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Tiny fiend (demon, shapechanger), chaotic evil 

Armor Class 13 
Hit Points 7 (3d4) 
Speed 40 ft., (10 ft., fly 40 ft. in bat form; 40 ft., climb 40 

ft. in centipede form; 40 ft., swim 40 ft. in toad form. 

STR DEX CON INT WIS CHA 
5 (-3) 17 (+3) 10 (+0) 7 (-2) 10 (+0) 10 (+0) 

Skills Stealth +5 
Damage Resistances cold, fire, lightning; bludgeoning, 

piercing and slashing from non-magical weapons 
Damage Immunities poison 
Damage Immunities poisoned 
Senses darkvision 120 ft., passive Perception 10 
Languages Abyssal, Common 
Challenge 1 (200 XP) 

Shapechanger. The quasit can use its action to 
polymorph into the beast form of a bat, centipede, or 
toad, or into its demon form. Its statistics are the same in 
each form, except for the speed changes noted. Any 
equipment it is wearing or carrying is not transformed. It 
reverts to its demon form if it dies. 

Magic Resistance. The quasit has advantage on saving 
throws against spells and other magical effects, 

Claws (Bite in Beast Form). Melee Weapon Attack: +4 
to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) piercing 
damage, and the target must succeed on a DC10 
Constitution saving throw or take 5 (2d4) poison damage 
and become poisoned for 1 minute. The target can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. 

Scare (1/Day). One creature of the quasit’s choice 
within 20 feet of it must succeed on a DC10 Wisdom 
saving throw at the end of each of its turns, with 
disadvantage if the quasit is within line of sight, ending 
the effect on itself on a success. 

Invisibility. The quasit magically turns itself invisible 
until it attacks or uses Scare, or until its concentration 
ends (as if concentrating on a spell). Any equipment the 
quasit wears or carries is invisible with it. 

 

 

Medium humanoid (human), neutral 

Armor Class 14 (studded leather armor) 
Hit Points 52 (8d8 + 16) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
16 (+3) 12 (+1) 14 (+2) 14 (+2) 10 (+0) 14 (+2) 

Skills Athletics +5, Intimidation +4, Perception +2 
Condition Immunities charmed, frightened 
Senses passive Perception 12 
Languages Common 
Challenge 1 (200 XP) 

Blindfighting. Hilda is blind in her left eye, but is able to 
rely on both her right eye and her ears in combat. Even 
if she is blinded, attacks on her do not have advantage 
unless she is also deafened. 

Spellcasting. Hilda is a 3rd level spellcaster. Her 
spellcasting ability is Intelligence (spell save DC12, +4 to 
hit with spell attacks). Hilda has the following spells 
prepared: 

Cantrips (at will): chill touch, light, prestidigitation 
1st Level (4 slots): alarm, burning hands, false life, shield 
2nd Level (2 slots): enlarge/reduce, invisibility 

Multiattack. Hilda makes two attacks with her scimitars. 

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 6 (1d6 + 3) slashing damage. 

Shortbow. Ranged Weapon Attack: +3 to hit, range 
80/320 ft., one target. Hit: 4 (1d6 + 1) piercing damage. 

Parry. Hilda adds 2 to her AC against one melee attack 
that would hit her. To do so, she must be able to either 
see or hear her attacker and must be wielding a melee 
weapon. 

  



 

Gargantuan dragon, neutral evil 

Armor Class 22 (natural armor) 
Hit Points 429 (26d20 + 156) 
Speed 10 ft. 

STR DEX CON INT WIS CHA 
22 (+6) 3 (-4) 22 (+6) 14 (+2) 16 (+3) 18 (+4) 

Saving Throws Con +13, Wis +10, Cha +11 
Skills History +9, Perception +17 
Damage Immunities cold 
Senses blindsight 60 ft., darkvision 120 ft., passive 

Perception 27 
Languages Common, Draconic 
Challenge 17 (18,000 XP) 

Legendary Resistance (5/Day). If Ilzhrothir fails a 
saving throw, he can choose to succeed instead. 

Slow Destruction. Ilzhrothir must take an action to 
inhale prior to each use of his breath weapon. 

Bite. Melee Weapon Attack: +13 to hit, reach 20 ft., one 
target. Hit: 17 (2d10 + 6) piercing damage plus 9 (2d8) 
cold damage. 

Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., 
one target. Hit: 13 (2d6 + 6) slashing damage. 

Tail. Melee Weapon Attack: +13 to hit, reach 30 ft., one 
target. Hit: 15 (2d8 + 6) bludgeoning damage. 

Cold Breath (Recharge 5-6). Ilzhrothir exhales an icy 
blast in a 120 ft., cone. Each creature in that area must 
make a DC 24 Constitution saving throw, taking 81 
(18d8) cold damage on a failed save, or half as much 
damage on a successful one. 
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