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MoNKEY KING

Medium fey (shapechanger), chaotic neutral

Armor Class 24 (chain mail)
Hit Points 228 (24d8 + 120)
Speed 60 ft., climb 30 ft., fly 30 ft.

STR DEX CON INT WIS CHA
24(+7)  24(+7)  20(+5) 18(+4) 17(+3) 17(+3)

Saving Throws Str +14, Dex +14, Int +11

Skills Acrobatics +14, Athletics +14, Investigation +11, Persuasion
+10, Sleight of Hand +14, Insight +10, Survival +10

Damage Resistances blugeoning, piercing, and slashing from non-
magical weapons

Senses darkvision 60 ft. passive Perception 13

Languages Abyssal, Celestial, Common, Draconic, Dwarvish, Elvish,
Infernal, Primordial, Sylvan

Challenge 22 (41000 XP)

Action Surge (1/day). The Monkey King, on his turn, can take one
additional action on top of his regular action and a possible bonus
action.

Evasion. The Monkey King's instinctive agility lets him dodge out of
the way of certain area effects. When he is subjected to an effect
that allows him to make a Dexterity saving throw to take only half
damage, he instead takes no damage if he succeeds on the saving
throw, and only half damage if he fails.

Flurry Of Strikes. The Monkey King as a bonus action make two
more melee weapon attacks or unarmed strikes.

Golden Monkey. The Monkey King can understand all spoken
languages, moreover, any creature that can understand a language
can understand what he says.

After the Monkey King consumed the peaches of immortality,
he does not suffer the frailties of old age, can’t be aged magically,
and no longer needs food or water. He also is immune to disease
and poison. As a reaction, the Monkey King can become proficient
with all saving throws for 1 round. He must finish a long rest before
he can use this feature again.

Improved Critical. The Monkey King's weapon attacks score a critical
hit on a roll of 18-20.

Magic Weapons. The Monkey King's weapon attacks are magical.

Remarkable Athlete . The Monkey King adds a +3 bonus to any
Strength, Dexterity, or Constitution ability check that he doesn't
already have proficiency. In addition, when he makes a running long
jump, the distance he can cover is increased by 7 feet.

Shapeshifter. The Monkey King can use his action to polymorph into
any Small or Medium animal or object. Any equipment it is wearing
or carrying isn't transformed. The Monkey King's tail does not
transform when using this feature. He reverts back to his true form
if he falls unconscious or dies.

Spider Climb. The Monkey King can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability check.

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

Polearm Mastery. The Monkey King's skill with his Golden Staff
allows him to excel in combat. While wielding the Golden Staff, other
creatures provoke an opportunity attack from him when they enter
into his reach. Creatures within 5 feet of him provoke opportunity
attacks even if they take the Disengage action before leaving his
reach, a creature hit by this attack has their speed become 0 for the
rest of the turn.

Magic Resistance. The Monkey King has advantage on saving
throws against spells and magical effects.

Equipment. The Monkey King has pilfered various treasures and
artifacts throughout his life and adventures, which includes the
Gelden Staff, the Golden Chain Mail, a Helm of Brilliance , and a pair
Wwinged Boots.

Spellcasting. The monkey king's spellcasting ability is Charisma
(spell save DC 18). The monkey king can innately cast the following
spells, requiring no material components:

At will: Detect Evil and Good, Gust of Wind, Mirror Image, Wall of Water
3/day each: Control winds, Freedom of Movement Hold Monster, Magic
Circle

ACTIONS

Multiattack. The Monkey King can make two attacks with his Golden
Staff and/or Unarmed Strikes. Alternatively, he makes two attacks
with his unarmed strike and his tail.

Golden Staff. Melee Weapon Attack: +17 to hit, reach 5 ft., one
creature, Hit: 16 (2d8+7) bludgeoning damage. On hit, deals 9 (2d8)
thunder damage.

Unarmed Strike. Melee Weapon Attack: +14 to hit, reach 5 ft., one
creature, Hit: 16 (2d8+7) bludgeoning damage.

Tail. Melee Weapon Attack: +14 to hit, reach 10 ft., one creature. Hit:
23 (3d10+7) bludgeoning damage.

Meditative Calm (1/day). The Monkey King can concentrate and heal
himself, he regains 30 hit points.

Stunning Strike (Recharge 5-6). The Mankey King channels his ki into
a single strike of profound magnitude. The Monkey King makes an
unarmed strike against one target within 5 feet. The target is dealt
40 (6d8+7) thunder damage and must make a DC 18 Consititution
saving throw or be stunned until the end of his next turn.

ReAcTIONS

Improved Reach. The Monkey King can use his reaction to incrase
the range of his Golden Staff to a reach of 10 ft. until the end of his
next turn.

LEGENDARY ACTIONS

The monkey king 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 monkey king regains
spent legendary actions at the start of its turn.

Flight. The monkey king moves up to half of his flying speed.
Unarmed Strike. The monkey king makes one unarmed strike.
Shattered Earth (2 Actions). The monkey king slams the ground with
a tremendous force, creating an earth tremor that extends in a 30-
foot radius. Other creatures standing on the ground of that radius
must succeed on a DC 23 Dexterity saving throw or fall prone.
Whirlwind Attack (2 Actions). The monkey king makes a Golden Staff
attack against each creature within the weapon's reach from him.
Monkey Clones (3 Actions). The monkey king pulls some of his hairs
off to create four perfect illusory duplicates of himsel that last for 1
minute, or until he loses concentration (as if concentrating on a
spell). The duplicates appear in an unoccupied space that he can see
within 30 feet of him. As a bonus action on his turn, the monkey king
can move any number of duplicates up to 30 feet to a space he can
see but must be within 120 feet of the monkey king. For the
duration, he can cast spells as though he were in the duplicate's
space, but he must use his own senses. Additionally, when both he
and his duplicates are within 5 feet of a creature that can see the
duplicate, he has advantage on attack rolls against that creature.
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