
















Frog Chef
Small humanoid, (any alignment)

Armor Class 12 
Hit Points 11 (2d8 + 2)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA

12 (-2) 12 (+2) 13 (-2) 7 (-1) 10 (-2) 7 (-1)

Skills COOKING +4, stealth +3
Senses Passive Perception 10

Amphibious. The frog chef can breathe air and 
water.

Standing Leap. The frog chef’s long jump is up to 
20 feet and its high jump is up to 10 feet, with or 
without a running start.

Kitchen Camouflage. The frog chef has 
advantage on Dexterity (Stealth) checks made to 
hide in a kitchen.

ACTIONS

Whack with a pan. Melee Weapon Attack: 
+0 to hit, reach 5 ft., one target. Hit: 1 (1d4  
-2) bludgeoning damage.

extendable tongue. the frog chef may 
interact with objects at a distance of 10 
feet with its tongue. 

Swallow. Melee Weapon Attack: +7 to hit, 
reach 15 ft., one ingredient or finished 
meal. Hit: the target is swallowed, and 
destroyed at the end of your next turn. 
taking damage in the meantime causes you 
to regurgitate it. 



Seamen Chef
medium humanoid, (any alignment)

Armor Class 12 
Hit Points 22 (4d8 + 4)
Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA

13 (+1) 11 (+) 12 (+1) 12 (+1) 13 (+1) 9 (-1)

Skills cOOking +3
Senses Darkvision 60 ft., Passive Perception 11

Limited Amphibiousness. seamen can breathe air 
and water, but need to be submerged at least 
once every 4 hours to avoid suffocating.

Blood Frenzy. The swarm has advantage on melee 
attack rolls against any creature that doesn’t 
have all its hit points.

ACTIONS

maim WITH A KITCHEN KNIFE. Melee Weapon 
Attack: +3 to hit, reach 5 ft., one target. Hit: 
3 (1d4 + 1) piercing damage. a creature hit 
by this attack has their movement speed 
reduced by 5 feet (cumulative) until they 
next rest. 

Augment MuSSELS (1/rest). You can cast 
enlarge/reduce or alter self once with 
this ability, requiring no components. 

RUNCIBLE SPooN. Melee Weapon Attack: 
+3 to hit, reach 5 ft., one target. Hit: The 
target must succeed on a dc13 constitution 
saving throw or be blinded until the end 
of their next turn. 



Mad Fish Chef
Small humanoid, (any chaotic)

Armor Class 10 
Hit Points 18 (4d8)
Speed  30 ft., swim 30 ft.

STR DEX CON INT WIS CHA

13 (+1) 10 (+0) 11 (+0) 11 (+0) 10 (+0) 8 (-1)

Skills cOOking +2
Senses Darkvision 120 ft., Passive Perception 10

Amphibious. The mad fish chef can breathe air and 
water.

Slippery. The mad fish chef has advantage on 
ability checks and saving throws made to escape 
a grapple.

Mad. the mad fish is mad. do not come to them 
with your concerns about taste or smell. 

ACTIONS

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

improvise (1/rest). You can throw away 
one of your recipes, and chOOse another 
available recipe, oR you can expend a spare 
ingredient you have to hand to regain 18 
(4d8) hit points. 

bleach in your eyes. ranged Weapon 
Attack: +2 to hit, reach 10 ft., one target. 
Hit: 7 (2d6) acid damage and the target is 
permanently blinded. 

Sacrifice. As an action, the mad fish can 
gain 1 ingredient by harvesting a chunk of 
flesh from a living, willing humanoid. that 
creature loses 1 hit die permanently.



RECIPES

RECIPES



RECIPES

RECIPES

RECIPES



INGREDIENTS

INGREDIENTS



INGREDIENTS

INGREDIENTS

INGREDIENTS



INGREDIENTS

INGREDIENTS




