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Krampus, the Christmas Demon 
Medium fiend (demon), chaotic evil 
Armor Class 14 (Hide) 
Hit Points 40 (6d8+13) 
Speed 40 ft. 

STR DEX CON INT WIS CHA 

12 (+1) 16 (+3) 12 (+1) 12 (+1) 10 (+0) 8 (-1) 

Saving Throws Int +3 
Senses darkvision 60 ft., passive Perception 14 
Languages Common, Abyssal, Giant, Sylvan 
Challenge 3 (700 XP) 
 
Magic Resistance.  Krampus has advantage on saving throws against spells and other magical 

effects. 
Cause Fear. Krampus can cause fear as per the spell as a 6th level caster. 
 

Actions 
Birch Switch. Melee Weapon Attack: +2 to hit, reach 5 ft., one creature. Hit: 5 (1d6+2) 

bludgeoning damage. 
Claw. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 5 (1d6+2) slashing damage. 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 5 (1d6+2) piercing damage. 
Multiattack. Krampus makes two attacks: one with its bite and two with its claws OR one birch 

switch attack. 
 
Long ago, long before children would know of the kindness of St. Nicholas there was a demon 
that tormented the long Alpine winter nights.  This demon, known locally as Krampus (from the 
word meaning Claw) would torment children and punish wrongdoers. Sometimes Krampus would 

even carry off a child that had been particularly wicked. 
The trouble was that Krampus was more or less in a pact with the parents of the region that had 
used him as a means of controlling unruly children. Over the decades since their un-witting pact 
Krampus had grown in violence and deceit. 
 
That is till the coming of St. Nicholas. 
 
St. Nicholas was able to confront the demon and was well on his way to dispatching the fiend 
(Santa was a bit more of a warrior in those days) when the issue of the pact was brought 
up.  The pact made with the demon was strong, and even though not one adult in the area had 
made it an overt one, built up over the centuries with a little tale here, a story there, made it as 
strong as any pact sealed with a soul.  St. Nicholas then employed Krampus as a personal 
assistant; he could still torment bad children, but now under the eye of St. Nick himself.  Krampus 
also got more children as he traveled with St. Nick.   
 
Since St. Nicholas was known as Sinterklass in some areas and Father Christmas in others, 
Krampus also received more names such as "Belsnickel" or even "Black Pete." 
Sometimes it is even said that his travels with St. Nicholas has tempered his evil.  Or he is just 
bidding his time.  



 

Combat 
Krampus will only attack bad children and typically only with a single whack with a birch 
switch.  If attacked Krampus reveals that he is, truly, a demon with claws and bite. 
 

Description 
Krampus appears as a particularly nasty looking satyr or demon.  He is covered in fur but is 
sometimes wearing a coat covered in soot.  He has one cloven hoof and one animal-like paw for 
feet.  His legs are like that of a goat, and his upper body is human.  His hands are human but 
end in terrible claws. His face is a twisted snarl of evil, with goat-like eyes and a mouth full of 
sharp teeth.  His long tongue lolls out of his mouth and constantly drips saliva.  Despite this, he 
can still speak eloquently.  He uses his tongue to lick a person, typically their face, to know if they 
are naughty or nice.  His head supports to long curved horns.  He smells of burnt coal. He is 
sometimes seen carrying an old rusted chain. It is not clear if the chain is for himself or for the 
children he terrorizes. He also carries a satchel of switches that he uses to beat children. 
His overall appearance is menacing and demonic. He cowers though from any stern word from 
St. Nicholas. 
 
Krampus does have a weakness.  If given a piece of fruit, typically an apple or an orange, by a 
child, he will sit down to eat the gift, sharing it with whoever is there and engage is polite 
conversation.  Krampus will then leave the area, harming no one. 
Krampus may be a demon, but he is fair and impartial. "Good" children have nothing to fear from 
him, "Bad" children are punished in relationship to the severity of their "naughtiness."  Of course, 
Krampus will attempt to use any trick he can to get someone onto his naughty list. For truly evil 
children he carries a sack to put them. He will either drown them or take them off to Hell.  
Wise men suspect though that he, in fact, feeds on the children's fear and the tales told by the 
parents and not the children themselves. Or that is what the older children tell themselves. 
 
Krampus is most active during the first two weeks of December.  All other times he is bound to 
his cave somewhere in the Alps.  There is no known way to dispatch of Krampus permanently.   
 
Like many of the supernatural creatures associated with Christmas, as long as one child believes 
then he will return next year. 

  



 

Open Gaming License 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 herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses 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 1.0 
copyright 2000, Wizards of the Coast, Inc.  
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