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With adventurers running about the city of  Waterdeep via the “Dragon Heist” 
adventure, I figured it was time to shed new light on some old favorites known 

to prowl the city of  splendors, culled from 2nd and 3.5 editions. 
 

The creatures within were chosen to compliment the theme of  the campaign; 
many of  the villains could surely find great uses for some of  the ‘vault guardi-

ans’ within! 

MONSTER CHALLENGE PAGE 

Clockroach 3 3 

Dweomervore 8 4 

Ghuanadan 3 5 

Greater Leucrotta 5 6 

Guardgoyle 3 7 

Mageripper Swarm 5 8 

Nyth 5 9 

Scaladar 9 10 

Taunting Haunt 4 11 

Wilora 1 12 
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Clockroaches first appeared on the island of 
Lantan under the supervision of followers of 
Gond. They quickly became an item in demand 
of those ensuring their belongings remain their 
own. 
 
Clockroaches are near mindless constructs pro-
grammed for a specific purpose, usually guarding 
a thing or a place. It is created with a specific 
command amulet that its master can use to make 
sure it knows what is expected of it. It isn’t possi-
ble to recreate a destroyed amulet, nor to bypass 
the amulet’s function and program the clockroach 
without it. Programmed instructions depend only 
on audible and visual cues, and allow no cogni-
tive function; they can be no longer than twenty-
five words. 
 
 
 
 

 
 
 
 
If for whatever reason the command amulet is 
broken, it will go on a mindless rampage attack-
ing anything it comes in contact with.  
 
It can also be programmed to recognize a pass-
word that, if spoken, will prevent the cloackroach 
from attacking that being.  
 
They will patrol an immediate area, never leaving 
far except to ensure intruders are driven off. It 
can even use its acid to burrow through gravel, 
rock or stone.  
 
They are about 4 feet long with 6 legs bearing 
hooks good for climbing. It is readily identified as 
a construct as the gears and pistons powered by 
magic are always whirring and spinning within. 
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Dweomervores are magic item predators, small 
dragons that thrive and gain sustenance from 
magical emanations such as charged magic 
items. While they can be found in the wild 
(usually in ancient ruins) they prefer easier feed-
ing grounds such as prosperous (and magic-
thriving) cities like Waterdeep, Silverymoon and 
Baldur’s Gate. 
 
Thankfully for those carrying such items, 
dweomervore operate alone and don’t get along 
with their own kind. They don’t even mate, they 
are asexual. At a point near their 50th year after 
absorbing 10 charges from a magic item or items 
within a minute, they hatch one egg after a ten-
day. They will guard the egg with all they have 
until it hatches usually another tenday after being 
laid. At that point they part ways. 
 
Being highly intelligent and dangerous foes, 
some even manage to set themselves up as the 
head of a thieving ring specializing in magic item 
theft. They will fly invisibly over a city or settle-
ment casing out magic users or those creating 
magic items of any sort. 
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Ghadadans are vile, evil servants of Ghaunadaur, the 

god of oozes, jellies and slimes. Having exceptional 

control over their forms, they can prowl about a city in 

a physically fit humanoid shape. While they prefer the 

human male image, there are a few, for whatever rea-

son, prefer the female drow form instead.  

 

Because once in direct contact the disguise is clearly 

fake, they will frequently wear hooded cloaks or even 

robes of the priesthood of Ghaunadaur if involved 

with a cult. Note they must procure these items in 

some way, they cannot form clothing, armor, tools or 

the like when assuming a humanoid form. Failing that 

they’ll use their spellcasting abilities to ensure a foe is 

complacent. 

 

Many sages agree these creatures originated or sailed 

from a faraway land to Skullport, and these days 

prowl the Waterdavian streets claiming victim or infil-

trating social circles to further the cause of their gelati-

nous deity. 
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The normal version of the leucrotta appears  
Volo’s Guide to Monsters, if you wish additional 

insight into these creatures.  
 
 

Greater Leucrottas like their more normal coun-
terparts usually prefer the wild, but a number of 
these enhanced creatures prefer the twisted halls 
of Undermountain. Some even theory they were 
created there by one of Halaster’s apprentices in 
some vile experiment gone wrong. 
 
They typically kill more then they need, some-
times just for the sport of it. They prefer animal 
victims rather than those who have others caring 
about them seeking revenge. 
 
Notoriously unhygienic, greater leucrottas usually 
reek of their kills. The smell of rotten meat and 
copper can foretell an imminent encounter with 
one of thee things.  
 
Like their kin, they like to use their mimicking abil-
ity to lure a creature into an ambush, honing their 
deception skills beyond the norm. Having the 
hooves of a stag can prove befuddling to track-
ers. 
 
When fighting animals and the like they prefer 
ambushes near cliffs or ravines where they can 
use their considerable strength to shove the crea-
ture off to its doom. When it has the chance to 
prey on an intelligent creature, it tries to lure it 
away from its companions, torturing it before de-
vouring it. It will pay close attention to the 
screams and pleas of the victim to use later on to 
lure the others to their demise. 
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Gardgoyles are originally a product of the Zhen-
tarim, to create an excellent guardian of their 
wares and has unwavering loyalty. Since then 
they’ve sold them to many wealthy merchants, 
nobles and rulers. Wealthy cities such as Calim-
port, Sareloon, Selgaunt, Silverymoon, Water-
deep and Zhentil Keep have more than their fare 
share of these steadfast guardians. 
 
A guardgoyle can only be charged to guard a sin-
gle item (any container filled with other items still 
counts as one item). Its master provides the con-
ditions upon which it should use violence to deter 
an intruder, or who it should not attack as a 
named and described ally (who is usually present 
at such a command). If the intruder flees, the 
guardgoyle chases for a time to ensure its gone 
but rarely travels more than 100 feet from their 
guarded item. 



8 

Not for resale. Permission granted to print or photocopy for personal use only.                       WATERDEEP BESTIARY 

Mageripper Swarms are made up of hundreds 
of little tentacle horrors that feed off the spellcast-
ing ability of others. There’s nothing worse to 
many an adventurer than to see the swarm take 
down their magic-user’s defenses and then bite 
and suck the magic from them. 
 
Naturally these things thrive in cities where magi-
cal spellcasters are prevalent. Once word gets 
around that there is one about, you can bet 
groups of magic-users form parties to hunt the 
swarm down. 
 
Not surprisingly, there are a number of tribes of 
Uthgardt barbarians and others who fear or shun 
magic, and keep them around as wardens for this 
purpose. 
 
The sewers of Waterdeep are havens for crime 
gangs, weird cults, and strange creatures, 
Mageripper swarms among them. While mildly 
intelligent, they’re actions are more that of a vi-
cious predator, staying in one area until there are 
no more spellcasters are present before moving 
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Nyth haunt the 
northern reaches of 
the Sword Coast 

and are frequently mistaken as will-o-wisps.  In 
groups they can be devastating, but thankfully 
they rarely form groups, remaining solitary and 
always on the move with no set lair. Against more 
powerful opponents it will wink out its natural 
glow and flee with its great speed, or stay just out 
of range enough to use their naturally generated 
magic missiles. 
 
Highly intelligent, it’s no surprise many like to use 
them as intelligent guardians with the cunning to 
outsmart and foil intruders or thieves.  The Red 
wizards of Thay and the Zhentarim sometimes 
travel with one when moving over land, in cara-
vans or patrols.  
 
Nyth and will-o-wisps have never been seen 
fighting each other. There was a large fire in the 
Rat Hills where a patrol of Waterdeep guards 
spotted both groups in unusually close range to 
one another. They were able to take out the 
wisps but were forced to flee as the nyth stuck 
around and absorbed the wildfire, splitting at an 
alarming rate!  
 
They reproduce by splitting, usually when they‘ve 
absorbed 60 or more temporary hit points.  
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Scaladars are magic-powered constructs known 
as the creation of one “Trobriand the Metal 
Mage” an ex-apprentice of Halaster Blackcloak of 
Undermountain. Adventurers have long told tales 
of encountering them there, but over time some 
have spread to tunnels just below the surface 
lands. There was even one seen in a dark ally in 
Waterdeep’s Dock Ward. To this day it is said ap-
prentices of that wizard are still at work occasion-
ally creating new ones.  
 
Scaladars are controlled by magic rings called 
rings of Trobriand. Each remains under the abso-
lute orders of whoever bears the ring of Trobriand 
linked to it at the time of creation, and it follows 
its last set of instructions until told otherwise. 
More then a few denizens of Undermountain 
have such rings, and employ these mechanical 
monstrosities as guards. 
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Taunting Haunts are angry, jealous sprits of 
bards, jesters or other performers. They despise 
the living and go to great lengths to see them suf-
fer, especially other living performers. 
 
While not necessary the most dangerous in a fair 
fight, performers dread these monsters, who will 
use their dark humor and their potent array of 
spells to bring ruin to a play or private production. 
While they’ll use their claws if necessary to es-
cape, they don’t actually prefer killing, just har-
assing an individual until it ruins them. 
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Wilora are smart and deceiving creatures who 
can steal memories from a victim before taking its 
form for a time. While initially spread throughout 
the cities of the south, in recent years they have 
come to Waterdeep. 
 
Lore says Beshaba, goddess of misfortune her-
self crafted these things from colorful, tropical 
birds with potent magic and infusing them with 
doppelganger blood. 
 
To avoid unwanted attention, they frequently take 
the form of a bird already native to the area. 
Some thieves' groups use their talents to great 
effect, aiding in alibis, blackmailing officials or 
spying on others to report their dealings. Guilds 
treat their Wilora allies with great care, for one 
could expose them if they are abused. 

 
There is talk about what steps the Griffon Calvary 
should do to determine if their mount has been 
replaced by one of these monsters. 
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