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Introduction
Greetings! This guide is my 19th. For this one, I offer a list 
of tactics for monsters that will make your encounters fresh
and original.
Far too often, a GM will play monsters encounters always 
the same. They charge up, semi-random targeting enemies,
and then fight to the death.
Incorporating this one change to your gaming will greatly 
affect the way your encounters feel to your players. 
Combat will be less redundant if the GM takes into account 
the monster’s motivations, unique logic, and even 
prejudices on the battlefield.

Work in Progress
As always, like all of my guides, I consider this a work in 
progress. Hopefully, I will continue to hunt out typos, 
mistakes, but more importantly, expand the content.
I want to say thank you so much for your support. If you 
want to give feedback, I can be reached at 
jcwmymail@gmail.com.

My Growing Collection
If you like this guide, please check out my other work. 
Together they give content for my Poverty style worlds.
https://www.drivethrurpg.com/browse/pub/16630/John-
Walts?src=guides

Legal
Then I must give thanks to the OGL for making such content
legal. This guide is made in compliance with the OGL. 
Please find the OGL at the end of this document. 
Content marked as the following [bold print] can be found 
in either the SRD or one of the core rule books of the 5th 
edition of the world's most popular pen and paper RPG.

The Future
I have lots of outlines, 
notes, adventures, worlds, 
creatures, lore, and more.
With your support, I hope 
to publish content like this 
guide with your support. 
With your purchase, my 
goal is to acquire more art 
for my projects and spend 
more time producing 
content.

The art is an unrelated 
piece I commissioned for a 
race in development

Monster's Tactics
Ever have this come up? After the Orc drops a hero, it now 
has a choice. It can murder the Alex the dying ranger, attack
Bob the armored fighter, or move to Clark the healing 
cleric, or just sit around doing nothing. 
What to do?
Some GM would go random. They roll a die to choose 
between them. In the GM mind, might as well make it 
random. After all, they don't want to make it seem 
personal.  Especially true when it comes to murdering the 
fallen hero. 
Anyone who has been following my many guides will realize
I am against random choices when there is a better way. I 
believe this guide offers a better way. 

Monster Logic
The first thing we realize is that monsters should have their 
own logic that governs their actions. As us being humans, 
we share priorities and thought processes. As a species, 
when compared to the ant, who lives and dies for the 
queen, it’s obvious we have different logic. The motivations
differences between the human vs ant are plain and 
simple.
My argument is that as GM, in most situations, we apply 
our human logic to the monsters we play. Sometimes the 
differences will be subtle. Other times, obvious.
I would suggest that for most of the fantasy creatures they 
should have different logic and motivations. Combine, they 
would create their own choices on a battlefield that on the 
surface would seem illogical to a human. Regardless, their 
effects would make unique and memorable encounters 
that do not feel random.
Whether you plan these encounters out or make them on 
the fly, you should record the motivations, logic, and tactics
of your monsters. In this way, their fighting style will 
become consistent and feel real. Each time the heroes 
encounter gnolls, giants, orcs, hags, and other creatures, 
there should be a through-line in their actions. A fight 
against a mob of goblins should substantially feel different 
from a mob of gnolls.
Obviously, as a busy GM, we don't want to design all of the 
distinctions of these creatures that would make their logic 
unique. What I present here is a launching point for quick 
monster tactics that you can mix and match to make your 
encounters become memorable. 

Monster Tactics
During preparation, the GM could assign the creatures a 
simple Tactical Style. Made a notation in your [Monster 
Manuel] for each creature. It's that simple.
I provide my own list, but you can expand on it. Each one 
defines a simple tactical choice the creature will make in 
combat. You then use these to role-play your monsters in 
combat situations using their unique tactics.
Then when the monsters have a choice for what the 
monster will do, now it no longer feels personal or random.
If the GM uses the Tactical Style, it’s how they fight! If the 
creature must choose between murdering Steve the Ranger
or attacking Bob the fighter, it's the only logical choice for 
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it. And the choice will become constant.

Meta is Easier
For many of these tactics, it's easier to go on the raw 
metadata as GM instead of deciding the monster's 
perception. For example, Macho monsters target enemies 
with high strength. A simple trick would be to take note of 
the Strength Score of each hero and then use that list to 
prioritize their targets. 

Degrees
All of this can be to a degree as well. They are your 
monsters. For me, I put a “-” sign in front of mild 
motivations and a big “+” for major motivations.
During a campaign, as the heroes learn the tactics of the 
enemies, they can use this information against the villains. 
They can come up with their own tactics depending on who
they fight.
Also, do not forget you can mix and match them. There is 
no reason you cannot have Macho and Relentless, 
Teamwork and Racist, or Vindictive and Cowardly. In fact, 
give monsters two or more. I do.
I hope this helps some GM in their play. I would love to 
hear from readers on the styles they use.

Situational
Another GM suggested that you can even change their 
tactics based on the makeup of the group or encounter. A 
creature might have 1 tactic when solo but another in a 
group. Or when they feel confident vs overwhelmed. All of 
this is true. It's more complex than I would normally make 
it, but I definitely recognize times I would use this change 
up with my encounters. Monsters doing an ambush would 
be much more confident than when surprised. 

Different Worlds
If you have more than one world setting, I would suggest 
changing up the attributes in each world. 
In this way, the Bugbears of one world play differently than 
the others. It will make your campaign setting feel special. 

The List
Here is my growing list of monster characteristics, 
motivations, and logical choices, that I collectively call 
Monster Tactics. 
This list is ever expanding as I come up with new and 
interesting strategies for my monsters to use. 

Monster's Tactics
Archery-X. Their priority is to take out archers even willing to 
take attacks of opportunity in order to reach them.
Armor-X. Their priority is to take out low AC enemies even 
willing to take attacks of opportunity in order to reach them.
Authority. Protect the leader. Others will die to help the leader 
to escape. 
Bullies. If these see enemies missing them they will target them 
first. Hoping to break morale of the enemy or distract them by 
needing to care for the weak. If they notice someone badly 
wounded, they will focus on them. 

Captures. First chance they get, they will capture the fallen. 
Caring. These monsters will seek to save their own fallen.  They 
will use actions to drag them to safety.  
Cowardly. They will always target the weakest enemies. When 
they have a choice of two enemies, compare strength scores. 
When forced to fight the strong, they will dodge or withdraw in 
the hope of wasting their actions. 
Fey-X. Their priority is to take out Fey even willing to take 
attacks of opportunity in order to reach them.
Flexible. Extra will help with archery or engage 2:1. When one 
opens up, they will switch to attack an open target. 
Group. The morale of the group is all that matters. When it 
breaks, they all leave. 
Healing-X. Their priority is to take out Healers even willing to 
take attacks of opportunity in order to reach them.
Hive. When it's time to retreat, the wounded will sacrifice their 
lives to allow the less wounded to escape. 
Independent. They do not use team tactics. Even as a group 
encounter, they act like they are alone ignoring the others. 
Individual. When the individual gets in a bad spot, they will seek 
to withdraw or play dead.  
Inflexible. When these monsters cannot fight the enemies they 
want, they will dodge and maneuver to get there. 
Looters. The first chance they get, they will loot the fallen.
Macho. They want to fight the strongest enemies.
Magic-X. Their priority is to take out spell-casters even willing 
to take attacks of opportunity in order to reach them.
M2M (Man-to-Man). They like to fight 1:1. The extras will hold 
back and use archery or cut off retreat. 
Mob. They always want fight 3:1 or more. If one opens up, they 
will seek to join a mob. 
Mono. They will try to engage the heroes one at a time creating 
1:1 fights as they watch. If others interfere, they might try to 
separate the heroes so they can enjoy the battle. 
Murders. The first chance they get, they will kill the fallen.
Organized. They will use complex tactics and teamwork to bring 
down their enemies. Use your best judgment on their actions.  
Patient. Not in a rush, they will often take their time. When 
selecting a new target, they might move carefully into battle. 
Reactive. They will typically attack whoever attacks them. When 
they have a choice, they might lose the round waiting to see if 
someone attacks them. 
Relentless. Keep attacking the same target no matter what! 
Even if they try to withdraw, they can pursue them. 
Simple. If it worked last round, they do it again. If they miss, 
they try a new target. 
Solo. They like to fight 1 to 1. They will chase their enemies for a
round. Extras like to watch. 
Unmotivated. In a fight, if no one is attacking them they might 
wander away especially if wounded. 
Vain. Their priority is to take out high-charisma enemies even 
willing to take attacks of opportunity in order to reach them.
Vindictive. They will constantly switch targets to whoever hurt 
them the most. 
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Examples From Play?
Imagine a party of 4 is traveling and get ambushed by 6 
creatures. How does the DM assign the attacks? The 
following are the tactics I used. 

Notes for Wild World
These are my notes as a GM for my world. You are welcome
to use them, but it's just an example of how I apply the 
content above into my game. 
Have fun mixing and match or creating your own tactics. In 
the end, they should be something that could work for the 
monsters and “make sense” from their world view. 

Race Description
Aarakogra

Bully & Magic-X. They focus on those with light armor.
Once someone casts a spell, that becomes target 
number one. 

Ankheg Flexible & Independent. When they take 50% 
damage, they will withdraw back into their tunnels. 

Azer
Team, Relentless, & Healer-X. They work together and
will fight to the death. They recognize healers and will 
focus their attacks on them. 

Banshee
Independent & Vindictive. They will attack whomever 
but when an enemy causes big damage, they will switch
to take them down. 

Basilisk
Independent & Hive. Counter-intuitive, but they attack
as if they were by themselves but when the group takes
50% damage, they will collectively withdraw. 

Blights
Authority & Mob. They will seek to fight 3:1 whoever 
is closest to them. When they have taken 50% or more
damage, many will sacrifice themselves to allow for the 
leader to retreat. 

Bugbears
Armor-X & Vindictive. They will go one each, but the 
extras go for the lowest AC. But when they take big 
hits, they will switch to those enemies. 

Bullywug
Bullies, Reactive & Looters. Half will attack at the 
start targeting the weak as others dodge. But if 
attacked, they will engage. If any enemies go down, 
they will swam to loot them. 

Cyclops Macho & Healing-X. They focus on the big and strong,
but if anyone heals the watchers will engage them. 

Doppelgangers Magic-X & Caring. They will focus on Spell-casters 
taking actions to help drag away their dying. 

Drider
Healing-X & Bullies. They will focus on attacking 
those that miss them until they discover the healer in 
the group. 

Dryads
Fey-X & Caring. The sisters of the woods have a 
hatred of the fey kind in battle targeting elves, half-
elves, and even gnomes before others. They will heal 
and protect their fallen in battle. 

Duergar
Authority & Captures. They will sacrifice themselves 
to protect their leaders. When an enemy goes down, 
they will spend time to capture them. 

Drow
Archery-X & Vain. One each with the extra two 
focusing on anyone who uses or even carries a bow. 
Otherwise, they will focus extra attacks on those with 
high charisma. 

Ettercap
Dull & Unmotivated. A fairy straightforward fight to 
the death creatures. However, if some of them are not 
attacked they might wander away. 

Ettins Independent & Solo. They will hunt together but not 

fight as a group. Those not engaged will watch and 
even laugh.  

Faerie
Dragons

Vain & Individual. They will attack those with high-
charisma and withdraw when wounded. 

Gargoyles
Armor-X & Inflexible. They will seek to fight 2:1 on 
the lower AC creatures even taking attacks of 
opportunity to reach the targets. They are not good at 
adapting or switching targets. 

Goblins
Magic-X, Cowardly, Individual & Mobs. Two stand in-
front of the fighters dodging and wasting their time 
while the other four try to kill the spell-casters. When 
they get wounded, they withdraw a short distance to 
use their slings. 

Grimlocks
Dull & Armor-X. In general they do a straightforward 
fight to the death, but will priorities low AC heroes 
when given the chance. 

Hags
Vain, Group, and Healer-X. They target high-charisma
creatures first. When they identify healers they go 
after them. Collectively they retreat as a group when 
they lose 50% hp. 

Harpies
Group, Capture, & Fey-X. They will focus on Fey 
creatures if given the chance. They collectively flee 
when morale breaks and not before that. They will 
capture the fallen but only to torture them for several 
days before murdering them. 

Hell Hounds
Dull & Relentless. They fight to the death those in-
front of them. Once they pick a target, they will use 
their round to chase them down if they withdraw. 

Hippogriff
Group & Magic-X. Collective morale breaking together 
when they take 50% collective damage. They will 
always target spell-casters given the chance. 

Hobgoblins
Organized & Caring. One dodges vs the fighter while 
another shoots at him with a bow. Meanwhile three 
take on the healer. One in reserves to pull out the 
fallen. 

Kobolds
Authority & Flexible. Basic tactics of evenly attacking 
all targets. They will give their lives to defend the 
master. 

Kuo-Toa
Simple, Flexible & Group. Basic tactics of doing what 
works and trying new things if it isn't working. When 
morale breaks, they retreat as a group. 

Ogres
Macho & Solo. Several come forward and attack the 
strongest as other watch. When the other, weak, heroes
interfere the others throw stones at them when they 
hit and laugh when they miss. 

Orcs
M2M & Solo. They press forward one on each other 
while the other two cheer them on. When one of them 
falls, the reserves steps up to engage. 

Sahuagin
Relentless & Bullies. They pick the weaker targets and 
go after them at all cost. Dodging and evading the 
strong until they can take down the weak. 

Skeletons
Dull & Simple. While they will fight whoever is in front 
of them to the death, if they miss 1-2 rounds they will 
seek a new target to attack. 

Troll Independent & Bullies. They go for the weak but do 
not work as a coordinated group. 

Yeti Mono & Relentless. A group of Yetis will fight one at a 
time, often to the death, while the others watch on. 

Zombies
Relentless & Murdering. Whoever is the closes they 
attack. They will chase for a round before giving up. 
Those that fall, they will stop and eat. 
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OPEN GAME LICENSE Version 1.0a 
The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards of the Coast, Inc ("Wizards"). All Rights 
Reserved. 

1. Definitions: (a)"Contributors" means the copyright and/or trademark owners who have contributed Open Game Content; (b)"Derivative 
Material" means copyrighted material including derivative works and translations (including into other computer languages), potation, 
modification, correction, addition, extension, upgrade, improvement, compilation, abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) "Distribute" means to reproduce, license, rent, lease, sell, broadcast, publicly display, transmit or 
otherwise distribute; (d)"Open Game Content" means the game mechanic and includes the methods, procedures, processes and routines to 
the extent such content does not embody the Product Identity and is an enhancement over the prior art and any additional content clearly 
identified as Open Game Content by the Contributor, and means any work covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product Identity. (e) "Product Identity" means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depictions, likenesses, formats, poses, concepts, themes and graphic, photographic and other visual 
or audio representations; names and descriptions of characters, spells, enchantments, personalities, teams, personas, likenesses and 
special abilities; places, locations, environments, creatures, equipment, magical or supernatural abilities or effects, logos, symbols, or 
graphic designs; and any other trademark or registered trademark clearly identified as Product identity by the owner of the Product Identity, 
and which specifically excludes the Open Game Content; (f) "Trademark" means the logos, names, mark, sign, motto, designs that are used 
by a Contributor to identify itself or its products or the associated products contributed to the Open Game License by the Contributor (g) 
"Use", "Used" or "Using" means to use, Distribute, copy, edit, format, modify, translate and otherwise create Derivative Material of Open 
Game Content. (h) "You" or "Your" means the licensee in terms of this agreement. 

2. The License: This License applies to any Open Game Content that contains a notice indicating that the Open Game Content may only be 
Used under and in terms of this License. You must affix such a notice to any Open Game Content that you Use. No terms may be added to 
or subtracted from this License except as described by the License itself. No other terms or conditions may be applied to any Open Game 
Content distributed using this License. 

3.Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 

4. Grant and Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-free,
non-exclusive license with the exact terms of this License to Use, the Open Game Content.

5.Representation of Authority to Contribute: If You are contributing original material as Open Game Content, You represent that Your 
Contributions are Your original creation and/or You have sufficient rights to grant the rights conveyed by this License. 6.Notice of License 
Copyright: You must update the COPYRIGHT NOTICE portion of this License to include the exact text of the COPYRIGHT NOTICE of any 
Open Game Content You are copying, modifying or distributing, and You must add the title, the copyright date, and the copyright holder's 
name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 

7. Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly 
licensed in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility 
or co-adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as 
expressly licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product 
Identity in Open Game Content does not constitute a challenge to the ownership of that Product Identity. The owner of any Product Identity 
used in Open Game Content shall retain all rights, title and interest in and to that Product Identity. 

8. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content. 

9. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized 
version of this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License. 10. 
Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute. 

11. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so. 12. Inability to Comply: If it is impossible for You to comply with any of the terms of this 
License with respect to some or all of the Open Game Content due to statute, judicial order, or governmental regulation then You may not 
Use any Open Game Material so affected. 13. Termination: This License will terminate automatically if You fail to comply with all terms here 
in and fail to cure such breach within 30 days of becoming aware of the breach. All sub licenses shall survive the termination of this License. 

14. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to
make it enforceable. 

15. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, Inc. System Reference Document 5.0 
Copyright 2016, Wizards of the Coast, Inc.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James 
Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave 
Arneson. 

END OF LICENSE 
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