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ARACHNID QUEEN

Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 84 (11d12 + 12)
Speed 30ft, climb 30ft

STR DEX
16 (+3) 14 (+2)

CON INT
15 (+2) 1(-5)

WIS
11 (+0)

CHA
1(-5)

Skills Stealth +6, Intimidation +3

Condition Immunities blinded, charmed, deafened, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses blindsight 30 ft.,darkvision 60 ft., passive Perception 10

Languages —

Challenge 3 (700 XP)

Arachnid Sense. The queen can sense the actions of all spider
creatures within 150ft

Multiattack.
The queen makes two attacks: one with its bite and one with its
web shot.

Spider Climb.

The queen can climb difficult surfaces, including upside down on
ceilings, without needing to make an ability check.

Web Walker.

The queen ignores movement restrictions caused by webbing.

Web Sense
While in contact with a web, the queen knows the exact location
of any other creature in contact with the same web.

Actions

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit:
8(1d10 + 3) piercing damage, and the target must make a DC 11
Constitution saving throw, taking 4 (1d6)

poison damage on a failed save, or half as much damage on a
successful one. If the poison damage reduces

the target to 0 hit points, the target is stable but poisoned for 1
hour, even after regaining hit points, and is

paralyzed while poisoned in this way.

Web Shot. reach 30/60 ft., one creature. Target must make a DC
12 Dexterity saving throw. On a fail the target wrapped tight with
sticky web and falls prone, unable to move. A DC 10 saving throw
must be made to be freed of the web.

Queen's Cry The queen lets out a loud screech, creatures within
20ft must make a DC 10 wisdom saving throw or be intimidated
for 1 turn. While intimidated the creature hesitates and cannot
make advancing movement on the queen and attack rolls are at
disadvantage.

lllustration by Marksuthebarbarian

Thanks to StoneStrix - /r/Monsteraday
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ARCANAMITE

Beautiful to look at, horrific to come across,

Arcanamites scuttle through the deep places of the world,
creating massive hive networks that stretch for miles.
Drawn to magical energy, they nest closely to area rich

in arcane power, draining the region dry. Magic bounces
harmlessly from Arcanamites as they swarm around their
targets, burrowing into them with razor-sharp pincers and
needle beaks.

ARCANAMITE

Small monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 27 (5d6 + 10)
Speed 30 ft,, climb 30 ft.

STR DEX CON INT WIS CHA
7(-2) 15 (+2) 15 (+2) 2 (-4) 12 (+1) 6 (-2)
Skills Perception +3, Stealth +4
Damage Vulnerabilities bludgeoning
Senses darkvision 60 ft., passive Perception 13
Languages -
Challenge 1 (200 XP)

Magic Scent. The arcanamite can pinpoint, by scent, the location
of a creature that can cast spells within 60 feet of it.

Reflective Carapace. Any time the arcanamite is targeted by a
magic missile spell, a line spell, or a spell that requires a ranged
attack roll, roll a d6. On a 1 to 5, the arcanamite is unaffected. On
a 6, the arcanamite is unaffected, and the effect is reflected back
at the caster as though it originated from the arcanamite, turning
the caster into the target.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4
(1d4 + 2) piercing damage, and the arcanamite can attach itself to
the target. The arcanamite can be removed if a creature takes an
action and succeeds on a DC 15 Strength check against it. The
arcanamite detaches if it takes fire damage. Until the arcanamite
detaches, it can't bite another target.

Leech Magic. If the arcanamite is attached to a creature with spell
slots, roll a d4. The target loses a spell slot of that level, or the
next highest level if it has no spell slots of that level. If the
arcanamite has leeched a number of spell slots with a combined
level of 8 or more, it detaches from the creature.

Prized Possession. Partially made of arcane-infused
gem, an Arcanamite's carapace is valuable to spellcasters
and rare jewelcrafters. Expeditions to Arcanamite hives,
While dangerous, can provide a fortuitous haul.
Spellcasters will sometimes attempt to capture an
Arcanamite alive, using it as a defender or to harry other
arcane-users.

Swarm Fighters. Arcanamites sense arcane energy,
moving to the most potent source first. They use
needle-like barbs to latch onto their target, draining
arcane energy. Arcanamites are rarely alone, living and
fighting in large swarms. Once they sense magic energy,
Arcanamites rush toward their target, ignoring the attacks
and magic that bounce off of their resistant shell.

Dangerous Friends. Arcanamites that are kept by lords
and spellcasters are not trustworthy pets. Unless an
adequate amount of arcane energy is given, Arcanamites
Will attempt to kill their captors, draining them of their
magic or return to their hive.

Addictive Qualities. The sensation left by Arcanamite
draining is both painful but highly stimulating. Occasionally,
spellcasters who experience this effect grow dependent
of it. Aracanamites will remain latched on a target for
years, draining arcane energy from their host While the
victim is lost in the experience.



ARMED SKELETON
Medium undead, lawful evil

Armor Class 13 (natural armor)
Hit Points 26 (4d8 + 8)
Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 14 (+2) 15 (+2) 6 (-2) 8 (-1) 6 (-2)
= ————— -~
Skills Athletics +3
Damage Vulnerabilities bludgeoning
Damage Immunities poison
Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands all languages it knew in life but can't
speak
| Challenge 1 (200 XP)

Armed Advantage. The skeleton has advantage on Strength
(Athletics) checks made to grapple.

ACTIONS
Multiattack. The skeleton makes four melee attacks.

. Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3
- (1d4 + 1) slashing damage.

Created by StoneStrix - /r/monsteraday Art Credit: Will O’Brien



AZURE ENCHANTER

Medium humanoid (any race), any alignment

Armor Class 12 (15 with mage armor)
Hit Points 49 (9d8 + 9)
Speed 30 ft.

STR DEX CON INT WIS CHA
9(-1) 14 (+2) 13 (+1) 11 (+0) 12 (+1) 17 (+3)

Saving Throws Wis +4, Cha +6
Skills Perception +4, Persuasion +6
Senses passive Perception 14
Languages any two languages
Challenge 7 (2,900 XP)

Spellcasting. The enchanter is a 9th-level spellcaster. Its
spellcasting ability is Charisma (save DC 14, +6 to hit with spell
attacks). The enchanter knows the following sorcerer spells:

Cantrips (at will): blade ward, light, mage hand, message,
prestidigitation

1st level (4 slots): charm person, mage armor, shield

2nd level (3 slots): hold person, suggestion

3rd level (3 slots): counterspell, dispel magic

4th level (3 slots): confusion, dominate beast

5th level (1 slots): dominate person

ACTIONS

Mind Lash. Ranged Spell Attack: +6 to hit, range 30/60 ft., one
creature. Hit: 11 (2d10) psychic damage and the creature has
disadvantage on Wisdom saving throws until the end of the
enchanter's next turn.

ReAcTIONS

Invoke Doubt. If the enchanter is the target of an attack and can
see the attacker, it imposes disadvantage on the attack roll.

AZURE MIND SCULPTOR

Medium humanoid (any race), any alignment

Armor Class 12 (15 with mage armor)
Hit Points 84 (13d8 + 26)
Speed 30 ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 14 (+2) 14 (+2) 14 (+2) 20 (+5)
—— =
Saving Throws Wis +6, Cha +9
Skills Deception +9, Perception +6, Persuasion +9
Senses passive Perception 16
Languages any three languages
Challenge 10 (5,900 XP)

Enthralling Aura. Attack rolls against the mind sculptor have
disadvantage.

Spellcasting. The mind sculptor is a 13th-level spellcaster. Its
spellcasting ability is Charisma (save DC 17, +9 to hit with spell
attacks). The mind sculptor knows the following sorcerer spells:

Cantrips (at will): blade ward, light, mage hand, message,
prestidigitation

1st level (4 slots): charm person, mage armor, shield

2nd level (3 slots): hold person, suggestion

3rd level (3 slots): counterspell, dispel magic

4th level (3 slots): confusion, dominate beast

5th level (2 slots): dominate person, seeming

6th level (1 slots): mass suggestion

7th level (1 slots): prismatic spray

ACTIONS

Melt Mind. Ranged Spell Attack: +9 to hit, range 60/120 ft., one
creature. Hit: 16 (3d10) psychic damage, and the creature must
succeed on a DC 17 Wisdom saving throw or become stunned
until the end of the mind sculptor's next turn.

Pacify. The mind sculptor targets one creature that it can see
within 60 feet of it. The target must succeed on a DC 17 Wisdom
saving throw or be magically charmed. The charmed creature
can't attack or otherwise harm another creature. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success. The mind sculptor can have only one
target charmed at a time in this way. If it charms another, the
effect on the previous target ends.

Created by StoneStrix - /r/monsteraday  Art Credit: Capprotti and Federico Musetti



BANELING

Small fiend (demon), chaotic evil

Armor Class 12
Hit Points 7 (2d6)
Speed 40 ft.

STR DEX CON INT WIS CHA
6 (-2) 15 (+2) 10 (+0) 7(-2) 11 (+0) 3(-4)
e —
Damage Immunities acid
Senses darkvision 60 ft., passive Perception 10

Languages understands Abyssal but can't speak
Challenge 1/2 (100 XP)

Death Burst. The baneling explodes when it drops to 0 hit points.
Each creature within 10 feet of it must make a DC 12 Dexterity
saving throw, taking 7 (2d6) acid damage on a failed save, or half
as much damage on a successful one.

ACTIONS

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

Created by StoneStrix - /r/monsteraday Art Credit: Luke Mancini



BEAST oF ILL OMEN

Large monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 45 (6d10 + 12)

Speed 50 ft.
S S
STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 14 (+2) 4(-3) 12 (+1) 10 (+0)

Skills Perception +3, Stealth +4
Senses passive Perception 13
Languages -

Challenge 2 (450 XP)

Aura of Misfortune. Bad luck radiates from the beast in an aura
with a 60-foot radius. Hostile creatures in that area have
disadvantage on attack rolls, ability checks, and saving throws.

Unfavorable Target. The beast is unaffected by critical hits.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 11
(2d6 + 4) piercing damage.

Created by StoneStrix - /r/monsteraday Art Credit: Tatchit
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BEHOLDER DRAGON

Large abberation (dragon), neutral evil

l"\ v .

Armor Class 18 (natural armor)
Hit Points 179 (17d10 + 85)
Speed 40 ft., climb 80 ft., fly 80 ft.
e e e e
STR DEX CON INT WIS CHA
23 (+6) 10 (+0) 20 (+5) 17 (+3) 14 (+2) 18 (+4)

Saving Throws Dex +5 Con +10 Int +8 Wis +7 Cha +9

Skills Stealth +6 Perception +13

Damage Immunities fire

Senses blindsight 60 ft., darkvision 120 ft., passive Perception 23
Languages common, deep speech, draconic, undercommon
Challenge 15 (13000 XP)

Antimagic Cone. The beholder dragon's central eye creates an
area of antimagic, as in the anti magic field spell, in a 150-foot
cone. At the start of each of its turns, the beholder dragon
decides which way the cone faces and whether the cone is active.
The area works against its own eye rays and targets inside of it
cannot be affected by banishing breath.

Legendary Resistance (3/Day). If the beholder dragon fails a
saving throw, it can choose to succeed instead.

ACTIONS

Multiattack. The beholder dragon can use its Frightful Presence.
It then makes three attacks: one with its bite and two with its
claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit: 5
(4d6+8) piercing damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit: 5
(2d6+8) bludgeoning damage.

Banishing Breath (Recharge 5-6). The beholder dragon exhales a
dimensional rift in a 90-foot line that is 5 feet wide. Each creature
in that line must make a DC 18 Charisma saving throw, or be
banished. If the beholder dragon uses its breath weapon again
before the duration of the effect, all other previously affected
targets reappear.

Eye Rays. The beholder shoots three of the following magical eye
rays at random (reroll duplicates), choosing one to three targets
it can see within 120 feet of it:

1. Charm Ray. The targeted creature must succeed on a DC 16
Wisdom saving throw or be charmed by the beholder for 1 hour,
or until the beholder harms the creature.

2. Paralyzing Ray. The targeted creature must succeed on a DC
16 Constitution saving throw or be paralyzed 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.

3. Fear Ray. The targeted creature must succeed on a DC 16
Wisdom saving throw or be frightened 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.

4. Slowing Ray. The targeted creature must succeed ona DC 16
Dexterity saving throw. On a failed save, the target's speed is
halved for 1 minute. In addition, the creature can't take reactions,
and it can take either an action or a bonus action on its turn, not
bofh. The creature can repeat the saving throw at the end of each
of its turns, ending the effect On itself on a success.

5. Enervation Ray. The targeted creature must make a DC 16
Constitution saving throw, taking 36 (8d8) necrotic damage on a
failed save, or half as much damage on a successful one.

6. Telekinetic Ray. If the target is a creature, it must succeed on a
DC 16 Strength saving throw or the beholder moves it up to 30
feet in any direction. It is restrained by the ray's telekinetic grip
until the start of the beholder's next turn or until the beholder is
incapacitated. If the target is an object weighing 300 pounds or
less that isn't being worn or carried, it is moved up to 30 feet in
any direction. The beholder can also exert fine control on objects
with this ray, such as manipulating a simple tool or opening a
door or a container.

7. Sleep Ray. The targeted creature must succeed on a DC 16
Wisdom saving throw or fall asleep and remain unconscious for 1
minute. The target awakens if it takes damage or another
creature takes an action to wake it. This ray has no effect on
constructs and undead.

8. Petrification Ray. The targeted creature must make a DC 16
Dexterity saving throw. On a failed save, the creature begins to
turn to stone and is restrained. It must repeat the saving throw at
the end of its next turn. On a success, the effect ends. On a
failure, the creature is petrified until freed by the greater
rest.oration spell or other magic.

9. Disintegration Ray. If the target is a creature, it must succeed
on a DC 16 Dexterity saving throw or take 45 (10d8) force
damage. If this damage reduces the creature to 0 hit points, its
body becomes a pile of fine gray dust. If the target is a Large or
smaller non magical object or creation of magical force, it is
disintegrated without a saving throw. If the target is a Huge or
larger object or creation of magical force, this ray disintegrates a
10-foot cube of it.

10. Death Ray. The targeted creature must succeed on a DC 16
Dexterity saving throw or take 55 (10d10) necrotic damage. The
target dies if the ray reduces it to 0 hit points.

LEGENDARY ACTIONS

The beholder dragon can take 3 legendary actions, choosing from
the options below. Only one legendary action can be used at a
time and only at the end of another creature’s turn. The beholder
dragon regains spent legendary actions at the start of its turn.

Eye Ray. The beholder uses one random eye ray.

Created by: Valdier

Art Credit: Spi pés



BrLAcK KNIGHT

Black knights were Lord Gwyn's elite warriors, and often
his personal guard. These fearless warriors were once clad
in silver like their brothers in Anor Londo, but after the
Witch of Izaleth accidentally unleashed chaos and demons
into Lordran, their main task became to hunt and
exterminate these new evils. After years of fighting demons,
their silver armor was burnt black and tempered from the
fiery chasm of Izaleth. After Lord Gwyn left to rekindle the
First Flame and keep the darkness at bay, the black knights
who were left behind wandered through Lordran, forever
hunting undead and demons in the name of their king.

BLACK KMGHT

Medium humanoid, lowful n

|f-,

Armor Class 16 (Burnt Breastplate
Hit Points 127 (17d8 + 51|
Speed 30 ft

STR DEX CON INT WIS CHA

Skills Athletics +9, Perception +5
Damage Resistances bludg

| ire, pier C | INg
Senses passive Perception 11
Languages Common
Challenge 12 (8400 XP)
Versatile. The black knight has a variety of weapons at his
: d, a greatsv .‘_ld and a

halberd. H a bonus action to switch his weapons. While

he is wielding the \mr word and shield, his AC increases by 2.

ACTIONS

Multiattack. The bla

greatsword attacks,

K

('J r1_

night can make 3 longsword attacks, 2
na

NoX

B
|berd attacks.

Longsword. Melee Weapon Attack: +9 to hit, reach 5 ft,, Hit: 9
(1d8+5) slashing dam

Greatsword. Melee Weay - +9 to hit, reach 5 ft., Hit: 12

| (2d6+5) slashing damage.

Halberd. Melee Weapon Attack: +9 to hit, reach 10 ft., Hit: 10

{(1d10+5) slash ng damage.

REACTIONS
Parry. When the black knight is hit by a melee attack, he can
make a Strength (Athletics) check against t k roll. If the

Strength (Athletics) check is higher than the attack -’:.J:|‘ he takes

ne atta

no damage from the attack, and can immediately make an attack

against the original attacker

e t"‘;r»"iﬁ




Bone Golem

A Bone Golem is the defiled abomination of animated
skeletons crafted into a singular entity that desires nothing
more than to add more material to its hideous form. Similar
to other golems, Bone Golems serve the commands of their
masters, following them with disturbing ferocity and preci-
sion. Sharing traits with its lesser skeletal counterparts,
Bone Golems do not try to damage themselves to reach a
goal, instead resorting to try a door handle rather than
harm themselves by breaking through it.

Necromancers who have created these monstrosities
also have the presence of mind to make the Bone Golem
itself a master of bone. Capable of gathering bones together
into a prison for its victims, Bone Golems serve adeptly as
guards of ancient tombs or its master’s personal studies.

An empty shell driven by negative energy, the many heads
of the Bone Golem still quietly whisper with the pain and
suffering of those used to create the construct. Faint
screams and cry echo from Bone Golems.

BoNE GOLEM

Large construct, unaligned

Armor Class 14 (natural armor)
Hit Points 133 (14d10 + 56)

Speed 30 ft.
—_— s S e
STR DEX CON INT WIS CHA
20 (+5) 9(-1) 18 (+4) 3(-4) 8(-1) 1(-5)

Damage Immunities poison, psychic; bludgeoning, piercing, and =
slashing from nonmagical weapons that aren't adamantine
Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands the languages of its creator but can't
speak
Challenge 9 (5,000 XP)

Immutable Form. The golem is immune to any spell or effect that
would alter its form.

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

Magic Weapons. The golem's weapon attacks are magical.

ACTIONS
Multiattack. The golem makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 18
(3d8 + 5) bludgeoning damage.

Bone Prison. The golem targets one creature it can see within 60
feet of it. A prison of magical bones surrounds the creature. The
target must make a DC 15 Dexterity saving throw or become
restrained. The restrained creature can break free by succeeding
on a DC 20 escape check, or by destroying the bone prison (AC 20;
50 hit points; immunity to poison and psychic damage). The
golem can only have one bone prison active at a time. It may
dismiss the bone prison as a bonus action.

'

At first we scoffed as the bones rattled, then
when the entire pile rose, we fled — the screams
of the overconfident filling the air behind us.”

— Kendrick Hiln Thief of the Black Nine

Art Credit: Yunus Kocatepe



BrRoOD BUTCHER

Huge aberration, chaotic evil

Armor Class 14 (natural armor)
Hit Points 184 (16d12 + 80)
Speed 40 ft.

STR DEX CON INT WIS CHA
23 (+6) 10 (+0) 20 (+5) 8 (-1) 14 (+2) 7 (-2)
e e ==

Saving Throws Wis +6

Skills Perception +6

Senses darkvision 60 ft., passive Perception 16
Languages -

Challenge 9 (5,000 XP)

Alien Mind. The butcher has advantage on Wisdom saving
throws.

Ingest Scion. As a bonus action, the butcher can ingest an eldrazi
scion within 10 feet of it, destroying the scion. The butcher then
regains use of Consume.

ACTIONS

Multiattack. The butcher makes two claw attacks.

Claw. Melee Weapon Attack: +10 to hit, reach 10 ft., one target. Hit:
22 (3d10 + 6) slashing damage.

Constrict. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage, and the target is grappled
(escape DC 16). Until this grapple ends, the creature is restrained,
and the butcher can't constrict another target.

Consume (1/Day). The butcher targets one creature that it can
see within 60 feet of it. The target must make a DC 16
Constitution saving throw, taking 28 (8d6) necrotic damage on a
failed save, or half as much damage on a successful one. If this
damage reduces the creature to 0 hit points, its body becomes a
pile of white dust.
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Created by StoneStrix - /r/monsterg y Art Credit: Daarken



Broop MONITOR

Huge aberration, chaotic evil

Armor Class 12
Hit Points 126 (12d12 + 48)
Speed 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA T
21 (+5)8 M) | 1864)  7(=2) 1a(+2)  B(-1)

Saving Throws Wis +5

Skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Languages -

Challenge 7 (2,900 XP)

Alien Mind. The monitor has advantage on Wisdom saving
throws.

ACTIONS

Multiattack. The monitor makes two fist attacks.

Fist. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. Hit: 21
(3d10 + 5) bludgeoning damage.

Constrict. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 18 (3d8 + 5) bludgeoning damage, and the target is grappled o
(escape DC 16). Until this grapple ends, the creature is restrained,
and the monitor can't constrict another target.

Spawn Scion (3/Day). The monitor spawns an eldrazi scion that
appears in an unoccupied space within 5 feet of it.

Created by StoneStrix - /r/monsteraday Art Credit: Izzy



BuLLYWUG SHAMAN

Medium humanoid (bullywug), neutral evil

Armor Class 14 (hide armor)
Hit Points 27 (5d8 +5)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA
12 (+1) 14 (+2) 12 (+1) 9(-1) 15 (+2) 10 (+0)

Skills Perception +4, Stealth +4

Senses darkvision 60 ft., passive Perception 14
Languages Bullywug

Challenge 2 (450 XP)

Amphibious. The bullywug can breathe air and water.

Speak with Frogs and Toads. The bullywug can communicate
simple concepts to frogs and toads when it speaks in Bullywug.

Spellcasting (Bullywug Form Only). The bullywug is a 5th-level
spellcaster. Its spellcasting ability is Wisdom (save DC 12, +4 to hit
with spell attacks). The bullywug has the following druid spells
prepared:

Cantrips (at will): druidcraft, shape water, shillelagh

1st level (4 slots): fog cloud, create or destroy water, cure wounds
2nd level (3 slots): invisibility, misty step

3rd level (2 slots): tidal wave, wall of water

Swamp Camouflage. The bullywug has advantage on Dexterity
(Stealth) checks made to hide in swampy terrain.

Standing Leap. The bullywug's long jump is up to 20 feet and its
high jump is up to 10 feet, with or without a running start.

ACTIONS

Mace. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 4
(1d6 + 1) bludgeoning damage.

Change Shape (Recharges after a Short or Long Rest). The
bullywug magically polymorphs into a giant toad, remaining in
that form for up to 1 hour. It can revert to its true form as a
bonus action. Its statistics are replaced by the statistics of a giant
toad, but it retains its Intelligence, Wisdom, and Charisma scores.
Any equipment it is wearing merges into the new form. It reverts
to its true form if it dies.

= = - =

Created by StoneStrix - /r/monsteraday Art Credit: Eric Belisle
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BURNING SKELETON
Medium undead, lawful evil

< Wiy Armor Class 15 (chain shirt)
dy Hit Points 26 (4d8 + 8)
Speed 30 ft.
T e R e
STR DEX CON INT WIS CHA
10 (+0) 14 (+2) 14 (+2) 6 (-2) 8 (-1) 6(-2)

Damage Vulnerabilities bludgeoning, cold

Damage Immunities fire, poison

Condition Immunities exhaustion, poisoned

Senses darkvision 60 ft., passive Perception 9

Languages understands all languages it knew in life but can't
speak

Challenge 1 (200 XP)

Heated Body. A creature that touches the skeleton or hits it with a
melee attack while within 5 feet of it takes 3 (1d6) fire damage.

Heated Weapons. Any weapon the skeleton wields deals an extra
3 (1d6) fire damage on a hit (included in the attack).

ACTIONS
Multiattack. The skeleton makes two melee attacks.

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage plus 3 (1d6) fire damage.

Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 ft., one
target. Hit: 5 (1d6 + 2) piercing damage plus 3 (1d6) fire damage.
——— e - = 1

Created by StoneStrix - /r/monsteraday Art Credit: Marek Madej



__ I _

CaAusTic CRAWLER

Medium monstrosity, unaligned

Armor Class 14 (natural armor)
Hit Points 102 (12d8 + 48)

Speed 30 ft.
i Sl LSS S
STR DEX CON INT WIS CHA

16(+3)  12(+1)  18(+4) 2 (-4) 12 (+1) 6 (-2)

Damage Immunities acid, poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 11
Languages -

Challenge 4 (1,100 XP)

Acidic Blood. A creature that hits the crawler with a melee attack
while within 5 feet of it takes 7 (2d6) acid damage.

Caustic Fumes. Any creature that starts its turn within 10 feet of
the crawler must succeed on a DC 12 Constitution saving throw or
be poisoned until the start of its next turn. On a successful saving
throw, the creature is immune to the crawler's fumes for 24
hours.

ACTIONS

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
12 (2d8 + 3) slashing damage plus 7 (2d6) acid damage.

] Acid Spray (Recharge 6). The crawler spits acid in a line that is 30
- feet long and 5 feet wide. Each creature in that line must make a
DC 14 Dexterity saving throw, taking 28 (8d6) acid damage on a
failed save, or half as much damage on a successful one.

Created by StoneStrix - /r/monsteraday Art Credit: Joe Slucher



CAPRA DEMON

Large fiend (demon), chaotic evil

Armor Class 13 (Natural Armor)
Hit Points 126 (12d12 + 48)
Speed 40 ft.
| —— e e
STR DEX CON INT WIS CHA
20 (+5) 18 (+4) 8 (+4) 8 (-1) 10 (+0) 5 (-2)

Saving Throws Str +8, Dex +7, Con +
Skills Athletics +11

Senses darkvision 60 ft., passive Perception
Languages Infernal

Challenge 6 (2300 XP)

Aggressive. As a bonus action, the demon can move up to its
speed toward a hostile creature that it can see.

Multiattack. The demon makes two machete attacks.

Rampage. When the demon reduces a creature to 0 hit points
with a melee attack on its turn , the demon can take a bonus
action to move up to half its speed and make a single machete
attack.

ACTIONS

Machete. Melee Weapon Attack: +8 to hit, reach 10 ft., one
creature. Hit: 18 (3d8+5) slashing damage.




CEASELESS DISCHARGE

The only son if the Witch of [zaleth, the Ceaseless
Discharge was once a powerful pyromancer, until the

terrible event that cursed his mother and sister corrupted ? y 4 ‘ A
him as well. Now a huge, deformed demon, he constantly J’: . 4 et =
spews lava from his body, resulting in incredible constant J Q /’r 4 e '
agony and suffering. Left with only the corpse of his elder » g ﬁ;’__

sister and the gates to Izaleth, he guards the tomb of his " Y ;:7/ '
family’s legacy. y ¥ 7 ’ .
o

: '.;?_J ‘ i

CEASELESS DISCHARGE

Gargantuan , chaotic neutral

Armor Class 14 (natural armor)

Hit Points 217 (14d20 + 70)
Speed 30 ft.
T —
STR DEX CON INT WIS CHA
23 (+6) 10 (+0) 21 (+5) 16 (+3) 18 (+4) 12 (+1)
————— ——————

Saving Throws Con +10, Wis +9

Skills Arcana +8, Athletics +11

Damage Immunities fire

Damage Resistances bludgeoning, piercing, slashing
Senses passive Perception 14

Languages Abyssal

Challenge 14 (11500 XP)

Molten Body. Ceaseless Discharge's attacks deal an additional
4d6 fire damage (included in the attack).

ACTIONS

Multiottack. Ceasless Discharge makes 3 tentacle attacks.

Tentacle Slam. Melee Weapon Attack: +11 to hit, reach 15 ft., Hit: 17
(2d10+6) bludgeoning damage. plus 14 (4d8) fire damage.

Fire Cone (Recharge 5-6). Ceaseless releases fire in a 60-foot cone.
Each creature in that area must make a DC 17 Dexterity saving
throw, taking 54 (12d8) fire damage on a failed save, or half as
much damage on a successful one.

Ceaseless Discharge concept art by From Software
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CHAINER GEIST

Medium undead, chaotic evil

Armor Class 11
Hit Points 45 (10d8)
Speed O ft., fly 40 ft.

== e e ———
STR DEX CON INT WIS CHA
16 (+3) 13 (+1) 10 (+0) 10 (+0) 12 (+1) 14 (+2)

Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical weapons

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 60 ft., passive Perception 11

Languages any languages it knew in life

Challenge 4 (1,100 XP)

 Ethereal Sight. The geist can see 60 feet into the Ethereal Plane

|
|
|

|

when it is on the Material plane, and vice versa.

Incorporeal Movement. The geist can move through other
creatures and objects as if they were difficult terrain. It takes 5
(1d10) force damage if it ends its turn inside an object.

ACTIONS
Multiattack. The geist makes two attacks with its chains.

Chain. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit:
10 (2d6 + 3) bludgeoning damage. The target is grappled (escape
DC 13) if the geist isn't already grappling a creature. Until this
grapple ends, the target is restrained and takes 3 (1d6) necrotic
damage at the start of each of its turns.

Etherealness. The geist enters the Ethereal Plane from the

- Material Plane, or vice versa. It is visible on the Material Plane
- while it is in the Border Ethereal, and vice versa, yet it can't affect
' or be affected by anything on the other plane.

Art Credit: Andrew Hou



CHAMAELEAN

Small humanoid (chamaelean), neutral

Armor Class 14 (hide armor)
Hit Points 10 (3d6)
Speed 25 ft., climb 25 ft.

STR DEX CON INT WIS CHA
9(-1) 15 (+2) 11 (+0) 10 (+0) 14 (+2) 10 (+0)
== —————=_____ =2
Skills Perception +6, Stealth +6
Senses passive Perception 16
Languages Common, Chamaelean
Challenge 1/2 (100 XP)

Camouflage. The chamaelean has advantage on Dexterity
(Stealth) checks made to hide in natural terrain.

- ACTIONS

f Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 ft., one
target. Hit: 5 (1d6 + 2) piercing damage.

Tongue. Melee Weapon Attack: +4 to hit, reach 10 ft., one target.
Hit: 4 (1d4 + 2) bludgeoning damage. Instead of dealing damage,
the chamaelean can attempt to disarm the target, forcing it to

. drop one item of the chamaelean's choice that it's holding. The

. target must make a DC 10 Strength saving throw. On a failed
save, the chamaelean takes the object and holds it with its

' tongue.

Created by StoneStrix - /r/monsteraday Art Credit: Firat Solhan
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« ANCIENT CHRONOMANCER

Medium humanoid construct, neutral

Armor Class 16 (natural armor)
Hit Points 67 (9d8 + 27)
Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 14(+2) 16(+3) 17 (+3) 14 (+2) 11 (+0)

Saving Throws Int + 6, Wis +5

Skills Arcane +6, History +6

Damage Immunities poison

Condition Immunities exhaustion, paralyzed, petrified,
poisoned

Senses darkvision 60 ft., passive Perception 12

Languages any four languages

Challenge 7 (2,900 XP)

Spelicasting. The chronomancer is a 9th-level spellcaster. Its
spellcasting ability is Intelligence (save DC 14, +6 to hit with spell
attacks). The chronomancer has the following wizard sells
prepared:

Cantrips (at will): blade ward, mage hand, ray of frost,
prestidigitation

1st level (4 slots): detect magic, expeditious retreat, magic missile,
shield

2nd level (3 slots): hold person, misty step

3rd level (3 slots): blink, haste, slow

4th level (3 slots): banishment, dimension door

5th level (1 slot): cone of cold

ACTIONS

Unmake. The chronomancer choses one creature it can see
within 60 feet of it, causing the target's flesh to rapidly age and
decompose. The target must make a DC 14 Constitution saving
throw, taking 16 (3d10) necrotic damage on a failed save, or half
as much damage on a successful one.

REACTIONS

Slow Projectile. If the chronomancer is targeted by a ranged
attack, it can alter the flow of time nearby, causing incoming
projectiles to slow down. Until the start of its next turn, the
chronomancer has a +10 bonus to AC against ranged attacks.

TIMELESS CHRONOMANCER

Medium humanoid construct, neutral

Armor Class 18 (natural armor)
Hit Points 150 (20d8 + 60)

Speed 30 ft.
STR DEX CON INT WIS CHA
12 (+1) 14 (+2) 16 (+3) 20 (+5) 14 (+2) 14 (+2)
l=————————— =

Saving Throws Int + 10, Wis +7

Skills Arcane +15, History +15

Damage Resistances damage from spells

Damage Immunities poison

Condition Immunities exhaustion, paralyzed, petrified,
poisoned

Senses darkvision 60 ft., passive Perception 12

Languages all

Challenge 14 (11,500 XP)

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

Spelicasting. The chronomancer is a 20th-level spellcaster. Its
spellcasting ability is Intelligence (save DC 18, +10 to hit with spell
attacks). The chronomancer has the following wizard sells
prepared:

Cantrips (at will): blade ward, mage hand, ray of frost,
prestidigitation

1st level (4 slots): detect magic, expeditious retreat, magic missile,
shield

2nd level (3 slots): hold person, misty step

3rd level (3 slots): blink, haste, slow

4th level (3 slots): banishment, dimension door

5th level (3 slots): cone of cold, wall of force

6th level (1 slot): globe of invulnerability

7th level (1 slot): teleport

8th level (1 slot): maze

gth level (1 slot): time stop

Stretch Time (Recharge 5-6). The chronomancer can take one
additional action on its turn.

ACTIONS

Expose Paradox (Recharge 5-6). The chronomancer choses one
creature it can see within 60 feet of it, revealing to it a paradox in

- the space-time continuum. The target must make a DC 18
- Wisdom saving throw, taking 42 (12d6) psychic damage on a

failed save, or half as much damage on a successful one.

REACTIONS

Rewind. When the chronomancer or another creature makes an
attack roll, saving throw, or ability check, it must remake the roll
and use the new result.

E== =
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CLOCKWORK DRAGON

Huge construct, unaligned

Armor Class 18 (natural armor)
Hit Points 184 (16d12 + 80)
Speed 40 ft., fly 80 ft.

STR DEX
23 (+6) 10 (+0)

CON INT WIS CHA
20 (+5) 9(-1) 11 (+0) 5(-3)

Saving Throws Dex +5, Con +10

Skills Perception +10

Damage Immunities poison, psychic; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't adamantine

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses truesight 60 ft., darkvision 120 ft., passive Perception 20

Languages understands the languages of its creator but can't
speak

Challenge 14 (11,500 XP)

Immutable Form. The dragon is immune to any spell or effect
that would alter its form.

Legendary Resistance (3/day). If the dragon fails a saving throw,
it can choose to succeed instead.

Self Destruct. When the dragon is reduced to 0 hit points, it
explodes, and each creature within 30 feet of it must make a DC
18 Dexterity saving throw, taking 21 (6d6) fire damage and 21
(6d6) piercing damage on a failed save, or half as much damage
on a successful one.

ACTIONS

Multiattack. The dragon makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. Hit:
17 (2d10 + 6) piercing damage.

Created by StoneStrix - /r/monsteraday

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. Hit:
13 (2d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. Hit:
15 (2d8 + 6) bludgeoning damage.

Breath Weapons (Recharge 5-6). The dragon uses one of the
following breath weapons.

Fire Tar Breath. The dragon sprays flaming tar in a 30-foot cone.
Each creature in that area must make a DC 18 Dexterity saving
throw, taking 35 (10d6) fire damage on a failed save, or half as
much damage on a successful one. On a failed save, a creature is
restrained (escape DC 18). While restrained in this way, a creature
takes 10 (3d6) fire damage at the start of each of its turns.

Knockout Gas Breath. The dragon exhales knockout gas in a 60-
foot cone. Each creature in that area must succeed ona DC 18
Constitution saving throw or fall unconscious for 10 minutes. This
effect ends for a creature if the creature takes damage or
someone uses an action to wake it.

LEGENDARY ACTIONS

The dragon can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The dragon
regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check.
Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings. Each
creature within 10 feet of the dragon must succeed on a DC 19
Dexterity saving throw or take 13 (2d6 + 6) bludgeoning damage
and be knocked prone. The dragon can then fly up to half its

flying speed.

Art Credit: Chris Seaman



CLOCKWORK PEST

Tiny construct, unaligned

Armor Class 14 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 0 ft,, fly 40 ft.

STR DEX CON INT WIS CHA
4(-3) 16 (+3) 12 (+1) 8(-1) 11 (+0) 1(-5)
e e e
Damage Immunities poison
Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages understands the languages of its creator but can't
speak
Challenge 1/4 (50 XP)

Potent Injection (1/Day). If the pest hits a creature with its
stinger, it can inject a larger dose of poison. The target must
succeed on a DC 12 Constitution saving throw or become
poisoned for 1 hour.

~ ACTIONS

| Stinger. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
- 1 piercing damage, and the target must make a DC 10
Constitution saving throw, taking 5 (2d4) poison damage on a

- failed save, or half as much damage on a successful one.

Created by StoneStrix - /r/monsteraday Art Credit: Anne Stokes
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CORRUPTOR

Large monstrosity, unaligned

Armor Class 14 (15 with shields)
Hit Points 142 (15d10 + 60)
Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA
20(+5) 10(+0) 18(+4) 6(-2) 10 (+0) 6 (-2)

Skills Perception +3

Senses Darkvision 60 ft., Passive Perception 13
Languages Zerg

Challenge 5 (1,800 XP)

Corrosion. When the corruptor deals damage with its caustic
spray, any nonmagical armor is corroded. After dealing
damage, any nonmagical armor or shield (player's choice)
takes a cumulative -1 penalty to AC. Armor reduced to an AC of
10 or a shield that drops to a +0 bonus is destroyed.

ACTIONS

Caustic Spray. Ranged Weapon Attack: +8 to hit, range 60 ft.,

one target. Hit: 16 (2d10 + 5) acid damage. If the corruptor hits
with this attack and maintains it with concentration, they
automatically deal damage on subsequent turns. The damage |
of caustic spray increases by 5 (1d10) acid damage each round !‘
it is maintained. The effect ends when the corruptor loses |
concentration or when the target is no longer within 60 feet of
the corruptor.




CovEN HORROR

Hags represent all that is evil and cruel. A Coven Horror is
evil and cruelty magnified. A wandering, agonized wretch,

the Coven Horror seeks to ruin everything around it,

believing that it may free itself from the horrid body it has

been bound in.

CoVEN HORROR

Large monstrosity, chaotic evil

Armor Class 15 (natural armor)
Hit Points 123 (13d10 + 52)
Speed 30 ft.

STR DEX CON INT WIS CHA
20 (+5) 10 (+0) 18 (+4) 17 (+3) 15 (+2) 20 (+5)

Saving Throws Con +8, Cha +9

Skills Deception +9, Insight +6, Perception +10

Damage Resistances cold, fire; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 20

Languages Abyssal, Common, Infernal, Primordial

Challenge 9 (3,900 XP)

Wails of the Unborn. Humanoids within 60 feet of the horror that
can hear it have disadvantage on Constitution saving throws to
maintain concentration.

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

ACTIONS

Multiattack. The horror can use its Gaze. It then makes two claw
attacks.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one creature. Hit:
14 (2d8 + 5) slashing damage.

Gaze. The horror makes one gaze at random, choosing one target
it can see within 60 feet of it.

1. Gaze of Agony. The target creature must make a DC 15
Charisma saving throw, taking 36 (8d8) psychic damage on a
failed save, or half as much damage on a successful one.

2. Gaze of Lethargy. The target creature must succeed on a DC 15
Charisma saving throw. On a failed save, the target can't use
reactions, its speed is halved, and it can't make more than one
attack on its turn. In addition, the target can take either an action
or a bonus action on its turn, not both, These effects last for 1
minute. The creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a success.

3. Gaze of Despair. The target creature must succeed ona DC 15
Charisma saving throw. On a failed save, the target becomes
overwhelmed with despair for 1 minute, and has disadvantage on
attack rolls, saving throws, and ability checks. The creature can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.

Vile Origins. The Coven Horror is the result of multiple
witches who had made pacts with a demon and failed to
live up to their end of the agreement. The witches were
fused along with the wailing bodies of children that they
had sacrificed in the name of that demon in order to
constantly remind them of their failure. Each head of the
horror is in control of the main trunk, but they will
frequently snap at either of the two heads if they feel that
the other is too close to their own head. The horror is left
to wander the Abyssal realm, spreading agony and despair
throughout. They will take any chance to escape to the
prime material plane so that they can to spread terror and
death, believing that fulfilling their original pact by killing
anyone they come across will release them from their
torment.

Foe of Demons. The witches that make up this monstrosity
will always remember the demon that bound them together.
While prone to quickly attacking the first thing they see in
hopes that it will release their bond, the three witches will
occasionally listen and help those who promise to show
them to their demonic lord. Coven Horrors are fickle,
each of the heads continually coming up with a way to free
themselves, the most common choice being to kill those
nearest to them in order to gain favor with their demonic
binding. Demons fear these abominations, tending to steer
clear of them throughout the Abyssal plane.




CROWLOCK

Tiny monstrosity, chaotic neutral

Armor Class 13
Hit Points 10 (4d4)
Speed 30 ft., fly 50 ft.

STR DEX CON INT WIS CHA
4 (-3) 16 (+3) 10 (+0) 10 (+0) 14 (+2) 14 (+2)
e_—————————-—
Skills Deception +6, Perception +4, Stealth +5
Senses truesight 30 ft., passive Perception 14
Languages Common, Deep Speech
Challenge 1/2 (100 XP)

Perfect Mimicry. The crowlock can mimic any sounds it has heard,
including a person's voice. A creature that hears the sounds can
tell they are imitations with a successful DC 14 Wisdom (Insight)
check.

ACTIONS

Mind Pierce. Ranged Spell Attack: +4 to hit, range 60/120 ft., one
creature. Hit: 7 (1d10 + 2) psychic damage.
[ s = Sy~ rws ey |

Created by StoneStrix - /r/monsteraday Art Credit: Sullivan



C = —— ——— —— ]

CRrYSTAL ELEMENTAL

Medium elemental, neutral

Armor Class 15 (natural armor)
Hit Points 57 (6d8 + 30)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
16(+3) 12(+1) 20(+5) 12(+1) 10(+0)  12(+1)
| —————— S = R T e S

Damage Vulnerabilities thunder

Damage Resistances piercing and slashing from nonmagical s
weapons that aren't adamantine

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception
10

Languages Terran

Challenge 3 (700 XP)

Harden. At the start of its turn, the elemental can choose to have
disadvantage on all melee weapon attack rolls during that turn,
but attack rolls against it have disadvantage until the start of its
next turn.

Regeneration. The elemental regains 10 hit points at the start of

its turn if it has at least 1 hit point. If the elemental takes thunder
damage, this trait doesn't function at the start of the elemental's
next turn.

ACTIONS

Multiattack. The elemental makes two attacks with its crystal
spear.

Crystal Spear. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 12 (2d8 + 3) piercing damage.

Created by StoneStrix - /r/monsteraday Art Credit: John Derek Murphy
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CRYSTALLINE DRAGON

Huge dragon, any chaotic

Armor Class 20 (natural armor)
Hit Points 270 (20d12 + 140)
Speed 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
28 (+9) 14 (+2) 24 (+7) 18 (+4) 16 (+3) 26 (+8)

Saving Throws Dex +8, Con +13, Wis +9, Cha +14

Skills Insight +9, Perception +15, Intimidation +14

Damage Immunities bludgeoning, piercing, and slashing from
nonmagical weapons that aren't adamantine

Senses blindsight 60 ft,, darkvision 120 ft., passive Perception 25

Languages Common, Draconic

Challenge 18 (20,000 XP)

Legendary Resistance (3/Day). If the dragon fails a saving throw,
it can choose to succeed instead.

Prismatic Immunity. The dragon can use its bonus action to gain
immunity to one of the following damage types: acid, cold, fire, or
lightning. The immunity lasts until the dragon uses this ability
again.

ACTIONS

Multiattack. The dragon can use its Frightful Presence. It then
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. Hit:
20 (2d10 + 9) piercing damage.

Claw. Melee Weapon Attack: +15 to hit, reach 5 ft., one target. Hit:
16 (2d6 + 9) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 15 ft., one target. Hit:
18 (2d8 + 9) bludgeoning damage.

Frightful Presence. Each creature of the dragon's choice that is
within 120 feet of the dragon and aware of it must succeed on a
DC 22 Wisdom saving throw or become frightened for 1 minute. A
creature can repeat the saving throw at the end of each of its

[ = = ———
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turns, ending the effect on itself on a success. If a creature's
saving throw is successful or the effect ends for it, the creature is
immune to the dragon's Frightful Presence for the next 24 hours.

Prismatic Breath (Recharge 5-6). The dragon exhales
multicolored rays of light. Each creature in a 60-foot cone must
make a DC 21 Dexterity saving throw. For each target, roll a d8 to
determine which color ray affects it.

1 Red. The target takes 55 (10d10) fire damage on a failed save,
or half as much damage on a successful one.

2 Orange. The target takes 55 (10d10) acid damage on a failed
save, or half as much damage on a successful one.

3 Yellow. The target takes 55 (10d10) lightning damage on a
failed save, or half as much damage on a successful one.

4 Green. The target takes 55 (10d10) poison damage on a failed
save, or half as much damage on a successful one.

5 Blue. The target takes 55 (10d10) cold damage on a failed save,
or half as much damage on a successful one.

6 Indigo. On a failed save, the target is restrained. It must then
make a DC 21 Constitution saving throw at the end of each of its
turns. If it successfully saves three times, the effect ends. If it fails
its save three times, it permanently turns to stone and is
subjected to the petrified condition.

7 Violet. On a failed save, the target is blinded for 1 minute.

8 Special. The target is struck by two rays. Roll twice more,
rerolling any 8.

LEGENDARY ACTIONS

The dragon can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The dragon
regains spent legendary actions at the start of its turn.

Detect. The dragon makes a Wisdom (Perception) check.
Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings. Each
creature within 10 feet of the dragon must succeed on a DC 23
Dexterity saving throw or take 16 (2d6 + 9) bludgeoning damage
and be knocked prone. The dragon can then fly up to half its
flying speed.

Art Credit: Taylor Fischer



Cthurkey

The cthurkey has the body of a large bird
without feathers, the tentacles and
mouth of an octopus, and the legs of a
crab. Ancient legends teach that it once £ =
was offered as a burnt sacrifice to unknown
gods of gluttony, then consumed by the
supplicants. : é
Ravenous Appetite. A chturkey will eat several times
own weight in food a day. Its typical diet consists of wi}d
grains, tubers, wild berries, tree berries, small game,

fish, shellfish, and mollusks. Becasue of their tremendous g

appetite, they can often be lured with food.

Burow Dwellers Cthurkey live in dark, solitary
burrows with plenty of ways it can ambush potential
prey. As such you will usually find cthurkey living in
fallen trees, streamside caves, rocky overhangs and
shallow caves.

Dangerous but Tasty. Despite their fearsome apparance,

cthurky are nutritious, delicious and can be prepared by
roasting, frying, baking or smoking. Even their internal
organs dissolve into a consistent mush that is tasty and
has a hint of spices.

Sexless Reproduction. Cthurkey are assexual and
reproduce via parthenogenesis. They lay a clutch of
between 6 and 12 eggs which hatch in the mid-summer.
Hatchlings are more crablike with a hard shell that is
shed as they reach maturity. Cthurky hatchlings reach
maturity in 4-5 months. Their eggs are also very edible
and so are carefully guarded by the mature cthurky. When
fried, they have a meaty outer shell with a inner white
and yolk.

Illustration by Cobaltplasma on Deviantart
(http://cobaltplasma.deviantart.com)

Stats by Skaldforge on Wordpress
(https://skaldforge wordpress,cont)

CTHURKEY

Small aberration, chaotic evil

Armor Class 13 (natural armor)
Hit Points 153 (34d6+34)
Speed 30ft

STR DEX CON INT WIS
10 (+0) 14 (+2) 12 (+1) 14 (+2) 14 (+2) 4 (-3)
e ——— e

Saving Throws. CON +4

Damage Resistance. poison

Condition Immunities blinded, charmed, deafened, frightened

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 12

Languages understands Common, Deep Speech, and
Undercommon but doesn’t speak.

Challenge 3 (700 XP)

Amphibious. The cthurkey can breathe air and water.

Sure-footed. The chturkey has advantage on Strength and
Dexterity saving throws made against effects that would knock it
prone.

Stench. Any creature that starts its turn within 5 feet of the
cthurkey must succeed on a DC 14 Constitution saving throw or
be poisoned until the start of its next turn. On a successful saving
throw, the creature is immune to the cthurkey’s Stench for 24
hours.

ACTIONS

Multiattack. The cthurkey attacks with its tentacles. If that attack
succeeds, it can make one attack with its bite on the same turn. It
can only bite Grappled targets.

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 7
(2d6) piercing damage.

Tentacles. Melee Weapon Attack: +2 to hit, reach 5 ft,, one target.
Hit: 11 (2d8+2) bludgeoning damage, and the target is grappled
(escape DC 12). Until this grapple ends, the creature is restrained,
and the cthurkey can’t constrict another target.




DEATH WiDow

Large monstrosity, unaligned

Armor Class 14 (natural armor)
Hit Points 60 (8d10 + 16)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
15(+2) 16(+3) 14(+2) 2 (-4) 12 (+1) 5(-3)
fiss e e e e —
Skills Stealth +7
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 11
Languages -
Challenge 3 (700 XP)

Spider Climb. The widow can climb difficult surfaces, including
upside down on ceilings, without needing to make an ability
check.

Web Sense. While in contact with a web, the widow knows the
exact location of any other creature in contact with the same web.

Web Walker. The widow ignores movement restrictions caused by
webbing.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 8
(1d10 + 3) piercing damage, and the target must succeed on a DC
13 Constitution saving throw or become poisoned. While

. poisoned in this way, the target is incapacitated and takes 13

- (3d8) poison damage at the start of each of its turns. The target
can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

Er——— 1
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Dwellers in the deep

Their predominant color is greyish-green,

with white bellies. They are mostly shiny

and slippery, but the ridges of their backs

are scaly. Their forms vaguely suggest the o
anthropoid, while their heads are like fish,

with prodigious bulging eyes that never close.”
At the sides of their necks are palpitating e
gills, and their long paws are webbed. They
hop irregularly, sometimes on two legs and @o
sometimes on four. Their croaking, baying © (;‘}
voices, cleary used for articulate speech,

hold all the dark shades of expression which

their staring faces lack. They are Y
blasphemous fish-frogs of nameless design

- living and horrible. o

Deep Descendants. The Deéf
descend from Mother Hydra and Father
Dagon, whom they also revere as their gods.
The only being they revere higher is Great
Cthulhu himself. Deep Ones fear nothing
within the great deep, except for their deities
and the Cthulhi, Spawn of Cthulhu.

Unto Land. While the Deep Ones live
underwater, they sometimes walk ashore,
where they have been known to mate with
humans. This unholy act is often the result
of monstrous hybrids, that change into Deep
Ones themselves over time.
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DEeEep ONE

Large Aberration (Deep One), chaotic evil

Armor Class 17 (natural armor)
Hit Points 133 (14d12+42)
Speed 30 ft., swim 60 ft.

STR DEX CON
21 (+5) 16 (+3) 16 (+3)

INT
10 (+0)

WIS
13 (+1)

CHA
7 (-2)

Damage Immunities bludgeoning, percing, and slashing from
nonmagical weapons, poison.

Condition Immunities blinded, deafened, poisoned.

Senses darkvision 150 ft., passive perception 11.

Languages Deep Tongue, understands Common.

Challenge 6 (2,300 XP)

Deep One. The Deep One can breathe both air and water and it
can take two reactions every turn. T IR s

Magic Weapons. The Deep One's weapon attacks are magical.

ACTIONS R

Multiattack. The Deep One makes two claw attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 16
(2d10+5) piercing damage, and the target must make a successful
DC 12 Constitution saving throw or be poisoned until the end of
its next turn.

Claw. Melee Weapon Attack: +8 to hit, range 5 ft., one targets. Hit:
21 (3d10+5) slashing damage.

Choke. Melee Weapon Attack: +6 to hit, range 5 ft., one targets. Hit:
14 (2d10+3) bludgeoning damage, and the target is grappled. The
target must also succeed on a DC 14 Strength saving throw or
become restrained. The target is no longer restrained when it is
no longer grappled.




DIRE ANGLERFISH

Huge beast, unaligned

Armor Class 13 (natural armor)
Hit Points 105 (10d12 + 40)
Speed 0 ft., swim 50 ft.

STR DEX CON INT WIS CHA
20 (+5) 14 (+2) 18 (+4) 1(-5) 12 (+1) 7 (-2)
fe=————__ —_-_ _—— =
Skills Perception +4, Stealth +8
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 14
Languages -
Challenge 5 (1,800 XP)

False Appearance. While the anglerfish remains motionless in
dim light or darkness, it appears as dancing lights that resemble
floating lanterns.

Water Breathing. The anglerfish can breathe only underwater.

ACTIONS

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 21
(3d10 + 5) piercing damage. If the target is a Huge or smaller
creature, that creature is swallowed. While swallowed, the
creature is blinded and restrained, it has total cover against
attacks and other effects outside the anglerfish, and it takes 17
(5d6) acid damage at the start of each of the anglerfish's turns.
The anglerfish can hold only one Huge creature or up to four
Large or smaller creatures inside it at a time.
If the anglerfish takes 20 damage or more on a single turn from a
creature inside it, the anglerfish regurgitates all swallowed
creatures, which fall prone in a space within 5 feet of the
anglerfish. If the anglerfish dies, a swallowed creature is no
longer restrained by it and can escape from the corpse using 10
feet of movement, exiting prone.

: ——— o — |
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DRAEGLOTH |

Small fiend (demon), Neutral Evil

Armor Class 14
Hit Points 59 (9d6 + 27) '
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 19 (+4) 16 (+3) 6 (-2) 10 (+0) 8(-1)

Saving Throws Dex +6 Con +5 Wis +2

Skills Athletics +6 Stealth +6 Perception +2

Damage Resistances fire, bludgeoning, piercing, and slashing
from non magical, silver or cold iron weapons

Senses darkvision 120, blindsight 10, passive Perception 12

Languages —

Challenge 4 (1100 XP)

T

Innate Spellcasting.. The draegloth's innate spellcasting ability is
Charisma (spell save DC 10). The draegloth can innately cast the
following spells, requiring no material components:

L]
L

ACTIONS
Multiattack. The draegloth makes four dagger attacks.

At Will: darkness, resistance h

- Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 6
- (1d4+4) piercing damage

Created by: Valdier Art Credit: WotC



DRAGONSLAYER ORNSTEIN

Medium humanoid, lowful neutral

Armor Class 18 |
Hit Points 2560 (40
Speed 40 ft

STR DEX CON INT WIS CHA

Saving Throws
Skills History +7, Religion +7

Damage Immuniti
Senses D J ercep
Languages Common

1=

Challenge 17 (18000 XP)

Legendary Resistance (1/day). If Dragonslayer Ornstein fails a
saving throw, he can choose to succeed instead.

Lightning Spear. Dragonslayer Ornstein's weapon attacks are
magical. When Dragonslayer Ornstein hits with his spear, the
weapon deals an extra 6d8 lightning damage.

CTIONS

Multiattack. Dragonslayer Ornstein makes two spear attacks.

Spear. Melee Weapon Attack: +11 to hit, reach 10 ft., Hit: 9 (1d8+5)

piercing damage. plus 27(6d8) lightning damage

% Lightning Tackle (Recharge 5-6). Dragonslayer Ornstein streaks
across the ground towards his enemy, clearing everything in his
way. Ornstein moves 30 feet in a straight line. Any creature in that
line must make a DC 19 Dexterity saving throw. On a failed save,
the creature takes 7 (1dB+5) piercing damage and 27 (6d8)
lightning damage, or half as much on a successful save

EGENDARY ACTIONS

The dragonslayer ornstein can take 3 legendary actions, choosing

from the options below. Only one legendary action can be used at
‘ a time and only at the end of another creature’s turn. The
dragonslayer ornstein regains spent legendary actions at the
start of its turn.

Swift Dodge. When Dragonslayer Orstein is hit by an attack, he
can move up to 10 feet away from the attacker without incurring
an opportunity attack by the same enemy.

Lightning Bolt. Dragonslayer Ornstein shoots a bolt of lightning
from the tip of his spear. One target within 60 feet must succeed
on a DC 17 Dexterity saving throw or take 27 (6d8) damage.
Fallen Comerade (Costs 3 Actions). If Executioner Smough falls
dead, Dragonslayer Ornstein may touch him and absorb his
power. Ornstein’s size becomes Large, he gains 30 temporary hit
points, and all of his weapon attacks deal an additional 4d6
bludeoning damage. These effects last for 10 minutes

0y
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DREAM EATER

Large aberration, chaotic evil

Armor Class 17 (natural armor)
Hit Points 133 (14d10 + 56)
Speed 0 ft., fly 40 ft.

STR DEX CON INT WIS CHA
21 (+5) 20 (+5) 19 (+4) 13 (+1) 17 (+3) 18 (+4)

Saving Throws Dex +9, Wis +7, Cha +8

Skills Perception +7

Damage Immunities poison, psychic

Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained

Senses truesight 120 ft., passive Perception 17

Languages all, telepathy 120 ft.

Challenge 10 (5,900 XP)

Legendary Resistance (2/Day). If the dream eater fails a saving
throw, it can choose to succeed instead.

ACTIONS

Multiattack. The dream eater makes two claw attacks.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit: 13
(3d8) psychic damage, and the target must succeed on a DC 14
Constitution saving throw or gain one level of exhaustion.

Terrorize (Recharge 5-6). The dream eater emits nightmarish
visions. Each creature within 10 feet of the dream eater must
succeed on a DC 14 Wisdom saving throw or become paralyzed
until the end of the dream eater's next turn.

LEGENDARY ACTIONS

The dream eater can take 2 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The dream
eater regains spent legendary actions at the start of its turn.

Dream Walk. The dream eater magically teleports up to 40 feet to
an unoccupied space it can see,

Deep Slumber (Costs 2 Actions). The dream eater targets one
creature that it can see within 60 feet of it. The target must
succeed on a DC 14 Wisdom saving throw or fall unconscious for
8 hours. The target wakes up if it takes damage or if another
creature takes an action to shake it awake.

Created by StoneStrix - /r/monsteraday Art Credit: Antonio José Manzanedo



Drow Mech

Created via the unlikely union between the underground Deurguard
and Drow Elves tasked with creating a weapon of war. The Drow
Mech is piloted by a singular Drow EIf that resides in the machines
torso, portected by a thick layer of Mitrhil. Wielding either a Battle
Axe or Long Sword flickering with lightning in its main hand and a
Hand Mortar incorporated into its offnand, the Drow Mech is an ex-
tremly effective war machine even without its pilots spellcasting abili-

tiy.

Due to its size and lack of long term manueverability, Drow Mechs
act more like drop in shock troops, dropping in from skyships right
into the thick of battle with devastating efectiveness. Normal weap-
ons merely scratch their surface so when they do appear in a battle it
is more than likely that their enemies will flee rather than stand and
fight.

The Drow Mech'’s are rarely seen around the world being incredibly
valuable and their owners not wanting to lose their investments. If
they are dropped into the battlefield it is made instantly apparent that
this is a fight their owners need to win.

Sprinter - The Drow Mech can move suprisingly fast in short bursts
however it does require a lot of energy, so much so that it won'’t even
bother chasing down distant enemies. In combat though they will
move and attack descpetivly fast

Built Durable - Built almost entirely out of Mithral the Drow Mech is
extremly durable, brushing off most enemy attacks by creating mirror
' images, magically shielding itself or being able to absorb enemy
magical attacks.

y s (N
\ % "2 Drow Pilot - The Drow pilots are selected from a slelect group of
LY \.‘ - magical fighters and while casting spells from within the mech is diffi-
 __.»r . cult, they are still able to cast lower level spells. Once the Drow

S — -

-

- o o - -4 Mech is defeated, the pilot has a chance to escape the wreckage
: Me . . . .
rom the 5\&\1 then and continue the fight with full access to their spell list.
“t'2 better to take th;:ﬂ Oc:f {;ral .
\ - Gen
_____themonthe battlehel {

Magic Weapons. The drow mech’s weapon attarcks are
‘Drow Mech -

Large Fey, lawful evil

Armor Class 18 (plate) Sunlight Sensative. While in sunligh, the drow mech has

Hit Points 120 (14d10 + 50) d:fadkva:;atg;e ion attqcl;trolls, as well as on wisdom (perception)
Speed 30ft. checks that rely on sig
AcCTIONS

STR DEX CON INT WIS CHA

20(+5) 14 (+2) 15(+2) 17(+3) 13(+1) 16(+3) Multiattack. The drow mech makes three melee attacks. It can
use its hand mortar as a fourth attack if it has a free hand.

» Saving Throws Str +9, Int +7, Cha +7

i ——— e

Damage Resw{.tgnces Ilghtnlngf slashing ' Battle Axe. Melee Weapon Attack: +8 to hit, reach 5ft., one
| Senses dark vision 120ft., passive Eercept:on 14 target. Hit: 7 (1d8+5) slashing damage, or 8 (1d10 +5)
{ Languages Undercommon and Elvish slashing damage if used with two hands, plus 6 (2d6) lightning
' Challenge 11 (7,200 XP) damage.

[atsSe——————
L
' Drow Pilot. Once the drow mech is defeated, on a constituiton Hand Mortar. Ranged Weapon Attack: +3 to hit, range

DC 15 saving throw, the pilot will survive as a drow mage. 30/60ft-- explosive, reload 2, misfire 3. Hit: 8 (2d8) fire

amage

Fey Ancestry. The drow pilot has advantage on saving throws
against being charmed and magic can’t put the drow to sleep.

Innate Spellcasting. The drow mech’s spellcasting ability is
charisma (spell save 14). The drow mech can innately cast
the following spells, requiring only verbal components:

| 3/day each: thundewave, absorb elements, shield
j 1/day: mirror image, chain lightning, circle of death

Art by CCR INC



Duskdale Wurms

A rumble shakes the ground. Those lucky creatures
that can fly take to the air, and those who can’t tremble
in fear. Erupting from the earth, a Duskdale Wurm
emerges to hunt.

Crushing Might. A Duskdale Wurm’s mouth is
tiny compared to it's gigantic body, and as such, it is
incapable of swallowing prey whole as many other
wurms do. Instead, they roll over their prey, crushing
it to death before tearing it into chunks small enough
to swallow. This attack style unfortunately renders
the wurm incapable of harming beings larger than
itself, and when faced with such creatures, they tend
to burrow away.

Bioluminescence. Rather than adapting to see in
absolute darkness, as many of its kin, the mighty (
Duskdale Wurm glows with an internal fire. The
eyes of the wurm are located inside of its mouth,
and see in most conditions via the spotlight shining
from the wurms eternally open mouth.

Chinks in the Armor. Duskdale Wurms thick,
plated hide protects them from crushing and slashing,
but the openings it breathes through also leave it open
to narrow pointed weaponry such as arrows or spears.
Many adventurers who know they will be facing one
equip themselves with such a weapon before battle.

Hunters from Birth. A Duskdale Wurm hatches at
a length of “only” ten feet, but within days lengthens to
over twenty. It will not leave its hatching cave before
this, but once it has entered this stage it needs to hunt.
In just two years, it will be full-grown.

]
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BABY DUSKDALE WURM

Large beast (wurm), unaligned

Armor Class 15 (natural armor)
Hit Points 152 (16d10 + 64)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
20 (+5) 12 (+1) 18 (+4) 3 (-4) 8 (-1) 8(-1)

Saving Throws Str +8

Skills Athletics +8

Damage Vulnerabilities piercing

Damage Resistances slashing and bludgeoning from
nonmagical weapons

Condition Immunities frightened

Senses darkvision 120 ft., passive Perception 9

Languages —

Challenge 6 (2,300 XP)

Trample. The wurm can pass through the space of any creature
(or object) of a size class equal to or less than it's own. If it does,
that creature takes 18 (2d8 + 5) bludgeoning damage and is
knocked prone.

Seige Monster. The wurm deals double damage to objects and
structures.

LEGENDARY ACTIONS

The wurm can take 1 legendary action, using the Rampage option
below. The wurm regains spent legendary actions at the start of
it's turn.

Rampage. The wurm moves up to it's movement speed or
burrows up to it's burrow speed.

DUSKDALE WURM

Huge beast (wurm), unaligned

Armor Class 19 (natural armor)
Hit Points 243 (18d12 + 126)
Speed 60 ft., burrow 60 ft.
L
STR DEX CON INT WIS CHA
26 (+8) 6(-2) 24 (+7) 3 (-4) 10 (+0) 4 (-3)

Saving Throws Str +13, Wis +5

Skills Athletics +13, Perception +5

Damage Vulnerabilities piercing

Damage Resistances slashing and bludgeoning from
nonmagical weapons

Condition Immunities frightened

Senses darkvision 120 ft., passive Perception 15

Languages —

Challenge 16 (15,000 XP)

Trample. The wurm can pass through the space of any creature
(or object) of a size class equal to or less than it's own. If it does,
that creature takes 21 (2d12 + 8) bludgeoning damage and is
knocked prone.

Seige Monster. The wurm deals double damage to objects and
structures.

LEGENDARY ACTIONS

The wurm can take 3 legendary actions, using the Rampage
option below. It can take only one legendary action at a time, and
only at the end of another creature's turn. The wurm regains
spent legendary actions at the start of it's turn.

Rampage. The wurm moves up to it's movement speed or
burrows up to it's burrow speed.

Art Credit: Don Dos Santos
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AIR ELEMENTAL,
LLESSER

Medium elemental, neutral

I

Armor Class 14
Hit Points 39 (6d3 + 12)
Speed o ft., fly go ft. (hover)

I

STR DEX CON INT WIS CHA
12 (+#1) 18 (+4) 14 (+2) 6 (-2) 10 (+0) 6 (-2)

Damage Resistances lightning, thunder;
bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrifed, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception
10

Languages Auran

Challenge 2 (450 XP)

Air Form. The elemental can enter a hostile
creature’s space and stop there. It can move
through a space as narrow as 1 inch wide
without squeezing.

ACTIONS

Slam. Melee Weapon Attack: +6 to hit, reach s
ft., one target. Hit: 7 (1d6 + 4) bludgeoning
damage.

Whirlwind (Recharge 5-6). Each creature in the
elemental's space must make a DC n
Strength saving throw. On a failure, a target
takes 5 (1d8 + 1) bludgeoning damage and is
flung up 10 feet away from the elemental in a
random direction and knocked prone. If a
thrown target strikes an object, such as a wall
or floor, the target takes 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. If the
target is thrown at another creature, that
creature must succeed on a DC 14 Dexterity
saving throw or take the same damage and be
knocked prone.

If the saving throw is successful, the
target takes half the bludgeoning damage and
isn't flung away or knocked prone.

EARTH ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 14 (natural armor)
Hit Points 51 (6d8 + 24)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 10 (+0) 18 (+4) 5 (-3) 10 (+0) 5 (:3)

Damage Vulnerabilities thunder

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 6o ft., tremorsense 6o ft.,
passive Perception 10
Languages Terran

Challenge 2z (450 XP)

| ———— S
Earth Glide. The elemental can burrow
through nonmagical, unworked earth and
stone. While doing so, the elemental doesn't
disturb the material it moves through.

Seige Monster. The elemental deals double
damage to objects and structures.

ACTIONS

Slam. Melee Weapon Attack: +6 to hit, reach g
ft., one target. Hit: 7 (1d6 + 4) bludgeoning
damage.

Not for resale. Permission granted to print or photocopy this document for personal use.



2

FirRE ELEMENTAL,
LLESSER

Medium elemental, neutral
| M
Armor Class 13

Hit Points 39 (6d& +12)

Speed 50 fi.
—ee—_——

STR DEX CON INT WIS CHA
8 (1) 17 (+3) 14 (+2) 6 (-2) 10 (+0) 7 (-2)
| ————SEE
Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities fire, poison
Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious
Senses darkvision 6o ft., passive Perception 10
Languages lgnan
Challenge 2 (450 XP)
- —————
Fire Form. The elemental can move through a
space as narrow as 1 inch wide without
squeezing. A creature that touches the
elemental or hits it with a melee attack while
within 5 feet of it takes 3 (1d6) fire damage. In
addition, the elemental can enter a hostile
creature's space and stop there. The first time
it enters a creature's space on a turn, that
creature takes 3 (1d6) fire damage and catches
fire; until someone takes an action to douse
the fire, the creature takes 3 (1d6) fire damage
at the start of each of its turns.

IHlumination. The elemental sheds bright light
in a 30-foot radius and dim light in an
additional 3o feet.

Water Susceptibility. For every 5 feet the
elemental moves in water, or for every gallon
of water splashed on it, it takes 1 cold damage.

ACTIONS

Touch. Melee Weapon Attack: +1 to hit, reach 5
ft., one target. Hit: 3 (1dg + 1) fire damage. If
the target is a creature or a flammable object,
it ignites. Until a creature takes an action to
douse the fire, the target takes 3 (1d6) fire
damage at the start of each of its turns.

Not for resale. Permission granted to print or photocopy this document for personal use,

WATER ELEMENTAL,
LESSER

Medium elemental, neutral

|

Armor Class 15 (natural armor)
Hit Points 45 (6d& + 18)
Speed 30 ft., swim go ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16 (+3) 5 (-3) 10 (+0) 8 (1)

l

Damage Resistances acid; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 6o ft., passive Perception 10
Languages Aquan

Challenge 2 (450 XP)

| e —-———————
Water Form. The elemental can enter a hostile

creature's space and stop there, It can move
through a space as narrow as inch wide
without squeezing.

Freeze. If the elemental takes cold damage, it
partially freezes; its speed is reduced by 20
feet until the end of its next turn,

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Whelm (Recharge §-6). Each creature in the
elemental’s space must make a DC 13
Strength saving throw. On a failure, a target
takes 7 (1d& + 3) bludgeoning damage. If it is
Medium or smaller, it is also grappled (escape
DC 14). Until this grapple ends, the target is
restrained and unable to breathe unless it can
breathe water. If the saving throw is
successful, the target is pushed out of the
elemental's space.

The elemental can grapple one Medium
creature or up to two Small or smaller
creatures at one time, At the start of each of
the elemental's turns, each target grappled by
it takes 7 (1d8 + 3) bludgeoning damage. A
creature within s feet of the elemental can pull
a creature or object out of it by taking an
action to make a DC 13 Strength check and
succeeding.
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ICE ELEMENTAL, LLESSER

Medium elemental, neutral

Armor Class 15 (natural armor)
Hit Points 39 (6d8 +12)
Speed 30 ft., burrow 30 fi.

l

STR DEX CON INT WIS CHA
14 (+2) 16 (+3) 15 (+2) 6 (-2) 10 (+0) 7 (-2)

!

Damage Vulnerabilities fire

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities cold, poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Aquan, Auran

Challenge 2 (450 XP)

Ice Glide. The elemental can burrow through
nonmagical ice and snow. While doing so, the
elemental doesn't disturb the material it
moves through. The elemental can move over
ice and snow with no ill effects.

Freezing Touch. A creature that touches the
elemental or hits it with a melee attack while
within 5 feet of it takes 3 (1d6) cold damage.

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) cold damage.

MAGMA ELEMENTAL,
[LESSER

Medium elemental, neutral

Armor Class 14 (natural armor)
Hit Points 45 (6d8 +18)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 14 (+2) 16 (+3) 5 (-3) 10 (+0) 6 (-2)

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities fire, poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 60 ft., passive Perception 1o
Languages Ignan, Terran

Challenge 2 (450 XP)

Earth Glide. The elemental can burrow through
nonmagical, unworked earth, stone, and lava.
While doing so, the elemental doesn't disturb
the material it moves through.

Seige Monster. The elemental deals double
damage to objects and structures.

Heated Body. A creature that touches the
elemental or hits it with a melee attack while
within 5 feet of it takes 2 (1dg) fire damage.
The first time it attacks a creature on a turn,
that creature takes 2 (1d4) fire damage and
catches fire; until someone takes an action to
douse the fire, the creature takes 2 (1d4) fire
damage at the start of each of its turns.

ACTIONS _

Slam. Melee Weapon Attack: +6 to hit, reach g
ft., one target. Hit: 6 (1d8 + 2) fire damage. If
the target is a creature or a flammable object,
it ignites. Until a creature takes an action to
douse the fire, the target takes 2 (1d4) fire
damage at the start of each of its turns.

~ Not for resale. Permission granted to print or photocopy this document for personal use.



Mup ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 13 (natural armor)
Hit Points 45 (6d8 +18)

Speed 30 ft.

STR DEX CON INT WIS CHA
17 (+3) 13 (+1) 17 (+3) 5 (-3) 10 (+0) 6 (-2)

R ——— S

Damage Resistances acid; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 6o ft., passive Perception 10
Languages Aquan, Terran

Cha!lenE 2 (450 XP)

Viscous Form. The elemental can enter a
hostile creature's space and stop there, It can
move through a space as narrow as 1 inch
wide without squeezing.

Harden. If the elemental takes cold damage, it
partially freezes; its speed is reduced by 20
feet until the end of its next turn.

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach 5
ft.. one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Entrap (Recharge §-6). Each creature in the
elemental's space must make a DC 13 Strength
saving throw, On a failure, a target takes 7
(1d8 + 3) bludgeoning damage. If it is Medium
or smaller, it is also grappled (escape DC n).
Until this grapple ends, the target is restrained
and unable to breathe. If the saving throw is
successful, the target is pushed out of the
elemental's space.

The elemental can grapple one Medium
creature or up to two Small or smaller
creatures at one time. At the start of each of
the elemental’s turns, each target grappled by
it takes 7 (1d& + 3) bludgeoning damage. A
creature within 5 feet of the elemental can pull
a creature or object out of it by taking an
action to make a DC 13 Strength check and
succeeding.

SMOKE ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 14
Hit Points 19 (6d8 + 12)
Speed o ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA
10 (+0) 18 (+4) 14 (+2) 6 (-2) 10 (+0) 6 (-2)
Mt

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities fire, poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Auran, lgnan

C'hallenE 2 5429 KP!

Air Form. The elemental can enter a hostile
creature's space and stop there. It can move
through a space as narrow as 1 inch wide
without squeezing.

Hot Air. A creature that touches the elemental
or hits it with a melee attack while within 5 feet
of it takes 2 (1d4) fire damage.

ACTIONS

Touch. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: & (1d8 + 4) fire damage.

Whirlwind (Recharge 5-6). Each creature in the
elemental's space must make a DC 2
Constitution saving throw. On a failure, a
target takes 4 (1d8) poison damage and suffer
the effects of a stinking cloud spell until the
end of its next turn.

If the saving throw is successful, the target
takes half the poison damage and doesn't
suffer the stinking cloud effects.

Not for resale. Permission granted to print or photocopy this document for personal use.



LIGHTNING
ELEMENTAL, LESSER

Medium elemental, neutral

Armor Class 14

Hit Points 39 (6d& +12)
Speed o ft., fly 60 ft. (hover)
_ e —

STR DEX CON INT WIS CHA
12 (+1) 18 (+4) 14 (+2) 6 (-2) 10 (+0) 6 (-2)
e

Damage Resistances thunder; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities lightning, poison
Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Auran

Challenge 2 (450 XP)

Lightning Form. The elemental can enter a
hostile creature's space and stop there. It can
move through a space as narrow as 1 inch wide
without squeezing.

Metal Mastery. The elemental gains advantage
on attacks against creatures who wear metal
armor, or are made of metal. Creatures who
wear metal armor, or are made of metal suffer
disadvantage on saving throws against the
elemental's abilities.

ACTIONS

Strike. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 8 (1d8 + 4) lightning
damage.

Storm (Recharge 5-6). Each creature in the
elemental's space must make a DC 14
Dexterity saving throw. On a failure, the target
takes 4 (1d8) lightning damage and is stunned
until the end of the target's next turn.

If the saving throw is successful, the target
takes half the lightning damage and isn't
stunned.

T
Armor Class 14 (natural armor)

MINERAL ELEMENTAL,
[_.ESSER

Medium elemental, neutral

Hit Points 51 (6d8 + 24)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA

16 (+3) 10 (+0) 18 (+4) 5 (-3) 10 (+0) 7 (-2)

Damage Vulnerabilities acid

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 6o fi., tremorsense 6o fi.,
passive Perception 10

Languages Terran

Challenge 2 (450 XP)

| EESS——eEEEE
Earth Clide. The elemental can burrow

through nonmagical, unworked earth and
stone. While doing so, the elemental doesn't
disturb the material it moves through.

Seige Monster. The elemental deals double
damage to objects and structures.

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach s
ft., one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Merge (Recharge 5-6). The elemental can
merge together with another mineral
elemental. A merged elemental has the
statistics of the larger elemental, with the
following changes: increases one size category
larger than the bigger elemental; its hit points
are the sum of both individuals; and it deals
one damage die more per attack of the bigger
elemental. A spell of 1st-level or higher that
deals lightning damage and has a saving
throw causes the elemental to seperate into
the individual elementals of the merged
elemental when the it fails the saving throw.

Upon the seperation, the remaining hit
points are divided as evenly as possible
between the two elementals. Only two
elementals can merge at a time.

Not for resale. Permission granted to print or photocopy this document for personal use.
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RADIANCE ELEMENTAL,
LESSER

Medium elemental, neutral

Armor Class 13
Hit Points 45 (6d8 +18)
S o ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA
10 (+0) 16 (+3) 16 (+3) € (-2) 10 (+0) & (-2)
[ ————SSA

Damage Resistances fire, radiant;
bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Ignan

Challenge 2 (450 XP)

Light Form. The elemental can enter a hostile
creature’s space and stop there, It can move
through a space as narrow as 1 inch wide
without squeezing.

Mumination. The elemental sheds bright light
in a 60-foot radius and dim light in an
additional 60 feet.

ACTIONS

Touch. Melee Weapon Attack: +5 to hit, reach g
ft., one target. Hit: 7 (1d8 + 3) fire damage.

Radiant Burst (Recharge 5-6). The elemental
can let forth a beam of energy in one of 10
colors. Roll 1d1o and consult the table to see
what color, saving throw, and damage type it
deals. The target must make a DC 13 saving
throw. On a failure, the target takes 4 (1d8) of
the listed damage and is stunned until the end
of its next turn, If the saving throw is
successful, the target takes half the listed
damage and isn't stunned.,

dio Color Saving Throw Damage
" Red Dexterity Fire
2 Orange  Dexterity Acid
3 Yellow Dexterity  Lightning
4 Green Constitution Poison
5 Blue  Constitution Cold
6 Indige Intelligence Psychic
7 Viclet Constitution Thunder
& White Wisdom Radiant
g Black Constitution Necrotic
10 Gray Strength Force

STEAM ELEMENTAL,
[LESSER

Medium elemental, neutral

Armor Class 13

Hit Points 39 (6d8 +12)
Speed o ft., fly 6o ft. (hover)
_—_———

STR DEX CON INT WIS CHA

12 (+1) 16 (+3) 14 (+2) 6 (-2) 10 (+0O) 7 (-2)

Damage Resistances fire; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities cold, poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 6o ft., passive Perception 10

Languages Aquan, Ignan
Challenge 2 (450 XP)

| S — S

Mist Form. The elemental can enter a hostile
creature's space and stop there. It can move
through a space as narrow as 1 inch wide
without squeezing, If the elemental is
surrounded by mist, clouds, fog, steam, or
other water vapor, it counts as invisible. The
elemental possesses blindsight of 60 ft. if
within an area that is at least lightly obscured
by mist, coulds, fog, steam, or other water
vapor.

A steamn elemental starts out dealing cold
damage. If subjected to fire damage, the
elemental switches to dealing fire damage
instead. Likewise, if subjected to cold damage,
it returns to dealing cold damage, even though
the elemental itself is immune to cold damage.

ACTIONS

Touch. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) fire or cold
damage.

Engulf (Recharge 5-6). Each creature in the
elemental’s space must make a DCh2
Constitution saving throw. On a failure, a
target gains one level of exhaustion as if
subjected to Extreme Heat.

Upon the seperation, the remaining hit
points are divided as evenly as possible
between the two elementals, Only two
elementals can merge at a time.

" Not for resale. Permission granted to print or photocopy this document for personal use.



ASH ELEMENTAL,
[LESSER

Medium en'e-me_m‘a!, neutral

Armor Class 12
Hit Points 45 (6d8 +18)

Speed 30ft.

STR DEX CON INT WIS CHA
11 (+0) 14 (+2) 16 (+3) & (-2) 10 (+0) & (-2)

e
Damage Vulnerabilities fire
Damage Resistances cold; bludgeoning,
piercing, and slashing from nonmagical
wWeapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages lgnan

Challenge 2 (450 XP)

e

Ash Form. The elemental can enter a hostile
creature's space and stop there. It can move
through a space as narrow as 1 inch wide
without squeezing.

Leeching Body. A creature that touches the
elemental or hits it with a melee attack while
within 5 feet of it takes 3 (1d6) cold damage.

ACTIONS

DustT ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 13

Hit Points 45 (6d8 +18)
Speed 25 ft., fly 60 ft. (hover)
_——————————

STR DEX CON INT WIS CHA
12 (#1) 16 (+3) 16 (+3) 6 (-2) 10 (+0O) & (-2)

_——

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Auran, Terran

Challenﬁ 2 (450 XP)

Dust Form. The elemental can enter a hostile
creature's space and stop there. It can move
through a space as narrow as 1 inch wide
without squeezing.

ACTIONS

Slam. Melee Weapon Attack: +4 to hit, reach g
ft.. one target. Hit: 6 (1d8 + 2) cold damage.

Heat Leech (Recharge 5-6). Each creature in
the elemental’'s space must make a DC 13
Constitution saving throw. On a failure, a
target takes 4 (1d8) cold damage and suffers
the effect of a slow spell until the end of its
next turn.

If the saving throw is successful, the target
takes half the cold damage and isn't slowed.

Slam. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Dust Storm (Recharge 5-6). Each creature in
the elemental’'s space must make a DC 13
Dexterity saving throw. On a failure, a target
takes 2 (1d4) bludgeoning damage and 2 (1d4)
slashing damage, and is blinded until the end
of its next turn.

If the saving throw is successful, the target
takes half the bludgeoning and slashing
damage, and isn't blinded.

Mot for resale. Permission granted to print or photocopy this document for personal use.



10

SALT ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 12
Hit Points 45 (6d8 +18)

Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) 14 (+2) 16 (+3) 6 (-2) 10 (+0) & (-2)

Yamage Resistances bludgeoning, piercing,

and slashing from nonmagical weapons
Damage Immunities fire, poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Aquan

Challenge 2 (450 XP)

_ e ——————
Seige Monster. The elermental deals double
damage to objects and structures.

Water Susceptibility. For every 5 feet the
elemental moves in water, or for every gallon
of water splashed on it, it takes z (1d4) cold
damage.

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach s
ft., one target. Hit: 7 (1d8 + 3) bludgecning
damage.

Dessicating Touch (Recharge 5-6). The
elemental touches a creature, draining some
of the water from its body. The target must
make a DC 13 Constitution saving throw. On a
failure, the target takes 4 (1d8) necrotic
damage and gains one level of exhaustion.

If the saving throw is successful, the target
takes half the necrotic damage and isn't
exhausted.

Voip ELEMENTAL,
LLESSER

Medium elemental, neutral

Armor Class 13

Hit Points 35 (6d& + 12)
Speed o ft_, fly 6o ft. (hover)
e

STR DEXCON INT WIS CHA
14 (+2)16 (+3) 14 (+2)6 (-2) 10 (+0) 6 (-2)

Damage Resistances cold; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 6o ft., passive Perception 10
Languages Auran

Challenge z (450 XP)

Shadow Form. The elemental is completely
invisible in areas of darkness and shadow. It
gains the effects of an invisibility spell when in
such areas. Darkvision sees through this
invisibility,

ACTIONS

Slam. Melee Weapon Attack: 45 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Vacuum (Recharge 5-6). The elemental creates
a vacuum, sucking in the air nearby. In a 5-foot
wide, 30-foot long line, any creature caught in
it must make a DC 13 Strength saving throw.
On a failure, the target takes 4 (1d8) force
damage and is pulled 15 feet closer to the
elemental.

If the saving throw is successful, the target
takes half the force damage and is only pulled
5 feet closer.

Not for resale. Permission granted to print or photocopy this document for personal use.
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METAL ELEMENTAL,
[LESSER

Medium elemental, neutral

Armor Class 14 (natural armor)
Hit Points 51 (6d8 + 24)
Speed 30 fi.

STR DEX CON INT WIS CHA
17 (+3) 10 (+0) 18 (+4) 5 (-3) 10 (+0) 5 (-3)

e e e——

Damage Vulnerabilities lightning

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 60 ft., tremorsense 60 ft.,
passive Perception 10

Languages Terran

Challenge 2 (450 XP)

Seige Monster. The elemental deals double
damage to objects and structures.

Electric Susceptibility. If the elemental takes
lightning damage, its speed is reduced by 2o
feet until the end of its next turn.

ACTIONS

Claws. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 7 (1d8 + 3) slashing
damage.

Rusting Touch. The elemental corrodes a
ferrous metal object it can see within reach. If
the object isn't being worn or carried, the
touch destroys a 1-foot cube of it. If the object
is being worn or carried by a creature, the
creature can make a DC 10 Dexterity saving
throuw to aveid the touch.

If the object touched is either metal armor
or a metal shield being worn or carried, it takes
a permanent and cumulative -1 penalty to the
AC it offers. Armor reduced to an AC of 10 ora
shield that drops to a +o bonus is destroyed. If
the object touched is a held metal weapon, it
takes a permanent and cumulative -1 penalty to
damage rolls, If its penalty drops to -5, the
weapon is destroyed. If the item is magical, it
has advantage on this saving throw.

NEGATIVE ENERCGY
ELEMENTAL, LLESSER

Medium elemental, neutral

Armor Class 11

Hit Points 51 (6d8 + 24)

Sﬂ 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 12 (+1) 18 (+4) 5 (-3) 10 (+0) 7 (-2)
mm—mm——

Damage Vulnerabilities radiant

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities necrotic, poison
Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Aquan, Auran, lgnan, Terran,
Undercommon

Challenge 2 (450 XP)

-

Death Incarnate. The elemental can enter a
hostile creature's space and stop there. It can
move through a space as narrow as 1 inch wide
without squeezing. A creature that touches the
elemental or hits it with a melee attack while
within 5 feet of it takes 3 (1d6) necrotic
damage.

Healing Susceptibility. The elemental takes
damage from healing spells equal to half of the
hit points that would be healed.

ACTIONS

Slam. Melee Weapon Attack: +4 to hit, reach g
ft., one target. Hit: & (1d8& + 2) necrotic
damage.

Death’s Embrace (Recharge §-6). Each creature
in the elemental’s space must make a DC 12
Strength saving throw. On a failure, a target
takes 6 (1d8 + 2) necrotic damage. Ifit is
Medium or smaller, it is also grappled (escape
DC 11). Until this grapple ends, the target is
restrained, If the saving throw is successful,
the target is pushed out of the elemental’s
space.

The elemental can grapple one Medium
creature or up to two Small or smaller
creatures at one time. At the start of each of
the elemental’s turns, each target grappled by
it takes & (1d8 + 2) necrotic damage. A
creature within 5 feet of the elemental can pull
a creature or object out of it by taking an action
to make a DC 12 Strength check and
succeeding.

" Not for resale. Permission granted to print or photocopy this document for personal use.



POSITIVE ENERGY
ELEMENTAL, LESSER

Medium elemental, neutral

Armor Class 12
Hit Points 51 (6d8 + 24)

Speed 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 14 (+2) 18 (+4) 5 (-3) 10 (+0) 8 (1)
e ——————

Damage Vulnerabilities necrotic

Damage Resistances bludgeoning, piercing,
and slashing from nonmagical weapons
Damage Immunities radiant, poison

Condition Immunities exhaustion, grappled,
paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages Aquan, Auran, Celestial, Ignan,
Terran

Challenﬁ 2 (450 XP)

Life Incarnate. The elemental can enter a
hostile creature's space and stop there. It can
move through a space as narrow as 1 inch
wide without squeezing. A creature that
touches the elemental or hits it with a melee
attack while within 5 feet of it heals 3 (vd&) hit
points. In addition, the elemental can enter a
hostile creature's space and stop there. The
first time it enters a creature's space on a turn,
that creature heals 3 (1d6) hit points and is
covered in an ectoplasme-like substance; until
someone takes an action to clear the
substance, the creature heals 3 (1d6) hit
points at the start of each of its turns.

Too Much of a Good Thing. The healing
properties of the elemental is a double-edged
sword. If a creature receives healing from the
elemental equal to the elemental’s hit points,
the target must make a DC 14 Constitution
saving throw. On a failure, the target falls to
the ground dying from the excess life energy
coursing through its body, and must start
making death saving throws. If the initial
saving throw is successful, the target instead
takes 3 (1d6) points of radiant damage equal
to the number of hit dice the target possesses.

ACTIONS
Slam. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 6 (1d8 + 2) hit points

Not for resale. Permission granted to print or photocopy this document for personal use.

WooDp ELEMENTAL,
[LESSER

Medium elemental, neutral

Armor Class 14 (natural armor)
Hit Points 51 (6d8 + 24)
Speed 30 ft.

STR DEX ©CON INT WIS CHA
16 (+3) 10 (+0) 18 (+4) 5 (-3) 10 (+0) 7 (-2)
e

Damage Vulnerabilities fire

Damage Resistances lightning; bludgeoning,
piercing, and slashing from nonmagical
weapons

Damage Immunities poison

Condition Immunities exhaustion, paralyzed,
petrified, poisoned, unconscious

Senses darkvision 6o ft., passive Perception 10
Languages Sylvan, Terran

Ch-allenie 2 (450 XP)

Woodland Stride. The elemental can move
through nonmagical plants without being
slowed by them and without taking damage
from them if they have thorns, spines, or a
similar hazard.

Seige Monster. The elemental deals double
damage to objects and structures.

ACTIONS

Slam. Melee Weapon Attack: +5 to hit, reach s
ft., one target. Hit: 7 (1d8 + 3) bludgeoning
damage.

Entangling Roots (Recharge 5-6). The elemental
roots itself to the ground, reducing its
movement speed to o, and also gaining
immunity to forced movement such as a bull
rush. The elemental creates an effect similar to
an entangle spell centered on the elemental.
Creatures within 10 feet of the elemental must
make a DC 13 Strength saving throw. On a
failure, the target is restrained by the roots for
two turns. A creature restrained by these roots
can use its action to make a DC 13 Strength
check. On a success, it frees itself.

These roots do not make the area rough
terrain,

13



ELDRAZI SCION >

Large aberration, chaotic evil

Armor Class 12
Hit Points 45 (6d10 + 12)
Speed 40 ft., burrow 10 ft.

STR DEX CON INT WIS CHA
17 (+3) 14(+2)  15(+2) 6 (-2) 13 (+1) 4 (-3)
[ SEl Sl S SEIS
Saving Throws Wis +3
Skills Perception +5, Stealth +4
Senses darkvision 60 ft., passive Perception 15
Languages -
Challenge 1 (200 XP)

Alien Mind. The scion has advantage on Wisdom saving throws.

ACTIONS

Tentacles. Melee Weapon Attack: +5 to hit, reach 10 ft,, one target.
Hit: 10 (2d6 + 3) bludgeoning damage. If the target is a creature, it
is grappled (escape DC 16). Until the grapple ends, the target is
restrained, and the scion can't use its tentacles on another target.

Created by StoneStrix - /r/monsteraday | | - Art Credit: Izzy



EMRAKUL, THE AEONS TORN

Colossal obberation (titan), chaotic evil

Armor Class 23 (natural armor)
Hit Points 612 (35d20 + 245)
Speed fly 70 ft.
f—— ————— —— = _ = =
STR DEX CON INT WIS CHA
24 (+7) 30(+10) 24(+7) 28(+9) 30(+10) 16(+3)

Saving Throws Dex +19, Int +18, Wis +19

Damage Vulnerabilities bludgeoning, piercing, and slashing
from hedron weapons

Damage Resistances acid, fire, cold, lightning

Condition Immunities paralysed, frightened, charmed,
exhaustion

Senses truesight 250 ft., passive Perception 29

Languages Eldrazi, telepathy 500 ft.

Challenge 30 (155,000 XP)

Innate Spellcasting. Emrakul's innate spellcasting ability is
Wisdom (spell save DC 27). She can innately cast the following
spells, requiring no material components:

At will: Hypnotic Pattern, Major Image (6th level spell slot)
3/Day: Crown of Madness, Dissonant Whispers
1/Day: Modify Memory (9th level spell slot), Feeblemind, Weird

Eldritch Mites. Any creature that occupies a space underneath
Emrakul at the beginning of her turn must make a DC 17
Constitution saving throw or take 4d10 psychic damage and
become poisoned. For the duration of the poison, the creature is
charmed by Emrakul and their strength and constitution become
24 if not already higher.

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

Bare the Flesh. When Emrakul reduces a creature to 0 hit points,
that creature's skin becomes a pile of yellow dust.

Infinite Mind. Emrakul is not required to maintain concentration
on spells and other effects that would normally require it.

ACTIONS

Multiattack. Emrakul can use her Gravity Distortion. She then
makes eight tentacle attacks.

Gravity Distortion. Each creature of Emrakul's choice within 120
ft. of her must succeed on a DC 20 strength saving throw or be
stricken by one of the following effects until the start of Emrakul's
next turn.

Crushing Burden. The creature's movement speed becomes 0, and
if flying they begin falling at 60 ft. per round until this effect ends
Gravitational Vice. The creature takes 22 (2d12 + 9) force damage
Upheaval. The creature gains a flying speed equal to it's
movement speed, and begins ascending at 60 ft. per round

Tentacle. Melee Weapon Attack: +17 to hit, reach 30 ft., one target.
Hit: 26 (3d12 + 7) bludgeoning damage.

Spine Maelstrom. Ranged Weapon Attack: +19 to hit, range
120/600 ft., twelve targets. Hit: 23 (2d12 + 10) piercing damage.

LEGENDARY ACTIONS

Emrakul can take 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time,
and only at the end of another creature’s turn. Emrakul regains
spent legendary actions at the start of her turn.

Spawn Brood. 1d4 Eldrazi Scions appear within 5 ft. of Emrakul
Delusion Spores (Costs 2 actions). Emrakul casts Project Image

Annihilator (Costs 3 actions). Target creature with less than 100
hit peints must immediately make a DC 15 Constitution saving
throw or be instantly reduced to 0 hit points

———




EviL DoLL

Tiny construct fiend, lawful evil

Armor Class 14 (natural armor)
Hit Points 21 (6d4 + 6)
Speed 30 ft.

STR DEX CON INT WIS CHA
3(-4) 16 (+3) 12 (+1) 10 (+0) 14 (+2) 18 (+4)

Skills Deception +6, Perception +4, Persuasion +6, Stealth +7

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 120 ft., passive Perception 14

Languages Infernal, Common, telepathy 60 ft.

Challenge 2 (450 XP)

Devil’s Sight. Magical darkness doesn't impede the doll's
darkvision.

Inanimate. While the doll remains motionless, it is
indistinguishable from an ordinary doll.

Innate Spellcasting. The doll's spellcasting ability is Charisma
(spell save DC 14). The doll can innately cast the following spells,
requiring only verbal components:

At will: suggestion
1/day each: dominate person, modify memory

Undying Evil. If the doll is destroyed, it regains all its hitpoints and
reappears at a nearby location in 24 hours unless a remove curse
spell is cast on its remains.

i ACTIONS

- Giggle. One creature of the doll's choice within 30 feet of it must
succeed on a DC 14 Wisdom saving throw or take 7 (2d6) psychic
damage and become frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns, with
disadvantage if the doll is within line of sight, ending the effect on
itself on a success.

Created by StoneStrix - /r/monsteraday Art Credit: Miguel Regodon



EXECUTIONER SMOUGH

Large humanoid, neutral evil

Executioner’'s Breastplate)

Armor Class 16 (Exer
Hit Points 285 (30410 + 120)

Speed 30 ft
e
STR DEX CON INT WIS CHA
22 (+6) 12 (+1) 18 (+4] 8(-1) 2(+1 8(-1)

Saving Throws Str +9, Con +8
Skills Athletics +9, Intimidation +4
Damage Resistances bludgeoning, piercing, slashing

Damage Vulnerabilities lightning
Senses passive Perception 11
Languages Common

Challenge 16 (15000 XP)

Legendary Resistance (1/day). If Executioner Smough fails a
saving throw, he can choose to succeed instead.

Magic Hammer. Executioner Smough's weapon attacks are
magic.
ACTIONS

Multiattack. Executioner Smough makes 2 attacks with his
hammer.

Hammer. Melee Weapon Attack: +11 to hit, reach 10 ft., Hit: 22
(3d10+6) bludgeoning damage.

Knockdown. Melee Weapon Attack: +11 to hit, reach 5 ft., Hit: 22
(3d10+6) bludgeoning damage. If the target is a creature, it must
succeed on a DC 19 Strength saving throw or be knocked prone.

LEGENDARY ACTIONS

The executioner smough can take 3 legendary actions, choosing
from the options below. Only one legendary action can be used at
a time and only at the end of another creature's turn. The
executioner smough regains spent legendary actions at the start
of its turn.

Execution. When Smough is hit by a melee attack, he can make a
Knockdown action against the attacker.,

Butt Slam (Costs 2 Actions). Executioner Smough slams his butt
on the ground. All creatures within 5 feet must succeed on DC 19
Dexterity saving throws, or take 22 (4d12) bludgeoning damage
and be knocked prone.

Fallen Comerade (Costs 3 Actions). If Dragonslayer Ornstein dies,
Executioner Smough can crush him with his hammer to absorb
his power. Executioner Smough gains 30 temporary hit points
and his attacks deal an addiitional 6d8 lightning damage. In
addition, he gains damage resistance to lightning damage.

Ornstein and Smough by k-atrina

ORNSTEIN AND SMOUGH

Two of Lord Gwyn's greatest warriors, Ornstein and
Smough stand guard over the princess in the castle of Anor
Londo. With Ornstein’s speed and Smough’s power, this
duo is nearly unstoppable and have crushed millions of foes
who have crossed their path.

DRAGONSLAYER ORNSTEIN

Captain of the Four Knights of Gwyn, Ornstein is known far
and wide for his skill at slaying dragons. He wields a
lightning-tipped spear and moves nearly as fast as lightning
itself, lunging across rooms and impaling his enemies in
the blink of an eye. The only one of the Knights left in Anor
Londo, Ornstein is sworn to the service of the princess and
has committed the remainder of his life to protecting the
castle.

EXECUTIONER SMOUGH

The royal executioner of Anor Londo, Smough is a cruel
being who enjoys grinding up the bones of his victims and
using it as seasoning for his dinner. Although he has the
strength and skill to compete with the Four Knights of
Gwyn, he was rejected from the position because of his
cannibalistic and cruel behavior. Now paired with Ornstein

to protect the princess, he wields his massive hammer with
deadly precision.




FALLEN ANGEL T TR | aemma

Medium celestial, lawful evil iy . “

Armor Class 17 (natural armor)
Hit Points 136 (16d8 + 64)
Speed 30 ft., fly 90 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 18 (+4) 17 (+3) 20 (+5) 18 (+4)

Saving Throws Wis +9, Cha +8

Skills Deception +8, Perception +9

Damage Resistances necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened

Senses darkvision 120 ft., passive Perception 19

Languages all, telepathy 120 ft.

Challenge 10 (5,900 XP)

Corrupted Weapons. The angel's weapon attacks are magical.
When the angel hits with any weapon, the weapon deals an extra
4d8 necrotic damage (included in the attack). A

Innate Spelicasting. The angel's spellcasting ability is Charisma
(spell save DC 16). The angel can innately cast the following >
spells, requiring only verbal components: & ‘ ' ’ .

At will: detect evil and good 8
1/day each: death ward, harm b 90 ‘

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

Shapechanger. The angel can use its action to polymorph into a
Small or Medium humanoid, or back into its true form. Its
statistics, other than its size, are the same in each form. Any
equipment it is wearing or carrying isn't transformed. It reverts
to its true form if it dies. s 1

ACTIONS

Multiattack. The angel makes two melee attacks. S

Scimitar. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. - 7 '
Hit: 7 (1d6 + 4) slashing damage plus 18 (4d8) necrotic damage. ) 4 {

one target. Hit: 18 (4d8) necrotic damage, and the angel regains
hit points equal to half the amount of necrotic damage dealt.

5 _ al _‘ / d
Vampiric Touch (3/day). Melee Spell Attack: +8 to hit, reach 5 ft., ' f'} ;
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| FATHER DAGON

B Huge monstrosity (deep one), chaotic evil

! Armor Class 19 (natural armor)

Hit Points 483 (19d12 + 360)
Speed 40 ft., swim 90 ft.
——————

STR DEX CON INT WIS CHA
26(+8) 14(+2) 25(+7) 17(+3) 20(+5) 22(+6)

Saving Throws Str +13, Dex +9, Int +8, Wis +11

Damage Immunities bludgeoning, piercing and slashing from
non-magical weapons, poison, psychic.

Condition Immunities blinded, charmed, frightened, poisoned.

Senses darkvision 600 ft., passive Perception 21

Languages Deep Speech, Elder Speak, understands Common

Challenge 24 (62000 XP)

Deep One. Dagon can breathe both air and water and he can
take two reactions every turn.

Legendary Resistance (3/day). If Dagon fails a saving throw, he
can choose to succeed instead.

Magic Resistance. Dagon has advantage on saving throws
against spells and other magical effects

Magic Weapons. Dagon's weapon attacks are magical.

Palingenesis. If Dagon is killed she can choose to manifest again
within 1d12 days.
ACTIONS

Multiattack. Dagon makes two attacks: one with his bite and
one with his claw. He then uses his Deep Call ability.

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft,, one target. Hit:
51 (8d10+7) piercing damage. The target must make a

Patriarch of the Deep

Father Dagon is slightly smaller than Mother Hydra,
yet he is bulkier and moves almost as one with the
water around him - no doubt because he moves about
much more than his consort.

The Father. Father Dagon is the only being in
existance capable of mating with Mother Hydra, which

he does every fullmoon. Only so can she keep producing

her beloved young. Their bond is one of necessity, and

one of mutual respect, albeit tempered with vile feelings

for one another as well.

Deep Schemer. Dagon doesn’t care much for his
young, but he does care about spreading his influence
- below and above the clashing waves of the sea. He
orders his younglings to new shores, where they bribe

the inhabitants with bountiful fish and gold from the sea,
which is described as having an unusual color. The Deep

Ones then, once they have gained the natives trust, set
about establishing the Esoteric Cult of Dagon, as
producing hybrids with the natives. Standard h ma
sacrifices and murder all around

o4

successful DC 18 Constitution saving throw or be stunned until
the end of its next turn.

Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 34 (6d8+7) slashing damage.

Deep Call. Dagon lets out a deep otherworldly roar, instantly
summoning 1d3-1 Deep Ones to the closest empty spaces.

REACTIONS

Dagon has two reactions every round. He can use Primordial
Rage and Furious Roar once every round if he has them ready.

Primordial Rage (Recharge 4-6). When Dagon loses hit points
from an attack, he immediately lashes out at everyone hostile
creature within 30 ft. of him with a claw attack.

Furious Roar (Recharge 4-6). When Dagon witnesses his consort,
Hydra, take damage from anything other than her Matriarch's
Sacrifice ability, he can let out a loud, angry roar, gaining
advantage on his next attack.

LEGENDARY ACTIONS

Father Dagon can take 3 legendary actions, choosing from the

options below. Only one legendary action can be used at a time
and only at the end of another creature's turn. Father Dagon P
regains spent legendary actions at the start of his turn. :

Attack. Dagon makes one bite attack.
Patriarch’s Sacrifice. When Dagon takes damage, he can chose
a deep one within 60 feet of him take twice the damage instead.
Cultivate the Cult (Costs 2 Actions). Dagon lets out an
otherworldly roar, trying to force his will upon his enemies. All
hostile creatures within 60 feet of Dagon, must succeed a DC16
Charisma saving throw or become charmed for 1 minute. A
creature can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success. If a creature’s
saving throw is successful or the effect expires, the creature
becomes immune to this ability for the next 24 hours.




Fern Lizard

Fern Lizards are quick land omnivores with
the body of a lizard and the upper torso com-
prised of two small talons, a small fanged
mouth and beady eyes. The entirety of a Fern
Lizard’s body appears as though it is made of
foliage. Capable of easily blending into its
surroundings, Fern Lizards wait patiently for
prey to come to them.

Patient Hunter:

Capable of standing immobile for hours,
Fern Lizards wait for meals to stumble before
them rather than waste energy hunting them
down. Insects and plant life inspire them to
voracious appetites. Fern Lizards are often
seen slowly burrowing into tree trunks, using
their acidic spittle to bore small holes to
devour insects.

Prized Pet:

Whether caught young or raised from an
egg, a Fern Lizard can be trained to serve as a
companion. Considerted good luck and useful
spies for druids, Fern Lizards are often in their
company. Nobility view these creatures as
exotic additions to their home, investing large
sums of money to acquire them.

L = Emm—ss oo 0 SIT D Tee Tooas =

FERN LiZARD

Small beast, unaligned

Armor Class 12
Hit Points 14 (4d6)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
7 (-2) 15(+2) 10(+0) 2(-4) 12 (+1)  10(+0)
e
l
Skills Perception +3, Stealth +4
Senses darkvision 30 ft., passive Perception 13

Languages none
Challenge 1/2 (100 XP)

False Appearance. While the lizard remains motionless, it is :
indistinguishable from a normal plant, such as a colorful fern. !
ACTIONS

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

Venemous Spittle (Recharge 5-6). The lizard spits a glob of venom
at a creature it can see within 15 feet of it. The target must
succeed on a DC 12 Dexterity saving throw or be blinded until the
end of the lizard's next turn.

Art Credit: Brent Hollowell

Once trained, a Fern Lizard is a loyal and
useful companion. It bonds with one master
for life and serves that master to the best of
its abilities. A Fern Lizard requires satiation
of its omnivorous appetite. Prone to capture
or kidnapping, masters must be careful when
bringing Fern Lizards in public as they
immediately draw attention to both
themselves and their much desired pets.

Small Stewards:

Fern Lizards make their nests in heavy
growths of foliage, well away from the eyes of
predators. Establishing their territory as a
colony, Fern Lizards work as guardians of
their surrounding area. Removing the region
of pestilence and danger, these lizards
become a druid’s ally.

Fern Lizards have been known to help
those who support and care for their
environment, acting as guides for lost
travelers and providing sources of food to
those in need. Alternatively, Fern Lizards are
extremely aggressive and territorial to those
who bring trouble to their home. Fern Lizards
harry travelers, steal food and lead wanderers
astray until the traveler flees or dies.
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Medium fey, neutral

Armor Class 12
Hit Points 11 (2d8 + 2)
Speed 40 ft.

STR DEX CON INT WIS CHA
13 (+1) 15 (+2) 12 (+1) 6(-2) 14 (+2) 10 (+0)

Skills Perception +4, Stealth +4

Senses darkvision 30 ft., passive Perception 14
Languages understands Sylvan but can't speak
Challenge 1/4 (50 XP)

Innate Spellcasting. The feyote's innate spellcasting ability is
Wisdom. The feyote can innately cast the following spells,
requiring no components:

At will: druidcraft
1/day: enhance ability
1/week: divination

Keen Hearing and Smell. The feyote has advantage on Wisdom
(Perception) checks that rely on hearing or smell.

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

ACTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 4
(1dé + 1) piercing damage. If the target is a creature, it must
succeed on a DC 11 Strength saving throw or be knocked prone.

Created by StoneStrix - /r/monsteraday

Art Credit: Jason Rainville



FROGHOUL

Medium undead, chaotic evil

Armor Class 14 (natural armor)
Hit Points 27 (5d8 + 5)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 12 (+1) 4 (-3) 10 (+0) 5(-3)

Damage Resistances necrotic

Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages -

Challenge 2 (450 XP)

Leap Attack. The froghoul doesn't provoke opportunity attacks
when it moves out of an enemy's reach.

ACTIONS

Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one creature. Hit:
12 (2d8 + 3) piercing damage. The froghoul has advantage on this
attack if the target is grappled by it.

Tongue. Melee Weapon Attack: +5 to hit, reach 15 ft., one creature.
Hit: 7 (1d8 + 3) bludgeoning damage and the target is grappled
(escape DC 13) and pulled 10 feet toward the froghoul. If the
target is a creature other than an undead, it must succeed on a
DC 10 Constitution saving throw or be paralyzed 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.

Created by StoneStrix - /r/monsteraday Art Credit: Taylor Fischer
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F ROST GIAN : i J ARL Flash Freeze (Recharge 5-6). The jarl stomps the ground, creating
Huge giant, neutral evil a wave of intense cold in a line that is 60 feet long and 5 feet
20 wide. Each creature in that line must make a DC 15 Dexterity
B Armor Class 16 (dragonscale armor) saving throw, taking 45 (10d8) cold damage on a failed save, or
. Hit Points 187 (15d12 + 90) half as much damage on a successful one. If a target fails the
Speed 40 ft. saving throw, it becomes restrained by ice. As an action, the

restrained target can make a DC 15 Strength check, breaking free :
of the ice on a success. The ice can also be attacked and ‘
destroyed (AC 10; hp 15; vulnerability to fire damage; immunity to |
poison and psychic damage).

STR DEX CON INT WIS CHA
25 (+7) 10 (+0) 23 (+6) 11 (+0) 14 (+2) 16 (+3)

Saving Throws Con +10, Wis +6, Cha +7 LEGENDARY ACTIONS

! Skills Athletics +11, Perception +6

- Damage Immunities cold
Senses passive Perception 16
Languages Giant
Challenge 11 (7,200)

The jarl can take 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time
and only at the end of another creature's turn. The jarl regains
spent legendary actions at the start of its turn.

Shove. The jarl makes a shove attack.

Legendary Resistance (3/day). If the jarl fails a saving throw, it Charge. The jarl moves up to its speed.
can choose to succeed instead.

Battle Order. The jarl directs an allied creature to strike, so long
ACTIONS as the creature can see or hear the jarl. That creature can

Multiattack. The jarl makes two greataxe attacks. immediately use its reaction to make one weapon attack.

Greataxe. Melee Weapon Attack: +11 to hit, reach 10 ft., one target.
Hit: 26 (3d12 + 7) slashing damage plus 4 (1d8) cold damage.

Rock. Ranged Weapon Attack: +11 to hit, range 60/240 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage.
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FusioN ELEMENTAL

Huge elemental, neutral

Armor Class 17 (natural armor)
Hit Points 250 (20d12 + 120)
Speed 50 ft,

STR DEX CON INT WIS CHA
29 (+9) 11 (+0) 20 (+5) 7(-2) 10 (+0) 9(-1)

Saving Throws Str +14, Wis +5

Damage Immunities acid, cold, fire, lightning, poison;
bludgeoning, piercing, and slashing from nonmagical weapons

Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, restrained, unconscious

Senses darkvision 120 ft., passive Perception 10

Languages Auran, Terran, Ignan, Aquan, Primordial

Challenge 15 (13,000 XP)

Volatile Form. When the elemental dies, it explodes, and each
creature within 30 feet of it must make a DC 18 Dexterity saving
throw, taking 10 (3d6) acid damage, 10 (3d6) lightning damage,
10 (3d6) fire damage, and 10 (3d6) cold damage on a failed save,
or half as much damage on a successful one.

ACTIONS

Multiattack. The elemental makes two slam attacks.

Slam. Melee Weapon Attack: +14 to hit, reach 10 ft., one target. Hit:
20 (2d10 + 9) bludgeoning damage plus 9 (2d8) damage of a type
chosen randomly from the following: acid, lightning, fire, or cold.

Hurl Energy. Ranged Weapon Attack: +14 to hit, range 60/240 ft.,
one target. Hit: 18 (2d8 + 9) damage of a type chosen randomly
from the following: acid, lightning, fire, or cold.

Elemental Chaos (Recharge 5-6). The elemental makes one
elemental chaos attack at random.

1. Earthquake. A seismic disturbance radiates from the elemental
in a 100-foot radius circle. Each creature on the ground in that
area must succeed on a DC 18 Dexterity saving throw or be
knocked prone. Each creature on the ground that is
concentrating must also succeed on a DC 18 Constitution saving
throw or break concentration. The area becomes difficult terrain
after the earthquake.

2. Fire Breath. The elemental exhales fire in a 60-foot cone. Each
creature in that area must make a DC 18 Dexterity saving throw,
taking 54 (12d8) fire damage on a failed save, or half as much
damage on a successful one.

3. Tidal Wave. A massive wave emanates from the elemental.
Each creature within 60 feet of the elemental must succeed on a
DC 18 Strength saving throw or be pushed up to 60 feet away
from the elemental. On a success, the creature is pushed 10 feet
away from the elemental.

4. Whirlwind. The elemental summons a 10-foot-radius, 60-foot
high whirlwind centered on a point within 120 feet of it. Each !
creature in that area must make a DC 18 Strength saving throw.

On a failure, a target takes 27 (6d8) bludgeoning damage and is
flung up to 40 feet away in a random direction and knocked

prone. If a thrown target strikes an object, such as a wall or floor, |
the target takes 3 (1d6) bludgeoning damage for every 10 feet it
was thrown. If the target is thrown at another creature, that
creature must succeed on a DC 18 Dexterity saving throw or take
the same damage and be knocked prone. If the saving throw is
successful, the target takes half the bludgeoning damage and

isn't flung away or knocked prone.

LEGENDARY ACTIONS

The elemental can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The
elemental regains spent legendary actions at the start of its turn.

Hurl Energy. The elemental uses its Hurl Energy.

Harness Energy (Costs 2 actions). The elemental regains use of its
Elemental Chaos.

Unstable Outburst (Costs 3 actions). The elemental loses control
of its chaotic energies. Each creature within 30 feet of the
elemental, including the elemental itself, must succeed on a DC
18 Constitution saving throw or take 21 (6d6) damage of a type
chosen randomly from the following: acid, lightning, fire, or cold.
A creature takes half damage on a success. The elemental has no
immunity to the damage caused by this outburst.

Art Credit: Michael Komarck



GAZELLEAN

Medium humanoid (gazellean), neutral

Armor Class 14 (padded armor)
Hit Points 16 (3d8 + 3)

Speed 40 ft.
— .
STR DEX CON INT WIS CHA

14 (+2) 16 (+3) 12(+1) 10 (+0) 12(+1)  10(+0)
- ee—ara—-"
Skills Perception +3, Stealth +5 ;
Senses passive Perception 13

Languages Common, Gazellean
Challenge 1/2 (100 XP)

Sprinter. The gazellean can take the Dash or Disengage action as
a bonus action on each of its turns.

Alert. The gazellean has advantage on Dexterity checks for
initiative. Additionally, the gazellean can't be surprised, and other
creatures don't gain advantage on attack rolls against it as a
result of being hidden from it.

ACTIONS

Multiattack. The gazellean makes two melee attacks or two
ranged attacks.

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage.
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Gelectrode

The Gelectrode is a living and breathing heap

of electrically-charged plasma. Created in the
insanity-ridden laboratories of the Izzet guild, its
sole purpose is to harvest any and all sources of
magic it comes across.

Electrifying. The plasma that makes up the
Gelectrode is held together by seemingly endless
currents of electricity, generated by the energy it
harvests. Coming into contact with the Gelectrode
can result in dizziness, paralysis or worse.

Strange Pet. The Izzet are known for their
weird experiments and hobbies. Keeping
diametrically opposing energies in self-sealed
plasmodermic bubbles as a pet is no exception.
It doesn't listen very well, but it's weird, and
that’s all that matters!

Unyielding Balance. When the Gelectrode
takes damage, a visible section of its mass
disappears, as if into thin air. But such a
robust invention cannot be disposed of so easily.
When the Gelectrode is close to perishing, it
divides into its most basic components and
attempts to reassemble itself.

GELECTRODE

Large coze, unaligned

Armor Class 15
Hit Points 122 (12d10 + 56)

Speed 25ft
—_————
STR DEX CON INT WIS CHA
18 (+4) 6(-2) 16 (+3) 1 (~5) 6 (-2) 1(-5)

Damage Resistances bludgeoning, piercing, slashing

Condition Immunities blinded, charmed, deafened, exhaustion,
frightened, prone

Senses darkvision 60 ft., Passive Perception 7 (+8 when
spellcaster or source of mana is nearby)

Languages —

Challenge 6 (2300 XP)

Mana Fueled. The Gelectrode absorbs arcane energy, growing in
size and power when it come in contact with spells. When the
Gelectrode is hit with a spell it regains 5 hit points and can use
any of its actions as a reaction as long as the spell’s caster is
within range.

Opposites Attract. When the Gelectrode reaches 0 hit points it
spilts into two blobs of plasma with 30 hit points each, one with a
positive charge and the other with a negative charge. Both blobs
must be destroyed before the Gelectrode's next turn or it
reforms with the combined remaining hit points of the blobs.

Amorphous. The Gelectrode can move through a space as narrow
as 1 inch wide without squeezing.

ACTIONS

Multiattack. The Gelectrode makes two electric jab attacks.

Electric Jab. Melee Weapon Attack: +7 to hit, reach 10 ft,, one
target. Hit: 15 (2d8 + 6) bludgeoning damage.

Electrostatic Shock. The Gelectrode launches a bolt of electricity
at a single target within 15 feet of it. The target must succeed on
a DC 13 Dexterity saving throw or become paralyzed until the
Gelectrode's next turn.




GIANT EEL

Huge Abberation, unaligned

Armor Class 14 (natural armor)
Hit Points 94 (11d10 + 40)
Speed 40ft Swim
e —
STR DEX CON INT WIS CHA
18 (+4) 13 (+1) 17 (+3) 3(-4) 10 (+0) 4(-3)

Damage Immunities Lightning

Condition Immunities paralyzed

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 10

Languages

Challenge 5 (1600 XP)

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 20
3d10 + 4) piercing damage plus 7 (2d6) lightning damage.

The giant eel’'s found off the coast of Amn, are one of the
largest of the species known. Due to the depths in which
they make their lairs they are very seldom seen, though on
occasion one that has died will float to the surface.
Measuring on average over 30 feet long and 3 feet wide,
these behemoths of the deep ocean are often mistaken by
divers as large sharks or even a kraken, usually only seeing
the eel’'s head poking out of it’s lair.

Little is known about the lifecycle or mating practices of
these elusive beasts, though what is known by the few that
have ventured forth to hunt a giant eel, is that their bite can
also impart a large jolt of lightning. Scholars have theorized
that this jolt is used to incapacitate it's prey before
consuming the unfortunate creature.
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GILL-MAN

Medium monstrosity, neutral

Armor Class 16 (natural armor)
Hit Points 102 (12d8 + 48)
Speed 30 ft., swim 50 ft.

STR DEX CON INT WIS CHA
20 (+5) 16 (+3) 18 (+4) 10 (+0) 14 (+2) 7(-2)

Skills Perception +5, Stealth +6

Damage Vulnerabilities poison

Senses darkvision 120 ft., passive Perception 15
Languages Gill-man

Challenge 6 (2,300 XP)

Amphibious. The gill-man can breathe air and water.

Regeneration. The gill-man regains 10 hit points at the start of its
turn. If the gill-man is poisoned, this trait doesn't function. If the
gill-man takes poison damage, this trait doesn't function at the
start of the gill-man's next turn. The gill-man dies only if it starts
its turn with 0 hit points and doesn't regenerate.

Swimby. The gill-man doesn't provoke opportunity attacks when
it swims out of an enemy's reach.

Torpedo Attack. If the gill-man swims at least 30 feet straight
toward a target and then hits it with a melee weapon attack, the
attack deals an extra 9 (2d8) damage to the target.

ACTIONS
Multiattack. The gill-man makes two attacks with its claws.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 14
(2d8 + 5) slashing damage.
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GINORMOUS SQUIR

Gargantuan beast, unaligned

Armor Class 20 (natural armor)
Hit Points 248 (16d20 + 80)
Speed 50 ft., climb 50 ft.

STR DEX CON INT WIS CHA
27 (+8) 16 (+3) 20 (+5) 2 (-4) 12 (+1) 10 (+0)

Saving Throws Str +13, Dex +8, Con +10

Skills Perception +11

Senses darkvision 120 ft., passive Perception 21
Languages -

Challenge 16 (15,000 XP)

Keen Smell. The squirrel has advantage on Wisdom (Perception)
checks that rely on smell.

Legendary Resistance (3/day). If the squirrel fails a saving throw,
it can choose to succeed instead.

ACTIONS

Multiattack. The squirrel makes three attacks: one with its bite
and two with its claws.

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit:
19 (2d10 + 8) piercing damage.

Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit:

15 (2d6 + 8) slashing damage.
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Tail. Melee Weapon Attack: +13 to hit, reach 15 ft., one target. Hit:
17 (2d8 + 8) bludgeoning damage.

Monstrous Chatter (Recharge 5-6). The squirrel chatters furiously.
Each creature within 60 feet of the squirrel and able to hear its
chatter must make a DC 18 Constitution saving throw, taking 45
(10d8) thunder damage on a failed save, or half as much damage
on a successful one. If a creature fails the saving throw, it
becomes incapacitated until the end of the squirrel's next turn. P

LEGENDARY ACTIONS

The squirrel can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The squirrel
regains spent legendary actions at the start of its turn.

Tail Attack. The squirrel makes a tail attack.

Trample (Costs 2 Actions). The squirrel moves up to its speed
without provoking opportunity attacks. It can move through
another creature's space but must end its movement in an
unoccupied space. Each creature in the squirrel's path must
succeed on a DC 21 Dexterity saving throw or take 15 (2d6 + 8)
bludgeoning damage and be knocked prone.

Might of Oaks (Costs 3 Actions). The squirrel goes into a frenzy,
uprooting nearby trees and disrupting the earth around it. Each
creature on the ground within 20 feet of the squirrel must make a
DC 21 Dexterity saving throw, taking 24 (7d6) bludgeoning
damage on a failed save, or half as much damage on a successful
one. The ground in that area becomes difficult terrain.

Art Credit: Ron Spencer



GLADEBORN TRAPPER

Medium humanoid (any race), neutral

Armor Class 16 (breastplate)
Hit Points 52 (8d8 + 16)

Speed 30 ft.
e e T e
STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 14 (+2) 11 (+0) 14 (+2) 11 (+0)

Saving Throws Dex +5

Skills Perception +6, Survival +4
Senses passive Perception 16
Languages Common
Challenge 3 (700 XP)

Crossbow Expert. The trapper ignores the loading quality on
crossbows. Additionally, being within 5 feet of a hostile creature
doesn't impose disadvantage on its ranged attack rolls.

ACTIONS

Multiattack. The trapper makes two melee attacks or two ranged
attacks.

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

Heavy Crossbow. Ranged Weapon Attack: +5 to hit, range 100/400
ft., one target. Hit: 8 (1d10 + 3) piercing damage plus 3 (1d6)
poison damage.

Conjure Bolas (Recharge 5-6). Ranged Weapon Attack: +5 to hit,
range 30/60 ft., one target. Hit: 5 (1d4 + 3) bludgeoning damage
and the target is restrained for 1 minute (escape DC 13).

== S — x|

Created by StoneStrix - /r/monsteraday

GLADEBORN HUNTER

Medium humanoid (any race), neutral

Armor Class 16 (studded leather)
Hit Points 91 (14d8 + 28)

Speed 30 ft.

| s e e

STR DEX CON INT WIS CHA
15 (+2) 18 (+4) 14 (+2) 12 (+1) 14 (+2) 12 (+1)

Saving Throws Dex +7

Skills Perception +8, Survival +5, Stealth +10
Senses passive Perception 18

Languages Common

Challenge 5 (1,800 XP)

Magic Weapons. The hunter's weapon attacks are magical.

Skilled Tracker. The hunter magically knows the distance to and
direction of its quarry, so long as the creature is within 50 miles of
the hunter.

ACTIONS

Multiattack. The hunter makes two melee attacks or three
ranged attacks.

Handaxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) slashing damage.

Longbow. Ranged Weapon Attack: +7 to hit, range 150/600 ft., one
target. Hit: 8 (1d8 + 4) piercing damage plus 3 (1d6) force
damage.

Multishot (Recharge 5-6). The hunter unleashes a magical volley
of arrows in a 90-foot cone. The hunter can make a longbow
attack against each creature in that area, dealing an extra 14
(4d6) force damage on a hit. A creature hit by an attack in this
way must succeed on a DC 14 Constitution saving throw or be
stunned until the end of the hunter's next turn.

— —

Art Credit: Toni Jacobs and Miguel Harkness



GNOLL DEATHKNIGHT

Medium humanoid (gnoll), chaotic evil

Armor Class 17 (half plate)
Hit Points 120 (16d8 + 48)

Speed 30 ft.
TR T S r e e
STR DEX CON INT WIS CHA

18(+4) 15(+2) 16(+3) 10(+0) 11(+0) 14 (+2)

Saving Throws Str +7, Con +6, Cha +5

Skills Intimidation +5

Senses darkvision 60 ft., passive Perception 10
Languages Gnoll

Challenge 6 (2,300 XP)

Rampage. When the gnoll reduces a creature to 0 hit points with
a melee attack on its turn, the gnoll can take a bonus action to
move up to half its speed and make a bite attack.

Aura of Malice. All enemies within 10 feet of the gnoll have
disadvantage on saving throws.

ACTIONS

Multiattack. The gnoll makes three attacks: one with its bite and
two with its greatsword.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. Hit: 7
(1d6 + 4) piercing damage, and the target must succeed on a DC
14 Constitution saving throw or take 14 (4d6) necrotic damage.

Greatsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) slashing damage.

Art Credit: Levente Riickert



F1ENDISH HYENA

Large fiend, chaotic evil

Armor Class 12 (natural armor)
Hit Points 45 (6d10 + 12)

Speed 50 ft.
e
STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 15 (+2) 7 (-2) 12 (+1) 10 (+0)

Skills Perception +3

Damage Resistances cold, fire, lightning
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13
Languages none

Challenge 2 (450 XP)

Rampage. When the hyena reduces a creature to 0 hit points with
a melee attack on its turn, the hyena can take a bonus action to
move up to half its speed and make a bite attack.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 13
(2d8 + 4) piercing damage.

GNOLL DEATHMAGE

Medium humanoid (gnoll), chaotic evil

Armor Class 12 (15 with mage armor)
Hit Points 55 (10d8 + 10)
Speed 30 ft.
STR DEX CON INT WIS CHA
10(+0) 14(+2) 12(+1) 17(+3) 13(+1) 12(+1)

Skills Deception +4, Perception +4

Senses darkvision 60 ft., passive Perception 10
Languages Gnoll

Challenge 7 (2,900 XP)

Spellcasting. The gnoll is a 10th-level spelicaster. Its spellcasting
ability is Intelligence (save DC 14, +6 to hit with spell attacks). The
gnoll has the following spells prepared:

Cantrips (at will): acid splash, blade ward, chill touch, poison spray
1st level (4 slots): mage armor, ray of sickness, shield, Tasha's
hideous laughter

2nd level (3 slots): alter self, darkness, misty step

3rd level (3 slots): fear, slow

4th level (3 slots): blight, confusion

5th level (2 slots): cloudkill

ACTIONS

Dagger. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature.
Hit: 4 (1d4 + 2) piercing damage plus 7 (2d6) poison damage.

Conjure Fiends (1/Day). The gnoll magically summons 1d4
fiendish hyenas. The summoned fiends appear in unoccupied
spaces within 60 feet of their summoner and act as allies of their
summoner. They remain for 10 minutes, until they or their
summoner dies, or until their summoner dismisses them as an
action.

Art Credit: Stephen Crowe and Tim Kings
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GOBLIN ALCHEMIST

Small humanoid (goblinoid), neutral evil

Armor Class 14 (studded leather)
Hit Points 10 (3d6)
Speed 30 ft.

STR DEX CON INT WIS CHA
8(-1) 14(+2)  10(+0) 11(+0) 10(+0) 8(-1)
e ——— e e e
Skills Stealth +6
Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin
Challenge 1/2 (100 XP)

Nimble Escape. The goblin can take the Disengage or Hide action
as a bonus action on each of its turns.

ACTIONS

e e e

GOBLIN RITUALIST

Club. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 1
(1d4 - 1) bludgeoning damage.

Alchemist's Fire (5/Day). Ranged Weapon Attack: +4 to hit, range
20/60 ft., one target. Hit: The target is covered in flaming
adhesive, and takes 2 (1d4) fire damage at the start of each of its
turns. A creature can end this damage by using its action to make
a DC 10 Dexterity check to extinguish the flames.

Acid Vial (3/Day). Ranged Weapon Attack: +4 to hit, range 20/60 ft.,
one target. Hit: 7 (2d6) acid damage.

e

I

Small humanocid (goblinoid), neutral evil

Armor Class 14 (studded leather)
Hit Points 10 (3d6)

Speed 30 ft.
_——————=
STR DEX CON INT WIS CHA

8(-1) 14 (+2) 10 (+0) 10 (+0) 14 (+2) 8(-1)
e
Skills Religion +2, Stealth +6
Senses darkvision 60 ft., passive Perception 12

Languages Common, Goblin
Challenge 1/2 (100 XP)

Nimble Escape. The goblin can take the Disengage or Hide action
as a bonus action on each of its turns.

Spellcasting. The goblin is a 1st-level spellcaster. Its spellcasting
ability is Wisdom (save DC 12, +4 to hit with spell attacks). The

goblin has the following cleric spells prepared:

- Cantrips (at will): resistance, sacred flame (deals necrotic damage),

thaumaturgy
1st level (3 slots): bane, cure wounds, sanctuary

ACTIONS

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

e — e — =

Created by StoneStrix - /r/monsteraday Art Credit: Dmitry Burmak & Marjorie Davis



Design: /u/R-Shig
Art: Feral Animist by Ron Spears (top)
Gruul Keyrune by Daniel Ljunggren (right)

Gruul Goblin

Members of Gruul are not exactly considered to be

the most intelligent creatures. Historically, neither

are goblins. But where they lack in distinguishing
between a river and a bottomless pit, they compensate
with ruthless aggression and rarely matched
nimbleness. The goblins of Gruul are known as feral
animists, an embodiment of a primitive tribal mentality.

GRruuL GOBLIN

Small humanoid (goblinoid). chootic evil

Armor Class 16 (studded leather)

Hit Points 14 (4d6)

Speed 40ft

P —— e e e
STR DEX CON INT WIS CHA
10 (+0 16 (+3) 10 (+0) 6 (-2) B (-1) 12 (+1)

Skills Acrobatics +5

Senses passive Perception 9
Languages Common, Goblin
Challenge 1/2 (100 XP)

Goblin-like Reflexes. When rolling for initiative, add an additional
1d8 to the goblin's roll

Nimble Escape. The goblin can take the Disengage or Hide action
as a bonus action on each of its turns

Gruul Omen. Whenever the goblin deals damage to a character,
double it for each time a goblin has dealt damage this round.
(stacks up to 3 times.)

ACTIONS

Multiattack. The goblin makes two claw attacks

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

. 3 “HE CHANTED OVER A POT OF BOILING
BLOOD AND HONEY. His BRAIN BUZZED
| IKE A NEST OF HORNETS, AND HIS
MUSCLES RIPPLED WITH THE MIGHT

OF THE BEAR.”




(GRAVE TITAN

A true success in the minds of necromancers across the
world, Grave Titans are walking monoliths of the undead.
Lumbering forward on its master’s command, the Grave
Titan leaves a trail of death and lurching zombies. The Grave
Titan views the world as a wheat field, reaping and sowing
death as it walks.

Master’s Servant. The necromancers who summon the
Grave Titan hold complete control over the being. Grave
Titans follow their master or masters without question,
moving with menacing grace. If left with no command, Grave
Titans will wander towards the next living thing they see,
desiring to bring death to the world. Grave Titans are often

employed as walking siege engines or guards to dark secrets.

The Grave Titan'’s ability to continually spawn zombies,
make them highly desired to those not opposed to bolstering
their army’s ranks.

Abominable Creation. Grave Titans form when powerful
necromancers collect the bodies of numerous humanoids
and a freshly slain giant. Amassing the corpses into a great
mound atop the giant, the necromancers bind their energies
to the mound, enriching it with a mass of negative energy.
Rising from the mound, a Grave Titan begins to devour the
corpses. Once the final body is consumed, the Grave Titan
completes its metamorphosis. The bodies that reside in the
Titan reanimate, seeking to escape their prison. The torn
hole in the Titan’s stomach quietly resonates with screams
and cries as the restless zombies pull themselves free. Yet,
any zombie that emerges from the Grave Titan is subject to
the commands of the Titan’s master. Following their
reanimation, Grave Titan’s have little memory of their former
lives. They understand the language of their master, but
beyond that they do not think or act directly for themselves.

GRAVE TITAN

Huge undead, neutral evil

Armor Class 14 (natural armor)
Hit Points 200 (16d12 + 96)
Speed 40 ft.

STR DEX CON INT WIS CHA
27 (+8) 10 (+0) 22 (+6) 3(-4) 8(-1) 12 (+1)

Saving Throws Wisdom +3, Constitution +10
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 9
Languages understands Common but can't speak
Challenge 10 (5,900 XP)

Undead Fortitude. If damage reduces the grave titan to 0 hit
points, it must make a Constitution saving throw with a DC of 5 +
the damage taken, unless the damage is radiant or from a critical
hit. On a success, the grave titan drops to 1 hit point instead.

ACTIONS
Multiattack. The grave titan makes two greatsword attacks.

Greatsword. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 29 (6d6 + 8) slashing damage.

Hurl Zombies. Ranged Weapon Attack: +12 to hit, range 60/240 ft.,
one target. Hit: 30 (4d10 + 8) bludgeoning damage. After the

attack hits or misses, 1d4 + 1 zombies arise adjacent to the target.



Art Credit: Steven Belledin By: /u/MikennoVaries

Gravecrawlers

Many a soldier has met an early demise after
mistaking a Gravecrawler for just another zombie.

These overcharged undead leech life even after being =
incapacitated, lurching back to fighting potential as GRAVECRAWLER
soon as another undead passes by.

Many necromancers use them to absorb damage,
and in large groups, they are near unstoppable.

Medium undead, neutral evil

Armor Class 10 (natural armor)
Hit Points 48 (4d8 + 20)

Speed 10 ft.
-
STR DEX CON INT WIS CHA
12 (+1) 4 (-3) 20 (+5) 1(-5) 1(-5) 1(-5)

—
Senses Darkvision 60 ft., passive Perception 5
* Languages —

Challenge 1 (200 XP)

Return from the Grave. If the gravecrawler dies, it stays in the
encounter. If an undead passes within 5 ft. of it, the gravecrawler
returns to life and recovers all hit points.

B Deterioration. Each time the gravecrawler dies, it loses 1d8 max
hit points.

ACTIONS

|Multiattack. The gravecrawler makes two claw attacks.

Claw. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 5
(1d8 + 1) slashing damage.




THE GREAT GREY WOLF, SIF

Lurking around a tombstone in the middle of a beautiful
grove, the great grey wolf, Sif protects the grave of her long-
dead master. Her master’s blade clutch in her jaws, she

attacks with ferocious speed and power. Forever grieving
her master’s demise, Sif has spent years guarding the grove
against would-be grave robbers and adventurers.

GREAT GREY WoLF SIF

Large beast, lawful good

Armor Class 16 (natural armor)
Hit Points 153 (18d10 + 54
Speed 50 ft

STR DEX CON INT WIS CHA

+3) 0 (+5 16 (+3)

Saving Throws Dex +10, Wis +7

Condition Immunities charmed, frightened
Senses passive Perception 12

Languages

Challenge 13 (10000 XP

Magical Blade. Sif's weapon attacks are magical. When Sif hits
with her weapon, the weapon deals an extra 4d6 radiant damage
(included in the attack).

ACTIONS

Multiattack. Sif makes two greatsword attacks.

Greatsword. Melee Weapon Attack: +8 to hit, reach 5 ft., Hit: 10
(2d6+3) slashing damage. plus 14 (4d6) radiant damage.

Spin Attack (Recharge 4-6). Sif spins around in a circle, attempting
to hit all the enemies around her. All creatures within 10 feet
must succeed on a DC 16 Dexterity saving throw or take 10

(2d6+3) slashing damage and 14 (4d6) radiant damage.

REACTIONS

Parry. When Sif is the target of a melee attack, it can make a
greatsword attack against the attacker and quickly leap away
increasing its AC by 2 against the attack.

Sif, the Great Grey Wolf by Dr-Adri



GROVE GUARDIAN

A manifestation of nature’'s own self-defense, the Grove
Guardian travels through the wilderness, protecting the
land and its inhabitants. Taking the shape of a wolf, the
Grove Guardian uses its fangs and powerful magic to
drive away anything that threatens its land.

Neutral Guardians. Grove Guardians do not think of
things in terms of wrong or right, nor do they care for law.
Emerging to protect the land it has been bound to, a
Grove Guardian attacks all with zealous animosity. Only
those who can convince it of their desire to protect the
land are left alone. Druids are recognized by Grove
Guardians but not exempt from their judgment, having to
prove their loyalty to nature before a Guardian will ignore
them.

Silent Sentinels. Prior to attacking, Grove Guardians
will make their presence known to outsiders. Observing
from a distance and gradually drawing closer. If outsiders
do no demonstrate proper respect or fail to acknowledge
Grove Guardians in communication, the Guardians will
attack.

Force of Nature. The land calls Grove Guardians to its
aid. Their numbers increase in accordance to the danger
of the situation. Often only one Guardian will be called in
defense against wandering outsiders, but a whole pack
may appear in the wake of cataclysmic events.

= — —_— — —— — |

GROVE GUARDIAN

Large fey, neutral

Armor Class 15 (natural armor)
Hit Points 71 (11d10 + 11)

Speed 50 ft.
————=
STR DEX CON INT WIS CHA

16 (+3) 17 (+3) 12 (+1) 12(+1)  18(+4) 15 (+2)

Saving Throws Dex +6, Wis +7

Skills Perception +10, Stealth +6

Senses darkvision 60 ft., passive Perception 20
Languages Sylvan

Challenge 5 (1,800 XP)

Innate Spellcasting. The guardian's innate spellcasting ability is
Wisdom (spell save DC 15, +7 to hit with spell attacks). The
guardian can innately cast the following spells, requiring no
material components:

At will: druidcraft, thorn whip (11th level)
3/day each: spike growth, silence
1/day each: conjure animals, plant growth

Keen Hearing and Smell. The guardian has advantage on Wisdom
(Perception) checks that rely on hearing or smell.

Speak with Beasts and Plants. The guardian can communicate
with beasts and plants as if they shared a language.

Tree Stride. Once on its turn, the guardian can use 10 feet of its
movement to step magically into one living tree within its reach
and emerge from a second living tree within 60 feet of the first
tree, appearing in an unoccupied space within 5 feet of the
second tree. Both trees must be Large or bigger.

ACTIONS

Multiattack. The guardian makes two bite attacks.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit:
10 (2d6 + 3) piercing damage. If the target is a creature, it must
succeed on a DC 13 Strength saving throw or be knocked prone.




The Stuff of Nightmares

It was a paw, fully two feet and a half across, and
equipped with formidable talons. After it came
another paw, and after that a great black-furred
arm to which both of the paws were attached by
short forearms. Then two pink eyes shone, and
the head of the awakened gug sentry, large as a
barrel, wabbled into view. The eyes jutted two
inches from each side, shaded by bony
protuberances overgrown with coarse hairs.
But the head was chiefly terrible because of the
mouth. That mouth had great yellow fangs and
ran from the top to the bottom of the head,
opening vertically instead of horizontally.

The Dreamlands. Gugs worship the Great Old
Ones. They are spawned in the Dreamlands, by
the terrible will of their gods, asaulting any who
cross into their domain. Should a mortal creature
venture into the Dreamlands during their sleep,
they might find an angry gug, slashing and biting
at them, untill it has shredded their dreaming body,
ripping its way out of the Dreamlands through a
now lifeless dreamer, his spirit forever torn and
stuck in the Dreamlands, while the gug roams
freely.

Eyes in the dark. When a gug enters the
physical realm, it will often try to satisfy its
hunger,, leaving behind a bloody mess, before
it seeks way below ground. Caverns, tunnels
and similar are the gug’s favourite hunting
grounds, allthough a cellar might do from time to
time. He it causes terror, in the name of its dark
master’s. Gug’s do not possess any speech, and
when several gug occupy the same area, they
communicate solely through facial expressions.
When without prey for longer periods of time,
gugs might build large monoliths, with strange
alien runes carved into them. Or they move on, to
wherever there is a fresh supply of meat.
Regardsless, they never sleep, nor do they ever
close their eyes.

Guc

Large aberration (dreamlander), chaotic evil

Armor Class 15 (natural armor)
Hit Points 84 (8410 + 40)
Speed 40 ft., climb 40 ft.

STR DEX

23 (+6) 16 (+3) 21 (+5) 6(-2) 14 (+2)

CHA
9(-1)

Skills Athletics +17, Intimidation +5

Condition Immunities frightened

Senses darkvision 120 ft. passive Perception 12
Languages

Challenge 4 (1100 XP)

Reckless. At the start of its turn, the gug can gain advantage on
all melee weapon attack rolls it makes during that turn, but attack
rolls against it have advantage untill the start of its next turn.

Four Arms. The gug has four arms. Each arm can attack once,
giving the gug four attacks. For each creature the gug is
grappling, up to a maximum of four, the gug has one less attack.

ACTIONS

Multiattack. The gug makes up to four claw attacks. If the gug is
grappling a creature, the gug can also use its bite.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 13
(2d6+6) slashing damage. The target is grappled (escape DC14) if
it is a Medium or smaller creature and the gug doesn't have four
other creatures grappled.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target

grappled by the gug. Hit: 28 (4d10+6) thunder damage. The target
must succeed a DC15 Strength (atheltics) or Dexterity (acrobatics)
saving throw, being critically hit by the gug'’s bite on a failed save.




N Kin o Velloui

Hastur is the most mysterious of the Great Old Ones. The
physical manifestation of this entity is known as the Yellow
King, and though most consider this creature - a vaguely
human-shaped figure draped in a yellow cloak - to be
synonymous with Hastur himself, many scholars believe
that the King in Yellow is nothing more than an avatar
used by the true Hastur to move among the denizens of
the physical world. In either case, Hastur does not require
air, food, drink or sleep. Hastur himself is said to dwell
upon a distant world called Carcosa on the shores of the
monstrtous lake of Hali, and his power on a world is
strongest when when the baleful light of Carcosa’s star

is visible in the night's sky.

Yellow Cults. Hastur's cult is primarily composed of
decadent nobles, playwrights, and aristocrats who have

grown bored with life and have sought out increasingly
deviant, bizarre, and self-destructive methods of achieving
gratification in life. His temples are opulent and excessive
- opera houses, manors, and the like that contain hidden
chambers for pastimes best indulged in secret. His cultists
are particularly eager to bring innocents into their fold,
exposing them to the Yellow Sign so that their bodies and

minds can serve as portals through which the King in Yellow

may walk the world.

The Yellow Sign. Hastur's cult is associated with decadence,

disorder, and nihilism, and its symbol is the Yellow Sign. The

least varieties of these symbols are non-magical - and
somewhat inaccurate - representations of the ‘sigil, though the
more powerful cults possess methods by which they can craft

fully functional Yellow Signs.

HASTUR

Medium aberration (great old one),
unaligned

Armor Class 22 (natural armor)
Hit Points 762 (36d8 + 600)
Speed 40 ft,, fly 60 ft.

STR DEX CON INT WIS CHA
24 17 30 28 26 29
(+7) (+3) (+10) (+9) (+8) (+9)

Saving Throws Str +16, Dex +12, Con
+19, Int +18, Wis +17, Cha +18

Skills Insight +17, Perception +17

Damage Immunities bludgeoning,
piercing and slashing from
nonmagical weapons, necrotic,
poison, psychic

Condition Immunities blinded,
charmed, frightened, petrified,
poisoned, prone, restrained,
stunned

Senses truesight 600 ft., passive
Perception 27

Languages Elder Speak, Telepathy
120 ft.

Challenge 30 (155000 XP)

P

Aura Of Insanity. A creature that
starts its turn within 120 feet of
Hastur, must succeed a DC26
Charisma saving throw or become
affected by a random short-term
madness for 1 minute. A creature can
repeat the saving throw at the end of
each of its turns, ending the effect on

a success. If a creature’s saving
throw is successful or the effect
expires, the creature is immune to
this ability for the next 24 hours.

Great Old One. If Hastur is killed he
can choose to manifest again after
1d3 days.

Keen Senses. Hastur has advantage
on Wisdom (perception) checks.

Limited Magic Immunity. Unless he
wishes to be affected, Hastur is
immune to spells of 6th level or
lower. He has advantage on saving
throws against all other spells and
magical effects.

Otherworldly Anatomy. Hastur can
move across and climb any surface
without making ability checks and
difficult terrain does not cost him
extra movement.

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

Magic Weapons. Hastur's weapon
attacks are magical.

ACTIONS

Multiattack. Hastur uses his touch of
the yellow king once and his royal
gaze three times.

Royal Gaze. Ranged Spell Attack: +18
to hit, reach s ft., or range 120/360
ft., two targets. Hit: 22 (4d10+0)
psychic damage. Hastur does not

suffer disadvantage when using this
attack while within 5 ft. of an enemy.

Song Of The Broken Children
(Recharge 5-6). Hastur emits a soul-
splintering howl-like song. Each
creature in a 60-foot radius around
Hastur must make a DC 25 Wisdom
saving throw, taking 33 (6d10)
psychic damage on a failed save and
being deafened until the end of its
next turn, or half as much damage
on a successful one. A creature
spawns within the closest free space
of each creature that fails the save.
The creature is either a Dao, Djinni,
Efreeti or Marid, and it will focus only
on killing the creature that failed the
save. Once a spawned creature is
reduced to half its hit point
maximum or below, it dissapears.
Not being able to hear does not
protect against this attack.

Touch Of The Yellow King. Melee
Weapon Attack: +16 to hit, reach 5 ft.,
one target. Hit: 44 (8d10+0) psychic
damage. The target has to succeed
on a DC 25 Wisdom saving throw or
become confused until the end of its
next turn. A confused creature can't
take reactions and rolls a d8 at the
beginning of its next turn. On a roll
of 1 or 2, the creature cannot take an
action. On a roll of 3 or 4, it makes a
melee attack against a random
creature creature within reach other
than the King in Yellow or one of his
allies. If no creature is within reach, it

can neither take an action nor move.
On a roll of 5 or 6, the creature must
take the dash action and use all its
movement to wander off in a random
direction. On a roll of 7 or 8, the
creature makes a melee attack
against itself with advantage.

LEGENDARY ACTIONS

Hastur can take 3 legendary actions,
choosing from the options below.
Only one legendary action can be
used at a time and only at the end of
another creature’s turn. Hastur
regains spent legendary actions at
the start of its turn.

Attack. Hastur uses his royal gaze or
touch of the yellow king ability.
Eldritch Focus. Hastur focuses his
mind, recharging his song of the
broken children on a 4-6 the next
time he tries to do so.

King's Call (Costs 2 Actions). Hastur
chooses a confused creature he can
see. The creature uses a spell or
spell-like ability of the King's choice.
Should the confusion status end
while the creature is still casting the
spell, it can choose to interrupt the
casting.

Death Gaze (Costs 2 Actions). All
hostile creatures within 120 ft. of
Hastur must succeed a DC26
Constitution saving throw or take 33
(6d10) necrotic damage. If this
damage reduces a creature to 0 hit
points, the creature dies.

: - v Ead

Created by altfuldisch at /r/dndnext
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HAWKFOX

Medium monstrosity, unaligned

Armor Class 13
Hit Points 38 (7d8 + 7)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
12 (+1) 16 (+3) 12 (+1) 3 (-4) 14 (+2) 7(-2)

Skills Perception +6, Stealth +5

Senses darkvision 60 ft., passive Perception 16
Languages -

Challenge 2 (450 XP)

Dive Attack. If the hawkfox is flying and dives at least 30 feet
straight toward a target and then hits it with a melee weapon
attack, the attack deals an extra 9 (2d8) damage to the target.

Keen Sight and Smell. The hawkfox has advantage on Wisdom
(Perception) checks that rely on sight or smell.

Nimble Action. On each of its turns, the hawkfox can use a bonus
action to take the Dash or Disengage action.

- ACTIONS

Multiattack. The hawkfox makes one bite attack and one talon
attack.

. Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
' (1d8 + 3) piercing damage.

Talons. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 8
(2d4 + 3) piercing damage.

Created by StoneStrix - /r/monsteraday Art Credit: William O’Connor



HEADLESS HORSEMAN
Medium fiend, lawful evil

Armor Class 15 (chain shirt)
Hit Points 153 (18d8 + 72)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 18 (+4) 10 (+0) 14 (+2) 17 (+3)

Saving Throws Con +7, Cha +6

Skills Animal Handling +5, Perception +5

Senses darkvision 120 ft., passive Perception 15

Languages understands Common, Abyssal, and Infernal but
can't speak

Challenge 8 (3,900 XP)

Mounted Combatant. The horseman can force an attack targeted
at its mount to target itself instead.

Ride-By. While mounted, the horseman and its mount don't
provoke opportunity attacks when they move out of an enemy's
reach.

ACTIONS

Multiattack. The horseman makes two melee attacks.

Vorpal Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 17 (3d8 + 4) slashing damage. When the horseman
rolls a 20 on the attack roll, if the damage would reduce the
creature to 0 hit points, the horseman cuts off the creature's
DREAD STEED head.

A headless horseman always hunts for heads while riding its
mount. Some may be found riding a living or skeletal warhorse.
Particularly powerful horsemen ride dread steeds, hellish mounts
that invoke as much fear as their riders. A dread steed uses the
statistics of a nightmare, except that it has no fly speed.

Jack-o-lantern (Recharge 6). Ranged Weapon Attack: +7 to hit,
range 30/60 ft., one target. Hit: 13 (2d8 + 4) bludgeoning damage
plus 14 (4de6) fire damage. If the target is a creature, it must
succeed on a DC 15 Constitution saving throw or become stunned
until the end of the horseman's next turn.

Art Credit: Bob Kehl



Herald of Rot

HERALD OF RoT

Large fiend (demon), chaotic evil

Armor Class 15 (natural armor)
Hit Points 104 (11d10 + 44)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
1738 15042) 18(+4). . BEY)  13(+1) &1
e ____

Saving Throws Dex +5, Con +7, Wis +4

Damage Resistances cold, fire, lightning; bludgeoning, piercing,
and slashing from nonmagical weapons

Damage Immunities poison, necrotic

Condition Immunities poisoned

Senses darkvision 120 ft,, passive Perception 11

Languages Abyssal, telepathy 120 ft.

Challenge 6 (2,300 XP)

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

Aura of Decay. Negative energy radiates from the herald in an
aura with a 120-foot radius. Any creature in that area can't regain
hit points.

ACTIONS

Multiattack. The herald makes two attacks: one with its beak and
one with its claws.

Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 10
(2d6 + 3) piercing damage. If the target is a creature, it must
succeed on a DC 14 Constitution saving throw or become
diseased. While diseased in this way, the target takes 9 (2d8)
necrotic damage at the start of each of its turns. The target can
repeat the saving throw at the end of each of its turns, ending the
disease on a success.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
14 (2d10 + 3) slashing damage.

Fetid Cloud (Recharge 5-6). A 20-foot-radius cloud of disease
extends out from the herald. The cloud spreads around corners.
Each creature in that area must succeed on a DC 14 Constitution
saving throw or become diseased. While diseased in this way, a
target can't use reactions, its speed is halved, and it can't make
more than one attack on its turn. In addition, the target can take
either an action or a bonus action on its turn, not both. A target
can repeat the saving throw at the end of each of its turns,
ending the disease on a success.

Art Credit: Yunus Kocatepe

Design Credit: u/Stonestrix
Lore Credit: JHuebsch

The living embodiment of disease and decay, a Herald of
Rot looks like the abomination of humanoid, vulture and
goat. Eyeless sockets stare at prey as a constant cloud of
putrid offal hangs about the demon.

If summoned, a Herald of Rot will fixate on a given or
freely chosen target. Once fixated, the Herald will speak to
its prey telepathically, detailing how it will bring decay and
desolation to everything around the victim.

Vanguard of demon armies, a Herald of Rot is a living
chemical arsenal. Serving more powerful demon lords, they
are often seen guarding important structures or enhancing
torture by their mere presence. Heralds of Rot are most
commonly found in the service of Demon Lord Juiblex, but
their services expand far from the noxious lord’s control.
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\ Death from above s d

j 8l HUNTING HORROR
And in the air about him were great viperine S Large aberration, lowful evil
creatures, which had curously distorted heads, %

. and grotesquely great clawed appendages, ti Fa Armor Class 15 (natural armor)

~ supported themselves with ease by the aid of ' ' :'t ?;"::‘5 L Lo b

: % . | ou Tt
black rubbery wings of singularly monstrous ™ .
dlme_ﬂS:mﬂS- . : \ P DEX CON INT WIS CHA
Shifting Physique. Hunting Horrors % & 17(+3) 14(+2) 16(+3) 9(-1) 13(+1) 6(-2)
resemble enormous ropy, black serpents - —
or worms with bat-like or umbrella-like wings. Damage Resistances bludgeoning, piercing and slashing from
Their forms are said to continually shift and - "9”'“‘3%"?' ‘“eflo'" 9“':" necrotic.
Change’ twitching and Writhing’ so that it is C:::;?izn ';n:.r‘:lr:ni[t;::jjll:dI:dlltt-:harmed frightened, grappled
hard to view them. Some may have Only a incapacitated, petrified, prone, unconcscious
single large wing, while others might have Senses darkvision 120 ft., truesight 30 ft., passive perception 11.
none. However it looks, a Haunting Horror Languages Understands Elder Speak and Common, Telepathy
glides through the air with ease. = : .
. : L Challenge 6 (2,300 XP) oy
Serving A Master. These beings are dispelled by st

daylight, though a strong enough burst of light could
sear one to dust. They do, however, require neither
air, food, drink or sleep, yet they do enjoy feasting
upon the souls of the dead and the dying. Hunting Messenger of Chaos. Hunting Horrors are spawned from, and
Horrors metilewiftly and serve as hitahit i n i_ ¢ thus the messengers and enforcers of Nyarlathotep, the Creeping
2 m LESY ;1 | Chaos, and they obey him slavishly. If the Master so wishes, he
Crawling Chaos, Nyarlathotep. One Of | can take direct control of any or all Hunting Horrors.
Nyarlathotep's avatars, is similar to a Huntlng 5

Hprror s

Flyby. The Hunting Horror doesn't provoke opportunity attacks
when flying.

| Sunlight Hypersensitivity. The Hunting Horror takes 10 radiant &
damage when it starts its turn in sunlight. While in sunlight, it has
1 disadvantage on attack rolls and ability checks.

ACTIONS

Multiattack. The Hunting Horror makes two attacks with its
tentacle claws and one attack with its bite or siphon soul ability.

Tentacle claws. Melee Weapon Attack: +6 to hit, reach 10 ft,, one
target. Hit: 20 (3d10 + 3) slashing damage.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 14
(2d10+3) necrotic damage, and the target must make a DC 15
Constitution saving throw or be 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

Siphon Soul. The Hunting Horror can siphon the soul of any dead
| or dying creature within 5 feet of it, granting it 25(4d10+3)
temporary hit points. If the siphoned creature is dying, but not
yet dead, it gains a failed death save.

Haunting Scream (Recharge 5-6). The Hunting Horror emits a
terrifying scream. Each creature within 30 feet of the Hunting
Horror that can hear the howl must succeed on a DC 15 Wisdom
& saving throw or be frightened untill the end of its next turn. In
addition, affected creatures take 5 (1d10) psychic damage on a
failed save, or half as much on a successful one.




HYDRALISK

Medium monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 109 (14d8 + 42)
Speed 30ft

STR DEX CON INT WIS CHA
16(+3) 12(+1) 16(+3) 6(=2) 10 (+0) 4 (=3)

Senses darkvision 60 ft., passive Perception 10
Languages Zerg
Challenge 5 (1800 XP)

- & ®

Burrow. The Hydralisk is able to burrow into the ground, but
cannot move while burrowed. While burrowed, the Hydralisk is
difficult to detect and requires a DC 20 Wisdom (Perception)
check to notice,

Piercing Spikes. The spikes from a Hydralisk are able to
penetrate almost any surface. The Spike attack ignores any
damage resistances, but not immunity.

ACTIONS

Multiattack. The Hydralisk can make two Claw or Spike attacks

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
' 7 (1d8g + 3) slashing damage.

Spike. Ranged Weapon Attack: +6 to hit, range 100/200 ft., one
target. Hit: 12 (2d8 + 3) Piercing damage.




IcCE GOLEM

Large construct, unaligned

Armor Class 16 (natural armor)
Hit Points 152 (16d10 + 64)
Speed 30 ft.

STR DEX CON INT WIS CHA
20(+5) 10(+0) 18(+4) 3(-4) 8(-1) 14-5)
e e
' Damage Vulnerabilities fire
Damage Immunities cold, poison, psychic; bludgeoning,
piercing, and slashing from nonmagical weapons that aren't
adamantine
Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands the languages of its creator but can't
speak
Challenge 8 (3,900 XP)

Frozen Aura. Intense cold radiates from the golem in an aura with
a 20-foot radius. A creature that starts its turn in that area takes 3
(1d6) cold damage. Additionally, the ground in the area is covered
with slick ice, making it difficult terrain. When a creature enters
the area for the first time on a turn or starts its turn there, it must
succeed on a DC 12 Dexterity saving throw or fall prone.

Ice Walk. The golem ignores difficult terrain caused by ice.

Icy Death. When the golem is reduced to 0 hit points, it shatters
in an explosion of jagged ice. Each creature within 10 feet of it i

- must make a DC 15 Dexterity saving throw, taking 10 (3d6)
piercing damage and 10 (3d6) cold damage on a failed save, or
half as much damage on a successful one.

- Immutable Form. The golem is immune to any spell or effect that
. would alter its form.

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

A B

ACTIONS

Multiattack. The golem makes two slam attacks.

B

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 18
(3d8 + 5) bludgeoning damage plus 4 (1d8) cold damage.

Created by StoneStrix - /r/monsteraday Art Credit: Andrew Hou



ILLiTHID CLAW

Tiny undead, lawful evil

‘ Armor Class 11 (natural armor)
. Hit Points 2 (1d4)
| Speed 25 ft., climb 25 ft.

STR DEX CON INT WIS CHA
10 (+0) 15 (+2) 10 (+0) 16 (+3) 16 (+3) 4 (-3)

Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned Vg

Senses Blindsight 60 ft. (blind beyond this radius), passive "
Perception 13

Languages Understands Deep Speech and Common but can't
speak

Challenge 0 (10 XP)

o

Psionics. When the claw hits with any weapon, the weapon deals
an extra 1d4 psychic damage (included in the attack).

Turn Immunity The claw is immune to effects that turn undead.

ACTIONS

Claw. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 2
(1d4) slashing damage.

By: /u/MikennoVaries



IMP DRAGON

Tiny Dragon, Lawful Evil

Armor Class 15
Hit Points 14(4d4 + 4)
Speed 29ft.

STR. DEX CON INT WIS CHA
3(-4) 20 (+5) 13 (+1) 14 (+2) 12 (+1) 16 (+3)

Skills Arcana +4, Perception +3, Stealth +7
Senses Darkvision 60ft., passive Perception 13
Languages Draconic, sylvan

Challenge

Superior Invisibility. As a bonus action, the dragon can
magically turn invisible until its concentration ends (as
if concentrating on a spell). Any equipment the dragon
wears or carries is invisible with it.

Limited Telepathy. Using telepathy, the dragon can
magically communicate with any other imp dragon
within 60 feet of it.

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

Innate Spellcasting. The dragon's innate spellcasting
ability is Charisma (spell save DC 13). It can innately
cast a number of spells, requiring no material
components. As the dragon ages and lightens from
black to white, it gains additional spells as shown to

the right.

Actions

Bite, Melee Weapon Attack: +7 to hit, reach 5ft., one
target. Hit 1 piercing damage, and the target must
succeed on a DC 11 Constitution saving throw or
become poisoned for 1 hour. If the saving throw fails
by 5 or more, the target falls unconscious for the same
duration, or until it takes damage or another creature
uses an action to shake it awake.)

Madness Sting (Recharge 5-6). Melee Weapon Attack:
+7 to hit, reach 5ft., one target. Hit 1 piercing damage,
and the dragon injects its madness venom into one
creature that must succeed on a DC 11 Con saving
throw or it must roll a 3d6 and suffer the the result:

3. The target must roll on the Indefinite madness table.

4-15. The target must roll on the long term madness
table.

16-18. The target must roll on the Short term madness
table.

Shiny Black, 1/day each: Vicious Mockery, Mage Hand,
Thaumaturgy

Dull Black, |/day: Dissonant Whispers
Dark Grey, |/day: Mirror Image

Pure Grey, |/day: Crown of Madness
Light Grey, |/day: Fear

Dull White, |/day: Phantasmal Killer
Shiny White, |/day: Polymorph

IMP DRAGON

A imp dragon is physically similar its multicolored cousin the
faerie dragon, with three important difference, its wings are
batlike and leathery, it contains absolutely no color in its
scales or skin, and it has an abnormally sharp stinger at the
end of its tail Its demeanor seems to always be that of gloom
and despair, only showing its barbed smirk at the misfortune
of others.

Sadistic Rascal Imp dragons can only derive pleasure
from causing pain and misery. Staying invisible until its
chosen a target, the dragon attempts to create a sense of
dread using its supernatural ability to manifest minor
wonders. Once sufficiently afraid its targets are often
bombarded with insults and maddening mind altering effects.

Creative Cruelty The imp dragon uses its keen mind to
plan and strategize before finally descending upon its prey.
Usually using is bite to incapacitate someone important
before a fight, then proceeding to wreak havoc with spells
and jabs with its stinger.

Shadowfell Adaptation Originally imp dragons were
faerie dragons trapped on the plane of shadow, losing all
color and developing perverse and ruthless personalities. Imp
dragons use their dark coloration early in life as an additional
layer of camouflage, eventually turning a shiny white over the
course of about 50 years.

Dragon color Age Range

Shiny Black 5 years or less
Dull Black 6-10 years

Dark Grey 11-20 years
Pure Grey 21-30 years
Light Grey 31-40 years

Dull White 41-50 years

Shiny White 51 years or more

Madness Venom Sought after by many a would be
assassin, the imp dragon's venom gland is a modified breath
gland from its euphoric heritage. Capable of causing intense
madness to fall upon its victims, the only time you may see an
imp dragon smile is as it watches your allies go insane before
your very eyes.



Indominus Rex

The Indominus Rex a genetically modified therapod
built on the idea of creating the world’s first hybrid
dinosaur. Extremely large and highly intelligent the -
I. rex is at the top of the food chain, Kkilling anything
that poses a threat.

Appearance. Standing roughly 20 ft. tall and 50 ft.
long, the I. rex is the single largest therapod to ever
walk the planet. Light grey in color, the I. rex has
osteoderms across its body and horn-like decorations
above its eye orbits, giving it a very well armored hide.
It also has well-developed forelimbs with opposable
thumbs and a giant sickle claw on each middle finger
that it uses to grab prey.

Unique Traits The I. rex has the ability to mask
its own thermal signature, hiding it from most
methods of detection. It can also detect the thermal
signatures of others allowing it to find prey in almost
any situation. Among its most deadly abilities is its
camouflage capabilities. When remaining still the
animal can change the color and patterns on its
skin to blend into almost any surrounding.

Titanic Jaws. The I. Rex has a very unique set of
double-hinged jaws. It has a bite force greater than that
of a tyrannosaurus and can wrap its mouth around things
much larger than the mouth itself. Its roar is considered
to be the single loudest sound to come from a living
creature, often causing temporary deafness to those
around it on top of being down right terrifying.

Intelligence. Despite its size and violent nature, the
I. rex is an amazingly intelligent creature capable of
setting up complex traps and even showing signs of
high memory retention. While not quite to the level
of human intelligence, the I. rex has been known to
communicate and even manipulate other similarly
intelligent animals.

Art By http://monopolymurder.deviantart.com/

INDOMINUS REX

Huge Beast, unaligned

Armor Class 22 (natural armor)
Hit Points 546 (28d20 + 252)

Speed 40ft

_—  e———————-—————

STR DEX CON INT WIS CHA
30 (+10) 12(+1) 28 (+9) 8(-1) 14 (+2) 5(-3)

Saving Throws Str +10, Dex +7 Con +16

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 25

Languages —

Challenge 24 (36,500 XP)

Legendary Resistance (3/Day). If the Indominus Rex fails a saving
throw, it can choose to succeed instead.

Chameleon Camouflage. As long as the Indominus Rex remains
motionless it is indistinguishable from its surroundings.

Signature Masking. Checks made against the Indominus Rex to
reveal its location have disadvantage.

ACTIONS

Multiattack. The Indominus Rex can use its Roar. It then makes
three attacks: one with its bite and two with its claws. The claw
attacks do not grapple.

Bite. Melee Weapon Attack: +17 to hit, reach 10 ft., one target. Hit:
21 (2d10 + 10) piercing damage.

Claw. Melee Weapon Attack: +17 to hit, reach 5 ft., one target. Hit:
17 (2d6 + 10) slashing damage and the target is grappled (escape
DC 15). If the target is Medium or smaller, it is also restrained

until this grapple ends. While grappling the target, the Indominus

Rex has advantage on attack rolls against it and can't use this
attack against other targets. When the grell moves, any Medium
or smaller target it is grappling moves with it.

Tail. Melee Weapon Attack: +17 to hit, reach 10 ft., one target. Hit:
19 (2d8 + 10) bludgeoning damage.

Roar (3/day). Each creature that fails a DC 18 Wisdom
savingthrow is deafened and frightened for 1 minute. A
frightenedcreature is paralyzed and can repeat the saving throw
atthe end of each of its turns, ending the effect on itself ona
success.

LEGENDARY ACTIONS

The Indominus Rex can take 3 legendary actions, choosing from
the options below. Only one legendary action option can be used
at a time and only at the end of another creature's turn. The
Indominus Rex regains spent legendary actions at the start of its
turn.

Thermal Senses. The Indominus Rex makes a Wisdom
(Perception) check. On a succes, it knows the location of any
hidden or invisble enemies within 120 ft.

Tail Attack. The Indominus Rex makes a tail attack.

Crunch (Costs 3 Actions) . The Indominus Rex makes a bite

attack with advantage against a target grappled with its claw
attack. If the target dies the Indomus Rex eats its corpse and
regains 20 (2d20) hit points.

b
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Medium swarm of Tiny monstrosities, unaligned

Armor Class 14
Hit Points 44 (8d8 + 8)
Speed 0 ft., fly 30 ft.

STR DEX CON INT WIS CHA
9(-1) 18 (+4) 12 (+1) 5(-3) 12 (+1) 3(-4)
Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, paralyzed, petrified,
prone, restrained, stunned
Senses passive Perception 11
Languages -
Challenge 4 (1,100 XP)

Swarm. The swarm can occupy another creature's space and vice
versa, and the swarm can move through any opening large
enough for a tiny insect. The swarm can't regain hit points or
gain temporary hit points.

ACTIONS

Bites. Melee Weapon Attack: +6 to hit, reach 0 ft., one creature in
the swarm's space. Hit: 21 (6d6) piercing damage, or 10 (3d6)
piercing damage if the swarm has half of its hit points or fewer.

Infest (Recharge 6). One creature in the swarm's space must
succeed on a DC 14 Constitution saving throw or become infested
by the swarm; the swarm then disappears inside the host, and
the target is incapacitated and loses control of its body. The
- swarm now controls the body but doesn't deprive the target of
- awareness. The swarm can't be targeted by any attack, spell, or
other effect, and it retains its Intelligence, Wisdom, and Charisma.
It otherwise uses the infested target's statistics, but doesn't gain
access to the target's knowledge, class features, or proficiencies.
The infestation lasts until the body drops to 0 hit points, the
swarm ends it as a bonus action, or the swarm is forced out by an
effect that removes disease like the lesser restoration spell. When
the infestation ends, the swarm reappears in an unoccupied
space within 5 feet of the body. The target is immune to this
swarm's Infest for 24 hours after succeeding on the saving throw
or after the infestation ends.

————

Created by StoneStrix - /r/monsteraday Art Credit: Eric Belisle



INFESTOR

Large monstrosity, unaligned

=== =

Armor Class 15 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
16{43) 14(+2) 18(+4) 10(+0) 12(+1) 8(-1)

Skills Perception +4, Stealth +5

Senses Darkvision 60 ft., Passive Perception 14
Languages Zerg

Challenge 3 (700 XP)

Burrow. The infestor is able to burrow into the ground. While
burrowed, the infestor is difficult to detect and requires a DC
20 Wisdom (Perception) check to notice.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
8 (1d10 + 3) piercing damage.

Fungal Growth (Recharge 5-6). The infestor can expel an acidic,
sticky substance at a point up to 60 feet away. The fungal
growth fills a 20-foot square on the ground. Forup to 1
minute, the area is considered difficult terrain. When a
creature enters the area for the first time on a turn or starts its
turn there, it must succeed on DC 13 Dexterity saving throw or
take 10 (3d6) acid damage and be restrained. A restrained
creature that starts its turn in the area automatically takes 10
(3d6) acid damage. A restrained creature can free itself by
using its action to make a DC 13 Strength or Dexterity check
(their choice). On a success, they are no longer restrained.

Bonus ACTION

Neural Parasite (Recharge 6). The infestor attempts to infect
one creature within 100 feet with a parasite. The target must
succeed on a DC 13 Charisma saving throw or be charmed by
the infestor for up to 1 hour. This ability requires
concentration. While charmed, the infestor can issue
commands to the target via a telepathic link. The target makes
a new Charisma saving throw at the end of each of their turns,
ending the effect on a success.
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THE IRON GOLEM

Standing atop Sen’s Fortress, the Iron Golem is the last
challenge standing between adventurers and Anor Londo.
Crafted from the bones of legendary dragons, it wields a
massive greataxe with one hand and pummels creatures to
dust with the other. The gatekeeper to the capital city of
Anor Londo, it is a being to be fought by only the bravest
and most skilled warriors.

SEN'S FORTRESS

During the end of the Age of Fire, when Lord Gwyn left to
tend to the First Flame, he decreed that a fortress be built
to protect Anor Londo. The fortress, created by the trap
master Sen, was made to test the mettle of every warrior
and adventurer, beginning with their first steps inside. The
fortress was rigged bottom to top with devious traps and
deadly monsters, meaning only the smartest, fastest, and
toughest adventurers were able to make it through. The
final test for these adventurers, standing atop the great
fortress, was the Iron Golem.

Iron’ Golem by Inkyh

IRON GOLEM

Huge construct, lowful neutral

Armor Class 18 (natural armor)
Hit Points 190 (20d12 + 60)

Speed 30 ft
e —
STR DEX CON INT WIS CHA
20 (+5) 8(-1) 16 (+3) 10 (+0) 10 (+0) 10 (+0)

Saving Throws Str +9, Con +8
Damage Resistances bludgeoning, piercing, slashing
Damage Vulnerabilities lightning

Senses passive Perception 10
Languages
Challenge 11 (7200 XP)

Brute. A melee weapon deals one extra die of its damage when
the iron golem hits with it.

Sweeping Strikes. When the iron golem makes a greataxe attack
at a target, the attack also targets any creature within 5 feet of
the target.

CTIONS

Multiattack. The iron golem makes 2 greataxe attacks.

Greataxe. Melee Weapon Attack: +9 to hit, reach 10 ft., Hit: 15
(3d6+5) slashing damage.

Grab. One target of medium size or smaller within 5 feet of the
iron golem must make a DC 17 Dexterity saving throw or be
grappled (escape DC 17). Until this grapple ends, the target is
restrained, and the iron golem can't grab another target.

Throw. A creature that is grappled by the iron golem is thrown in
a straight line for 30 feet. Any creature in the straight line must
suceed on a DC 17 Dexterity saving throw or take 7 (2d6)
bludgeoning damage. The thrown creature must succeed on a DC
17 Dexterity saving throw or take 28 (8d6) bludeoning damage
and land prone. On a success, the target takes half that damage
and lands prone.




Kalag

The first documented sighting of the Kalag was during
the reign of the 11th Emperor when they started to
claim the abandoned forests of Ramulia. With no
record of their prior existence, and no sightings beyond
Ramulia, it was assumed the Kalag were a post-divine
race developed from beasts. Thier highly aggressive
nature made contact with them all but impossible and
with earthquakes still plaguing the land no effort was
made to remove them from the area.

What is known about the Kalag stems almost solely
from the works of the scholar Adrian Knox, who went
through a great many trails in order to study the Kalag
and their way of life. What he discovered is the Kalag
traced their origin to deep underground caverns,
possibly making them much older than previously
thought. He also discovered they had an intense
cultural hatred of all metal and often melted it down to
pour upon intruders in their lands.

While Knox was able to make peaceful contact with
the Kalag they are almost always hostile to outsiders
and have for many decades lead raids on neighboring
farming communities of imperial citizens.

Metal Hatred. For reasons the Kalag will not explain
they have a deep loathing for metal and make their
tools from wood and bone instead. Often when fighting
foes armed with iron weapons or full plates the Kalag
prefer to knock them out before destroying their
equipment in front of them.

Territorial Aggressors. The Kalag are always looking
to expand the land’s under their control, preferring
dark forested areas and cavern systems to open fields.
Whenever the Kalag’s population increase they move
to conquer more land, killing and driving out anyone in
their way.

Savage Fighters. What the Kalag lack in discipline
they make up for in dedication to the kill. The Kalag
fight with almost no fear and if they can weaken a
powerful enemy enough for their kin to slay then they
regard it as a worthy sacrifice.

KALAG

Medium humanoid(kalag), chaotic neutral

Armor Class 14 (hide armor)
Hit Points 30 (5d8)+8

Speed 30ft
STR DEX CON INT WIS CHA
14 (+2) 12 (+1) 12 (+1) 8(-1) 12 (+1) 8(-1)

Senses Darkvision 60ft., passive Perception 11
Languages Kalag
Challenge 1/2 (100 XP)

Heavy Strike When the kalag hits with a melee attack using a two
handed weapon it can choose to reduce it's damage by half and
force it's target to make a DC 12 Athletics check or fall prone.

With My Dying Breath When the kalag is redcued to 0 hit points
by a melee attack, it can as a reaction make a single melee attack
with advantage against it's attacker.

ACTIONS

Heavy Club Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d8 + 2) bludgeoning damage.

Javalin Ranged Weapon Attack: +4 to hit, reach 30/120 ft., one
target. Hit: 5 (1d6 + 2) piercing damage.




Kaorti

In ancient times, a group of powerful Imaskari wizards
known as the Quin sought to pierce the boundaries of
reality and explore the alien dimensions beyond the
known multiverse. This region, which scholars refer to
as the Far Realm, is a source of pure madness and
inexplicable horrors. The Quin were successful in their
expedition. Yet upon their arrival in the Far Realm the
wizards were overcome with insanity and corrupted
beyond recognition, becoming the first kaorti.

Tainted Memories. Even after their transformation,
the kaorti retained traces of memories from home. The
material plane served as a source of both longing and
pain, a distant reminder of the lives they left behind.
For this reason the kaorti obsessively seek to spread
their corruption to the material plane.

Protective Resin. Kaorti that first found their way
back to the material plane quickly learned that it was
uninhabitable to their alien forms. To protect their
bodies they developed a specialized resin, functional
not only as durable armor but also versatile weaponry.
The resin is incredibly malleable and resembles a black,
tar-like substance.
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Bearers of Madness. The twisted minds of the kaorti
are infectious. Empowered by their arcane heritage,
kaorti have powerful spellcasting abilities fueled by the
essence of the Far Realm. Their magic specializes in
warping the psyche, invoking fear and confusion. Kaorti
even have the ability to infuse their victims with their
madness, transforming unfortunate humanoids into
new kaorti.

KAORTI

Medium aberration, chaotic evil

Armor Class 16 (natural armor)
Hit Points 83 (11d8 + 33)

Speed 30 ft.

_——

STR DEX CON INT WIS CHA
9(-1) 16 (+3) 16 (+3) 16 (+3) 12 (+1) 18 (+4)

Damage Resistances fire, lightning, thunder; bludgeoning,
piercing, and slashing from nonmagical weapons

Damage Immunities acid, cold, poison, psychic

Condition Immunities charmed, frightened, poisoned

Senses darkvision 60 ft., passive Perception 11

Languages Common, Roushoum

Challenge 10 (5,900 XP)

Magical Resistance. The kaorti has advantage on saving throws
against spells and other magical effects.

Innate Spellcasting. The kaorti's innate spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell attacks). It can
innately cast the following spells, requiring no components:

At will: levitate, mage hand, phantasmal killer
3/day each: misty step, shield, hunger of Hadar
1/day each: power word stun, plane shift

Manipulate Resin. The kaorti can shape and control its resin as if
under the effects of the Bigby's Hand spell, but it requires no
concentration and has an unlimited duration. The resin appears
as a black, tar-like substance. Once destroyed, the kaorti cannot
create more resin until it finishes a long rest.

Vile Transformation. If the kaorti spends 8 hours infusing an
incapacitated or willing creature with its essence, the creature
must make a DC 16 Constitution saving throw. On a failed save,
the creature is transformed into a kaorti.

 ACTIONS

Ribbon Dagger. Melee Weapon Attack: +7 to hit, reach 15 ft., one
target. Hit: 5 (1d4 + 3) piercing damage plus 17 (5d6) psychic
damage.




Kapre

Hidden in the trees, the kapre observes passersby, playfully
casting illusions to trick them or marveling at the beauty of

those that pique their interest. While not immediately
dangerous, the kapre can be vengeful when angered. As it
jumps from tree to tree, it will beguile and confuse its
oppenents and strike them down with the large cigar or
pipe that it uses as a club.

Tree Spirits. Kapre are spirits that like to live in big
trees like the acacia, mango and banyan. They stay hidden,
invisible to the normal person, choosing to protect their
homes by confusing passersby and misdirecting them.

Those that disturb or destroy their trees are often
cursed to deter them from returning. Some stories
even say that particularly mischievous children have
disappeared because they angered a kapre.

KAPRE

Large fey, chaotic neutral

Armor Class 15 (natural armor)
Hit Points 52 (7d10 + 14)
Speed 30ft., climb 20 ft.

STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 14 (+2) 11 (+0) 14 (+2) 16 (+3)
| r—
Skills Athletics +6, Perception +5, Stealth +4
Senses darkvision 60 ft., passive Perception 15

Languages Common, Sylvan
Challenge 5 (1,800 XP)

Innate Spellcasting. The kapre's innate spellcasting ability is
Charisma (spell save DC 14). The kapre can innately cast the
following spells, requiring no material components:

At will: minor illusion

1/day each: bestow curse, confusion

2/day each: enthrall

3/day each: sleep, tasha's hideous laughter

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

ACTIONS

Multiattack. The kapre makes two greatclub attacks.

Greatclub. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 12 (2d8 + 3) bludgeoning damage.

Standing Leap. The kapre's long jump is up to 20 feet and its high
jump is up to 10 feet, with or without a running start.

Superior Invisibility. The kapre magically turns invisible until its
concentration ends (as if concentrating on a spell). Any
equipment the kapre wears or carries is invisible with it.

Charm. The kapre targets one humanoid it can see within 30 feet
of it. If the target can see the kapre, the target must succeed on a
DC 14 Wisdom saving throw against this magic or be charmed by
the kapre. The charmed target regards the kapre as a trusted
friend to be heeded and protected. Although the target isn't
under the kapre's control, it takes the kapre's requests or actions
in the most favorable way it can.

Each time the kapre or the kapre's companions do anything
harmful to the target, it can repeat the saving throw, ending the
effect on itself on a success. Otherwise, the effect lasts 24 hours
or until the kapre is destroyed , is on a different plane of
existence than the target, or takes a bonus action to end the
effect.

The kapre can have no more than one humanoid charmed at a
time.
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Tricksters. Kapre spend their time observing
passersby and playing tricks on them. These tricks are
usually harmless and do not physically hurt the targets.
Although they sometimes confuse their targets to
protect their home, they also relish in it.

Sometimes, they will follow people home and play
tricks on them there. People can forget how they got
home or that they are even at their home already; they
can walk into a room and forget why they went inside
in the first place, and they can leave the room and
return only to find that all the furniture had been
moved around.

Jealous Stalkers. Oftentimes, as they observe the
passersby that go near their tree homes, they will
begin to develop obsessions with attractive people.
They will begin to follow the object of their affection
and become very possessive of them.

Any potential suitors become privy to their tricks. They
will become very forgetful and clumsy, get lost in the
forest often, and even become very sick.

While many are content, protecting the object of
their affection from afar, some want more. Sometimes,
they will abduct people, keeping them in their trees
and never allowing them to leave.




SPEARMAN

Medium humanoid (human), unaligned

Armor Class 12 (leather)
Hit Points 11 (2d10)

Speed 30 ft.
ST --—————
STR DEX CON INT WIS CHA
12 (+1) 12 (+1) 10 (+0) 8 (-1) 8(-1) 10 (+0)

Senses passive Perception 9
Languages Common
Challenge 1/4 (50 XP)

Unit Loyalty. If another member of the spearman’s unit has
taken damage since the beginning of his last round, the
spearman deals an additional 1d4 with his next spear attack.

ACTIONS

Spear. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing damage. Deals
5 (1d8 + 1) damage if two-handed.

INFANTRY

An army is nothing without its foot soldiers. Either in small
groups or large armies, men and women travel the King's
lands, enforcing laws and maintaining peace.

Modular Units. A unit of the King's Army is composed
of 4 to 5 infantryman, 2 to 3 spearmen, 3 to 4 archers, 1 to
2 cavalry scout, and 1 war mage under the leadership of a
sergeant. This is the smallest unit of troops that the King
deploys into his lands.

Pieces of Whole. The small units of the King's army
occasionally come together under the leadership of a high
ranking military official. However, due to the sheer number
of troops, each group is still under the authority of the
sergeant.

INFANTRYMAN

Medium humonoid (human), unaligned

Taken from nationstates.net

Armor Class 14 (studded leather, shield)
Hit Points 17 (3d10 + 1)

Speed 30 fi.
[==—————s = —————————
STR DEX CON INT WIS CHA
14 (+2) 11 (+0) 12 (+1) 8(-1) 10 {+0) 9 (-1)

Senses passive Perception 10
Languages Common
Challenge 1/2 (100 XP)

ACTIONS

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 6 (1d8 + 2) slashing damage.

Defensive Posture. The infantryman helds his shield up
defensively, providing half cover to all units behind him and
imposing disadvantage on all the next attack made against the
infantryman.
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Taken from Might and Magic

CAVALRY ScourTt

Medium humanoid (human), unaligned

Armor Class 12 (leather)
Hit Points 16 (3d8 + 3)
Speed 30 ft., 60 ft. when mounted

P_e———————— e ——————
STR DEX CON INT WIS CHA
9 (-1) 12 (+1) 12 (+1) 8(-1) 13 (+1) 9 (-1)

Skills Animal Handling +3, Perception +3
Senses passive Perception 13
Languages Commaon

Challenge 1/2 (100 XP)

Scout. A cavalry scout has advantage on Wisdom (Perception)
checks that rely on sight.

ACTIONS

Shortsword. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 4 (1d6 + 1) slashing damage.

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

WAR MAGE

Medium humanoid (human), unaligned

Armor Class 11 (14 with mage armor)
Hit Points 25 (5d6 + 8)

Speed 30 L.

o

STR DEX CON INT WIS CHA
9(-1) 12(+1) 14(+2) 16(+3) 10(+0) 10(+0)

Skills Arcana +6

Senses passive Perception 10
Languages Common, Elvish
Challenge 2 (450 XP)

Spellcasting. The war mage is a 5th level spellcaster. His
spellcasting ability is Intelligence (spell save DC 13, +5 to hit with
spell attacks). The war mage has the following wizard spells
prepared:

Cantrips (at will): firebolt, mage hand, message, prestidigitation
1st level (4 slots): burning hands, fog cloud, mage armor.,
thunderwave

2nd level (3 slots): scorching ray, see invisibility, web

3rd level (2 slots): counterspell, lightning bolt

ACTIONS

Quarterstaff. Melee Weapon Attack: +1 to hit, reach 5 ft,, one
target. Hit: 2 (1d6 - 1) bludgeoning damage. Deals 3 (1d8 - 1)
damage if two-handed.

Taken from nationstates.net
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Taken from nationstates.net

ARCHER

Medium humanoid (human), unaligned

Armor Class 12 (leather)
Hit Points 9 (2d8)

Speed 30 ft.

e e e ——
STR DEX CON INT WIS CHA
8 (-1) 13 (+1) 10 (+0) 8(-1) 8 (-1) 9 (-1)

Senses passive Perception 9
Languages Common
Challenge 1/4 (50 XP)

Coordination. If there are multiple archers, instead of attacking
they may take the Volley action.

ACTIONS

Longbow. Ranged Weapon Attack: +3 to hit, range 150/600 ft., one
target. Hit: 5 (1d8 + 1) piercing damage.

Volley. Multiple archers launch a volley of arrows in a target area
within 150 feet. All creatures in a 20 foot radius must make a DC
10 Dexterity saving throw. On a failed save, the creature takes 3
(1d4 + 1) damage per archer firing, taking half damage on a
successful save.

SERGEANT

Medium humanoid (human), unaligned

Armor Class 16 (half plate)
Hit Points 60 (8d10 + 16)

Speed 30 ft.
e ===
5TR DEX CON INT WIS CHA
16 (+3) 12 (+1) 15 (+2) 10 (+0) 13 (+1) 12 (+1)

Skills Athletics +5, Persuasion +3
Senses passive Perception 11
Languages Common
Challenge 3 (700 XP)

ACTIONS

Multiattack. The sergeant makes two attacks with his
greatsword.

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 10 (2d6 + 3) bludgeoning damage.

Rally Troops (Recharge 5-6). The sergeant rallies his troops with a
war cry, giving all friendly units with 30 feet advantage on their
next attack roll.

BoltNine Homebrew



WYVERN RIDER

Though only few in number, wyvern riders are known
throughout the kingdom. Always on the back of their
trusted companions, they can be seen darting through the
sky, doing the King’s bidding quickly and efficiently.

Chosen. The art of wyvern taming and riding is a
closely guarding secret in the kingdom. Once every five
years, all the half-elves in the kingdom are inspected by an
Overseer. If the Overseer sees potential in the young half-
elf, they are presented with a wyvern egg. If the egg hatches
before a year has passed, they are accepted as a future
wyvern rider and trained, alongside their wyvern, to be
vassals of the King.

Two Bodies, One Mind. The wyvern rider bonds with
her wyvern on a raw, magical level. Since the moment of
the wyvern's birth, the future rider is tasked with raising
and caring for the creature until it matures. Through this
multi-year process, the two bond and become inseparable,
both on and off the battlefield. Those unlucky riders who
lost their wyverns, known as fallen riders, fly into an
inconsolable rage, killing everything in their sight. The only
escape that has been found for these lost riders is death,
and they are killed quickly before they do irreparable harm
to the kingdom.

WYVERN RIDER

Medium humanoid (half-elf), unaligned

Armor Class 17 (studded leather)
Hit Points 119 (14d8 + 56)

Speed 30 ft

ASa—————————

STR DEX CON INT WIS CHA
17 (+3) 20 (+5) 18 (+4) 12 {(+1) 15 (+2) 14 (+2)

Saving Throws Dexterity +9, Wisdom +6

Skills Acrobatics +9, Animal Handling +8, Perception +8
Senses darkvision 60ft., passive Perception 16
Languages Common, Elvish

Challenge 9 (5,000 XP)

Bond of Beast and Man. While within 10 feet of her wyvern, the
rider has advantage on all Dexterity and Charisma saving throws.

Feral Protector. If the rider's wyvern has taken damage since the
rider's previous turn, the rider has advantage on her next attack.

Mark of the Beast. The wyvern rider can cast the spell hunter's
mark as a bonus action, giving both her and her wyvern the
benefits of the spell.

Rage of Loss. If the rider's wyvern dies, the rider transforms into
a fallen rider. She gains an additional attack per round with both
weapons but falls into an unconsoleable rage, attacking
everything in sight.

ACTIONS

Multiattack. The wyvern rider can make two attacks with her
lance and one attack with her whip.

Lance. Melee Weapon Attack: +7 to hit, reach 10 ft.,, one target. Hit:
8 (1d12 + 3) piercing damage. If the rider is within 5 feet of her
target, he has disadvantage on her attack roll.

Whip. Melee Weapon Attack: +9 to hit, reach 10 ft,, one target. Hit: 7
(1d4 + 5) slashing damage.
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BLUE ELF

Medium humanoid (elf], unaligned

Armor Class 13 (16 with mage armor)
Hit Points 75 (10d6 + 40)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 16 (+3) 18 (+4) 14 (+2) 12 {+1) 20 (+5)

Saving Throws Con +7, Cha +8

Senses darkvision 60 ft., passive Perception 16
Languages Common, Elvish

Challenge 5 (1,800 XP)

Fey Ancestry. A blue elf has advantage on saving throws against
being charmed, and magic can’t put him to sleep.

Spelicasting. The blue elf is a 10th level spellcaster. His
spellcasting ability is Charisma (spell save DC 16, +8 to hit with
spell attacks). The blue elf has the following sorcerer spells
prepared:

Cantrips (at will): blade ward, firebolt, message, minor illusion
1st level (4 slots): charm person, fog cloud, magic missile, mage
armor

2nd level (3 slots): hold person, levitate, misty step

3rd level (3 slots): blink, fireball, fly

4th level (3 slots): confusion, dimension door, ice storm

5th level (2 slots): cone of cold, dominate person

ACTIONS

Quarterstaff. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 3 (1d6) bludgeoning damage. Deals 4 {1d8) damage if
two-handed.

REACTIONS

Reflect Spell (5/Day). Magic is attracted to the blue elf as if he
were a magnet. If a spell is cast targeting the blue elf or another
creature within 15 feet, the blue elf can roll a Charisma saving
throw against the spellcaster's spell save DC. If the blue elf's roll
succeeds, he absorbs the magic, taking no damage, and reflects it
back at the caster, including all additional effects and modifiers
tied to the spell, using the blue elf's spell save DC and spell attack
bonus. This works for spells of all levels and does not consume a
spell slot. On a failed save, the spell continues as intended, but
deals enly half damage.

BLUE ELF

Blue elves are peculiar creatures. Many elves show a
natural disposition to magic at an early age; blue elves,
however, display this proficiency differently. As these elves
reach their teenage years, their skin develops a light blue
sheen, a glow which distinguishes them from their peers
and all others. Around the same age, they begin showing an
aptitude in magic, a few years after other elves.

Primitive Casting. Once a blue elf's magical aptitude
is revealed, they immediately begin training at the Magic
Academy. However, though they go through the same
rigorous training all initiates go through, the blue elves
never show an aptitude with offensive spells, excelling
instead at domination and manipulative spells.

Magnetic Aura. Blue elves are trained separately from
other initiates. This is not meant to segregate them for their
skin color or primitive casting. Each blue elf is separated
because the magic of others seem to be attracted to him. A
spell cast in his vicinity will be redirected towards the elf
and spit back at the unintentional assailant. At first, a blue
elf has no control over this, but through years of study and
training, learns to control this mysterious and powerful
ability.

Magical Lightning Rod. The King and his military
advisors saw the power of the blue elves and knew that
their power can be used to protect the large army under the
King’s control. Blue elves are used as a magical deterrent,
their control of domination and manipulation spells make
them the most effective tools at killing enemy magic users.

X

Image Source: Jace

K.
B

\
) »
-y

o



MITHRIL GUARD

The Mithril Guard is known throughout the kingdom. The
personal bodyguards of the king, they follow His Majesty to
all destinations, a fearsome and deadly entourage. Little is
known about these guards, except that they are tough
warriors who are loyal only to the King.

Birthright. The men and women who make up the
Mithril Guard are chosen at birth. Their growth is carefully
watched, and if the Overseers deem the child fit, he is
chosen to become a guard. Once they reach the age of ten,
these young children begin training which will last them ten
years, during which their bodies and minds will be carved
into the perfect king's guard.

Well-Travelled. Every guard travels throughout the
kingdom during his training. He spends times amongst the
dwarves and the elves, learning their culture, not to be
closer to the King’s subjects, but so they can think like
potential enemies of the King. A Mithril Guard has

memorized the layout of the land and is never lost inside
the King's domain.

Special Equipment. The Mithril Guard gets its name
from the dull green glow of their full plate armor and their
great swords. The common people whisper, attributing the
glow to magic, others saying that the glow is a visualization
of their power. The truth, known only to a select few, is that
that their armor and weaponry is specially crafted. The
unique metal mithril is used to create the weapons and
armor of the guard, making his armor stronger and his
weapons hit harder. The aftereffect of this special treatment
process is the dull green glow ever-present on every Mithril
Guard.

MiTHRIL GUARD

Medium humanoid (human), unaligned

Armor Class 18 (plate)
Hit Points 115 (11d12 + 66)

Speed 30 ft.

[(E—— SR B

STR DEX CON INT WIS CHA
20 (+5) 15(+2) 22 (+6) 13(+1) 14 (+2) 10 (+0)

Senses passive Perception 12
Languages Commaon, Elvish
Challenge 7 (2,900 XP)

Magical Armor. The quard's armor i1s made out of a special
mithril blend, causing it to be resistant to all magical effects, such
as the spell heat metaol.

Indomitable. The quard is unable to be intimidated.

ACTIONS

Multiattack. The mithril guard can make up to three attacks with
his great sword. He can use Sweeping Strike or Trip Attack in
place of two of the attacks.

Great Sword. Melee Weapon Attack: +9 to hit, reach 5 ft.,, one
target. Hit: 12 (2d6 + 5) slashing damage.

Sweeping Strike. The guard swings his sword in a large arc,
hitting all creatures in a 5 feet radius. The quard makes an attack
role against all enemies within 5 feet, dealing damage to all
targets hit.

Trip Attack The guard chooses one creature within 5 feet and
delivers a devastating blow aimed at knocking the target creature
prone. The guard makes a weapon attack roll, and on a successful
hit, the target creature must pass a DC 16 Dexterity saving throw
or be knocked prone.

Image by http://mabuart.deviantart.com/
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Art from: Vadim Marchenkov

ALYNN

Medium humanoid (half-elf). unaligned

Armor Class 18 (studded leather, dual weilding)
Hit Points 112 (15d8 + 45)
Speed 40 ft.

STR DEX CON INT WIS CHA
10(+0) 20(+5) 16(+3) 12(+1) 12(#1) 13(+1)

Saving Throws Dex +9, Int +5

Skills Acrobatics +13, Stealth +13

Senses darkvision 60 ft. passive Perception 11
Languages Common, Elvish

Challenge 10 (5900 XP)

Fey Ancestry. Alynn has advantage on saving throws
against being charmed, and magic can't put her to sleep.

Ventriloquist. Alynn is 3 master of the voice. After listening
to a creature speak a single sentence, she gains the ability
to imitate their voice perfectly and can even throw her
voice up to 100 feet in any direction.

Master Of Shadows. If Alynn spends 1 minute preparing,
she can blend into any background. While hiding, she
cannot move without risking detection. A DC 25 Perception
check will alert creatures to Alynn's presence.

Sneak Attack. If Alynn attacks a surprised creature, or has
advantage on her attack, she deals an additional 44 (8d6)
damage. She can only deal this damage once per round.

ACTIONS

scimtars.

Scimitar (dual-wield). Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 8 (1d6+5) slashing damage. or 52
(1d6+5+8d6) damage on sneak attacks.

Garrote (Recharges After A Short Or Long Rest). Alynn
slips a garrote around the neck of a creature within 5 feet.
She makes an attack roll with +7 to hit. On a hit, she slices
through their windpipe, causing the creature to start
bleeding for 39 (6d6) damage at the beginning of each of
their turns until healed. In addition, the creature loses the
ability to speak or cast spells with verbal components.

Smoke Bomb (1/Day). Alynn throws a smoke bomb at her

feet. All creatures in a 30 foot radius are shrouded in i
putrid black smoke which provides full cover and restricts .
all sight to 5 feet. All creatures who start their turn in the

smoke, except Alynn, must pass a DC 14 Constitution save

or spend the turn coughing.

LEGENDARY ACTIONS

Multiattack. Alynn can make three attacks with her

Alynn can take 3 legendary actions, choosing from the
options below. Only one legendary action can be used at 3
time and only at the end of another creature's turn. Alynn
regains spent legendary actions at the start of its turn.

Return To Shadows. Alynn slithers back into the shadows,
moving up to 10 feet and taking the Hide action.

Backstab (Costs 2 Actions). Alynn maneuvers around one
creature within 5 feet until she is behind it. Once here, she
makes one attack with her scimtar with advantage. This
movement does not provoke opportunity attacks.

Vanish (Costs 3 Actions). Alynn vanishes from sight,
reappearing within 30 feet of her original location at the
end of the next creature’s turn.
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SANE

Medium humanoid (half-elf), unaligned

Armor Class 13 (16 with mage armaor)
Hit Points 97 (15d8 + 30)

Speed 30 ft.

-

STR DEX co INT WIS CHA
11 (+0) 16(+3) 14(+2) 13(+1) 12(+1) 20 (+5)

Saving Throws Wis +5, Cha +9

Skills Insight +9, Stealth +14
Senses darkvision 60 ft. passive Perception 11
Languages Common, Elvish

Challenge 11 (7200 XP)

Fey Ancestry. Sane has advantage on saving throws
against being charmed, and magic can't put her to sleep.

Void Eye. Sane's eye has been corrupted by the void.
Through it, she can see invisible creatures and cannot be
surprised.

Void Blood. If Sane deals force damage to a target, she
heals hit points equal to the damage dealt.

Spellcasting. Sane is a 12th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 17, +9 to hit
with spell attacks). Sane has the following warlock spells
prepared:

Cantrips (at will): control flame, eldritch blast, message,
friends

1st level (4 slots): charm person, fog cloud, mage armor.
sleep

2nd level (3 slots): detect thoughts, invisibility, misty step

3rd level (3 slots): fly, hypnotic pattern, major image
4th level (2 slots): confusion, greater invisibility
s5th level (1 slots): eyebite

ACTIONS

Multiattack. Sane can make two attacks with her force
dagger.

Force Dagger. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 7 {1d8+3) force damage.

Swallow Soul. Sane stares directly at an incapitated or
restrained creature within 30 feet with her void eye,
sapping their life energy. The creature must make a DC 17
Wisdom saving throw. On a failed save, the creature takes
49 (14d6) force damage and suffers two levels of
exhaustion. On a successful save, the creature takes half
damage and does not gain exhaustion.

LEGENDARY ACTIONS

Sane can take 3 legendary actions, choosing from the
options below. Only one legendary action can be used at a
time and only at the end of another creature's turn. Sane
regains spent legendary actions at the start of its turn.

Glitterdust. Sane dips into the ethereal realm for a
moment. The position of all creatures in a 30 foot radius
are revealed to her.

Eye Of The Void. Sane looks directly at one creature with
her Void Eye, freezing them in place. The creature must
make a DC 17 Wisdom saving throw or be stunned until
the end of its next turn.

Force Leech (Costs 2 Actions). Sane targets a wounded
creature and saps their lifeforce. The target creature must
make a DC 17 Wisdom saving throw. On a failed save, the
creature takes (21) 6dé force damage. On a successful
save, the target creature takes half damage.

Art from: Dune
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% PAIGE TRUESTRIKE

Art from: Yi

A,

Medium humanoid (human), unaligned

Armor Class 20 (plate, shield)
Hit Points 220 (21d10 + 105)
Speed 30 ft.

STR DEX CON INT WIS CHA
20(+5) 12(+1) 20(+5) 14(+2) 17(+3) 18(+4)

Saving Throws Wis +9, Cha +10
Skills Religion +8, Insight +9
Condition Immunities frightened
Senses passive Perception 13
Languages Common, Elvish
Challenge 20 (25000 XP)

Animate Shield. With a whispered word of power, Paige
can activate her animated shield, which will begin floating
around her. This gives her the bonus of the shield for 1
minute while freeing up both her hands.

Aura Of Courage. All allies within 30 feet of Paige are
immune to fear affects.

Divine Smite. All of Paige's attacks carry divine power.
Each attack deals an additional 1d8 radiant damage. She
can increase this damage by expending a spell slot. The
damage increases by 1d8 per spell slot level.

Spellcasting. Paige is a spellcaster. Her spellcasting ability

is Charisma (spell save DC 18, +10 to hit with spell attacks).

Paige can use any spell from the Paladin spell list. She has
the following spell slots at the listed levels:

1st Level: 4 slots
2nd Level: 3 slots

3nd Level: 3 slots
4nd Level: 3 slots
5nd Level: 2 slots

ACTIONS

Multiattack. Paige can make 4 attacks with her longsword,
Frost.

Longsword (Frost). Melee Weapon Attack: +11 to hit, reach 5
ft., one target. Hit: 12 (1d8+8) cold damage. and 3 (1d8)
radiant damage.

Lay On Hands (5/Day). Paige has a blessed healing touch.
She can touch one creature within range, or target herself,
and heal them for 35 hit points.

Sprout Wings (1/Day). Paige channels her devotion to her
goddess, and sprouts angel wings from her back. The
wings last for 1 hour and Paige gains a flying speed of 60
feet,

L EGENDARY ACTIONS

The paige truestrike can take 3 legendary actions,
choosing from the options below. Only one legendary
action can be used at a time and only at the end of
another creature’s turn. The paige truestrike regains
spent legendary actions at the start of its turn.

Dash. Paige moves or flies half of her total movement in a
given direction. This does not provoke opportunity attacks.
Find Weakness (2 Actions). Paige quickly inspects one
creature, gaining advantage on her next attack roll against
the target creature.

Expoint Weakness (3 Actions). Paige looks for a weakness
in one creature's armor. She makes a DC 12 Perception
check. On a success, if her next attack against that target
hits, it will automatically critically hit.
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TA1 FENG

Medium humanoid (half-orc), unaligned

Armor Class 20 (plate, shield)

Hit Points 218 (19d12 + 95)
Speed 50 ft.
e
STR DEX CON INT WIS CHA
20(+5) 16(+3) 20(+5) 12(+1) 17(+3) 12(+1)

Saving Throws Str +11, Con +11

Skills Athletics +11, Intimidation +7

Damage Resistances bludgeoning, piercing, slashing
Damage Vulnerabilities psychic

Condition Immunities charmed, frightened

Senses darkvision 60 ft. passive Perception 13
Languages Common, Orc

Challenge 18 (20000 XP)

Endless Rage. Tai Feng is always under the effects of Rage,
even If he is hiding it from others. He has advantage on
Strength checks and Strength saving throws.

Lover Of Battle. Tai Feng has advantage on initiative rolls
and can attack on a surprise round.

Relentless Endurance (1/Day). When Tai Feng is reduced
to 0 hit points but not killed outright, he can drop to 1 hit
point instead.

Savage Attacks. When Tai Feng scores a critical hit, he can
roll 4 additional weapon damage die for a total of 6
damage die.

ACTIONS

Multiattack. Tai Feng can make three attacks with his
great axe.

Greataxe. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 15 (1d12+9) slashing damage.

Aura Of Anger. Each creatuer within 30 feet under the
command of Tai Feng is whipped into a war frenzy. They
gain advantage on all attack and spell attack rolls. They
are also immune to being frightened. These effects last
until the beginning of Tai Feng's next turn.

Slam (Recharge 5-6). Tai Feng makes two attacks with his
greataxe before slaming into a target creature. The
creature must succeed a DC 20 Dexterity check. On a failed
save, the creature is thrown back 15 feet knocked prone,
and take 2d8+9 damage.

REACTIONS

Savage Cry. Upon taking damage, Tai Feng can let out a
savage war cry at his attacker. The creature must make a
DC 20 Constitution save or be frightened of Tai for 1
minute. The creature can make another Consitution saving
throw at the end of each his turns to end the effect.
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Nix RIVERSONG

Medium humaneoid (elf], unaligned

Armor Class 14 (17 with mage armor)
Hit Points 170 (20d6 + 100)
Speed 30 ft.

storm

5th level (3 slots):
6th level (2 slots): flesh to stone, wall of ice
7th level (2 slots): force cage. teleport

8th level (1 slots): control weather

cloudkill. wall of stone, conjure elemental

ACTIONS

STR DEX CON INT WIS CHA
10(+0) 18(+4) 20(+5) 20(+5) 15(+2) 17(+3)

e

Saving Throws Int +12, Wis +9

Skills Arcana +12, Insight +9, Perception +9
Senses darkvision 60 ft., passive Perception 19
Languages Common, Elvish

Challenge 21 (33000 XP)

Fey Ancestry. Nix has advantage against being charmed
and magic cannot put him to sleep.

Master Of Ice. Nix is a master of all cold magic. All of Nix's
summons deal an additional 1d8 cold damage on attacks.

Spellcasting. Nix Riversong is a 20th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 20, +12 to
hit with spell attacks). Nix Riversong has the following
wizard spells prepared:

Cantrips (at will): chill touch, dancing lights, frostbite, gust,
ray of frost

1st level (4 slots): absorb elements, charm person, fog cloud,
mage armor

2nd level (3 slots): misty step, web, see invisibility

3rd level (3 slots): counterspell, sleet storm, stinking cloud
4th level (3 slots): arcane eye, conjure minor elementals, ice

Quarterstaff. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 3 (1d6+0) bludgeoning damage.

Summon Minor Creature. Nix channels his magic to
summon a creature to fight for him. He can summon any
creature CR 7 or lower as long as it is not an undead. The
creature lasts for 1 minute or until it dies. It takes it's turn
directly after Nix's.

Summon Major Creature (3/Day). Mix delves into powerful
magic to summon a greater creature. Nix can summon
any creature CR 15 or lower as long as it is not undead.
The creature lasts for 10 minutes or until it dies. It takes its
turn directly after Nix's.

L EGENDARY ACTIONS

Nix Riversong can take 3 legendary actions, choosing from
the options below. Only one legendary action can be used
at a time and only at the end of another creature’s turn.
Mix Riversong regains spent legendary actions at the start
of its turn.

Summon: Move!. Nix directs one of his summons to move
up to its movement speed. This movement does provoke
opportunity attacks.

Summon: Attack! (2 Actions). Nix commands one of his
summeons to attack an enemy creature.
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THE KING AND QUEEN

King Paul Shapechanger and Queen Adria Durron lead the
kingdom. Though Patil is King, he is actually not a royal,
having married then Princess Adria Durron many years
ago. Since the death of Adria’s father, King Padl took the
throne besides his wife.

KiING PAUL SHAPECHANGER

King Padil fell into royalty. He began like many do, a young
adventurer eager to make his name in the world. During
one of these adventures, he met the Princess Adria Durron
and fell instantly in love. Since becoming King, he has lead
the kingdom in what he hopes is a fair and just way.

Shapechanger. Though his peculiar last name, King
Padil is not a shapechanger. His curious name comes from
a rumor, that Padl spent time as a half-orc. The tale says
that he died during a great battle, only to be resurrected by
a friendly druid as a half-orc. Angered with the new body,
he undertook a long journey to return to his natural elven
form.

KinG PAUL

Medium humanoid (elf], unaligned

Armor Class 18 (plate)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
e e
STR DEX CON INT WIS CHA
14 (+2) 13 (+1) 14 (+2) 14 (+2) 17 (+3) 12 (+1)

Saving Throws Wis +6, Cha +4

Skills Perception +6, Intimidation +7

Senses darkvision 60 ft., passive Perception 16
Languages Common, Elvish, Orc

Challenge 7 (2900 xP)

Fey Ancestry. King Paul has advantage on saving throws against
being charmed, and magic can't put him to sleep.

Royal Immunity. King Paul is immune to the spell crown of
madness.

AcCTIONS

Multiattack. King Paul makes two attacks with his greataxe
Songbringer

Songbringer. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 11 (1d12+5) thunder damage.

Call Lightning. King Paul calls down lightning to strike one
creature within 30 feet. The target creature must succeed on a DC
14 Wisdom saving throw or take 28 (8d6) thunder damage. On a
successful save, the creature takes half damage.

Image from: Legend of the Cryptids
Stat Block Source: /u/FallenWyvern

QUEEN ADRIA DURRON

The Queen, a born royal, spent most of her youth living the
life of a princess. Though she excelled at nuances and
mannerisms expected of a royal princess, she thirsted for
adventure. When she met the adventurer Padil
Shapechanger, she was enchanted by his stories and his
adventuring nature.

Ruler of the People. Though her husband is the ruler
of the kingdom, it would not run without Queen Adria. Her
many classes as a child taught her how to be a good ruler,
tough yet kind. However, her greatest strength lies in her
ability to inspire people with her words and small smiles.
Queen Adria’s natural leadership allows her to sit in the
background, helping and guiding the King as he rules the
people of her family’s kingdom.

QUEEN ADRIA

Medium humanoid (half-elf). unaligned

Armor Class 15 (studded leather)

Hit Points B8 (16d8 + 16)
Speed 30 ft.

e

STR DEX CON INT WIS CHA

11 (+0) 16 (+3) 12 (+1) 13 (+1) 14 (+2) 18 (+4)

Saving Throws Dex +6, Cha +7

skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Languages Commaon, Elvish

Challenge 8 (3900 xP)

Fey Ancestry. Queen Adria has advantage on saving throws
against being charmed, and magic can't put her to sleep.

Disarming Smile. Queen Adria is well versed in royal politics. She

has advantage on all Charisma checks and saving throws.

ACTIONS

Multiattack. Queen Adria makes two attacks with her rapier,
Whisper

Whisper. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit:
10 (1d8+6) poison damage.

Inspire! (5/Day). The Queen inspires one of her loyal subjects,
giving them advantage on their next attack roll with a bonus d8
to hit.
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) KoBoLD BULLY
Small humanoid (kobold), lawful evil

I < O B O LD B U LLY o, 28 Armor Class 14 (shield)
3 i : « Hit Points 21 (6d6)
Thick sinuous muscle defines this Kobold, % 4 ) Speed 30 ft.
setting it apart from its wiry counterparts. & |
Kobold Bullies stand with an air of STR DEX CON INT WIS CHA

confidence, bones of rivals hanging from 3 s, el ol SR SR

their spears. Small black eyes glittering
with malicious deviance show the harsh
spirit that drives this creature.

Brute of the Pack. Born physically
larger and stronger than others in the tribe,
a Kobold Bully fights its way through the
social hierarchy. A Kobold Bully works as
muscle for the tribe, serving as guards and
vanguards in battle. What a Kobold Bully
lacks in cunning, it makes up for in brutal
strength, tending to stab first and ask
questions second. Kobold Bullies incite
rage among their tribes, acting upon
jealousy towards those who seem better off
than them. %

" | Senses darkvision 60 ft., passive Perception 9
Languages Common, Draconic
Challenge 1 (200 XP)

Sunlight Sensitivity. While in sunlight, the kobold has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

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

ACTIONS
Multiattack. The kobold makes two melee attacks.

Short Spear. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.

Sling. Ranged Weapon Attack: +4 to hit, range 30/120 ft., one
target. Hit: 4 (1d4 + 2) bludgeoning damage.

Low Blow (Recharge 5-6). The kobold makes a cheap shot against
a creature it can see within 5 feet of it. The target must succeed
on a DC 12 Constitution saving throw or become incapacitated
until the end of the kobold's next turn.

- KoBorLbD COMMANDER

KoBoLD COMMANDER Having survived a few skirmishes the older and experienced

Small humanoid (kobold), lawful evil Kobold Soldiers make up the ranks of Kobold Commanders.
Tasked with the safety of the tribe these ruthless leaders

Armor Class 18 (chain mail, shield) frequently send patrols out to monitor the surroundings.

Hit Points 11 (2d8 + 2) Never alone. Due to the combat hardened and wary

Speed 30 ft. nature of Kobold Commanders, they are never far away

o from soldiers they often carry horns made of bone to warn

STR DEX CON INT WIS CHA and call for the aid of nearby kobolds.
13 (+1) 12 (+1) 12 (+1) 10 (+0) 10 (+0) 9(-1)

j————e
Senses darkvision 60 ft., passive Perception 12

Languages Common, Draconic
Challenge 1/2 (100 XP)

Sunlight Sensitivity. While in sunlight, the kobold has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

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

ACTIONS

Longsword. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 5 (1d8+1) piercing damage.

Longbow. Ranged Weapon Attack: +3 to hit, range 150/600 ft., Hit: 5
(1d8+1) piercing damage.




KoBoLD HERO

Bearing a mark uncommon from the rest of its tribe a

Kobold Hero acts with the knowledge of its eventual success.

Trained beyond any other; equipped with the finest gear and
fervent in the belief of destiny, these creatures are the face
of kobold tribes. Worldly knowledge and years of adventure
show upon their scaled face. A Kobold Hero can rally tribes
together and bring upon the world a deadly and zealous foe.
When a Kobold Hero emerges, the world is destined to
change.

Marked for Destiny. When a Kobold Hero is born, they
are marked. This marking varies from hero to hero, often
appearing as a change in skin color or alteration of the eyes.
These markings are recognized in kobold tribes as blessings
from the Dragon Queen Tiamat. Immediately, kobolds
marked are treated as vessels of destiny; raised, trained and
pushed to fulfill the will of Tiamat.

Chosen of Tiamat. Unlike other kobolds, Kobold Heroes
are above any social hierarchy. Their right to rule and
command goes unquestioned by any tribe. At this command,
squabbling tribes of kobold rally under their banner and go
forth to aid the Kobold a Hero in its task. When
Kobold Heroes appear, cities and towns neighboring kobold
tribes tremble in fear of the impending armies these heroes
create.

KosoLp HERO
Small humanold (kobold), lawful evil

Armor Class 18 (breastplate, shield)
Hit Points 54 (12d6 + 12)
Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 15(+2) 12(+1) 12(+1) 11(+0) 14(+2)

Senses darkvision 60 ft., passive Perception 10
Languages Common, Draconic
Challenge 4 (1,100 XP)

Sunlight Sensitivity. While in sunlight, the kobold has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

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

ACTIONS

Multiattack. The kobold makes two melee attacks.

Rapier. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit:
6 (1d8 + 2) piercing damage.

LeGENDARY ACTIONS

The kobold can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The kobold
regains spent legendary actions at the start of her turn.

Scurry. The kobold moves up to its speed without provoking
opportunity attacks.

Stabby. The kobold makes one melee weapon attack.

. Pocket Sand (Costs 2 actions). The kobold throws sand at a
creature it can see within 5 feet of it. The target must succeed on
a DC 12 Dexterity saving throw or be blinded until the end of the
kobold's next turn.




KOBOLD SHAMAN

Scents of heavy herbs, the clattering of trinkets and the subtle
Whispering of a cunning mind mark the arrival of a Kobold
Shaman. Imbued with the magic of their god Tiamat, Kobold
Shamans rule the tribe, using guile and deception to keep
their place. Kobold Shamans are frail but agile, their physical
stature pushing them more to avoiding combat than getting
into it themselves.

Rite of the Elements. Kobold Shamans must display their
connection to the dragon god Tiamat.
Those chosen to become a shaman
undergo a ritual of elements, being
subjected to searing heat, deathly
cold and noxious acid. Those
who emerge from the ritual
alive are awakened to the
arcane energies of Tiamat.

Tribes Power. Wielding
Tiamat’s magic, Kobold
Shamans are the heart and
mind of their tribe. Sitting on 1
the top of the social hierarchy$
Shamans delegate tasks in the
tribe. Yet, their power is always
tentative, as other kobolds are
quick to grow agitated and
envious. Kobold Shamans are
quick to notice unrest in the tribe
and are not above resorting to
banishment to ensure their power
remains intact. When faced with the coming of a
Kobold Hero, Shamans are often slow or devious in
their actions. While attempting to fulfill the will of Tiamat,
Kobold Shamans stop at nothing to keep the power
that they have attained.

KoBOLD SOLDIER

Small humanoid (kobold), lawful evil

Armor Class 15 (leather armor, shield)
Hit Points 7 (2d6)

Speed 30 ft.

e
STR DEX CON INT WIS CHA
8(-1) 14 (+2) 10 (+0) 10 (+0) 8(-1) 8 (-1)

Senses darkvision 60 ft., passive Perception 11
Languages Common, Draconic
Challenge 1/4 (50 XP)

Sunlight Sensitivity. While in sunlight, the kobold has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

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

ACTIONS

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6+2) piercing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, range 80/320 ft., Hit: 5
(1d6+2) piercing damage.

KOBOLD SHAMAN
Small humanoid (kobold), lawful evil

Armor Class 13 (leather armor)
Hit Points 27 (6d6 + 6)

Speed 30 ft.
STR DEX CON INT WIS CHA
9 (-1) 15 (+2) 12 (+1) 10 (+0) 14 (+2) 12 (+1)
|

Senses darkvision 60 ft., passive Perception 11
Languages Common, Draconic
Challenge 2 (450 XP)

Sunlight Sensitivity. While in sunlight, the kobold has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

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

Spellcasting. The kobold is a 4th-level spellcaster. Its spellcasting
ability is Wisdom (save DC 12, +4 to hit with spell attacks). The
kobold has the following spells prepared:

Cantrips (at will): druidcraft, produce flame, shillelagh
1st level (4 slots): cure wounds, fog cloud, healing word
2nd level (3 slots): flaming sphere, heat metal

ACTIONS

Club. Melee Weapon Attack: +1 to hit, reach 5 ft., one target. Hit: 1
(1d4 - 1) bludgeoning damage.

KOBOLD SOLDIER

The Lowest of Kobolds ranks is the Kobold Soldier.

Physically weak they overcome most foes with numbers
Two Better Than One. Common practice among soldiers

is to travel and scout in pairs. when assigned to guard doors

kobolds post up on both the left and right sides making

sneaking by difficult to all but the most

seasoned thieves.




The Watchers

Genesis 6:1-4 “When men began to multiply on
the face of the Earth, and daughters were born to them,
that the sons of God saw the daughters of men that they
were fair; and took them wives of all which they chose.”
Appearance. Dan 10: 1-12 “Then I lifted up mine eyes,
and looked, and behold a certain man clothed in linen,
whose loins were girded with fine gold of Uphaz:
His body also was like the beryl, and his face as the
appearance of lightning, and his eyes as lamps of fire,
and his arms and his feet like in colour to polished brass,
and the voice of his words like the voice of a multitude.”
Fallen Angels. Isaiah 14: 12-14 “How you are fallen
from heaven, O Day Star, son of Dawn! How you are cut
down to the ground, you who laid the nations low! You
said in your heart, ‘I will ascend to heaven; above the star
of God I will set my throne on high; I will sit on the moun
of assembly in the far reaches of the north; I will ascend
above the heights of the clouds; I will make myself like
the Most High'
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KOKABIEL, ANGEL OF THE
STARS

Huge celestial, chaotic good

Armor Class 19
Hit Points 327 (32d10 + 151)
Speed 50 ft., fly 120 ft.

STR DEX CON INT WIS CHA
26 (+8) 22 (+6) 26 (+8) 25(+7) 25 (+7)

Saving Throws Int +14, Wis +14, Cha +17

Skills Perception +14

Damage Immunities necrotic, poison

Damage Resistances radiant, bludgeoning,
piercing, slashing from nonmagical weapons

Condition Immunities charmed, exhaustion
frightened, poisoned

Senses passive Perception 24, truesight 120 ft

Languages all, telepathy 120 ft

Challenge 23 (50000 XP)

the Stars uses its vast knowledge of astronomy
to open a portal to the Astral plane. The portal
is a circular opening, which Kokabiel, Angel of
the Stars can make 5 to 20 ft in diameter, All
nearby creatures must make a DC 15 Strength
saving throw or be sucked into the portal and
transported to the Astral plane

Planeshift. Kokabiel, Angel of the Stars
magically teleports, along with any equipment
it is wearing or carrying, to the Astral plane (or
back to the material plane if it was in the Astral
plane) when doing this Kokabiel, Angel of the
Stars leaves behind a silver cord in the Astral
plane.

LEGENDARY ACTIONS

Divine Awareness. Kokabiel, Angel of the Stars
knows if it hears a lie.

Magic Resistance. Kokabiel, Angel of the Stars
has advantage on saving throws against spells
and other magical effects.

ACTIONS

Multiattack. Kokabiel, Angel of the Stars
makes two Angelic Flame attacks.

Angelic Flame, Ranged Spell Attack: +15 to hit,
range 60/120 ft., one target. Hit: 48 (9d8+8)
radiant damage.

Fallen Touch (2/day). Melee Spell Attack: +15 to
hit, reach 5 ft., one target. Hit: 40 (8d8+4)
necrotic damage.

Astralnomical Projection. Kokabiel, Angel of

The kokabiel, angel of the stars can take 3
legendary actions, choosing from the options
below, Only one legendary action can be used
at a time and only at the end of another
creature’s turn. The kokabiel, angel of the
stars regains spent legendary actions at the
start of its turn.

Teleport. Kokabiel, Angel of the Stars magically
teleports, along with any equipment it is
wearing or carrying, up to 120 feet to an
unoccupied space it can see.

Searing Burst (Costs 2 Actions). Kokabiel,
Angel of the Stars emits magical, radiant
energy. Each creature of its choice in a 10-foot
radius must make a DC 24 Dexterity saving
throw, taking 17 (5d6) fire damage plus 17
(5d6) radiant damage on a failed save, or half
as much damage on a successful one,
Blinding Gaze (Costs 3 Actions). Kokabiel,
Angel of the Stars targets one creature it can
see within 30 feet of it. If the target can see it,
the target must succeed ona DC 15
Constitution saving throw or be blinded until
magic such as lesser restoration spell removes
the blindness.
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KoOZILEK, THE BUTCHER OF TRUTH

Colossal abberation (titan), chaotic evil

Armor Class 24 (natural armor)
Hit Points 717 (35d20 + 350)

Speed 70 ft.
| E———————=me e
STR DEX CON INT WIS CHA

30 (+10) 12(+1) 28 (+9) 26 (+8) 26 (+8) 26 (+8)

Saving Throws Dex +10, Wis +17, Cha +17

Damage Vulnerabilities bludgeoning, piercing, and slashing
from hedron weapons

Damage Resistances acid, fire, cold, lightning

Condition Immunities paralysed, frightened, charmed,
exhaustion

Senses blindsight 500 ft., passive Perception 29

Languages Eldrazi, telepathy 1000 ft.

Challenge 30 (155,000 XP)

Innate Spellcasting. Kozilek's innate spellcasting ability is
Wisdom (spell save DC 25). He can innately cast the following
spells, requiring no material components:

At will: Command (5th level spell siot), Compulsion
3/Day: Confusion, Dominate Monster, Mass Suggestion
1/Day: Feeblemind

Aura of Lies. All creatures within 150 feet of Kozilek must succeed
on a DC 15 wisdom saving throw each time they wilfully speak a
truth or take 2d10 psychic damage.

Legendary Resistance (3/Day). If Kozilek fails a saving throw, he
can choose to succeed instead.

Shatter the Mind. When Kozilek reduces a creature to 0 hit points,
that creature's mind melts into grey mush.

Mindbreaker Savant. Kozilek is not required to maintain
concentration on Enchantment spells that grant him contrel over
another creature.

ACTIONS

Multiattack. Kozilek can use his Supernatural Madness. He then
makes two blade attacks, two fist attacks, and two tentacle
attacks.

Supernatural Madness. Each creature of Kozilek's choice within
120 ft. of him must succeed on a DC 15 wisdom saving throw or
spend it's next turn attempting to deal as much damage to a
creature of Kozilek's choice as possible.

Blade. Melee Weapon Attack: +19 to hit, reach 20 ft., one target. Hit:
52 (4d20 + 10) slashing damage.

Fist. Melee Weapon Attack: +19 to hit, reach 20 ft., one target. Hit:
62 (8d12 + 10) bludgeoning damage.

Tentacle. Melee Weapon Attack: +19 to hit, reach 50 ft., one target.
Hit: 36 (4d12 + 10) bludgeoning damage.

LEGENDARY ACTIONS

Kozilek can take 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time,
and only at the end of another creature’s turn. Kozilek regains
spent legendary actions at the start of his turn.

Insanity Gaze. Target creature takes 21 (2d10 + 10) psychic
damage.

Crushing Slither. Kozilek moves up to his movement speed in a
straight line, dealing 11 (2d10) bludgeoning damage and
knocking aside any creature in his route.

Take Control (Costs 2 actions). Kozilek casts a spell using his
Innate Spellcasting ability.

By /u/MikennoVaries



KRAKEN HATCHLING

Huge monstrosity (titan), chaotic evil

Armor Class 17 (natural armor)
Hit Points 230 (20d12 + 100)
Speed 30 ft., swim 50 ft.

STR DEX CON INT WIS CHA
22 (+6) 11 (+0) 20 (+5) 18 (+4) 15 (+2) 17 (+3)

Saving Throws Str +10, Con +9, Wis +6

¥ Damage Immunities lightning
. Condition Immunities frightened, paralyzed

| Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Senses truesight 60 ft., passive Perception 12

Languages understands Abyssal, Celestial, Infernal, and
Primordial but can't speak

| Challenge 12 (8,400 XP)

Amphibious. The kraken can breathe air and water.

ACTIONS

Multiattack. The kraken makes three tentacle attacks, each of
which it can replace with one use of Fling.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit: 15
(2d8 + 6) piercing damage. If the target is a Medium or smaller
creature grappled by the kraken, that creature is swallowed, and
the grapple ends. While swallowed, the creature is blinded and
restrained, it has total cover against attacks and other effects
outside the kraken, and it takes 21 (6d6) acid damage at the start
of each of the kraken's turns.

If the kraken takes 25 damage or more on a single turn from a
creature inside it, the kraken must succeed on a DC 25
Constitution saving throw at the end of that turn or regurgitate
all swallowed creatures, which fall prone in a space within 10 feet
of the kraken. If the kraken dies, a swallowed creature is no
longer restrained by it and can escape from the corpse using 10
feet of movement, exiting prone.

Tentacle. Melee Weapon Attack: +10 to hit, reach 15 ft., one target.
Hit: 13 (2d6 + 6) bludgeoning damage, and the target is grappled
(escape DC 17). Until this grapple ends, the target is restrained.
The kraken has ten tentacles, each of which can grapple one
target.

Fling. One Medium or smaller object held or creature grappled by
the kraken is thrown up to 30 feet in a random direction and
knocked prone. If a thrown target strikes a solid surface, the
target takes 3 (1d6) bludgeoning damage for every 10 feet it was
thrown. If the target is thrown at another creature, that creature
must succeed on a DC 17 Dexterity saving throw or take the same
damage and be knocked prone.

Lightning Field (Recharge 5-6). All creatures within 60 feet of the

kraken must succeed on a DC 17 Constitution saving throw, '
taking 28 (8d6) lightning damage on a failed save, or half as much t
damage on a successful one. |

LEGENDARY ACTIONS L

The kraken can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature's turn. The kraken
regains spent legendary actions at the start of its turn.

Tentacle Attack or Fling. The kraken makes one tentacle attack or
uses its Fling.

Release the Kraken (Costs 2 actions). The kraken removes any
magical effects on itself that reduce its speed or cause it to be
restrained, and escapes from any nonmagical restraints or being
grappled.

Water Surge (Costs 3 actions). A strong current surges from the
kraken. Each creature within 30 feet of the kraken must succeed
on a DC 17 Strength saving throw or be pushed up to 30 feet
away from the kraken. On a success, the creature is pushed 10
feet away from the kraken.

Art Credit: Jason Felix



KRAMPUS

The dark side of the Spirit of Christmas, Krampus is like a cosmic counter-
weight, balancing all the joy that his jolly brother brings to the world.

Krampus scours the world in the wake of the Spirit of Christmas, flogging bad
children and scrounging up his brother’s cookie scraps. The worst children, he
bags up and brings home for later, saving them for more sinister purposes.

Krampus stands an even 7 feet tall and is covered in wiry, coarse hair. His face
is lean and vicious, framed in a shaggy drape of black hair and crowned with
two twisted horns. His eyes burn with untold cruelty, and his voice rattles like
the wind in the dead of a cold winter night.

THaE NORTH POLE

At the farthest northern extreme stands a twisting spiral of frost-white stone.
Here resides Krampus when he is not out on the job, following the Spirit of

Christmas in his eagerness to dole out savagery to ill-spirited children. Here,
the land itself seems to sap the life from those seeking to do Krampus harm.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Krampus can take a lair action to

cause one of the following magical effects:

» A rush of cold air escapes Krampus in a 120-ft. cone. Living creatures in the
area must succeed on a DC 19 Constitution saving throw or be restrained
until initiative count 20 on the following round.

» Krampus commands one charmed creature he can see to take either the
Attack (one weapon attack only), Cast a Spell (one cantrip only), or Help
action on initiative count 20. If there are no eligible creatures within sight,
Krampus takes no lair action.

« One creature within sight of Krampus must succeed on a DC 19 Wisdom
saving throw or be stunned until initiative count 20 on the following round as
a sparkling hail of gifts cascades upon them from the air above them.

Krampus can’t repeat an effect until they have all been used, and he can’t use
the same effect two rounds in a row.

REGIONAL EFFECTS

The region containing Krampus’ lair is corrupted by his presence, creating one

or more of the following magical effects:

= Elves within 1 mile of the North Pole lose their advantage on saving throws
against spells and other effects that attempt to charm them.

» The area within 6 miles of the North Pole suffers constantly from extreme
cold (DMG, pg. 110). The DC to avoid gaining 1 level of exhaustion at the end
of each hour in this area is 15.

« The area within 1 mile of the North Pole is under a constant forbiddance
effect. Krampus is immune to this effect.

If Krampus is slain, the cold effect ends after a week, but both the forbiddance
effect and the effect on elves's resistance to charms end immediately.

C - - T —— = - = — T ; = - - = |

KRAMPUS Innate Spellcasting. Krampus’ spellcasting ability is Charisma (spell save

Madhenn fiend (ehapechinger), chackic sl DC 19, +11 to hit wnh's.peil attacks).'l(rampus can innately cast the
B S following spells, requiring no material components:

Armor Class 15 (natural armor)
Hit Points 209 (22d8 + 110)
Speed 40 ft., climb 8o ft., fly 20 ft. (hover)

At will: animal friendship, banishment, charm person
3/day each: counterspell, wall of ice
1/day each: mass suggestion, plane shift

STR DEX CON INT WIS CHA

16 (+3) 19 (+4) 20 (+5) 14 (+2) 15 (+2) 20 (+5) ACTIONS

Saving Throws Con +11, Wis +8, Cha +11 Multiattack. Krampus makes three attacks: one with his horns and two

Skills Deception +17, Insight +8, Perception +8 with his reed.

Damage Immunities cold, poison Hoof. Melee Weapon Attack: +10 to hit, reach s ft., one target. Hit:17

Damage Resistances bludgeoning, piercing, and slashing that is (3d8+3) bludgeoning damage and the target must succeed on a DC 17
nonmagical; fire, lightning Strength saving throw or be pushed 10 feet away from Krampus.

Condition Immunities charmed, exhaustion, frightened, poisoned

e Y A Horns. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:14
Senses darkvision 120 ft., passive Perception 18

(2d10+3) bludgeoning damage, and if the target is a creature it must
Languages All succeed on a DC 17 Strength saving throw or be knocked prone.

Challenge 17 (18,000 XP
# Reed. Melee Weapon Attack: +10 to hit, reach s ft., one target. Hit:17
(3d8+4) slashing damage.

Legendary Resistance (3/day). When Krampus fails a saving throw,
he can choose to succeed instead. LEGENDARY ACTIONS

Krampus can take 3 legendary actions, choosing from the options below.
Only one legendary action can be used at a time and only at the end of
another creature's turn. Krampus regains spent legendary actions at the
start of his turn.

Charm EIf. When an elf that can see Krampus’s face starts its turn
within 30 feet of Krampus, he can force it to make a DC 19
Charisma saving throw if Krampus isn’t incapacitated and can see
the elf. If the saving throw fails, the elf is charmed by Krampus until

the start of its next turn. Christmas Kick. Krampus makes a hoof attack.
Unless surprised, an elf can avert its eyes to avoid the saving Coal Swap (Costs 2 Actions). Krampus causes one weapon that dealt
throw until the start of its next turn. If the elf does so, it can’t see damage to him since the end of his last turn to disappear into
Krampus until the start of its next turn, when it can avert its eyes Krampus’ bag of holding, replaced with a piece of coal of equal shape
again. If the elf looks at Krampus in the meantime, it must and weight, if the wielder fails a DC 17 Strength saving throw.
immediately make the save. Home for the Holidays (Costs 3 Actions). Krampus casts banishment.
I — - - — = — — - - = = — =
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LATRIAN FLAYER

Medium aberration, lawful evil

Armor Class 19 (Padded)
Hit Points 91 (14d8 + 28)
Speed 30 ft.
_—————_————m
STR DEX CON INT WIS CHA
11 (+0) 18 (+4) 14 (+2) 19 (+4) 14 (+2) 14 (+2)

Saving Throws Dex +4, Con +3

Skills Arcana +7, Deception +5, Insight +5, Intimidation +5,
Perception +5, Stealth +7

Damage Resistances magic

Senses darkvision 120 ft., passive Perception 16

Languages Abyssal, Deep Speech, Telepathy 120 ft.,
Undercommon

Challenge 7 (2900 XP)

ACTIONS

Brain Hug. Melee Weapon Attack: +7 to hit, reach 5 ft.,, one
creature. Hit: 15 (2d10+4) necrotic damage. Target must be
actively stunned by Emit Force. If the player successfully hits, and
the target is Medium or smaller, it is grappled (escape STR DC 15),
and must succeed on a DC 15 Constitution saving throw or be
stunned until the grapple ends. Each turn the target is grappled,
it takes an additional 1d10+4 Necrotic damage (DC 15 Con save
for half damage).

Emit Force. Ranged Spell Attack: +7 to hit, reach 60 ft., one target.
The Flayer launches a ball of electrified green energy at its
opponent. On a hit, the target must succeed on a DC16
Constitution saving throw or be stunned 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.

Homing Soulmass. Ranged Spell Attack: +7 to hit, reach 120 ft.
The Flayer summons 5 glowing balls of blue force energy. Each
mass hits a creature of the Flayer's choice within range. Each
mass deals 1d4 + 1 force damage to its target. All blasts hit their
target simultaneously.

Tentacles. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 15 (2d10+4) necrotic damage.
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LESHEN

Leshens dwell in dense, primeval woods. Fiercely territorial creatures,
they hunt with stealth and cunning as their only companions. They use
their inborn magic to control the plants and animals within in their
territory—and so, when stalking them, half the battle is merely getting
near enough to strike.

In some areas of the world these creatures form the center of local
cults. Peasants living near their woods make offerings to them,
usually of hares and birds, though human blood is not unheard of.
This fact has given rise to many legends about helpful leshens
chasing game towards hunters, helping lost travelers find their way
in the forest or saving them from bandits. Sadly, these tales do not
have an ounce of truth in them. Leshens see men only as sources
of energy on which to feed. They drain the life force of those who
live nearby until only limpid husks remain.

Magic Totem. Some leshens create magic totems that increase
their strength, in such cases these totems should be destroyed
before or while fighting them. Simply made from rocks and sticks
but powerful enough to turn the tide of battle. These totems are
protected by a magical force which can make destroying them
particularly troublesome, requring fire or a spell to destroy.

Rebirth Mark. Leshens can create for themselves a kind of
immortality in the following way: the leshen wounds a lost traveler
passing through its woods with its claws and casts a black magic
curse on him. For as long as the individual marked in this way

stays near its territory, the leshen will be reborn every time it dies.
Such leshens can only be defeated by driving away, killing or powrfully
dispelling the person they have marked.

Pack Hunter. In combat leshens use not only their long claws but
also their many allies: wolves, who unfailingly answer their call, or
ravens, which harass and distract the leshen’s opponent. It is rare
to find a Leshen alone, especially once it senses your presence.

- One With Nature. Leshens are able to bend plant life to their will
and make it aid them in battle. It's territory is usually covered with its
prey still entwined within thick roots that have pierced their body.

ESHEN

Large plant, lawful evil

Armor Class 16 (natural armor)
Hit Points 97 (10d10 + 42)
Speed 30ft.

WIS
13 (+2)

CHA
8 (-1)

CON
18 (+4)

INT
15 (+3)

STR
17 (+4)

DEX
12 (+1)

kills nature +4
amage Resistances bludgeoning, piercing
amage Vulnerabilities fire
Senses Dark Vision
' Languages understands common but cannot speak it
{Challenge 10 (5,900 XP)
= .
{ Blink. As a reaction, the Leshen can blink to a visible area within
15 ft., avoiding the attack and spawning crows that deal 9 (2d6 +3)
piercing damage to any creature within 5ft. at both the start and
end point of the blink.

s N
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Magic Totems. Leshens create magical totems that increase their
strength. For each totem within 60 feet of the Leshen, it gains
another attack dice to all of its actions. The Leshen can have no
more than 3 Magical Totems at one time.

Rebirth Mark. If the Leshen dies while it still has a person
marked, whenever that person returns to the Leshens
territory it will be reborn. The Leshen must wait atleast 2 days
after its death to be reborn.

ACTIONS

Call of the Wild (1/Day). The Leshen calls for 2 (1d4) Wolves to
join the fight. They will enter the fight at the start of the next
round of initiative

Command Roots. Ranged Weapon Attack: +7, range 5/60 ft.,
multiplae targets. The Leshen targets all enemies within a

60 foot cone dealing 8 (2d6 + 2) piercing damage..The targets
must make a DC 15 Dexterity saving throw. On a failure, the
target is considered grappled and must spend an action to
free itself.

Claw. Melee Weapon Attack: +7 to hit, Reach 5 ft., one target
The Leshen swipes with its claws dealing 24 (4d10 + 4)
slashing damage. If the Leshen doesn’t currently have a mark,
the target is now marked.

Art by CDProject Red



LEONIN

Medium humanoid (leonin), any alignment

Armor Class 14 (hide armor)
Hit Points 11 (2d8 + 2)

Speed 40 ft.
_——-—-sar—
STR DEX CON INT WIS CHA

14 (+2) 15 (+2) 12 (+1) 10 (+0) 12 (+1) 12 (+1)
[ s S SS
Skills Acrobatics +4, Athletics +4
Senses passive Perception 11

Languages Common, Leonin
Challenge 1/4 (50 XP)

Brave. The leonin has advantage on saving throws against being
frightened.

Keen Smell. The leonin has advantage on Wisdom (Perception)
checks that rely on smell.

Pounce. If the leonin moves at least 20 feet straight toward a
creature and then hits it with a melee weapon attack on the same
turn, that target must succeed on a DC 12 Strength saving throw
or be knocked prone. If the target is prone, the leonin can make
one bite attack against it as a bonus action.

ACTIONS

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. |
Hit: 5 (1d6 + 2) piercing damage.

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

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage.

= — e
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LIVING SPELLBOOK

Large construct, unaligned

Armor Class 14 (17 with mage armor)
Hit Points 90 (12d10 + 24)
Speed 30 ft., fly 30 ft.

STR DEX CON INT WIS CHA
12 (+1) 18 (+4) 14 (+2) 18 (+4) 14 (+2) 1(-5)

Damage Vulnerabilities fire

Damage Immunities poison; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't adamantine

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses blindsight 120 ft., passive Perception 12

Languages telepathy 120 ft.

Challenge 10 (5,900 XP)

Immutable Form. The spellbook is immune to any spell or effect
that would alter its form.

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

Spelicasting. The spellbook is a 12th-level spellcaster. Its
spellcasting ability is Intelligence (save DC 16, +8 to hit with spell
attacks). The spellbook has the following wizard spells prepared:

Cantrips (at will): blade ward, light, mage hand, message,
prestidigitation

1st level (4 slots): mage armor, magic missile, shield

2nd level (3 slots): invisibility, mirror image

3rd level (3 slots): glyph of warding, dispel magic

4th level (3 slots): Otiluke's resilient sphere, polymorph
5th level (2 slots): animate objects, Bigby's hand

6th level (1 slots): globe of invulnerability

Transpose Arcana. As a bonus action, the spellbook can expend
one spell slot, causing an allied spellcaster to regain a spell slot of
that level or lower.

ACTIONS

Paper Cut. Ranged Weapon Attack: +8 to hit, range 30/60 ft., one )
creature. Hit: 13 (3d8) slashing damage.

=

Mana Burn (Recharge 5-6). The spellbook can expend one spell
slot to deal force damage to a target within 60 feet of it. The
damage is 18 (4d8) for a 1st-level spell slot, plus 9 (2d8) for each
spell level higher than 1st. The target must make a DC 16
Dexterity saving throw, taking full damage on a failed save, or
half as much damage on a successful one.

Art Credit: Roberto Pitturru
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LiZARDFOLK MONK

Medium humanoid (lizardfolk), neutral

Armor Class 17 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 40 ft., swim 40 ft.
e
STR DEX CON INT WIS CHA
15(+2) 16(+3) 13(+1) 10(+0) 12(+1) 8(-1)

Skills Acrobatics +5, Perception +3, Stealth +7, Survival +5
Senses passive Perception 13

Languages Draconic

Challenge 2 (450 XP)

Hold Breath. The lizardfolk can hold its breath for 15 minutes.

Unarmored Defense. While the lizardfolk is wearing no armor and
wielding no shield, its AC includes its Wisdom modifier.

Stunning Strike (Recharge 5-6). When the lizardfolk hits another
creature with a melee weapon attack, the target must succeed on
a DC 11 Constitution saving throw or be stunned until the end of
the lizardfolk's next turn.

ACTIONS

Multiattack. The lizardfolk makes three attacks: two with its
unarmed strikes and one with its tail.

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

. Tail. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 5
(1d4 + 3) bludgeoning damage.

REACTIONS

Deflect Missiles. The lizardfolk deflects the missile when it is hit
by a ranged weapon attack, reducing the damage it takes to 0.

Created by StoneStrix - /r/monsteraday Art Credit: Jim Pavelec



Luck DRAGON

Tiny dragon, unaligned

Armor Class 12
Hit Points 7 (2d4 + 2)
Speed 15 ft., fly 60 ft.

STR DEX CON INT WIS CHA
6 (-2) 15 (+2) 12 (+1) 10 (+0) 12 (+1) 17 (+3)

. Skills Perception +3, Persuasion +5
Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons
Senses darkvision 60 ft., passive Perception 13
Languages understands Common and Draconic but can't speak
Challenge 1/4 (50 XP)

Dragon Luck (1/Day). When the luck dragon makes an attack roll,

i - - an ability check, or a saving throw, it can gain advantage on the
VARIANT: LUuck DRAGON FAMILIAR ' roll.
Some luck dragons are willing to serve spellcasters as a familiar.
Such luck dragons have the following trait. Limited Telepathy. The luck dragon can magically communicate

Familiar. The luck dragon can serve another creature as a simple ideas, emotions, and images telepathically with any

familiar, forming a magic, telepathic bond with that willing creature within 100 feet of it that can understand a language.
companion. While the two are bonded, the companion can sense
what the luck dragon senses as long as they are within 1 mile of ACTIONS
each other. Additionally, while the luck dragon is within 10 feet Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4
of its companion, the companion shares the luck dragon’s (1d4 + 2) piercing damage.
Dragon Luck feature. At any time and for any reason, the luck
dragon can end its service as a familiar, ending the telepathic
bond.

ﬁ
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LLURKER

Medium monstrosity, unaligned

Armor Class 16 (natural armor)
Hit Points 109 (14d8 + 42)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 16 (+3) 6(-2) 10 (+0) 6(-2)

Senses darkvision 60 ft., passive Perception 10
Languages Zerg
Challenge 5 (1,800 XP)

Burrow. As an action, The lurker is able to burrow into the
ground, but cannot move while burrowed. While burrowed,
the lurker is difficult to detect and requires a DC 20 Wisdom
(Perception) check to notice.

Burrowed Attacker. The lurker is only able to attack while
burrowed. In addition, the lurker's attacks only affect targets
that are on or within 5 feet of the ground.

ACTIONS

Subterranean Spines. The lurker sends a wave of spines

through the ground in a line 10 feet wide and up to 100 feet
long. Any creatures in the area must make a DC 15 Dexterity
saving throw, taking 18 (4d6 +4) piercing damage on a failed
save, or half as much damage on a successful one.




MAGMA BEAR

Large elemental, neutral

Armor Class 13 (natural armor)
Hit Points 75 (10d10 +20)

Speed 40 ft.
= —————
STR DEX CON INT WIS CHA

20 (+5) 510 (+0),.  15(32) s™ia(-3)  12(+1) S8(=1)

Damage Vulnerabilities cold

Damage Immunities fire, poison

Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages Ignan

Challenge 3 (700 XP)

Water Susceptibility. For every 5 feet the bear moves in water, or
for every gallon of water splashed on it, it takes 1 cold damage.

ACTIONS

Multiattack. The bear makes two attacks: one with its bite and
one with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 9
(1d8 + 5) piercing damage plus 3 (1d6) fire damage.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
12 (2d6 + 5) slashing damage.

Fire Breath (Recharge 5-6). The bear exhales a blast of flames in a
15-foot cone. Each creature in that area must make a DC 12
Dexterity saving throw, taking 17 (5d6) fire damage on a failed
save, or half as much damage on a successful one.

Created by StoneStrix - /r/monsteraday Art Credit: Dieter Miller



MASKED KILLER

Medium humanoid (any race), chaotic evil

Armor Class 15 (studded leather)
Hit Points 97 (13d8 + 39)

Speed 30 ft.
STR DEX CON INT WIS CHA

18 (+4) 16 (+3) 16 (+3) 11 (+0) 14 (+2) 14 (+2)

Saving Throws Con +6, Wis +5

Skills Athletics +7, Intimidation +5, Perception +5, Stealth +6
Senses passive Perception 15

Languages any two languages

Challenge 5 (1,800 XP)

Aggressive. As a bonus action, the killer can move up to its speed
toward a hostile creature that it can see.

Ambusher. The killer has advantage on attack rolls against any
creature it has surprised.

Relentless (Recharges after a Short or Long Rest). If the killer
takes 20 damage or less that would reduce it to 0 hit points, it is
reduced to 1 hit point instead.

Surprise Attack. If the killer surprises a creature and hits it with
an attack during the first round of combat, the target takes an
extra 14 (4d6) damage from the attack.

ACTIONS

Multiattack. The killer makes three melee attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 4) piercing damage. If the target is a creature other
than an undead or a construct, it must succeed on a DC 14
Constitution saving throw or lose 5 (1d10) hit points at the start of
each of its turns due to a bleeding wound. Each time the killer

hits the wounded target with this attack, the damage dealt by the
wound increases by 5 (1d10). Any creature can take an action to
stanch the wound with a successful DC 14 Wisdom (Medicine)
check. The wound also closes if the target receives magical
healing.

Created by StoneStrix - /r/monsteraday Art Credit: Eric Belisle
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MASTER FERRIUS

Ferrius Ironback is a renouned fighter, known
throughout the world for his mastery of his own
unique martial art: the Flying Blades style.
Originally the head of his own martial arts school,
he was quickly recognized as one of the strongest
warriors in the kingdom.

Soon after his ascendence to fame, Ferrius was
called to create a special forces unit in the King’s
Army, consisting of himself and his best students.

MASTER FERRIUS IRONBACK

Medium humanoid (human), Lawful Neutral

Armor Class 16 (Breastplate)
Hit Points 273 (20d10 + 164)
Speed 40ft

STR DEX CON INT WIS CHA
20 (+5) 20 (+5) 16 (+3) 16 (+3) 18 (+4) 16 (+3)

Saving Throws Strength +12, Dexterity +12, Wisdom +11
Skills Perception +11, Athletics +12

Senses passive Perception 21

Languages Common, Draconic

Challenge 20 (25000 XP)

Heated Blades. Ferrius' weapon attacks are magical. When
Ferrius hits with one of his Blades, the attack deals an extra 3d8
fire damage (included in the attack).

Famed Warrior. Everyone in the kingdom
knows Ferrius not for his posistion in the Army,
but for his prowess as a warrior. His school of
ACTIONS martial arts is the most respected and most

Magic Resistance. Ferrius has advantage on saving throws
against spells and other magical effects.

difficult school in the kingdom, with most
students dropping out within the first month.
Flying Blades Style. The style of
swordmanship that Ferrius created uses
telekinesis to manipulate many blades at once,

Multiattack. Ferrius makes eight attacks, one with each of his
Blades, or forgoes some of his attacks to defend himself.

Blade. Ranged Weapon Attack: +12 to hit, range 20 ft., one target.
Hit: 12 (2d6 + 5) slashing damage plus 13 (3d8) fire damage.

Defend. Ferrius forgoes some of his attacks to defend himself, allowing users of the style to both attack and
increasing his AC by +2 for each defending Blade. This bonus AC defend themselves with ease. Ferrius has
lasts until the start of his next turn. mastered fighting with 8 blades, while his next

best student can only fight with 5.

LEGENDARY ACTIONS o : . :
Tactition. Ferrius' time as master of the King’s

Ferrius can take 3 legendary ac'tlons, choosing from -the options special forces has made him a master of small
below. Only one legendary option can be used at a time and only

at the end of another creature’'s turn. Ferrius regains spent sc-a]e tactl.cs involving a few specialized people.

_ ) mission.
Move. Ferrius moves up to his speed.

Whirling Blades (Costs 2 Actions). Ferrius spins all of his blades
around him. Each creature within 5 feet of him must makeaDC |
20 Dexterity saving throw, taking 12 (2d6+5) slashing damage

plus 13 (3d8) fire damage on a failed save, or half as much

damage on a successful one.
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MicHAEL MCHOWLETT
Medium Human (Maraish, Shapechanger)
= Armor Class 14
Hit Points 130 (20d8 + 40)
Speed 30ft.
STR DEX CON INT WIS CHA

17(+3) 12(+1) 14(+2) 8(-1) 14 (+2) 18 (+4)
Saving Throws Str +5, Con +4
Dammage Immunities Piercing, Slashing, and Bludgeoning
Damage from non-magical or non-silver weapons.
Skills Athletics +5, Stealth +3, Intimidate +6, Persuade +6
Senses passive Perception 12
Languages Aeron, Maraish, Bullywug
Challenge 4 (1100 XP)

Shapechanger. As an action, Michael can take the form of a
human, a wolf-human hybrid, or a wolf.

ACTIONS

Multiattack. Michael McHowlett can make four attacks with his
polearm, or one bite and four claws.

Grappler. If Michael McHowlett Hits a creature with two or more
claw attacks, he may start a grapple as a bonus action.

Glaive. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. Hit:
9 (1d10 + 3) slashing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 7
(1d6 + 3) slashing damage.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 3
(1d6 + 3) piercing damage. A creature delt damage by this attack
must succeed on a DC 14 Constitution Saving Throw or be cursed
by lycanthropy.




-

Fungi from Yuggoth

Mi-Go, or The Abominable Ones, originate on the world
of Yuggoth. Their bat-like wings, through some unknown
means, make the Mi-Go very adept at gliding from world
to would, through the neverending darkness, They are,
however, slow flyers on most worlds, where their wings
meet air resistance.

Infectious. Mi-Go are composed of utterly alien matter,
allthough their biology closely resembles that of
various fungi,.Their appearance, however, looks more
like that of a crustacean. They spread from world to
world, also much like a fungus spreads, and their young,
often called spawnlings, hatch from fleshy things, which
vaguely resemble earthly spores.

Society. Teir society may resemble a caste system at
first glance, but most Mi-Go have the ability to shape
their bodies at will, in order to better handle their
circumstances, A Mi-Go that feels threatened, will thus
try to morph into a soldier, a Mi-Go that wants to study
will transform into a scientist, while they mostly are

morphed into workers, busy building hives. Some few

Mi-Go SPAWNLING

Small aberration (mi-go), lawful evil

Armor Class 14 (natural armor)
Hit Points 58 (8d6 + 30)
Speed 20 ft., fly 5 ft., swim 20 ft.

STR DEX CON INT WIS CHA
9(-1) 16 (+3) 10 (+0) 13(+1) 11 (+0) 7(-2)

Saving Throws Str +10, Dex +12, Int +8, Wis +10
Skills Athletics +9, Acrobatics +9, Arcana +12, History +12
Damage Resistances cold, psychic
Condition Immunities blinded
Senses blindsight 150 ft. passive Perception 10
Languages Mi-Go
Challenge 2 (450 XP)

Limited Stingers. The Mi-Go has two stingers. Used stingers
regrow by the time the Mi-Go finishes a long rest.

Natural Grappler. The Mi-Go has advantage on grappling checks.

ACTIONS

Multiattack. The Mi-Go makes two attacks: two with its
appendages or two with its stingers.

Appendages. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 10 (2d6+3) bludgeoning damage.

| Stinger. Ranged Weapon Attack: +3 to hit, range 30/60 ft., one
target. Hit: 17 (4d6+3) piercing damage.

| Mi-Go WORKER

Y Medium aberration (mi-go), lawful evil

Mi-Go are larger and stronger tha
do not morph into lower tiers of Mi-Go, k
their brethren onto new worlds.

Technological Advancements. Mi-Go prioritize schience
highly, and they constantly try to learn new things. They
have been known to harvest the brains from creatures,
across a myriad of worlds. They understand most, if not all,
machinery, and are quick to learn and adapt. Surgery
especially is a field in which they excel.

Friend or Foe. It is uncertain if Mi-Go are working for,
with or against the Great Old Ones. They have been known
to worship Nyarlathotep, but Hastur, among others, seems
to have a burning hatred for Mi-Go, trying to eradicate them.
It has been theorised, that their massive spread, across
so many worlds, is just their attempt at fleeing Hastur’s
wrath.
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Armor Class 15 (natural armor)
Hit Points 137 (8d8 + 85)
Speed 30 ft., fly 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 17 (+3) 15 (+2) 21 (+5) 19 (+4) 7(-2)

Saving Throws Str +6, Dex +6, Int +8, Wis +7

Skills Athletics +9, Acrobatics +9, Arcana +12, History +12
Damage Resistances cold, psychic

Condition Immunities blinded, exhaustion

Senses blindsight 300 ft. passive Perception 14
Languages Mi-Go, Common

Challenge 5 (1800 XP)

Limited Stingers. The Mi-Go has eight stingers. Used stingers
regrow by the time the Mi-Go finishes a long rest.

Natural Grappler. The Mi-Go has advantage on grappling checks.

ACTIONS

Multiattack. The Mi-Go makes two attacks: two with its
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