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Ability Score Increase 

Acid Resistance 

Amphibious 

Acid Surge 

Ability Score Increase 

Fire Resistance 

Darkvision 



Firedeath 

Ability Score Increase 

Lightning Resistance 

Primordial Lore 

Earthshock 

Ability Score Increase 

Fire Resistance 

Ashfall Evasion 

Ability Score Increase 

Fire Resistance 

Primordial Lore 

Firepulse 



Ability Score Increase 

Fire Resistance 

Flowing Magma 

Ability Score Increase 

Poison Resistance 

Disease Resistance 

Plaguebearer 

Ability Score Increase 

Slip Through the Grasp 



Sandslide 

Ability Score Increase 

Natural Born Liar 

Corrupt the Light 

Ability Score Increase 

Cold Resistance 

Winterwalk 

Invitation to Frost 

Ability Score Increase 

Lightning Resistance 

Primordial Lore 



Promise of Storm 

Ability Score Increase 

Radiant Resistance 

Sun Flare 

Ability Score Increase 

Psychic Resistance 

Empty Mind 

Assume the Void 

Ability Score Increase 

Fire Resistance 

Primordial Lore 



Swiftcurrent 

Ability Score Increase 

Cold Resistance 

Primordial Lore 

Windwalker 
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Druid 
Level 

Spells 

3rd dust devil, spike growth 
5th elemental weapon, wall of sand 
7th wasteland winds, wrath of the ravaged 
9th commune with nature, wrath of nature 



Tenets of Abyssal Enmity 

Paladin 
Level 

Spells 

3rd absorb elements, chaos bolt 
5th magic weapon, Melf’s acid arrow 
9th elemental weapon, summon lesser demons 

13th 
conjure minor elementals, summon greater 
demon 

17th banishing smite, conjure elemental 
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CANTRIPS 

1ST-LEVEL 

2ND-LEVEL 

3RD-LEVEL 

4TH-LEVEL 



















Medium elemental, chaotic neutral 
 

Armor Class 17 (natural armor) 
Hit Points 171 (18d8+90) 
Speed 30 ft., fly 60 ft. 

 

 
Saving Throws DEX +8, WIS +5, CHA +6 
Damage Resistances Cold 
Senses Darkvision 120 ft., Passive Perception 11  
Languages Common 
Challenge 11

 
Elemental Demise. If the khayal dies, its body fades into 
nothingness, leaving behind only equipment the 
qorrashi was wearing or carrying.  

Innate Spellcasting. The khayal’s innate spellcasting 
ability is Charisma (spell save DC 14, +6 to hit with spell 
attacks). It can innately cast the following spells, 
requiring no material components:  

At-Will: darkness, detect magic, light 

3/day each: darkvision, false life, tongues 

1/day each: conjure elemental, gaseous form, invisibility, 
major image, plane shift 

Sneak Attack. When the khayal has advantage on its 
attack roll, or when it attacks a creature with an enemy 
within 5 feet of it that isn’t incapacitated and the khayal 
doesn’t have disadvantage on the attack roll, the khayal 
deals an additional 24 (7d6) damage. 

Actions 

Multiattack. The khayal makes three scimitar attacks. 

Scimitar. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 7 (1d6+4) slashing damage plus 3 (1d6) 
necrotic damage.  

Str Dex Con Int Wis Cha 
14 (+2) 18 (+4) 20 (+5) 14 (+2) 13 (+1) 15 (+2) 

 



Large elemental, lawful neutral 
 

Armor Class 17 (natural armor) 
Hit Points 161 (14d10+84) 
Speed 30 ft., fly 60 ft. 

 

 
Saving Throws DEX +6, WIS +6, CHA +6 
Damage Immunities Cold 
Damage Vulnerabilities Fire 
Senses Darkvision 120 ft., Passive Perception 12  
Languages Auran, Aquan 
Challenge 11

 
Elemental Demise. If the qorrashi dies, its body 
disintegrates into a burst of snowflakes, leaving behind 
only equipment the qorrashi was wearing or carrying.  

Innate Spellcasting. The qorrashi’s innate spellcasting 
ability is Charisma (spell save DC 14, +6 to hit with spell 
attacks). It can innately cast the following spells, 
requiring no material components:  

At-Will: detect evil and good, detect magic  

3/day each: create food and water, tongues, wind walk 

1/day each: conjure elemental (water or air elemental 
only), cone of cold, gaseous form, ice storm, invisibility, 
major image, plane shift 

Actions 

Multiattack. The qorrashi makes three scimitar attacks. 

Scimitar. Melee Weapon Attack: +9 to hit, reach 5 ft., 
one target. Hit: 12 (2d6+5) slashing damage plus 3 (1d6) 
cold damage.  

Str Dex Con Int Wis Cha 
20 (+5) 15 (+2) 22 (+6) 14 (+2) 15 (+2) 15 (+2) 


