half as much damage on a successful one.

(f:, Poison Spit. Ranged Weapon Attack: +3 to hit, range 15/30 ft.
() Hit: The target must make a DC 13 Constitution saving throw,

e taking 10 (4d4) poison damage on a failed save, or half as much
:—-»: damage on a successful one.

o5 =

)
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AMPHISTA

The amphista has a twin head - that is, one at the tail’s end
as well, as though it were not enough for poison to be poured
out of only one mouth...

— Pliny the Elder

This venomous, dual-headed creature slithers across vast
deserts. No larger than a chicken, its venom can kill a
soldier in the blink of an eye. According to ancient texts,
this monster is created when the blood of a gorgon is
spilled on hot sand. Some time after the blood drips onto
the desert sand, one amphista will be spawned for each
drop of blood. amphista feed on corpses, but when no
corpses can be found, it preys on ant-nests, granting it the
title the common folk have given it: “Mother of Ants”.

A Useful Threat. While an amphista is indeed a
dangerous creature, its magical origins can be used to cure
ailments. Common folk and magisters believed that an
expecting woman wearing a live amphista around her neck
will have a safe pregnancy, while whoever wore the beast’s
skin would be cured of common ailments such as arthritis
or a cold. By eating the meat of the amphista , one could
supposedly attract many lovers, while slaying one during
the full moon could give power to one who is pure of heart
and mind. Woodcutters believe that by nailing its carcass or
skin to a tree during winter, it makes the surrounding area
warmer and the trees felled more easily.

AMPHISTA

Small monstrosity, unaligned
E—
Armor Class 14 (natural armor)
Hit Points 44 (8d6 + 16)

Speed 15 ft., fly 30 ft.

e
STR DEX CON INT wis CHA
8(-1) 12 (+1) 14 (+2) 4(-3) 12 (+1) 4(-3)
E——

Skills Perception +3

Damage Resistances bludgeoning, piercing and slashing
damage from nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses blindsight 10 ft., passive Perception 13

Languages —

Challenge 2 (450 XP)

En——

Chicken Flight. The amphista can’t fly more than 10 feet above

the ground.

Two Heads. The amphista has advantage on Wisdom
(Perception) checks and on saving throws against being
blinded, charmed, deafened, frightened, stunned, and knocked
unconscious.

Wakeful. When one of the amphista’s heads is asleep, its other
head is awake.

ACTIONS

Multiattack. Amphista makes two bite attacks.

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit:
3 (1d4+1) piercing damage and the target must make a DC 13
Constitution saving throw, taking 7 (2d6) poison damage on a
failed save, or half as much damage on a successful one.




2 A
(R (TSR (tal) (o
Al = o A A L

-
A (2
-

(A

T

R

&
e

A

A

A A ) A

R

e
A

B o o R e e
SR BRI
bt~ o = )

5
!

e
¥,

=
VAL
=SS

Ay |y
QAR IRALAR) IZRRAR

T o)
A

&
o

o
VY
-

A

&)
T

7y
e,

T
-l

-y
AR RARAR BRI

T e e P T ]
2SR RALATY DAATATY A,
AT A A -

v Ay
SRR

X

L
Gt

&

e
gl

rd

-
AL
A

¥

o
5
!

ph

(':fqi

o,

At

-y

o,

AN AR
L

-
R AR
A

e
s

v Ay
VATALAL A
LB ‘-I«p

o

-~ A e
AR AL
A

-
¥
i

o]
SR AN VA

A

A

P
A (4
B =

¢S

s
s

9-
et

5 '.: SN

gl
A
o,

o
-

=
Y

S

BAFFARDELLE

Small fey, chaotic neutral

=
Armor Class 13

Hit Points 18 (4d6 + 4)

Speed 30 ft.
—————

STR DEX
B1(2) I (13)

INT
14 (+2)

WIS CHA
8(-1) 10 (+0)

Saving Throws Wis +1

Skills Sleight of Hand +5, Stealth +5
Senses passive Perception 9
Languages Common, Sylvan
Challenge 1/4 (50 XP)

e

ACTIONS

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

Change Shape. The baffardelle magically polymorphs into a
tiny beast that has a challenge rating equal to or less than 1/4,
or back into its true form. It reverts to its true form if it dies. Any
equipment it is wearing or carrying is absorbed or carried by the
new form (the baffardelle’s choice).

In a new form, the baffardelle retains its game statistics
and ability to speak, but its AC, movement modes, Strength,
Dexterity, and special senses, are replaced by those of the new
form, and it gains any statistics and capabilities that the new
form has but that it lacks.

Wind Blowing. The baffardelle blows a 15-foot cone of strong
wind from its mouth. Each creature in that area must succeed
on a DC 13 Strength saving throw or be pushed back 15 feet.
The wind disperses gas or vapor, and it extinguishes candles,
torches, and similar unprotected flames in the area.

= S—

BAFFARDELLE

These rather annoying creatures take great pleasure in
intertwining animals’ manes in a tortuous knot, but it’s said
that they are much more interested in the hair of beautiful

young women.

— The legends of Lu Lauru

Pointed ears, mischievous eyes, and a big smile. This is the

description of a baffardelle as told by those few who have
had the privilege of seeing one. Solitary baffardelles live in
forests, but they often sneak into the villages of humanoids
at night. Their aim is never to hurt people, but they love

to play tricks on their unsuspecting victims. A baffardelle
is never taller than three feet and usually wears pointed
shoes and a pointed hat. Their favorite color is red, in all its

different shades.

Sneaky Shapechanger. It is almost impossible to detect
a baffardelle by sight because it can polymorph into small
animals like foxes, cats, or badgers. They usually appear as
one of their beloved wild animals but can choose the shape
of urban beasts to sneak into inhabited places.

berries instead.

MONSTERS OF THE QLD WORLD
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Serious Prankster. Pranks by baffardelles are usually
innocent, like knotting a woman’s hair while she sleeps,
but that isn't always the case. They can send a strong wind
to scatter all the items in a courtyard or to scare children
in a house. One story tells of a farmer who found his cows
hanging from the ceiling of their barn. After setting up a
prank, baffardelles hide until it is discovered. Then they run
away laughing loudly.

Short Attention Span. To defend their houses from
baffardelles, farmers hang juniper berries on their doors.
When the creature comes to play a prank, it sees the berries
and rapidly forgets its plans, wasting its time counting the




BErT

They giggle continuously to the point of infuriation. Since at
this stage you can barely walk, there’s no way you can catch
one of them. As you stagger along, they’ll continue to follow
you, laughing and laughing endlessly.

— Myslimir, wilderness explorer

Belts, fur-covered individuals about knee-high to a human,
take great pleasure in seeing people wandering around lost.
They are not evil and mean no harm to others, but their
nature forces them to play tricks on travelers and passersby.
Belts live in small groups of up to six members who reside
near roads and paths, where they can easily spot people and
select victims for their innocent pranks. Interestingly, Belts
also tend to live near inns and taverns, as if the customers
were easier targets.

Muddling Tricks. Belts cause their victims to lose focus
on their surroundings. People under the influence of their
magic have trouble performing even the simplest tasks
and walk around aimlessly. Hence, travelers arrive late and
often without a single copper piece, having lost everything.
Fortunately, belts only laugh at their victims. Once spotted,
they run away and hide.

BErT

Tiny humanoid, chaotic neutral

Armor Class 12
Hit Points 10 (4d4)
Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 14 (+2) 11 (+0) 8(-1) 13 (+1) 8(-1)

Skills Stealth +4

Senses darkvision 30 ft., passive Perception 11
Languages Sylvan, Undercommon

Challenge 1/8 (25 XP)

ACTIONS

Club. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3
(1d4 + 1) bludgeoning damage.

Delude. The bett picks a creature it can see within 60 feet and
tries to confuse it. The target must succeed on a DC 12 Wisdom
saving throw or be forced to use half of its movement to walk

in a random direction. To determine the direction, roll a d8 and
assign a direction to each die face. Additionally, the affected
creature is poisoned for 1 minute. The target can repeat the
saving throw at the end of each of its turns, ending the effect on
a success.
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BI1ES

T’was the most horrid stench I've known for me whole life!
Dismembered bodies layin’ all around us, rotting, disgusting!
I said my prayers, decided to go back. No gold was worth
enough to move further in that place. Then this hideous beast
jumped us! It tore through my companions as if they were
child’s dolls! I made me run for it and I got out, but for the
life of me mamma, I don’t remember anything else!

— Arsonist’s testimony

The deepest forests and inaccessible bogs are home to the
embodiment of primal fear. In black thickets where even
the bravest hunters never tread, live bieses . Breeding
terror in the common folk, these monsters find pleasure in
tormenting people. Even the sound of their name makes
villagers anxious. Bieses don’t wait for their prey to venture
into dark woods; they attack remote settlements whenever
they want. Legends say that every bies keeps remains of its
victims as treasure in its lair.

Bieses are hulking and grotesque monsters.
Quadrupedal, and at least twice as tall as humans, they have
bodies covered by fur and bristles. Hooves on hind legs
allow them to outrun most animals. Heads with deformed
human faces are armed with long teeth, making short work
of mostarmor, and its skull is adorned with horns.

Forest Scourges. Bieses are the enemy of all living
creatures. While likely to attack a group of mercenaries
wading through a swamp, they fight forest spirits and other
creatures with the same unwavering ferocity. Though bieses
are solitary monsters, the regions they live in are often
desolate. Anyone who hears nothing but silence in a forest
would do better to turn back and leave while they still can.

Vile Visions. Tormenting people isn’t restricted to
physical attacks. Bieses possess strong mind-controlling
abilities and use them to sow confusion and dread. An
influenced victim acts increasingly strangely as days
go by, eventually becoming aggressive and setting fires

to homesteads and crops. The victim has recurring
nightmares that drive them mad until they cannot fall
asleep and die of exhaustion.

A BIES’ LAIR

Bieses make their lairs in inaccessible groves and deep
caverns. Anyone who enters it encounters a macabre sight:
remains of the monster’s victims lie scattered everywhere.
A nauseating odor fills the air, making it hard to breathe.
When a trespasser realizes what the place is, the time for
escape has already run out.

A bies encountered in its lair has a challenge rating of 17
(18,000 XP).

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the bies can
take one lair action to cause one of the following effects; the
bies can’t use the same effect two rounds in a row:

o A poisonous cloud with a 20-foot radius appears
centered on a point that the bies can see within 90
feet of it. Each creature that starts its turn there
must make a DC 14 Constitution saving throw. On
a failure, a creature is poisoned until the end of its
next turn and takes 13 (3d8) poison damage. The
cloud dissipates when the bies uses this lair action
again or when the bies dies.

o  Vile whispers fill the mind of a creature the bies can
see within 90 feet of it. The creature must succeed
on a DC 14 Wisdom saving throw or be charmed by
the bies until initiative count 20 on the next round.

o Any creature inside the lair other than the bies
must make a DC 14 Wisdom saving throw or be
frightened of the bies until the end of its next turn
and must use its movement to run away from the
bies.

The bies can’t repeat an effect until they have all been used,
and it can’t use the same effect two rounds in a row.




Huge monstrosity, neutral evil

e
Armor Class 16 (natural armor)
Hit Points 283 (27d12 + 76)

Speed 40 ft.
|SEmaa=aea
STR DEX CON INT WIS CHA
21 (+5) 12.(t1)% 19 (+4) 14 (+2) 18 (+4)  11(+0)
[ =

Saving Throws Str +10, Con +9, Wis +9
Skills Athletics +10, Insight +9, Perception +9
Damage Resistances acid, fire; bludgeoning, piercing and
slashing damage from nonmagical attacks that aren’t
silvered.
Damage Immunities poison
Condition Immunities charmed, frightened, poisoned
Senses passive Perception 19, darkvision 120 ft.
Languages understands Common and Sylvan, but can’t speak
Challenge 16 (15,000 XP)
e
Breeding Nightmares (1/day). The bies chooses one creature
it can see within 240 ft. of it to sow a seed of terror. The target
must make a DC 18 Charisma saving throw. On a failure, the
chosen creature’s mind is tainted for 48 hours. If the target
sleeps during this time, it suffers terrible nightmares and is
subjected to the same saving throw. If the save is failed again,
the duration extends for another 48 hours and the affected
creature doesn’t benefit from the long rest. After three failed
saves in a row, the creature can no longer tell friends from
enemies, as if it was under the effects of the confusion spell.
If there are no other creatures nearby, the target starts setting
fires. Breeding Nightmares ends after a single success on the
saving throw and the target is immune to its effects for 3d10
days.

Fear Aura. Any creature hostile to the bies that starts its turn
within 20 feet of the bies must make a DC 18 Wisdom saving
throw, unless the bies is incapacitated. On a failed save, the
creature is frightened of the bies until the start of its next turn. If
a creature’s saving throw is successful, the creature is immune
to the bies’ Fear Aura for the next 24 hours.

Keen Hearing and Smell. The bies has advantage on Wisdom

REGIONAL EFFECTS
A region housing a bies’s lair is affected by its presence,
which creates one or more of the following effects:

«  Birds and other animals leave the vicinity. No
wildlife is present within 5 miles of the lair.

«  Plants and water within 3 miles of the lair are
contaminated. Eating or drinking from these
natural resources can cause sewer plague. However,
a DC 14 Constitution saving throw is required to
fight off the infection.

If the bies dies, these effects fade over the course of 1d10
days.

Ry T S W~

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

ACTIONS

Multiattack. The bies makes three attacks: one with either its
bite or horns, and two with its claws.

Claw. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 22 (5d6 + 5) slashing damage.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:
22 (5d6 + 5) piercing damage plus 5 (2d4) poison damage. The
target must succeed on a DC 18 Constitution saving throw or
become poisoned. While poisoned in this way, the target can’t
regain hit points. The poisoned target can repeat the saving
throw at the end of each of its turns, ending the effect on itself
on a success.

Horns. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 27 (5d8 + 5) piercing damage. If the target is a creature, it
must succeed on a DC 18 Strength saving throw or be knocked
prone.

Nefarious Influence (Recharge 5-6). The bies gazes into the
eyes of one creature within 60 feet of it. The target must succeed
on a DC 18 Wisdom saving throw or be under the effect of the
dominate monster spell.

REACTIONS

Alertness. When the bies takes damage from a creature that is
within 10 ft. of it, it can use its reaction to make one claw attack
or one horn attack.

LEGENDARY ACTIONS

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

Move. The bies moves up to its speed without provoking
opportunity attacks.

Attack. The bies makes one claw attack or one bite attack.

Face Your Fear. One creature charmed by the bies that the bies
can see must use its reaction to move up to its speed towards

the bies.
(Perception) checks that rely on hearing or smell.
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‘:E:’ If you want a bisso galeto, just let a rooster nurse some snake Medium monstrosity, neutral

) eggs.

KN Armor Class 15 (natural armor)

) — Alfons, famous charlatan Hit Points 97 (15d8 + 30)

(1) g ; ¥ : : ; Speed 30 ft.

2 A bisso galeto slithers on its snakelike tail, occasionally E—

:.;: using its small, membranous wings to glide from one STR DEX CON INT wis CHA
S tree to another. It is possible to identify these creatures by 17(+3)  16(+3) 15(+2) 6(2) 14(+2)  8(1)
:.:,: the red wattles on their head and below the beak. Indeed, o A .

A the bisso galeto appears much like a rooster with bat-like :z’lll:i :-eg?r:”;WFise :Cse e

‘_: wings and a .long, serpentine tail. They live in va.st forests Damage Immunities poison

S and mountainous areas and usually ambush their prey by Condition Immunities poisoned

) dropping on them from a height. The bisso galeto makes Senses passive Perception 15

‘.J its nest on the ground, usually within a circle of rocks. The Languages -

(59) female incubates the eggs until they hatch, then leaves the allengell=o S

() offspring to fend for themselves. This creature is usually " ; h
o : 3 Venomous Skin. A creature that touches the bisso galeto or hits
(59) solitary. it with a melee attack while within 5 feet of it must succeed on
e Beyond Venomous. The bisso galeto is one of the most a DC 15 Constitution saving throw or be poisoned for 1 minute.
(*‘, poisonous creatures alive. If it bathes in a pool, the water The target can repeat the saving throw at the end of each of its
(%) is poisoned. Plants die in the area surrounding its nest. turns, ending the effect on itself on a success.

&H The venom is secreted from the skin of the animal and ACTIONS

(1) spreads across its claws and beak. If a melee attack hits a

Zé.i bisso galeto, the poison may later affect the wielder of the Multiattack. The bisso galeto makes two attacks. One of these
:--: weapon must be a claw or beak attack.

” Size Changer. Most of the time, a bisso galeto is a Claw/Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one
e Medium creature. However, it can willingly change its target. Hit: 10 (2d6 + 3) slashing damage plus 7 (2d6) poison
‘:’ stature. While waiting for its prey, the bisso galeto shrinks damage.

i) to a smaller size and hides inside a hole or in the branches Tail. Melee Weapon Attack: +6 to hit, reach 10ft., one target

5 of a tree. However, at the very moment the creature grasps not grappled by the bisso galeto. Hit: 7 (1d8 + 3) bludgeoning
:'-: its prey in its claws, it can expand to become Large. During damage plus 7 (2d6) poison damage.

oA the ensuing battle, it can also decide to remain larger in Change Size. The bisso galeto’s size doubles or halves in all
:.-.: order to retain the strength associated with its larger size. dimensions, and its weight is multiplied or divided by eight. This
I change increases or decreases its size by one category—from
“h Medium to Large, for example. If there isn’t enough room to
(Efzf double its size, the bisso galeto attains the maximum possible
5 size in the space available. The bisso galeto’s maximum size is
:-v: Large and its minimum size is Small. When enlarged to Large
;_37: size, the bisso galeto’s attacks deal 3 (1d6) extra damage or 3
9 (1d6) less damage when it’s smaller.
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BORDA

Hear the lullaby it sings,
While it binds you with its strings,
Ties the knot and tugs the rope,
The air escapes and so does hope.
With tightened rope and evil will,
The borda sings; now watch it kill.

— Old cautionary lullaby

Bordas are nefarious fiends living in swamps and on foggy
plains. They attack unsuspecting creatures by approaching
in mist form, transforming to its true form, grabbing them,
and then binding them with ropes. Once they catch a
victim, they slowly strangle the creature with rope or string.

Lone Hunter. Bordas are frequently mistaken for hags
due to their similar appearance. But their similarities end
there.

Bordas live alone and never form bonds, even with
creatures of the same species. Although they can speak
Common and Abyssal, they rarely converse with other
creatures, since their hostile and aggressive nature prompts
them to attack anything that crosses their path.

Misty Nature. Bordas are dangerous creatures that hunt
by altering their shape to form a cloud of mist. Using this
technique, they hide in plain sight, waiting for unlucky prey
to come near before launching an attack. On sunny days,
when they cannot hide in the mist and escape the burning
sun (to which they are vulnerable), they hide below the
surface of the murky waters in which they lair, waiting for a
more suitable opportunity to emerge.

BoRrDpA
Medium fiend, chaotic evil
Armor Class 17 (natural armor)
Hit Points 105 (14d8 + 42)
Speed 30 ft.
e
STR DEX CON INT wis CHA
IS4 RSN (2 61(++3) = 16((HF3)5 14'(+2)" = 12 (+1)
[———

Skills Deception +4, Stealth +5, Perception +5

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons that aren’t silvered

Senses darkvision 120 ft., passive Perception 15

Languages Abyssal, Common

Challenge 5 (1,800 XP)

[E=assamaa

Shapechanger. If the borda isn’t in sunlight, it can use its action

to turn into a Medium cloud of mist or back into its true form.

While in mist form, the borda can’t take any actions, speak, or

manipulate objects. It is weightless, has a flying speed of 20

feet, can hover, and can enter a hostile creature’s space and stop

there. In addition, if air can pass through a space, the mist can

do so without squeezing. While in mist form, the borda cannot

pass through water, has advantage on Strength, Dexterity, and

Constitution saving throws, and is immune to all nonmagical

damage.

Misty Camouflage (Only in Mist Form). The borda can use the
Hide action even if it is only obscured by mist.

Sunlight Hypersensitivity. The borda takes 20 radiant damage
when it starts its turn in sunlight. While in sunlight, it has
disadvantage on attack rolls and ability checks.

ACTIONS

Multiattack. The borda makes two attacks, only one of which
can be a reel attack.

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

Rope. Melee Weapon Attack: +T to hit, reach 15 ft., one creature.
The target must succeed on a DC 15 Strength saving throw or
become grappled (escape DC 15). Until the grapple ends, the
target is restrained and has disadvantage on Strength checks
and Strength saving throws, and the borda can’t use the rope on
another target.

Reel. The borda pulls a creature grappled by it up to 10 feet
straight toward it.
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BruxaA

“Tis now the very witching time of night,
When churchyards yawn and hell itself breathes out
Contagion to this world.

— William Shakespeare, Hamlet

A bruxa is an extremely dangerous creature, somewhat
resembling both a hag and a vampire. Immoral and
evil, their primary goal is to gain power through the
annihilation of life.

A bruxa doesn’t care about people, and it enjoys the
suffering of other creatures. This creature spends its whole
life researching the secret powers embedded in death and
blood, its favorite source of nourishment.

Stuffed Owl. Each bruxa bears a powerful magic item
crafted by the creature after several years of study of the
arts of taxidermy and magic. The stuffed owl gives the
bruxa its power, the creature is bound to it, and a bruxa will
do anything to protect it. Each stuffed owl is linked to the
bruxa which created it, and it doesn’t work for any other
creature.

Baby Devourers. Children — newborns in particular —
are a bruxa’s favorite prey. Indeed, a bruxa loves the taste of
a baby’s blood; hence, during the night, they hunt for very
young humanoids.

. 2 -
|

BruxaA

Medium fiend, neutral evil

Armor Class 17 (natural armor)
Hit Points 97 (13d8 + 39)
Speed 30 ft.

STR DEX CON INT wis CHA
16 (+3) 12 (+1) 16 (+3) 16 (+3) 14 (+2) 14 (+2)

Skills Arcana +5, Perception +4, Religion +5, Stealth +3
Senses darkvision 60 ft., passive Perception 14
Languages Abyssal, Common, Infernal, Sylvan
Challenge 4 (1,100 XP)

Innate Spellcasting. The bruxa’s innate spellcasting ability

is Charisma (spell save DC 12, +4 to hit with spell attacks). It
can innately cast the following spells, requiring no material
components:

At will: chill touch, minor illusion
1/day each: bane, inflict wounds

Mimicry. The bruxa can mimic animal sounds and humanoid
voices. A creature that hears the sounds can tell they are
imitations with a successful DC 12 Wisdom (Insight) check.

Stuffed Owl. The bruxa has advantage on saving throws while it
carries its stuffed owl.

Sunlight Hypersensitivity. The bruxa takes 10 radiant damage
when it starts its turn in sunlight. While in sunlight, it has
disadvantage on attack rolls and ability checks.

ACTIONS

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
12 (2d8 + 3) slashing damage.

Illusory Appearance. The bruxa covers itself and anything it is
wearing or carrying with a magical illusion that makes it look
like another creature of its general size and humanoid shape.
The illusion ends if the bruxa takes a bonus action to end
it orif it dies. The changes wrought by this effect fail to hold
up to physical inspection. Otherwise, a creature must take an
action to visually inspect the illusion and succeed on a DC 14
Intelligence (Investigation) check to discern that the bruxa is
disguised.

Necrotic Curse (1/Day). The bruxa targets a creature it can see
within 30 feet of it. Drawing its impious and corrupted power
directly from the Plane of Shadows, the bruxa channelsitina
gravelly whisper that insidiously penetrates the target, draining
its energies. The target must make a DC 12 Constitution saving
throw, taking 31 (7d8) necrotic damage on a failed save, or half
as much damage on a successful one. This effect can’t affect
constructs or undead.




BuUBAK

It took me several weeks to find my first bubak, but the
extensive night walks finally paid off. The sensation was
exactly as foretold, and my premature death was only
prevented by the ringing bells of a nearby chapel.

— Markus Grimm, Travel Diaries

Bubaks are demonic shapechangers of the pressure-demon
variety. During the night, they wait by the side of roads

in various forms until a traveler passes by. Wayfarers

may encounter a bubak anywhere, be it a bridge, a fork

in the road, a rustic shelter, or a sunken lane. The bubak
accompanies the traveler in the form of an old man or

lost wanderer, and expands in size during the short walk.
Finally, it jumps on the traveler’s back and sits there until
the traveler dies or the demon is banished. While the

bubak haunts a traveler in this way, it becomes heavier and
heavier, until the traveler collapses. There is no higher
purpose behind the bubak’s behavior; it hungers only for
chaos and death.

Oppressive Weight. While travelers won't realize that
a demon sits on their back, they will feel anxious, begin
to grow lame, and are unable to turn around. If travelers
were previously weakened by sickness or malnutrition, the
bubak may cause their death.

Begone, Demon. Learned travelers may know what kind
of creature is haunting them and seek out help before it’s
too late. A simple prayer can banish a bubak, as well as the
morning sun, or the ringing of church bells.

True Form. The true form of the bubak is hideous and
virtually unknown since it doesn’t revert to its true form
upon death. It resembles an oversized demonic fly without
wings.

= -]
BuUBAK
Small fiend (demon, shapechanger), chaotic evil
e
Armor Class 13
Hit Points 22 (5d6 + 5)
Speed 30 ft.
——
STR DEX CON INT WIS CHA
SISIN(EEO) R GH (S 191 (+1)) = SHSI(F1)S 14'(+2)" = 15/(+2)
[

Skills Deception +4, Perception +4

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical attacks

Senses darkvision 120 ft., passive Perception 14

Languages Abyssal, Common

Challenge 4 (1,100 XP)

EEEm——

Shapechanger. The bubak can use its action to polymorph

into a humanoid 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 doesn’t revert to its true form if it dies.

ACTIONS

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

Haunt (Recharges after a Long Rest). The bubak targets one
Large or smaller creature it can see within 5 ft. of it. The target
must succeed on a DC 14 Charisma saving throw or become
haunted by the bubak. The bubak jumps on the target’s back,
and while the target is haunted, it is unaware of the bubak’s
presence. The target can repeat the saving throw after taking
damage from the bubak.

The bubak’s haunt ends when the bubak uses a bonus action
to end it, the target succeeds on the saving throw, the bubak is
exposed to sunlight, hears the bells of a temple, or a creature
succeeds on a DC 13 Intelligence (Religion) check and recites the
proper prayer.

While the bubak haunts a creature, it can take short rests,
is invisible, and nonmagical damage it takes is dealt to the
haunted creature instead.

Burden (Recharges after a Short or Long Rest). While the bubak
haunts a target, it can use its action to increase the burden for
the haunted creature. Each time the bubak uses this ability, the
target gains 1 level of exhaustion.
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CARCOLH

What is certain, is that the filthy beast emerges suddenly
from the hole when an imprudent man gets close. It grasps
him with its horrible tentacles, and draws him deep within its
shell before consuming it.

— Contes et Légendes des Landes

The carcolh is a giant creature that slithers on its belly,
protected by an enormous snail-shell. The carcolh is a
voracious meat-eater that inhabits the Underdark. It isn't
particularly fast, but its mouth is large enough to swallow
an entire person in a single gulp, making the carcolh a
formidable encounter for most adventurers.

Cave Dweller. The carcolh is a solitary creature, meeting
others of its species only to reproduce. These creatures
prefer damp environments, allowing them to move more
smoothly on their viscous secretions, in the same way
snails do. It’s easy to see when a carcolh has recently passed
through a cave because its slime covers any surfaces it has
passed over. Generally, these creatures are only found in the
Underdark; they only emerge from this environment if they
can't find anything to eat below.

Tenacious Grappler. Four tentacles surround a carcolh’s
huge mouth. When it finds something edible, it uses its
tentacles to grapple its prey. Still holding the unlucky
creature, the carcolh withdraws inside its shell, drawing its
victim with it, before swallowing its prey whole (indeed,
it has no teeth). Once an adventurer is grabbed by the
carcolh, it is extremely difficult for others to free their ally:
its scaled skin is well-armored and its shell is as hard as
stone.

CARCOLH
Huge monstrosity, unaligned
Ere——

Armor Class 16 (natural armor)
Hit Points 225 (18d12 + 108)

Speed 25 ft.
e
STR DEX CON INT wis CHA
18 (+4) 8(-1) 22 (+6) 4 (-3) 14 (+2) 6(-2)
B

Saving Throws Str +8, Wis +6
Skills Perception +6

itis also restrained until this grapple ends. While grappling the
target, the carcolh has advantage on attack rolls against it and
can’t use this attack against other targets. When the carcolh
moves, any Large or smaller target it is grappling moves with it.

Swallow. The carcolh makes a tentacle attack against a Large
or smaller target it is grappling. If the attack hits, that creature
is also swallowed, and the grapple ends. While swallowed, the
target is blinded and restrained, it has total cover against attacks
and other effects outside the carcolh, and it takes 35 (10d6) acid
damage at the start of each of the carcolh’s turns.

If the carcolh takes 30 damage or more on a single turn
from creatures inside it, the carcolh must succeed on a DC 16
Constitution saving throw at the end of that turn or regurgitate

Senses blindsight €0 ft. (blind beyond this radius), passive all swallowed creatures, which fall prone in a space within 10
58 Perception 16 feet of the carcolh. If the carcolh dies, a swallowed creature is no
’, t:"ﬁuagesg'(S 000 XP) longer restrained by it and can escape from the corpse using 15
BN allenge 9 (5, ot
(;:? s feet of movement, exiting prone.
©@H ACTIONS Shell Defense. When the carcolh withdraws into its shell, it gains
L2 5 a +4 bonus to its AC until it emerges. It also gains resistance
b Tentacles. Melee Weapon Attack: +8 to hit, reach 10 ft., one against slashing and piercing attacks. While inside the shell,
(£ creature. Hit: 26 (4d10 + 4) bludgeoning damage, and the target the carcolh can’t move. It can emerge from the shell as a bonus
" ; (»1’ is also grappled (escape DC 16). If the target is Large or smaller, ot
i":‘, = -
() = N ) e |
i (_3
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CEFFYL DWR

Large elemental, chaotic neutral

P
Armor Class 14 (natural armor)
Hit Points 67 (9d10 + 18)

Speed 60 ft., fly 40 ft.
EE——
STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 14 (+2) 10 (+0) 16 (+3) 7(-2)
————

Damage Resistances acid; bludgeoning, piercing and slashing
from nonmagical attacks
Damage Immunities poison
Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, prone, restrained, unconscious
Senses darkvision 60 ft., passive Perception 13
Languages Aquan, Common (can only speak in humanoid
form)
Challenge 4 (1,800 XP)
EE—
Shapeshifting. The ceffyl dWr can use its action to polymorph
into a Medium humanoid figure or a Large cloud of mist, or back
into its true equine form.
While in mist form the ceffyl dWr can’t take actions, speak,
or manipulate objects. It has a flying speed of 30 feet. It is
weightless, can hover, and can enter a hostile creature’s space
and stop there. In addition, if air can pass through a space, the
mist can do so without squeezing. It has advantage on Strength,
Dexterity, and Constitution saving throws, and it is immune to
all non-magical damage.
While in humanoid form, the ceffyl dwr is still clearly made of
water. This is the only form in which it can speak Common.

Liquefy. While in mist form, the ceffyl dWr can use its action to
dissolve and become part of an existing body of water at least
five feet deep and five feet in diameter. While it is liquid, the
ceffyl dWr retains the features of its mist form, but cannot move
without first shifting back to its equine or humanoid form. The
ceffyl dWr regains 10 hit points each turn it spends in liquid
form.

Trampling Charge (equine form only). If the ceffyl dWr moves
at least 20 ft. straight toward a creature and then hits it with a
hooves attack on the same turn, that target must succeed on a
DC 14 Strength saving throw or be knocked prone. If the target
is prone, the horse can make another attack with its hooves
against it as a bonus action.

ACTIONS

Hooves (equine form only). Melee Weapon Attack: +6 to hit,
reach 5 ft., one target. Hit: 13 (2d8 + 4) bludgeoning damage.

Unarmed Strike (humanoid form only). Melee Weapon Attack:
+6 to hit, reach 5 ft., one target. Hit: 5 bludgeoning damage.
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CEFFYL DWR -

When the mist clings around you and the splashing of water
surrounds you, stay sharp: you're in the realm of the ceffyl
dwr.

— Delyth ferch Ffion, bard & traveler

A ceftyl dwr (water horse; plural ceffylau dwr) is a solitary
creature, dwelling alone in waterfalls and mountain pools.
There they stay, for the most part, unless an unwary
traveller crosses their path or boredom strikes.

Ethereal Shapeshifter. Formed from the water in which
it dwells, a ceftyl dWwr can change its form from horse to
human, and evaporate into mist. A ceffyl dWr sometimes
changes its shape to hide from humans — and sometimes
to give itself a voice to call out to them, tricking them into
coming closer so that it can leap from its watery home and
trample them.

Wicked Trickster. Ceftyl dwr have a wicked sense of
humor: they find it hilarious to persuade a humanoid to
ride them, galloping up into the clouds only to transform
into mist and leave their rider plummeting to the ground.
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DOBROCHOCZY

Venture into the forest not
without a grain of salt
or you'll lose more than
the justice you sought.

— Local proverb

In the eyes of simple folk, forests are mysterious and
terrifying places. They are a source of food and protection,
yet at the same time danger might lurk behind any tree or
bush. Wild animals, ferocious monsters, and even other
people, make up a long list of potential enemies. Not
everything, however, is there to kill you. Dobrochoczys
are ancient, protective spirits of woodlands, watching over
their domain in motionless silence. People are not sure
whether each forest has its own dobrochoczy, or there is
one powerful spirit overseeing them all.

Living Trees. Dobrochoczys are as high as the highest
trees and people passing by them are often unaware of
the spirits’ presence. Once they move, they resemble giant

animals, taking forms of wolves or wild cats covered in
bark and leaves. People tell stories that these spirits can
cause whole forests to move, breathing life into the trees.

Grove Keepers. Dobrochoczys always sense danger in
their forests. With their magic, they can move through their
domain in the blink of an eye, to assess the damage and get
rid of those who break the natural laws of the forest. While
merciless to poachers or loggers, dobrochoczys are kind to
the innocent. Even though they are slow to trust, they never
refuse help to anyone lost in the forest. If asked, the spirits
gladly guide a person to a safer place where neither they
nor the trees can be hurt.

Neutral Judges. Folk consider dobrochoczys to be just
and honest. Sometimes people seek them out to settle their
disputes, but it'’s never a safe option. The spirits can become
enraged if they judge someone dishonest or dangerous,
bestowing sickness on the guilty. However, this punishment
is never carried over to other family members or friends.
The only known way of calming the angry dobrochoczy is
with an offering of bread and salt.
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DOBROCHOCZY

| Huge fey, lawful neutral

Armor Class 18 (natural armor)
Hit Points 172 (15d12 + 75)
Speed 25 ft.

STR DEX CON INT WIS CHA
23 (+6) 9(-1) 21 (+5) 12 (+1) 22 (+6) 15 (+2)

Saving Throws Str +10, Wis +10

Skills Insight +10, Perception +10

Damage Vulnerabilities fire

Damage Resistances bludgeoning, piercing

Damage Immunities poison

Senses passive Perception 20

Languages Common, Druidic, Elvish, Sylvan

Challenge 10 (5,900 XP)
e
Eyes of Nature. The dobrochoczy has advantage on Wisdom
(Insight) checks when judging someone innocent or guilty of
breaking the Laws of the Forest.

False Appearance. While the dobrochoczy remains motionless,
it is indistinguishable from a normal tree.

Law of the Forest. The dobrochoczy can immediately detect any
danger within the forest it guards such as the unnatural killing of
animals, a fire breaking out, etc., and can cast tree stride twice
per day so that it can be quickly present at the scene.

Siege Monster. The dobrochoczy deals double damage to
objects and structures.

! ACTIONS

Multiattack. The dobrochoczy makes two slam attacks.

Slam. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage plus 4 (1d8) poison
damage.

Rock. Ranged Weapon Attack: +10 to hit, range 60/180 ft., one
target. Hit: 28 (4d10 + 6) bludgeoning damage.

Entangling Vines (Recharge 5-6). The dobrochoczy releases
vines in a line 30 feet long and 5 feet wide. Each creature in that
area must make a DC 14 Dexterity saving throw, taking 14 (4d6)
piercing damage and becoming restrained on a failed save, or
half as much damage on a success. As an action, a restrained
creature can make a DC 12 Strength check to free themselves
of the vines. The vines can also be attacked and destroyed (AC
12; Hit Points 15; vulnerability to fire damage; resistance to
bludgeoning, piercing and poison damage).

Force of Nature (1/Day). The dobrochoczy magically animates
up to two trees it can see within 60 feet of it. These trees have
the same statistics as a treant (MM page 289), except that they
have Intelligence and Charisma scores of 1, they can’t speak,
and they have only the Slam attack option. An animated tree
acts as an ally of the dobrochoczy. The tree remains animated
for 1 day or until it dies, until the dobrochoczy dies or is more
than 120 feet from the tree, or until the dobrochoczy takes a
bonus action to turn it back into an inanimate tree. The tree
then takes root if possible.
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DRAUGR

Draugr is the name given to a group of undead creatures
in ancient times. In some places they are also called
gengangere (literally, again-walkers) or aptrgangr. As
opposed to many undead creatures, a draugr is not created
by a necromancer but is instead the vengeful spirit still
embodied in the corpse of an ancient warrior who was
never given the honor of a proper burial. Most draugr died
hundreds, if not thousands, of years ago, but what exactly
causes a draugr to rise again is unknown.

War Against the Living. The defining trait of any
draugr is its hatred of the living. No matter how much
of the ancient warrior’s personality or morality is left,
their overarching goal will always be to destroy all living
creatures.

Noble Warriors and Monsters. The mightier the warrior
was in life, the more of his personality remains in death.
The jarls of the draugr are intelligent creatures using
weapons, cunning and strategies, while the foot soldiers are

nothing but howling monsters comprised of claws and hate.

Creatures of Fear. Each draugr has the ability to change
their size and they use this ability when they hunt the
living. Each draugr is fully aware of the fear an undead
enemy can instill in the living, and will
try to take advantage of it as
often as possible. Watching a
draugr grow into a giant right
beyond the walls of the
village, then proceed to kill
the cows grazing around it,
and spend the next week
throwing bloody parts of
the unfortunate creatures
over the walls until they
get bored, can put fear
into any villagers
heart.

MONSTERS OF THE QLD WORLD

ONCE-DESTROYED DRAUGR

The least of its kind, but do not mistake that for weakness. Its
claws will kill you just as well as any of its greater brethren.

— Runestone warning against the draugr

Rotting, and with no other weapon than its teeth and claws,
this draugr is still ready to attack any living thing it comes
across. Almost no traces remain of this once proud warrior,
only its misshapen body fuelled by hatred.

DRAUGR CHANTER

I am not familiar with that kind of magic. Be careful.

— Mage Mefilistas, moments before his death.

Just like warriors, spellcasters can also rise again as draugr.
These draugr utilize an ancient form of spellcasting called
galdr which imposes the spellcasters will on the world
around them by chanting their spells over and over. This
ancient form of magic do have one glaring weakness which
more modern schools of spellcasting has for the most part
done away with, if the spellcasters chanting is interrupted
for even an instant, the entire spell will crumble to dust and
the spellcaster has to begin over from scratch.




DRAUGR MONSTROSITY

The most monstrous of the draugr. With fang and claw they
will hunt the living to the end of the world.

— Runestone warning against the draugr

The draugr monstrosity has embraced the monstros parts
of undeath. Using their hatred as fuel, they have grown
significantly, discarding such weak weapons as axes or
swords in favor of claws and fangs.

Disappear Beneath the Earth. Their claws give them the
ability to dig into the earth so quickly, it appears as if they
have teleported away. They use this ability to attack enemies
from unexpected angles, and can tunnel under walls,
fences, and other fortifications meant to keep enemies out.

DRAUGR JARL

People became aware that Glamr was not resting in peace. He
wrought such havoc that some people fainted at the sight of
him, while others went out of their minds.

— Grettis saga

A draugr jarl is the mightiest of the draugr. They awaken
along with their retinue, ready to once again take
possession of everything they owned in life and kill any
interlopers who have dared to set up residence where they
used to live, just because the old lord has been dead for a
couple of hundred years!

Exuding Madness. Every draugr is jealous of the living
to the point of madness, but a draugr jarl drapes that
madness around him like a cloak, using it as a weapon in
combat and infecting others with it. Even the dead are not
immune.

A DRAUGR JARL’S LAIR

When a jarl awakens, one of the first things they do is
search for a burial mound. As soon as they find one, they
will perform a ritual inside the mound, turning it into a
gateway to the Underworld. It is quite easy to see if a burial
mound has been claimed by the draugr, since ghostly cold
flames are burning inside, which can clearly be seen from
the entrance to the mound.

LAIR EFFECTS

On initiative count 20 (losing initiative ties), the draugr
jarl can take one lair action to cause one of the following
effects:

o A once-destroyed draugr who has been killed
within 500 feet of the mound is revived at the
entrance of the burial mound.

o  The flames inside the mount flare up. Each creature
within 50 ft. of the entrance must succeed on a DC
16 Dexterity saving throw or take 13 (2d6+6) cold
damage.

o The draugr jarl chooses a single creature within
50 ft. That creature must make a DC 16 Wisdom
saving throw. If it fails the saving throw; it thinks
it can hear the voices of departed friends or family

MONSTERS OF THE QLD WORLD
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)
members through the gateway. The creature cannot ‘::
use an action this turn as it is searching for the .;
departed. ;;:

The draugr jarl can’t repeat an effect until they have all been ?,
used once and cannot use the same effect twice in a row. (:;3
REGIONAL EFFECTS &
The region housing the draugr’s burial mound is affected ;:E:
by its presence, which creates one or more of the following ,:f:
effects: 5%
(%)

o A cold wind, as if from the gates of the Underworld L)
blows through the entire area, reducing the (:f‘,
temperature to extreme cold within 1 mile of the :‘2’

burial mound. (&

o All fires within 1 mile of the draugr’s burial mound (%)
burn with a blue tint, and the area they illuminate is (:«,
reduced by 5 feet. (E?i

If the draugr jarl dies, these effects fade over the course of 62)

1d4 days.

ONCE-DESTROYED DRAU

GR )

Medium undead, chaotic evil ::f::
Armor Class 14 (rusted chainmail) f;:l
Hit Points 1 )
Speed 30 ft. o
e (&)
STR DEX CON INT wis CHA )
18(+4)  8(1) 16(+3) 6(2) 8(-1)  12(+1) &
Saving Throws Wis +1 _i-,:;;’_i

Skills Perception +1
Condition Immunities exhaustion, paralyzed, poisoned

¥
o

Damage Resistances necrotic, poison (%)
Senses darkvision 60 ft., passive Perception 11. g?g
Languages understands all languages it knew in life, but cannot ARl

speak ;;’:":
Challenge 1 (200 XP) ‘?\
Hard to Kill. If an attack reduces the once-destroyed draugr to ‘E;-;'
0 hit points, if it succeeds on a DC 13 Constitution saving throw i;}‘"-

A

it rises again on its initiative next round with 1 hit point. On a
failure, it dies. The once-destroyed draugr does not get to make
a Constitution saving throw if the damage that reduced it to 0 hit
points was from a critical hit or radiant damage.

.

Stench of the Grave. The stench the draugr emanates is so foul
that creatures within 5 feet of it suffer a -1 to their attack rolls.
This effect is not cumulative with other instances of this feature
or with the Stench and Madness of the Grave feature.

ACTIONS )
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: ié‘.’
8 (1d8 +4) slashing damage -‘:3:‘.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: “'?’
4 (1d6 + 1) necrotic damage and the draugr gets temporary hit ()
points equal to the necrotic damage dealt. &3
)
Enlarge/Reduce (1/Day). The once-destroyed draugr casts the (W)
spell enlarge/reduce on itself without expending spell slots or x5
material components. "":

= —
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1 DRAUGR CHANTER

vvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvvv

Draugrs appear to have been the go-to evil monsters for many
old icelandic sagas and myths. Depending on which story you
read, their power, skills, and abilities change significantly.
Here we chose to divide their powers into different creatures.
However, in the original tales, a draugr might have any or all of
the powers that the monsters presented in these pages have,
or even more.

Medium undead, chaotic evil
B
Armor Class 11 (rotting robes)
Hit Points 34 (5d8 + 12)

Speed 30 ft.
Ecr—

3 020 X STR DEX CON INT WIS CHA
. 16(+3) 10(+0) 16(+3) 18(+4) 10(+0)  8(-1)
[

Saving Throws Int +6, Wis +2

Skills Arcana +8, Perception +2

Damage Resistances cold, necrotic, poison

Condition Immunities exhaustion, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 12
Languages any languages it knew in life

Challenge 4 (1800 XP)

==
Y Stench of the Grave. The stench the draugr emanates is so foul
that creatures within 5 feet of it suffer a -1 to their attack rolls.
This effect is not cumulative with other instances of this feature
or with the Stench and Madness of the Grave feature.

Weapons of the Fallen. The draugr chanter’s weapons count as
magical when the draugr chanter wields them.

What Is Already Dead. \When this creature is reduced to 0 hit
points, if it succeeds on a DC 14 Constitution saving throw it
rises again as a once-destroyed draugr on its initiative next
round. The draugr chanter does not make a Constitution saving
™ throw if the damage that reduced it to 0 hit points was radiant or
~ from a critical hit.

ACTIONS

Dagger. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d4 + 3) piercing damage plus 2 (1d4) psychic damage.

Chant of Burning Hatred (1/Day). The draugr chanter begins
the chant of burning hatred. The weapons of each allied
creature within 30 ft. of the draugr chanter erupt in semi-
transparent blue flames, dealing an additional 5 (2d4) fire
damage on a hit for as long as the chanter is concentrating. The
draugr chanter must use its action to concentrate on the chant
or the effect ceases.

Chant of Graven Frost (1/Day). The draugr chanter begins the
chant of graven frost. Cold emanates from the caster, making
all terrain in a 60 ft. radius around the draugr chanter difficult
terrain for all enemy creatures as long as the draugr chanter
is concentrating. The draugr chanter must use its action to
concentrate on the chant.

Chant of Monstrous Resilience (1/Day). The draugr chanter
begins the chant of monstrous resilience. A palpable wave of
hatred emanates from the draugr chanter, infusing his allies
with power. Each ally of the draugr chanter within 30 feet gains
8 temporary hit points at the start of each of their turns as long
as the draugr chanter is concentrating. The draugr chanter must
use its action to concentrate on the chant or the effect ceases.

| Enlarge/Reduce (2/Day). The draugr chanter casts the spell
. enlarge/reduce on itself without expending spell slots or
material components.
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RAUGR IMONSTROSITY 3

Large undead, chaotic evil :H:
e ‘
Armor Class 14 (natural armor) (;‘3;):
Hit Points 95 (10d10 + 40) (_)

Speed 35 ft., burrow 30 ft.

e
STR DEX CON INT WIS CHA
20 (+5) 10 (+0) 18 (+4) 6(-2) 8(-1) 10 (+0)
=

Saving Throws Str +8, Con +7, Wis +2

Damage Resistances cold, necrotic, poison;, bludgeoning,
piercing, and slashing from nonmagical attacks

Condition Immunities exhaustion, paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 9

Languages understands all languages it knew in life, but
cannot speak

Challenge 7 (2900 XP)

T

Stench of the Grave. The stench the draugr emanates is so

foul that creatures within 5 feet of it suffer a -1 to their attack )
rolls. This effect is not cumulative with other instances of this LS
feature or with the Stench and Madness of the Grave feature. )
What Is Already Dead. When this creature is reduced to 0 hit S
points, if it succeeds on a DC 14 Constitution saving throw it _— 9)
. . —d . . .t. . 3 :;‘.
R 2o gonce estroygd oS latie 'nexjc draugr monstrosity to 0 hit points, the draugr monstrosity gains !‘_:3
round. The draugr monstrosity does not make a Constitution . S
saving throw if the damage that reduced it to 0 hit points was itemporagiitpoints and-swallofis Hictel i $:2)
: . p creature is blinded and restrained, and has total cover against (1)
radiant or from a critical hit. i 5 A
attacks and other effects outside the draugr monstrosity. N
If the draugr monstrosity takes 15 damage or more on ‘2;4’
ACTIONS : (1)
a single turn from the same creature or source, the draugr e
Multiattack. The draugr monstrosity makes two claw attacks. monstrosity must succeed on a DC 16 Constitution saving '(35:;
; ] throw at the end of that turn or regurgitate all swallowed L)
Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: creatures, which fall prone in a space within 10 feet of the draugr i
10 (1d10 +5) slashing damage plus 2 (1d4) psychic damage. monstrosity. :,,’
Devourer. Melee Weqpon Attack: +8 to hit, reach 5 ft., one target. Enlarge/Reduce (1/Day). The draugr monstrosity casts the ‘1,’
Hit: 16 (3d10) necrotic damage plus 5 (2d4) psychic damage. enlarge/reduce spell on itself without expending spell slots or &
If this attack reduces a creature that is smaller in size than the material components. A
B & = To e % oy :ﬂ;
| 3 S—— S = I
D draugr jarl’s next turn. If this reduces a creature to 0 hit points, L)
RAUGR JARL that creature is raised again as a once-destroyed draugr at the %
Medium undead, chaotic evil beginning of that creature’s next turn. This effect does not stack :«:
— with the Stench of the Grave feature. A
Armor Class 16 (rusted chainmail and shield) Weapons of the Fallen. The draugr jarl’s weapons counts :':'i
Hit sztsﬂll4 (12d8 +60) as magical when the draugr jarls wields them. They deal an :'*
SragrglliE additional 1d4 psychic damage on a hit (included in the attack). L)
=t ()
STR DEX CON INT wis CHA What is Already Dead. When this creature is reduced to 0 Hit _i;f;:_
220 I ZA (ST 2201 (+5) =911 6(-2)  12(+1) Points, at the beginning of its next turn, it will rise again as a ";':
B once-destroyed draugr. !ﬁﬂ
Saving Throws Str+11, Cha +5 (%)
skills Perception +2 ACTIONS ()

o
e

Damage Resistances bludgeoning, piercing, and slashing from

nonmagical attacks Multiattack. The draugr jarl makes three attacks. :ﬂ:
Condition Immunities exhaustion, paralyzed, poisoned Battleaxe. Melee Weapon Attack: +11 to hit, reach 5 ft., one _j'f'.’.;-
Damage Immunities cold, necrotic, poison target. Hit: 16 (2d8 + 7) magical slashing damage plus 2 (1d4) (&)
Senses darkvision 60 ft., passive Perception 12 psychic damage. l._i
Languages any languages it knew in life A
Challenge 10 (5,900 XP) Infect the Dead with Madness. The draugr jarl raises an :’
e adjacent dead creature within 5 feet of it as a once-destroyed 5
Stench and Madness of the Grave. The draugr emanates a draugr. (%)
horrible stench. The stench also carries an infectious madness, (1A

which affects everyone near it. At the beginning of the draugr Prige/Reduce (3/0RRINE digiepiar Casts the'en/raeg

: - 5 : reduce spell on itself without expending spell slots or material §
jarl’s turn, any creature within 15 feet of it takes 5 psychic P P e3P 4
' et components. {
damage and suffers a -2 to attack rolls until the beginning of the 5
E_ = BE——__— 3 S—— e
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EINHERJAR
Medium celestial, lawful good

Armor Class 18 (chainmail & shield)
Hit Points 136 (16d8 + 64)

Speed 30 ft.
T
STR DEX CON INT wIs CHA
18 (+4) 18 (+4)  18(+4) 13 (+1) 16 (+3)  16(+3)
————

Saving Throws Wis +7, Cha +7

Skills Athletics +8, Perception +7

Damage Resistances radiant; bludgeoning, piercing, and
slashing from nonmagical attacks

Condition Immunities charmed, exhaustion, frightened

Senses passive Perception 17

Languages Common

Challenge 9 (5,000 XP)

|t

Divine Restoration. Each day at sunset, the einherjar are

magically healed and restored by the power of their god as if

targeted by true resurrection.

Divine Weapons. The einherjar’s weapon attacks are magical.
When the einherjar hits with any weapon, the weapon deals an
extra 2d8 radiant damage (included in the attack).

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

Those Who Fight Alone. Einherjar have advantage on attack
rolls if there are no allies within 15 ft.

ACTIONS

Multiattack. The einherjar makes two attacks.

Spear. Melee or Ranged Weapon Attack: +8 to hit, reach 10 ft. or
range 20/60, one target. Hit: 7 (1d6 + 4) piercing damage plus 9
(2d8) radiant damage, or 8 (1d8 + 4) plus 9 (2d8) radiant damage
when used with two hands in a melee attack.

Sword. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 8 (1d8 + 4) slashing damage plus 9 (2d8) radiant damage.

EINHERJAR

All the Einheriar fight in Odin’s courts every day; they choose
the slain and ride from battle; then they sit more at peace
together.

— Vafpriidonismal /Poetic Edda

Warriors that fall in battle are brought by the valkyries to
the afterlife in the realm of the gods. There they stay in the
Hall of the Slain. By night they eat and drink their fill of
mead, feasting alongside their forefathers and the gods.

Warrior’s Entertainment. When not feasting the
einherjar don their wargear and go out into the courtyards
of the Hall of the Slain. There they fight and slay each other
until it is time to feast again. Then the day’s fallen rise, their
wounds healed, and the einherjar returns to feast in the
hall.

Divine Host. The einherjar fight and train for a purpose.
They are the army of their god. It is prophesied that they
will be called upon to fight and die alongside the gods in a
great battle at the end times.

‘000‘0000000000‘00000000000000000000000000000000000000000.

In Norse mythology, the einherjar are fallen warriors brought
to the afterlife in Valhalla by the valkyries. There they fight
each day, training in preparation for Ragnarok when they will
be called upon to fight alongside the gods. At night they feast
in Odin’s great hall Valhalla, served meat and mead by the
valkyries.
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ELLEFOLK ELLEKONGE (2
The ellefolk is a race of fey who are masters of charm, Ellekonge stood, and 'with a gesture the tables disappeared ;.':.g
magic, illusions, and secrets. Their interaction with and the sweetest music could be'heard. :::
other races is limited, except in very specific cases. These — Javeb Brande/Ellekonge’s Ball ::j*:
interactions appear to stem from a complete disregard of y e it : %
the affairs of the planes. Whatever occupies the ellefolk, no Ellekonge trgnslates roughly to “king of t.he ellef.olk. {g%
mortal has ever managed to guess. Physically they are all There are multiple ellekonger,.each one ruling thelr. L :3,
beautiful, both male and female. They wear clothes made palace. Each ellekonge looks like an elderly man, with an (%)
of mist, which means it drifts around them, making them air of authority about him. He is clad in beautiful robes ’h
especially hard to see when they stand in fog. From behind, maﬁie frorp st apd en01.1gh jewelry to pay the Ty of (%)
you can see that they literally have no back. Instead, a g mlght}rjarl or king. He is .alwaY.s COEHICUlHe his guests ‘*5"
gaping hole leads into endless darkness. and furious towards any thief or intruder in his realm. Q’
A World of Fog and Illusions. Where the ellefolk go, Sports and Games. The rules of conduct at el.lekonge !}:")
fog appears. This fog helps them hide their secret palaces, gatherings us clear, but there et 7 always CAEPHOLEED ()
which move at the whim of an ellekonge and their court. Almost anyth1r.1g el be allowefi if express D 2
Each palace is uniquely and richly decorated to suit its requested. While simply attacking somebody WIH. almost (:2!
inhabitants. It is impossible to tell how much of it is real always bfe censured, a request fqr 4 .formal duel will be )
and how much is illusion. There are stories of people granted if the challenged party is willing to accept the duel. &
entering their palaces and leaving with untold riches, whilst ‘:i’
other stories tell of people entering and, as soon as they ELLEP IGE (f:,
leave the palace finding that, what they thought was gold Forth walked men and women, each one beautiful. Each ":"
and jewels, was nothing more than dried leaves and rocks. asked a guest for a dance. Nobody could refuse. ‘ﬁ’
Invited to the Ellekonge’s Palace. Sometimes a notable (Y
creature receives a formal invitation by the ellefolk. These — Javeb Brande/Ellekonge’s Ball )
L B 4PPFet ogt of now.here and are extremely ) Ellepige roughly translates to woman or girl of the ellefolk. ‘:’
FIBLEEOUS, Wh 1tt.er.1 with gol(.1 1n.k apd a}d(.ireésed to a specific While this suggests that it is only used refers to females, ()
person. The recipient of an invitation is 1nv¥ted to attegd an this is not the case. It appears to be more of a rank which (I;;
ellekonge’s ball. Ellefolks’ balls bave a mythical reputation any ellefolk can attain. Ellepiger are just like every other (:‘,
amongst the more powerful belngs. of the.planes. Creatures member of the ellefolk, clad in clothes made of fog or mist. ﬁ:’
f)f ol alignment, r ehgi(?n’ and dlspo§it10n accePt such Unlike other ellefolk, ellepiger can be found outside of the f:‘,
1nv1te}t10n5i and a tru;e is imposed dur}ng the entire event. palaces of the ellekonge. They live in the deep forests of 'R
. 1ntentlogal .phy31c.al ha.rm done w1.th0ut the host’s the world, where they will befriend and magically charm ’::;’
express permission, will swiftly be punished, and the any being who passes by with song, dance and enchanted )
perpetrator will never be invited again into a palace of the honey. 5%
ellefolk again. No matter what led to the altercation, the :;gl‘:
rule is: “whoever struck the first blow;, is at fault”. At these > '}:.jj '
events, it is possible to see liches conversing with trolls, or ELLEKONGEN S LAIR .'5.:
clerics of different religions having a glass of wine together; The ellekonge’s ballroom is a huge room with vaulted ’:?
even dragons have been known to accept invitations. ceilings. Braziers are spaced out around the room and in ffl
While physical harm is out of the question, scheming and the middle is a big bonfire. Tables are positioned around 33;3
figurative backstabbing is still very much a possibility and, the bonfire, unless they’re cleared to make room for (%)
in fact, ellefolk appear to relish inviting rivals to these dancing. Music can be heard as if a ballroom orchestra is t::-’
events, only to see where it might lead. just behind each person. During conversations, the music ":*'
Dancing in the Forest. The second way ellefolk might be is lowered as to be almost imperceptible, whilst during :
encountered is when the moon is full on a misty summer the dancing it gets louder and fills the entire ballroom
night. They dance under the moon, inviting passersby to with sweeping notes. If the tables are set, onecan find an £
join in their dance. Here there are no rules of conduct, and overwhelming amount of food, hand-picked to suit the &
their intent is to kidnap as many mortals as possible with tastes of the races in attendance. (?:!
their illusions and promises of richness or power. Anybody ‘f‘g,
kidnapped in this way will be forever lost to the magic of LAIR EFFECTS l‘;;)
the ellefolk unless they’re rescued on the same night. At the start of initiative order, before any creature has taken i{.’
a turn, choose one of the lair effects below. Each effect lasts )
until the beginning of the next round. Whenever an effect 9
has been used, all other effects must have been used before :’f’;
it can be used again. All creatures on the battlefield are £
affected, unless otherwise stated. :g
While a fight is going on, the enchanting music still %
plays, compelling everybody who hears it to dance. The ;:‘ :

MONSTERS OF THE OLD WORLD
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