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Minion
A minion is a small, yellow-skinned humanoid that has 

either one or two eyes. They are often found in packs 

ranging from dozens to hundreds of minions, though 

groups as small as three sometimes undertake select 

missions. They speak their own language, seemingly 

composed of words and phrases borrowed from many 

tongues. While minions are chaotic neutral by nature 

(with a strong emphasis on chaotic), their strongest 

desire is to provide service to the greatest evil leader in 

any given area.

Minion
Small humanoid, chaotic neutral

Armor Class 12
Hit Points 11 (2d6 + 4)
Speed 30 ft.

 STR DEX CON INT WIS CHA
	 7	(−2)		 14	(+2)		 15	(+2)		 4	(−3)		 3	(−4)		 15	(+2)

Saving Throws Con +4, Cha +4
Skills Stealth +4
Senses passive Perception 6
Languages Minion, understands Common but doesn’t speak it
Challenge 1/2 (100 XP)

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

Strategy Degeneration. Whenever a minion misses on a melee 
attack	roll	by	5	or	more,	it	automatically	hits	a	random	ally	
within	5	feet	of	it.	If	that	ally	is	also	a	minion,	that	minion’s	next	
attack targets the minion that hit it.

Convulsive Laughter. A minion that can see another creature 
fail	by	5	or	more	on	an	attack	roll,	Strength	check,	Dexterity	

check,	Strength	saving	throw,	or	Dexterity	saving	throw	must	
make	a	DC	12	Wisdom	saving	throw.	On	a	failed	save,	the	
minion	is	overcome	by	hysterical	laughter,	suffering	the	effect	
of its own Tickle attack.

Contagious Laughter.	Any	creature	that	starts	its	turn	able	to	
see	or	hear	five	or	more	minions	under	the	effect	of	Convulsive	
Laughter	must	succeed	on	a	DC	12	Wisdom	saving	throw	or	be	
subject	to	the	effect	of	a	minion’s	Tickle	attack.		

Tasty Temptation.	A	minion	has	disadvantage	on	any	ability	
check	or	saving	throw	that	involves	being	tempted	by	food.

Actions
Slap. Melee Weapon Attack:	+4	to	hit,	reach	5	ft.,	one	target.	
Hit: 4 (1d4 + 2) bludgeoning damage.

Tickle. Melee Weapon Attack:	+4	to	hit,	reach	5	ft.,	one	target.	
Hit:	The	target	must	succeed	on	a	DC	12	Wisdom	saving	throw	
or	be	overcome	by	hysterical	laughter	for	1	minute,	becoming	
incapacitated and unable to stand up for the duration. The 
target can make a new saving throw at the end of each of its 
turns	and	each	time	it	takes	damage,	ending	the	effect	on	itself	
with a success.

Fart (Recharge 5–6).	The	minion	fires	noxious	fumes	in	a	15-
foot	cone.	Each	creature	in	that	area	must	succeed	on	a	DC	12	
Constitution saving throw or be poisoned until the end of their 
next	turn.


