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ACRYNIX

The enemy of nature, the acrynix is a dangerous beast that
can secrete and spew acid. Due to this ability its presence
destroys the natural habitat of many creatures, causing many
monsters to relocate to civilized lands. With the mysterious
ability to fly despite having no wings, this abomination is a
dangerous threat that must be dealt with as soon as it

appears. Its tactics involve staying at a distance, spewing acid

and making fly-by attacks without leaving any openings.
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ACRYNIX

Large monstrosity, neutral evil

Armor Class 24 (natural armor)
Hit Points 199 (19d10 + 95)
Speed 10 ft., fly 120 ft.

STR DEX CON INT WIS CHA
22 (+6) 30 (+10) 20 (+5) 9 (-1) 11(+0) 15 (+2)

I

Saving Throws Con +12, Wis +7, Cha +9

Skills Acrobatics +17, Athletics +13, Nature +6,
Perception +14, Stealth +17

Damage Immunities acid

Condition Immunities exhaustion, paralyzed

Senses passive Perception 24

Languages —

Challenge 23 (50,000 XP)

Flyby. The acrynix doesn't provoke an opportunity attack

when it flies out of an enemy's reach.

Improved Ciritical. The acrynix's attacks score a critical hit

onaroll of 19 or 20.

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

Actions

Multiattack The acrynix can use its Frightful Presence. It

then makes five attacks: one with its bite, two with its
claws or wing talons, and two with its back talons.

Back Talons. Melee Weapon Attack: +17 to hit, reach 10

ft., one target. Hit: 23 (3d8 + 10) slashing damage.

Bite. Melee Weapon Attack: +17 to hit, reach 10 ft., one

target. Hit: 27 (5d6 + 10) acid damage. Unless the
target has resistance or immunity to acid damage, any
armor it is wearing takes a cumulative -1 penalty to the

AC it offers. Armor reduced to an AC of 10 is destroyed.

Claws. Melee Weapon Attack: +17 to hit, reach 10 ft.,
one target. Hit: 17 (2d6 + 10) slashing damage plus 7
(2d6) acid damage.

Wing Talons. Melee Weapon Attack: +17 to hit, reach 20
ft., one target. Hit: 23 (3d8 + 10) slashing damage.

The acrynix is special due to the fact only one is known to
exist. It tends to wander but usually stays near wastelands.

Players can make an Intelligence (Arcana) check to glean
information about this creature:

e DC 10:1ts extremities glow green, dripping drops of acid.

e DC 15:1tlooks extremely fast.

e DC 20:1ts mouth seems to be able to spew very corrosive
acid.

o DC 25:Maybe if we ground or slow it, we'll have a chance.

Frightful Presence. Each creature of the acrynix's choice
that is within 120 feet of the acrynix and aware of it
must succeed on a DC 17 Wisdom saving throw or
become frightened for 1 minute. A creature can repeat
the saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's saving
throw is successful or the effect ends for it, the creature
is immune to the acrynix's Frightful Presence for the
next 24 hours.

Acid Breath (Recharge 5—6). The acrynix uses one of the
following abilities.

Acid Bomb. The acrynix fires a glob of acid at a point it
can see within 60 feet of it. Each creature within 20 feet
of that point must make a DC 20 Dexterity saving
throw. On a failed save, a creature takes 77 (22d6) acid
damage and another 7 (2d6) acid damage at the end of
its next turn. On a successful save, a creature takes half
the initial damage and no damage at the end of its next
turn.

Acid Wave. The acrynix fires a 5-foot-wide line of acid
starting at a point it can see on the ground within 90
feet of it and ending at a point on the ground within 30
feet of the starting point. Each creature on the ground in
that area must make a DC 20 Dexterity saving throw,
taking 77 (22d6) acid damage on a failed save, or half as
much damage on a successful one. The area also
becomes difficult terrain for the next 24 hours. For
every 5 feet a creature moves through the area, the
creature takes 3 (1d6) acid damage.

Legendary Actions

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

Detect. The acrynix makes a Wisdom (Perception)
check.

Flight. The acrynix flies up to half its flying speed.

Acid Cloud. (Costs 3 Actions) The acrynix exhales a cloud
of acid. Each creature within 20 feet of it must make a
DC 20 Constitution saving throw, taking 21 (6d6) acid
damage on a failed save, or half as much damage on a
successful one.
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ARMALUG

Strange and alien-like, armalugs wander the jungle in search
for plants and fungus to digest to maintain itself. Highly
corrosive, armalugs leave behind a tell-tale trail which can
restrict and slowly dissolve things caught in it. armalugs are
usually passive, although will defend themselves if threatened.

As an armalug moves around, it slowly loses its acidity due
to its trail of slime. As such, it seeks food that can rebalance
its acidity level. The Blood Lily is its favorite, as it defends
itself from most herbivores with corrosive acid. Adventurers
have been known to be attacked simply due to wearing red, or
if they carry too much refined acid on their person.
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ARMALUG

Huge monstrosity, unaligned

Armor Class 10
Hit Points 210 (20d12 + 80)
Speed 20 ft. (60 ft. on slime)

I

STR DEX CON INT WIS CHA
20 (+5) 10(+0) 19(+4) 3(-4) 8(-1) 10 (+0)
I

Damage Immunities acid, lightning
Condition Immunities charmed
Senses passive Perception 9
Languages —

Challenge 10 (5,900 XP)
—
Regeneration. The armalug regains 10 hit points at the
start of its turn. If the armalug takes cold or necrotic
damage, this trait doesn't function at the start of the
armalug's next turn. The armalug dies only if it starts its
turn with O hit points and doesn't regenerate.

Slime Trail. When the armalug moves it leaves behind
slime on any square it moves into, which remains for 24
hours. The slime is difficult terrain. When a creature
enters the affected area for the first time on a turn or
starts its turn there, the creature must succeed on a DC
16 Dexterity saving throw or take 4 (1d8) acid damage
and be restrained. A creature that starts its turn in the
area and is already restrained by the slime takes 4 (1d8)
acid damage

In combat, an armalug uses its viscous exterior which sticks
to anything it comes in contact with. As it takes damage, its
exterior slowly closes the wound by redistributing the acid on
itself. It spreads its slime over the battlefield in order to catch
as many targets in it as possible and to increase its mobility.

Players can make an Intelligence (Nature) check to glean
information about this creature:

¢ DC 8: This creature is really slow and doesn't seem hostile
for the moment.

e DC 15: The trail it leaves behind seems to Kill the jungle
floor, it would be wise not to step in it.

¢ DC 18: You remember hearing about this creature's love
for red flowers, maybe you should not wear red...
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Sticky. A creature that touches the armalug or hits it
with a melee attack must succeed on a DC 16 Strength
saving throw or the weapon becomes stuck to the
armalug. If the weapon's wielder can't or won't let go of
the weapon, the wielder is grappled while the weapon is
stuck. While stuck, the weapon can't be used. A creature
can pull the weapon free by taking an action to make a
DC 16 Strength check and succeeding. A creature
restrained by the slime can use its action to make a DC
16 Strength or Dexterity check (its choice). On a
success, it frees itself.

Actions
Multiattack. The armalug makes two attacks.

Slam. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 21 (3d10 + 5) bludgeoning damage.

Slime Attacks (Recharge 6). The armalug uses one of the
following abilities.

Charged Slam. The armalug slams down in a 20-feet-
long, 10-foot-wide line, which then becomes covered in
slime as described in the Slime Trail feature. Creatures
in that area must make a DC 16 Dexterity saving throw.
A target takes 27 (6d8) acid damage plus 32 (4d10 + 5)
bludgeoning damage on a failed save, or half as much
on a successful one.

Slime Bomb. The armalug fires a glob of mucus in a 15-
foot-radius sphere, which then becomes covered in
slime as described in the Slime Trail feature, from a
point within 50 feet. Each creature in that area must
make a DC 16 Dexterity saving throw. A target takes 36
(8d8) acid damage on a failed save, or half as much
damage on a successful one. A creature who fails its
save also takes 18 (4d8) acid damage at the end of its
next turn.
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Armalugs come in many different colors although the
most common one is the red and green variation.
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BRISTLER

While these may look to be normal cacti, they are in fact a
plague that slowly creeps through the desert. Not particularly
adept at combat, it prefers to attract travelers to it, as it is
common knowledge that cacti contain water.

When a target is about to cut into it, to collect what they
think is their salvation, they instead receive a spray of gas.
Most people kill the bristler after this, but succumb to its
poison a few hours later. From the corpse, many more of these
bristlers are born with the sole purpose of finding more
travelers to contaminate.
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BRISTLER

Medium plant, neutral evil

Armor Class 8
Hit Points 37 (5d8 + 15)
Speed 5 ft.

STR DEX CON INT WIS CHA
14 (+2) 6(-2) 16(+3) 2(4) 4(-3) 1(5

I

Damage Immunities poison

Condition Immunities blinded, deafened, frightened,
paralyzed, poisoned, prone

Senses blindsight 30 ft., passive Perception 7

Languages None

Challenge 1 (200 XP)

—

False Appearance. \While the bristler remains

motionless, it is indistinguishable from a normal

cactus.

Poison Burst. The bristler explodes when it drops to
O hit points. Each creature within 20 feet must
succeed on a DC 12 Constitution saving throw or
become poisoned as per the Spray Gas action.

Actions

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one creature. Hit: 7 (2d4 + 2) piercing damage.

Spray Gas (Recharge 5—6). The bristler ejects poison
gas at a creature it can see within 5 feet of it. The
target must make a DC 13 Constitution saving
throw. On a failure, it takes 14 (4d6) poison damage
and becomes poisoned. On a success, it takes half as
much damage and isn't poisoned.

The poison invades the creature's system, killing
the creature in a number of days equal to the
creature's Constitution modifier (minimum 1),
unless the poison is removed. After the creature
dies, it sprouts 2d4 Tiny bristlers that grow to full
size in 3 days.
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BULETTES
MAGMA BULETTE

A cousin of the regular bulette, this particular type can burrow
through solid rock. They have a natural immunity to fire and
lava, and are more comfortable in very warm climates. At their
adult size, they easily dwarf a normal bulette, and as such are
able to swallow creatures whole.

Seeing one of these usually requires for one to be deep
underground, near an active volcano or any other source of
extreme heat.
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ADULT MAGMA BULETTE

Huge monstrosity, unaligned

Armor Class 19 (natural armor)
Hit Points 322 (28d12 + 140)
Speed 40 ft., burrow 40 ft.

STR DEX CON INT WIS CHA
24 (+7) 12 (+1) 21 (+5) 2(-4) 11(+0) 6(-2)

[

Saving Throws Str +13, Con +11, Wis +6

Skills Perception +12

Damage Immunities fire

Senses darkvision 60 ft., tremorsense 60 ft., passive
Perception 22

Languages None

Challenge 18 (20,000 XP)

I

Standing Leap. The bulette's long jump is up to 40 feet

and its high jump is up to 20 feet, with or without a

running start.

Stifling Heat. At the start of each of the bulette's turns,
each creature within 5 feet of it takes 7 (2d6) fire
damage, and flammable objects in the aura that aren't
being worn or carried ignite.

Tunneler. The bulette can burrow through solid rock at
half its burrowing speed and leaves an 8-foot-wide, 12-
foot-high tunnel in its wake.

Unlike their normal cousins, their youth has been spotted.
Due to the fact that they rarely get visitors, it seems that adult
magma bulettes are a bit more careless in protecting their
children. Researchers have assumed they gauge that the lava
provides enough protection.

As an adult has never been slain or found dead, their
anatomy is a mystery. Adventurers have been contracted to
find and kill a baby magma bulette, and to avoid its parents,
but have never come back.

The younger ones are about the height of a pony, but are
much bulkier and wider. At any size, they emit heat waves that
can ignite things in close proximity to them.

Actions

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 33 (4d12 + 7) piercing damage, plus 21
(6d6) fire damage. If the bulette rolls an 18-20 to hit,
and the target is Medium or smaller, it is swallowed.

A swallowed creature is blinded and restrained, it has
total cover against attacks and other effects outside the
bulette, and it takes 35 (10d6) fire damage at the start
of each of the bulette's turns.

If the bulette takes 40 damage or more on a single
turn from a creature inside it, the bulette must succeed
on a DC 25 Constitution saving throw at the end of that
turn or regurgitate all swallowed creatures, which fall
prone in a space within 10 feet of the bulette. If the
bulette dies, a swallowed creature is no longer
restrained by it and can escape from the corpse by using
20 feet of movement, exiting prone.

Deadly Leap. If the bulette jumps at least 15 feet as part
of its movement, it can then use this action to land on
its feet in a space that contains one or more other
creatures. Each of those creatures must succeed on a
DC 16 Strength or Dexterity saving throw (target's
choice) or be knocked prone and take 21 (4d6 + 7)
bludgeoning damage plus 21 (4d6 + 7) slashing
damage plus 14 (4d6) fire damage. On a successful
save, the creature takes only half the damage, isn't
knocked prone, and is pushed 5 feet out of the bulette's
space into an unoccupied space of the creature's
choice. If no unoccupied space is with in range, the
creature instead falls prone in the bulette's space.
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BABY MAGMA BULETTE

Medium monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 170 (20d8 + 80)
Speed 40 ft., burrow 40 ft.

STR DEX CON INT WIS CHA
21 (+5) 11(+0) 19(+4) 2(-4) 10(+0) 5(-3)

—

Saving Throws Str +8, Con +7, Wis +3

Skills Perception +6

Damage Immunities fire

Senses darkvision 60 ft., tremorsense 60 ft., passive
Perception 16

Languages None

Challenge 8 (3,900 XP)

Standing Leap. The bulette's long jump is up to 30 feet
and its high jump is up to 15 feet, with or without a
running start.

Stifling Heat. At the start of each of the bulette's turns,
each creature within 5 feet of it takes 7 (2d6) fire
damage, and flammable objects in the aura that aren't
being worn or carried ignite.

Tunneler. The bulette can burrow through solid rock at
half its burrowing speed and leaves a 5 foot-wide, 8-
foot-high tunnel in its wake.

Actions

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 18 (2d12 + 5) piercing damage, plus 10
(3d6) fire damage.

Deadly Leap. If the bulette jumps at least 15 feet as part
of its movement, it can then use this action to land on
its feet in a space that contains a creature. That creature
must succeed on a DC 16 Strength or Dexterity saving
throw (target's choice) or be knocked prone and take
15 (3d6 + 5) bludgeoning damage plus 15 (3d6 + 5)
slashing damage plus 10 (3d6) fire damage. On a
successful save, the creature takes only half the damage,
isn't knocked prone, and is pushed 5 feet out of the
bulette's space into an unoccupied space of the
creature's choice. If no unoccupied space is with in
range, the creature instead falls prone in the bulette's
space.
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CAUSTIC ANTS

Caustic ants are a species that form colonies in rocky
formations of deserts. Aside from their massive size, they
exhibit acidic properties that can kill a would-be predator
quite easily. If any of them are killed, nearby ants are aware
due to released pheromones, so you never Kill just one, unless
you die when the reinforcements arrive.

CAUSTIC QUEEN ANT

Queen ants are the founders of all colonies. Once mated, she
can stay fertilized for many years laying millions of eggs.
Some queens can lay thousands of eggs each day. They really
are egg laying machines. They also tend to live about six times
longer than any other ant type. Their acid is more potent than
other ants.

- b

VARIANT: PRINCESS ANT & DRONE ANT

A queen that has yet to be fertilized is called a
Princess Ant, or a Virgin Queen. This type of ant
gains a flying speed of 40 feet. Later, they clip their
own wings and use them as a protein source to
feed their new family.

Drones are not like typical ants. They don’t do any
work in their nests, and they look more like wasps
than ants. This type of ant gains a flying speed of 60
feet. Their purpose is to mate, and they usually die
in the time span of the mating season.

- >

SATIVA INDICA

A cactus native to the desert, it is avoided by most locals. It
contains hallucinogens which cause those who consume it to
temporarily fall into a deranged mental state. For some reason,
one thinks the juice is the greatest thing ever, and they have
the urge to ask nonsensical questions.

Any creature who consumes it must succeed on a DC 20
Constitution saving throw or be subject to the above effect for
24 hours. During that time, you have disadvantage on ability
checks and attack rolls.

D Y e e T

CAUSTIC QUEEN ANT

Large beast, unaligned

Armor Class 15 (natural armor)
Hit Points 171 (18d10 + 72)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
19 (+4) 14 (+2) 18 (+4) 4(-3) 15 (+2) 6 (-2)

I

Saving Throws Int +0, Wis +5, Cha +1

Skills Athletics +7, Survival +5

Damage Immunities acid

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception 12

Languages None

Challenge 7 (2,900 XP)

I

Ant Pheromones. When the ant dies, all other ants

within 1 mile of it can sense it, along with its rough

distance and direction.

Heavy Lifter. The ant counts as one size larger when
determining its carrying capacity and the weight it
can push, drag, or lift, and moving a grappled
creature does not reduce its speed.

Protect the Queen. Any other ant within 60 feet of
the queen gains the Pack Tactics trait, if it doesn't
have it already, and any checks to escape their bite
are made with disadvantage.

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

Vitriolic Innards. Acid-filled glands run the entire
length of the ant's body. When the ant dies, it
explodes, and each creature within 30 feet of it must
make a DC 15 Dexterity saving throw, taking 20
(8d4) acid damage on a failed save, or half as much
damage on a successful one. A creature who fails its
save is also restrained by the acidic goo for 1 minute
(escape DC 15). A creature grappled by the ant has
disadvantage on the saving throw.

Actions

Bite: Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) bludgeoning damage. If the
target is a Large or smaller creature, it is grappled
(escape DC 15). Until this grapple ends, the ant can
bite only the grappled creature and has advantage on
attack rolls to do so.

Acid Spray (Recharge 5-6). The ant sprays out acid in
a 40-foot cone. Each creature in that area must make
a DC 15 Dexterity saving throw, taking 25 (10d4)
acid damage on a failed save, or half as much
damage on a successful one.
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CAUSTIC SOLDIER ANT

Large beast, unaligned

Armor Class 14 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
19 (+4) 14 (+2) 16 (+3) 2 (-4) 12 (+1) 4(-3)

I

Skills Athletics +6, Survival +3

Damage Immunities acid

Senses blindsight 60 ft. (blind beyond this radius),
passive Perception 11

Languages None

Challenge 4 (1,100 XP)

—

Ant Pheromones. When the ant dies, all other ants

within 1 mile of it can sense it, along with its rough

distance and direction.

Heavy Lifter. The ant counts as one size larger when
determining its carrying capacity and the weight it
can push, drag, or lift, and moving a grappled
creature does not reduce its speed.

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

Relentless (Recharges after a Short or Long Rest). If the
ant takes 14 damage or less that would reduce it to
0 hit points, it is reduced to 1 hit point instead.

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

Vitriolic Innards. Acid-filled glands run the entire
length of the ant's body. When the ant dies, it
explodes, and each creature within 10 feet of it must
make a DC 13 Dexterity saving throw, taking 10
(4d4) acid damage on a failed save, or half as much
damage on a successful one. A creature who fails its
save is also restrained by the acidic goo for 1 minute
(escape DC 13). A creature grappled by the ant has
disadvantage on the saving throw.

Actions

Bite: Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) bludgeoning damage. If the
target is a Large or smaller creature, it is grappled
(escape DC 14). Until this grapple ends, the ant can
bite only the grappled creature and has advantage on
attack rolls to do so.

Acid Spray (Recharge 6). The ant sprays out acid in a
20-foot cone. Each creature in that area must make a
DC 13 Dexterity saving throw, taking 15 (6d4) acid
damage on a failed save, or half as much damage on
a successful one.

CAUSTIC SOLDIER ANT

These sterile female ants are larger and stronger than typical
workers. They protect their colony from large predators and
use their strength and large jaws or mandibles to cut and
carry larger objects.

CAUSTIC WORKER ANT

Minor worker ants, or simply ‘workers’, are the most common
ant found in any colony. Some look after the queen and brood,
some forage for food from around the nest, whilst others
maintain and expand the nest.

CAUSTIC WORKER ANT

Medium beast, unaligned

Armor Class 13 (natural armor)
Hit Points 55 (10d8 + 10)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 12 (+1) 2 (-4) 11 (+0) 4 (-3)
—
Skills Athletics +6, Survival +2
Damage Immunities acid
Senses blindsight 60 ft. (blind beyond this radius),

passive Perception 10
Languages None
Challenge 2 (450 XP)
I
Ant Pheromones. When the ant dies, all other ants
within 1 mile of it can sense it, along with its rough
distance and direction.

Heavy Lifter. The ant counts as one size larger when
determining its carrying capacity and the weight it
can push, drag, or lift, and moving a grappled
creature does not reduce its speed.

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

Vitriolic Innards. Acid-filled glands run the entire
length of the ant's body. When the ant dies, it
explodes, and each creature within 5 feet of it must
make a DC 11 Dexterity saving throw, taking 10
(4d4) acid damage on a failed save, or half as much
damage on a successful one. A creature who fails its
save is also restrained by the acidic goo for 1 minute
(escape DC 11). A creature grappled by the ant has
disadvantage on the saving throw.

Actions

Bite: Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 8 (1d8 + 4) bludgeoning damage. If the
target is a Large or smaller creature, it is grappled
(escape DC 14). Until this grapple ends, the ant can
bite only the grappled creature and has advantage on
attack rolls to do so.
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CENTAUR
CENTAUR MARKSMAN

Born a bit weaker than most other centaurs, archers are

however more agile. They use that to their advantage, training

to become fierce archers.
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CENTAUR MARKSMAN

Large monstrosity, neutral good

WA 1 8

Armor Class 16 (studded leather)
Hit Points 90 (12d10 + 24)
Speed 50 ft.

STR DEX CON INT WIS CHA

16 (+3) 19 (+4) 14 (+2) 9 (-1) 14 (+2) 12 (+71)
—
Skills Acrobatics +6, Perception +4, Survival +4
Senses passive Perception 14
Languages Elvish, Sylvan
Challenge 4 (1,100 XP)

I—
Archer's Eye (3/Day). As a bonus action, the centaur
can add 1d10 to its next attack or damage roll with a
longbow or shortbow.

Light-footed. The centaur can take the Dash or
Disengage action as a bonus action on each of its
turns.

Actions

Multiattack. The centaur makes two longbow attacks.

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

Longbow. Ranged Weapon Attack: +6 to hit, range
150/600 ft., one target. Hit: 9 (1d8 + 4) piercing
damage.
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CENTAUR REAVER

These centaurs protect their brethren, clad in custom-fitted
plate armor and wielding large two-handed weapons.

CENTAUR REAVER

Large monstrosity, neutral good

Armor Class 18 (plate)

Hit Points 102 (12d10 + 36)
Speed 50 ft.
—

STR DEX CON INT WIS CHA

21 (+5) 15 (+2) 16 (+3) 10 (+0) 15 (+2) 13 (+1)
—
Saving Throws Str +8, Con +6, Wis +5

Skills Athletics +8, Perception +5, Survival +5
Senses passive Perception 15

Languages Elvish, Sylvan

Challenge 6 (2,300 XP)

I

Brute. A melee weapon deals one extra die of its
damage when the centaur hits with it (included in
the attack).

Charge. If the centaur moves at least 30 feet straight
toward a target and then hits it with a hooves attack
on the same turn, the target takes an extra 10 (3d6)
piercing damage.

Rampage. When the centaur reduces a creature to O
hit points with a melee attack on its turn, the centaur
can take a bonus action to move up to half its speed
and make a greataxe attack.

Actions

Multiattack. The centaur makes three attacks: one
with its greataxe and two with its hooves.

Greataxe. Melee Weapon Attack: +8 to hit, reach 5
ft., one target. Hit: 18 (2d12 + 5) slashing damage.

Hooves. Melee Weapon Attack: +8 to hit, reach 5 ft,,
one target. Hit: 12 (2d6 + 5) bludgeoning damage.




DEVILS
HEeLLWASP DEVILS

Hellwasp devils are members of a huge colony that makes its
home in the Garden of Delights in Malbolge. Ruthless and
logical, with an alien intelligence and the unquestioning
instincts of a colony insect, these devils live to serve the
whims of their queen. Hellwasp devils were once demons akin
to mezzodemons. While in the Abyss, Glasya defeated their
master and took them back to the Nine Hells. There, she
transformed them into devils, making them shock troops and
bodyguards.

Since they unquestioningly follow the orders of Glasya,
hellwasp devils can be found with any creature that serves the
daughter of Asmodeus. On rare occasions, Glasya loans out
groups of hellwasp devils to her allies.
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HELLWASP COLONY GUARD
Medium fiend (devil), lawful evil

Armor Class 18 (natural armor)
Hit Points 123 (19d8 + 38)
Speed O ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
15 (+2) 19 (+4) 14 (+2) 15 (+2) 17 (+3) 17 (+3)
e —
Skills Perception +6
Senses darkvision 120 ft., passive Perception 16

Languages Infernal
Challenge 6 (2,300 XP)

I
Actions

Multiattack. The hellwasp attacks makes two sword
talon attacks.

Sword Talon. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 17 (3d8 + 4) slashing damage.

Hellwasp Sting (Recharges after a Short or Long Rest).
Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 22 (4d8 + 4) fire damage. The target
must make a DC 15 Constitution saving throw. On a
failure, the target takes 27 (6d8) poison damage, or
half on a success.

s dy i

[T ——— vatgsse | ¥ it oo VIR ) 850 LA 9 4 A 8 i A 1 W 8

ELLWASP DEVIL
Large fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 195 (23d10 + 69)
Speed O ft., fly 40 ft. (hover)

I

STR DEX CON INT WIS CHA
18 (+4) 21 (+5) 17 (+3) 16 (+3) 18 (+4) 19 