
Master	List	Round	2	
Track	A1
APL	1
Giant	Owl

Large	beast,	neutral
Armor	Class	12
Hit	Points	19	(3d10	+	3)
Speed	5	ft.,	ϐly	60	ft.	
STR DEX CON INT WIS CHA13	(+1) 15	(+2) 12	(+1) 8	(−1) 13	(+1) 10	(+0)	

Skills	Perception	+5,	Stealth	+4
Senses	darkvision	120	ft.,	passive	Perception	15
Languages	Giant	Owl,	understands	Common,	Elvish,	and	Sylvan	but	can’t	speak	them
Challenge	1/4	(50	XP)
Flyby.	The	owl	doesn’t	provoke	opportunity	attacks	when	it	ϐlies	out	of	an	enemy’s	reach.
Keen	Hearing	and	Sight.	The	owl	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	hearing	or	sight.
Actions
Talons.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(2d6	+	1)	slashing	damage.
APL	2	&	3
Giant	Wasp

Medium	beast,	unaligned
Armor	Class	12
Hit	Points	13	(3d8)
Speed	10	ft.,	ϐly	50	ft.	

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 10 (+0) 1 (−5) 10 (+0) 3 (−4) 

Senses	passive	Perception	10
Languages	—
Challenge	1/2	(100	XP)
Actions
Sting.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	creature.	Hit:	5	(1d6	+	2)	piercing	damage,	and	the	target	must	make	a	DC	11	Constitution	saving	throw,	taking	10	(3d6)	poison	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successfulone.	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.

APL	4	
Hippogriff

Large	monstrosity,	unaligned
Armor	Class	11
Hit	Points	19	(3d10	+	3)
Speed	40	ft.,	ϐly	60	ft.	

STR DEX CON INT WIS CHA

17 (+3) 13 (+1) 13 (+1) 2 (−4) 12 (+1) 8 (−1)

Skills	Perception	+5
Senses	passive	Perception	15
Languages	—
Challenge	1	(200	XP)
Keen	Sight.	The	hippogriff	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Actions
Multiattack.	The	hippogriff	makes	two	attacks:	one	with	its	beak	and	one	with	its	claws.
Beak.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d10	+	3)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(2d6	+	3)	slashing	damage.
APL	5	&	6
Griffon

Large	monstrosity,	unaligned
Armor	Class	12
Hit	Points	59	(7d10	+	21)
Speed	30	ft.,	ϐly	80	ft.	

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 16 (+3) 2 (−4) 13 (+1) 8 (−1) 

Skills	Perception	+5
Senses	darkvision	60	ft.,	passive	Perception	15
Languages	—
Challenge	2	(450	XP)
Actions
Multiattack.	The	merrow	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:	8	(1d8	+	4)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
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APL	7	
Manticore	

Large	monstrosity,	lawful	evil
Armor	Class	14(natural	armor)
Hit	Points	68	(8d10+24)
Speed	30	ft.,	ϐly	50	ft.	
STR DEX CON INT WIS CHA17	(+3) 16	(+3) 17	(+3) 7	(−2) 12	(+1) 8	(−1)	

Senses	darkvision	60	ft.,	passive	Perception	11
Languages	Common
Challenge	3	(700	XP)
Actions
Multiattack.	The	manticore	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws	or	three	with	its	tail	spikes.
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	piercing	damage.
Claw.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d6	+	3)	slashing	damage.
Tail	Spike.	Ranged	Weapon	Attack:	+5	to	hit,	range	100/200	ft.,	one	target.	Hit:	7	(1d8	+	3)	piercing	damage.
APL	8	&	9	
Yeth	Hound

Large	fey,	neutral	evil
Armor	Class	14	(natural	armor)
Hit	Points	51	(6d10	+	18)
Speed	40	ft.,	ϐly	40	ft.	(hover)	

STR DEX CON INT WIS CHA

18 (+4) 17 (+3) 16 (+3) 5 (−3) 12 (+1) 7 (−2) 

Damage	Immunities	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	not	made	withsilvered	weapons
Condition	Immunities	charmed,	exhaustion,	frightened
Senses	darkvision	60	ft.,	passive	Perception	11
Languages	—
Challenge	4	(1,100	XP)
Keen	Hearing	and	Smell.	The	yeth	hound	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	hearing	or	smell.
Sunlight	Banishment.	If	the	yeth	hound	starts	its	turn	in	sunlight,	it	is	transported	to	the	Ethereal	Plane.	While	sunlight	shines	on	the	spot	from	which	it	vanished,	the	hound	must	remain	in	the	Deep	Ethereal.	After	sunset,	it	returns	to	the	Border	Ethereal	at	the	same	spot,	whereupon	it	typically	sets	out	to	ϐind	its	pack	or	its	master.	The	

hound	is	visible	on	the	Material	Plane	while	it	is	in	the	Border	Ethereal,	and	vice-versa,	but	it	can’t	affect	or	be	affected	by	anything	on	the	other	plane.	Once	it	is	adjacent	to	its	master	or	a	pack	mate	that	is	on	the	Material	Plane,	a	yeth	hound	in	the	Border	Ethereal	can	return	to	the	Material	Plane	as	an	action.
Telepathic	Bond.	While	the	yeth	hound	is	on	the	same	plane	of	existence	as	its	master,	it	can	magically	convey	what	it	senses	to	its	master,	and	the	two	can	communicate	telepathically	with	each	other.
Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage,	plus	14	(4d6)	psychic	damage	if	the	target	is	frightened.
Baleful	Baying.	The	yeth	hound	bays	magically.	Every	enemy	within	300	feet	of	the	hound	that	canhear	it	must	succeed	on	a	DC	13	Wisdom	saving	throw	or	be	frightened	until	the	end	of	the	hound’snext	turn	or	until	the	hound	is	incapacitated.	A	frightened	target	that	starts	its	turn	within	30	feet	of	the	hound	must	use	all	its	movement	on	that	turn	to	get	as	far	from	the	hound	as	possible,	must	ϐinish	the	move	before	taking	an	action,	and	must	take	the	most	direct	route,	even	if	hazards	lie	that	way.	A	target	that	successfully	saves	is	immune	to	the	baying	of	all	yeth	hounds	for	the	next	24	hours.
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APL	10	
Air	Elemental

Large	elemental,	neutral
Armor	Class	15
Hit	Points	90	(12d10	+	24)
Speed	0	ft.,	ϐly	90	ft.	(hover)	
STR DEX CON INT WIS CHA14	(+2) 20	(+5) 14	(+2) 6	(−2) 10	(+0) 6	(−2)	

Damage	Resistances	lightning,	thunder;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Damage	Immunities	poison
Condition	Immunities	exhaustion,	grappled,	paralyzed,	petriϐied,	poisoned,	prone,	restrained,unconscious
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Auran
Challenge	5	(1,800	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

Multiattack.	The	elemental	makes	two	slam	attacks.
Slam.	Melee	Weapon	Attack:	+8	to	hit,	reach	5	ft.,	one	target.	Hit:	14	(2d8	+	5)	bludgeoning	damage.
Whirlwind	(Recharge	4–6).	Each	creature	in	the	elemental’s	space	must	make	a	DC	13	Strength	saving	throw.	On	a	failure,	a	target	takes	15	(3d8+2)	bludgeoning	damage	and	is	ϐlung	up	20	feet	away	from	the	elemental	in	a	random	direction	and	knocked	prone.	If	a	thrown	target	strikes	an	object,	such	as	a	wall	or	ϐloor,	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	13	Dexterity	saving	throw	or	take	the	same	damage	and	be	knocked	prone.	If	the	saving	throwis	successful,	the	target	takes	half	the	bludgeoning	damage	and	isn’t	ϐlung	away	or	knocked	prone.
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Track	A2
APL	1,	2	&	3
Giant	Toad

Large	beast,	unaligned
Armor	Class	11
Hit	Points	39	(6d10	+	6)
Speed	20	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 13 (+1) 2 (−4) 10 (+0) 3 (−4) 

Senses	darkvision	30	ft.,	passive	Perception	10
Languages	—
Challenge	1	(200	XP)
Amphibious.	The	toad	can	breathe	air	and	water.
Standing	Leap.	The	toad’s	long	jump	is	up	to	20	feet	and	its	high	jump	is	up	to	10	feet,	with	or	without	a	running	start.
Actions
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d10	+	2)	piercing	damage	plus	5	(1d10)	poison	damage,	and	the	target	is	grappled	(escape	DC	13).	Until	this	grapple	ends,	the	target	is	restrained,	and	the	toad	can’t	bite	another	target.
Swallow.	The	toad	makes	one	bite	attack	against	a	Medium	or	smaller	target	it	is	grappling.	If	the	attack	hits,	the	target	is	swallowed,	and	the	grapple	ends.	The	swallowed	target	is	blinded	and	restrained,	it	has	total	cover	against	attacks	and	other	effects	outside	the	toad,	and	it	takes	10	(3d6)	acid	damage	at	the	start	of	each	of	the	toad’sturns.	The	toad	can	have	only	one	target	swallowed	at	a	time.If	the	toad	dies,	a	swallowed	creature	is	no	longer	restrained	by	it	and	can	escape	from	the	corpse	using	5	feet	of	movement,	exiting	prone.
APL	4,	5	&	6
Merrow

Large	monstrosity,	chaotic	evil
Armor	Class	13	(natural	armor)
Hit	Points	45	(6d10	+	12)
Speed	10	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

18 (+4) 10 (+0) 15 (+2) 8 (−1) 10 (+0) 9 (−1) 

Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Abyssal,	Aquan
Challenge	2	(450	XP)
Amphibious.	The	merrow	can	breathe	air	and	water.

Actions
Multiattack.	The	merrow	makes	two	attacks:	one	with	its	bite	and	one	with	its	claws	or	harpoon.
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d4	+	4)	slashing	damage.
Harpoon.	Melee	or	Ranged	Weapon	Attack:	+6	to	hit,	reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.	If	the	target	is	a	Huge	or	smaller	creature,	it	must	succeed	on	a	Strength	contest	against	the	merrow	or	be	pulled	up	to	20	feet	toward	the	merrow.
APL	7	&	8
Chuul

Large	aberration,	chaotic	evil
Armor	Class	16	(natural	armor)
Hit	Points	93	(11d10+33)
Speed	30	ft.,	swim	30	ft.	
STR DEX CON INT WIS CHA19	(+4) 10	(+0) 16	(+3) 5	(−3) 11	(+0) 5	(−3)	

Skills	Perception	+4
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	understands	Deep	Speech	but	can't	speak
Challenge	4	(1,100	XP)
Amphibious.	The	chuul	can	breathe	air	and	
water.
Sense	Magic.	The	chuul	senses	magic	within	
120	feet	of	it	at	will.	This	trait	otherwise	works
like	the	detect	magic	spell	but	isn't	itself	
magical	

Actions
Multiattack.	The	chuul	makes	two	pincer	attacks.	If	the	chuul	is	grappling	a	creature,	the	chuul	can	also	use	its	tentacles	once.
Pincer.	Melee	Weapon	Attack:	+6	to	hit,	reach	10ft.,one	target.	Hit:	11	(2d6	+	4)	bludgeoning	damage.	The	target	is	grappled	(escape	DC	14)	if	it	is	a	Large	or	smaller	creature	and	the	chuul	doesn't	have	two	other	creatures	grappled.
Tentacles.	One	creature	grappled	by	the	chuul	must	succeed	on	a	DC	13	Constitution	saving	throw	or	be	poisoned	for	1	minute.Until	this	poison	ends,	the	target	is	paralyzed.	The	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.
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APL	9	&	10
Giant	Crocodile

Huge	beast,	unaligned
Armor	Class	14	(natural	armor)
Hit	Points	85	(9d12	+	27)
Speed	30	ft.,	swim	50	ft.	

STR DEX CON INT WIS CHA

21 (+5) 9 (-1) 17 (+3) 2 (−4) 10 (+0) 7 (−2) 

Skills	Stealth	+5
Senses	passive	Perception	10
Languages	—
Challenge	5	(1,800	XP)
Hold	Breath.	The	crocodile	can	hold	its	breath	for	15	minutes.
Actions
Multiattack.	The	crocodile	makes	two	attacks:	onewith	its	bite	and	one	with	its	tail.
Bite.	Melee	Weapon	Attack:	+8	to	hit,	reach	5	ft.,	one	target.	Hit:	21	(3d10	+	5)	piercing	damage,	and	the	target	is	grappled	(escape	DC	16).	Until	this	grapple	ends,	the	target	is	restrained	and	the	crocodile	can’t	bite	another	target.
Tail.	Melee	Weapon	Attack:	+8	to	hit,	reach	10	ft.,	one	target.	Hit:	14	(2d8	+	5)	bludgeoning	damage.	If	the	target	is	a	creature,	it	must	succeed	on	a	DC	16	Strength	saving	throw	or	be	knocked	prone.
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Track	A3
APL	1
Half-Ogre	(Ogrillon)

Large	giant,	any	chaotic	alignment
Armor	Class	12	(hide	armor)
Hit	Points	30	(4d10	+	8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 14 (+2) 7 (−2) 9 (−1) 10 (+0) 

Senses	darkvision	60	ft.,	passive	Perception	9
Languages	Common,	Giant
Challenge	1	(200	XP)
Actions
Battleaxe.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	12	(2d8	+	3)	slashing	damage,	or	14	(2d10	+	3)	slashing	damage	if	used	with	two	hands.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	10	(2d6	+	3)	piercing	damage.
APL	2	
Ogre

Large	giant,	chaotic	evil
Armor	Class	11	(hide	armor)
Hit	Points	59	(7d10	+	21)
Speed	40	ft.	

STR DEX CON INT WIS CHA

19 (+4) 8 (−1) 16 (+3) 5 (−3) 7 (−2) 7 (−2) 

Senses	darkvision	60	ft.,	passive	Perception	8
Languages	Common,	Giant
Challenge	2	(450	XP)
Actions
Greatclub.	Melee	Weapon	Attack:	+6	to	hit,	reach	5ft.,	one	target.	Hit:	13	(2d8	+	4)	bludgeoning	damage.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+6	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.
APL	3	
Ettin

Large	giant,	chaotic	evil
Armor	Class	12	(natural	armor)
Hit	Points	85	(10d10	+	30)
Speed	40	ft.

STR DEX CON INT WIS CHA

21 (+5) 8 (−1) 17 (+3) 6 (−2) 10 (+0) 8 (−1) 

Skills	Perception	+4
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	Giant,	Orc
Challenge	4	(1,100	XP)
Two	Heads.	The	ettin	has	advantage	on	Wisdom	(Perception)	checks	and	on	saving	throws	against	being	blinded,	charmed,	deafened,	frightened,	stunned,	and	knocked	unconscious.
Wakeful.	When	one	of	the	ettin’s	heads	is	asleep,	its	other	head	is	awake.
Actions
Multiattack.	The	ettin	makes	two	attacks:	one	with	its	battleaxe	and	one	with	its	morningstar.
Battleaxe.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	14	(2d8	+	5)	slashing	damage.
Morningstar.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	14	(2d8	+	5)	piercing	damage.
APL	4	
Troll

Large	giant,	chaotic	evil
Armor	Class	15	(natural	armor)
Hit	Points	84	(8d10	+	40)
Speed	30	ft.

STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 20 (+5) 7 (−2) 9 (−1) 7 (−2) 

Skills	Perception	+1
Senses	darkvision	60	ft.,	passive	Perception	11
Languages	Giant
Challenge	5	(1,800	XP)
Keen	Smell.	The	troll	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	smell.
Regeneration.	The	troll	regains	10	hit	points	at	the	start	of	its	turn.	If	the	troll	takes	acid	or	ϐire	damage,	this	trait	doesn’t	function	at	the	start	of	the	troll’s	next	turn.	The	troll	dies	only	if	it	starts	its	turn	with	0	hit	points	and	doesn’t	regenerate.
Actions
Multiattack.	The	troll	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d6	+	4)	piercing	damage.
Claw.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.

6



APL	5	
Oni

Large	giant,	lawful	evil
Armor	Class	16	(chain	mail)
Hit	Points	110	(13d10	+	39)
Speed	30	ft.,	ϐly	30	ft.

STR DEX CON INT WIS CHA

19 (+4) 11 (+0) 16 (+3) 14 (+2) 12 (+1) 15 (+2) 

Saving	Throws	Dex	+3,	Con	+6,	Wis	+4,	Cha	+5
Skills	Arcana	+5,	Deception	+8,	Perception	+4
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	Common,	Giant
Challenge	7	(2,900	XP)
Innate	Spellcasting.	The	oni’s	innate	spellcasting	ability	is	Charisma	(spell	save	DC	13).	The	oni	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	darkness,	invisibility1/day	each:	charm	person,	cone	of	cold,	gaseous	
form,	sleep

Magic	Weapons.	The	oni’s	weapon	attacks	are	magical.
Regeneration.	The	oni	regains	10	hit	points	at	the	start	of	its	turn	if	it	has	at	least	1	hit	point.
Actions
Multiattack.	The	oni	makes	two	attacks,	either	with	its	claws	or	its	glaive.
Claw	(Oni	Form	Only).	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	slashing	damage.
Glaive.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	15	(2d10	+	4)	slashing	damage,	or	9	(1d10	+	4)	slashing	damage	in	Small	or	Medium	form.
Change	Shape.	The	oni	magically	polymorphs	intoa	Small	or	Medium	humanoid,	into	a	Large	giant,	or	back	into	its	true	form.	Other	than	its	size,	its	statistics	are	the	same	in	each	form.	The	only	equipment	that	is	transformed	is	its	glaive,	which	shrinks	so	that	it	can	be	wielded	in	humanoid	form.	If	the	oni	dies,	it	reverts	to	its	true	form,	and	its	glaive	reverts	to	normal	size.

APL	6	
Blackguard

Medium	humanoid	(any	race),	any	non-good	
alignment
Armor	Class	18	(plate)
Hit	Points	153	(18d8+72)
Speed	30	ft.	
STR DEX CON INT WIS CHA18	(+4) 11	(+0) 18	(+4) 11	(+0) 14	(+2) 15	(+2)

Saving	Throws	Wis	+5,	Cha	+5
Skills	Athletics	+7,	Deception	+5,	Intimidation	+5	
Senses	passive	Perception	12
Languages	any	one	language	(usually	Common)
Challenge	8	(3,900	XP)
Spellcasting.	The	blackguard	is	a	10th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	13,	+5	to	hit	with	spell	attacks).	It	has	the	following	paladin	spells	prepared:1st	level	(4	slots):	command,	protection	from	evil	
and	good,	thunderous	smite2nd	level	(3	slots):	branding	smite,	ϔind	steed3rd	level	(2	slots):	blinding	smite,	dispel	magic
Actions
Multiattack.	The	blackguard	makes	three	attacks	with	its	glaive	or	its	shortbow.
Glaive.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	9	(1d10+4)	slashing	damage.
Shortbow.	Ranged	Weapon	Attack:	+3	to	hit,	range	80/320	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
Dreadful	Aspect	(Recharges	after	a	Short	or	
Long	Rest).	The	blackguard	exudes	magical	menace.	Each	enemy	within	30	feet	of	the	blackguard	must	succeed	on	a	DC	13	Wisdom	saving	throw	or	be	frightened	for	1	minute.	If	a	frightened	target	ends	its	turn	more	than	30	feet	away	from	the	blackguard,	the	target	can	repeat	the	saving	throw,	ending	the	effect	on	itself	on	a	success.
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APL	7	
Golem,	Clay	(Clay	Golem)

Large	construct,	unaligned

Armor	Class	14	(natural	armor)
Hit	Points	133	(14d10	+	56)
Speed	20	ft.	
STR DEX CON INT WIS CHA20	(+5) 9	(-1) 18	(+4) 3	(-4) 8	(-1) 1	(-5)

Damage	Immunities	acid,	poison,	psychic;	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons	that	aren’t	adamantine
Condition	Immunities	charmed,	exhaustion,	frightened,	paralyzed,	petriϐied,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	9
Languages	understands	Dethek	but	can’t	speak
Challenge	9	(5,000	XP)
Acid	Absorption.	Whenever	the	golem	is	subjected	to	acid	damage,	it	takes	no	damage	and	instead	regains	a	number	of	hit	points	equal	to	theacid	damage	dealt.
Berserk.	Whenever	the	golem	starts	its	turn	with	60	hit	points	or	fewer,	roll	a	d6.	On	a	6,	the	golem	goes	berserk.	On	each	of	its	turns	while	berserk,	the	golem	attacks	the	nearest	creature	it	can	see.	Ifno	creature	is	near	enough	to	move	to	and	attack,	the	golem	attacks	an	object	with	preference	for	an	object	smaller	than	itself.	Once	the	golem	goes	berserk,	it	continues	to	do	so	until	it	is	destroyed	or	regains	all	its	hit	points.
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:	16	(2d10	+	5)	bludgeoning	damage.	If	the	target	is	a	creature,	it	must	succeed	on	a	DC	15	Constitution	saving	throw	or	have	its	hit	point	maximum	reduced	by	an	amount	equal	to

the	damage	taken.	The	target	dies	if	this	attack	reduces	its	hit	point	maximum	to	0.	The	reduction	lasts	until	removed	by	the	greater	restoration	spellor	other	magic.
Haste	(Recharge	5-6).	Until	the	end	of	its	next	turn,	the	golem	magically	gains	a	+2	bonus	to	its	AC,	has	advantage	on	Dexterity	saving	throws,	and	can	use	its	slam	attack	as	a	bonus	action.
APL	8	
Death	Slaad

Medium	aberration	(shapechanger),	chaotic	evil
Armor	Class	18	(natural	armor)
Hit	Points	170	(20d8	+	80)
Speed	30	ft.	

STR DEX CON INT WIS CHA

20 (+5) 15 (+2) 19 (+4) 15 (+2) 10 (+0) 16 (+3) 

Skills	Arcana	+6,	Perception	+8
Damage	Resistances	acid,	cold,	ϐire,	lightning,	thunder
Senses	blindsight	60	ft.,	darkvision	60	ft.,	passive	Perception	18
Languages	Slaad,	telepathy	60	ft.
Challenge	10	(5,900	XP)
Shapechanger.	The	slaad	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.
Innate	Spellcasting.	The	slaad’s	innate	spellcasting	ability	is	Charisma	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	It	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	detect	magic,	detect	thoughts,	invisibility	(self	only),	mage	hand,	major	image2/day	each:	fear,	ϔireball,	ϔly,	tongues1/day	each:	cloudkill,	plane	shift
Magic	Resistance.	The	slaad	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Magic	Weapons.	The	slaad’s	weapon	attacks	are	magical.
Regeneration.	The	slaad	regains	10	hit	points	at	the	start	of	its	turn	if	it	has	at	least	1	hit	point.
Actions
Multiattack.	The	slaad	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws	or	greatsword.
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Bite	(Slaad	Form	Only).	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(1d8	+	5)	piercing	damage	plus	7	(2d6)	necrotic	damage.
Claws	(Slaad	Form	Only).	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(1d10	+	5)	slashing	damage	plus	7	(2d6)	necrotic	damage.	
Greatsword.	Melee	Weapon	Attack:	+9	to	hit,	reach5	ft.,	one	target.	Hit:	12	(2d6	+	5)	slashing	damage	plus	7	(2d6)	necrotic	damage.
APL	9	
Efreeti

Large	elemental,	lawful	evil
Armor	Class	17	(natural	armor)
Hit	Points	200	(16d10	+	112)
Speed	40	ft.,	ϐly	60	ft.	

STR DEX CON INT WIS CHA

22 (+6) 12 (+1) 24 (+7) 16 (+3) 15 (−2) 16 (+3) 

Saving	Throws	Int	+7,	Wis	+6,	Cha	+7
Damage	Immunities	ϐire
Senses	darkvision	120	ft.,	passive	Perception	12
Languages	Ignan
Challenge	11	(7,200	XP)
Elemental	Demise.	If	the	efreeti	dies,	its	body	disintegrates	in	a	ϐlash	of	ϐire	and	puff	of	smoke,	leaving	behind	only	equipment	the	efreeti	was	wearing	or	carrying.
Innate	Spellcasting.	The	efreeti’s	innate	spellcasting	ability	is	Charisma	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	It	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	detect	magic3/day:	enlarge/reduce,	tongues1/day	each:	conjure	elemental	(ϐire	elemental	only),	gaseous	form,	invisibility,	major	image,	plane
shift,	wall	of	ϔire

Actions
Multiattack.	The	efreeti	makes	two	scimitar	attacks	or	uses	its	Hurl	Flame	twice.
Scimitar.	Melee	Weapon	Attack:	+10	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d6	+	6)	slashing	damage	plus	7	(2d6)	ϐire	damage.
Hurl	Flame.	Ranged	Spell	Attack:	+7	to	hit,	range	120	ft.,	one	target.	Hit:	17	(5d6)	ϐire	damage.
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APL	10	
Morkoth

Medium	aberration,	chaotic	evil

Armor	Class	17	(natural	armor)
Hit	Points	130	(20d8+40)
Speed	25	ft.,	swim	50	ft.	
STR DEX CON INT WIS CHA14	(+2) 14	(+2) 14	(+2) 20	(+5) 15	(+2) 13	(+1)

Saving	Throws	Dex	+6,	Int	+9,	Wis	+6
Skills	Arcana	+9,	History	+9,	Perception	+10,	Stealth	+6
Damage	Resistances	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	20
Languages	telepathy	120	ft.
Challenge	11	(7,200	XP)
Amphibious.	The	morkoth	can	breathe	air	and	water.
Spellcasting.	The	morkoth	is	an	11th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(save	DC	17,	+9	to	hit	with	spell	attacks).	The	morkoth	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	acid	splash,	mage	hand,	
mending,	ray	of	frost,	shocking	grasp1st	level	(4	slots):	detect	magic,	identify,	shield,	
witch	bolt2nd	level	(3	slots):	darkness,	detect	thoughts,	
shatter3rd	level	(3	slots):	dispel	magic,	lightning	bolt,	
sending4th	level	(3	slots):	dimension	door,	Evard's	black	
tentacles5th	level	(3	slots):	geas,	scrying6th	level	(1	slot):	chain	lightning
Actions
Multiattack.	The	morkoth	makes	three	attacks:	two	with	its	bite	and	one	with	its	tentacles	or	three	with	its	bite.

Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d6	+	2)	slashing	damage.
Tentacles.	Melee	Weapon	Attack:	+6	to	hit,	reach	15	ft.,	one	target.	Hit:	15	(3d8	+	2)	bludgeoning	damage,	and	the	target	is	grappled	(escape	DC	14)	if	it	is	a	Large	or	smaller	creature.Until	this	grapple	ends,	the	target	is	restrained	andtakes	15	(3d8	+	2)	bludgeoning	damage	at	the	start	of	each	of	the	morkoth's	turns,	and	the	morkoth	can't	use	its	tentacles	on	another	target.
Hypnosis.	The	morkoth	projects	a	30-foot	cone	of	magical	energy.	Each	creature	in	that	area	must	make	a	DC	17	Wisdom	saving	throw.	On	a	failed	save,	the	creature	is	charmed	by	the	morkoth	for	1minute.	While	charmed	in	this	way,	the	target	triesto	get	as	close	to	the	morkoth	as	possible,	using	itsactions	to	Dash	until	it	is	within	5	feet	of	the	morkoth.	A	charmed	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns	and	wheneverit	takes	damage,	ending	the	effect	on	itself	on	a	success.	If	a	creature's	saving	throw	is	successful	or	the	effect	ends	for	it,	the	creature	has	advantageon	saving	throws	against	the	morkoth's	Hypnosis	for	24	hours.
Reactions
Spell	Reϔlection.	If	the	morkoth	makes	a	successful	saving	throw	against	a	spell,	or	a	spell	attack	misses	it,	the	morkoth	can	choose	another	creature	(including	the	spellcaster)	it	can	see	within	120	feet	of	it.	The	spell	targets	the	chosen	creature	instead	of	the	morkoth.	If	the	spell	forced	a	saving	throw,	the	chosen	creature	makes	its	own	save.	If	the	spell	was	an	attack,	the	attack	roll	is	rerolled	against	the	chosen	creature.
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Track	A4
APL	1
Duergar

Medium	humanoid	(dwarf),	lawful	evil
Armor	Class	16
Hit	Points	26	(4d8	+	8)
Speed	25	ft.
STR DEX CON INT WIS CHA14	(+2) 11	(+0) 14	(+2) 11	(+0) 10	(+0) 9	(-1)

Damage	Resistances	poison
Senses	darkvision	120ft.,	passive	Perception	10
Languages	Dwarvish,	Undercommon
Challenge	1	(200	XP)
Duergar	Resilience. The	duergar	has	advantage	on	saving	throws	against	poison,	spells,	and	illusions,	as	well	as	to	resist	being	charmed	or	paralyzed.
Sunlight	Sensitivity.	While	in	sunlight,	the	duergar	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Actions
Enlarge	(Recharges	after	a	Short	or	Long	Rest).	For	1	minute,	the	duergar	magically	increases	in	size,	along	with	anything	it	is	wearing	or	carrying.	While	enlarged,	the	duergar	is	Large,	doubles	its	damage	dice	on	Strength-based	weapon	attacks,	and	makes	Strength	checks	and	Strength	saving	throws	with	advantage.	If	the	duergar	lacks	the	room	to	become	Large,	it	attains	the	maximum	size	possible	in	the	available	space.
War	Pick.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d8+2)	piercing	damage,	or	11	(2d8	+	2)	piercing	damage	when	enlarged.
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.	or	9	(2d6	+	2)	piercing	damage	while	enlarged.
Invisibility	(Recharges	after	a	Short	or	Long	
Rest).	The	duergar	magically	turns	invisible	until	

it	attacks,	casts	a	spell,	or	uses	its	Enlarge,	or	until	its	concentration	is	broken,	up	to	1	hour	(as	if	concentrating	on	a	spell).	Any	equipment	the	duergar	wears	or	carries	is	invisible	with	it.
APL	2	
Hobgoblin	Iron	Shadow

Medium	humanoid	(goblinoid),	lawful	evil
Armor	Class	15	
Hit	Points	32	(5d8	+	10)
Speed	40	ft.

STR DEX CON INT WIS CHA

14 (+2) 16 (+3) 15 (+2) 14 (+2) 15 (+2) 11 (+0) 

Skills	Acrobatics	+5,	Athletics	+4,	Stealth	+5
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Common,	Goblin
Challenge	2	(450	XP)
Spellcasting.	The	lich	is	an	2nd-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC12,	+4	to	hit	with	spell	attacks).	The	enchanter	hasthe	following	wizard	spells	prepared:Cantrips	(at	will):	minor	illusion,	prestidigitation,	
true	strike1st	level	(3	slots):	charm	person,	disguise	self,	
expeditious	retreat,	silent	image

Unarmored	Defense.	While	the	hobgoblin	is	wearing	no	armor	and	wielding	no	shield,	its	AC	includes	its	Wisdom	modiϐier.
Actions
Multiattack.	The	hobgoblin	makes	four	attack,	each	of	which	can	be	an	unarmed	strike	or	a	dart	attack.	It	can	also	use	Shadow	Jaunt	once,	either	before	or	after	one	of	its	attacks.
Unarmed	Strike.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d4	+	3)	bludgeoningdamage.
Dart.	Ranged	Weapon	Attack:	+5	to	hit,	range	20/60	ft.,	one	target.	Hit:	5	(1d4	+	3)	piercing	damage.
Shadow	Jaunt.	The	hobgoblin	magically	teleports,	along	with	any	equipment	it	is	wearing	or	carrying,	up	to	30	feet	to	an	unoccupied	space	it	can	see.	Both	the	space	it	is	leaving	and	its	destination	must	be	in	dim	light	or	darkness.
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APL	3	
Warlock	of	the	Archfey

Medium	humanoid	(any	race),	any	alignment
Armor	Class	11	(14	with	mage	armor)
Hit	Points	49	(11d8)
Speed	30	ft.

STR DEX CON INT WIS CHA

9 (-1) 13 (+1) 11 (+0) 11 (+0) 12 (+1) 18 (+4)

Saving	Throws	Wis	+3,	Cha	+6
Skills	Arcana	+2,	Deception	+6,	Nature	+2,	Persuasion	+6
Condition	Immunities	charmed
Senses	passive	Perception	11
Languages	any	two	languages	(usually	Sylvan)
Challenge	4	(1,100	XP)
Innate	Spellcasting.	The	warlock’s	innate	spellcasting	ability	is	Charisma.		It	can	innately	cast	the	following	spells	(spell	save	DC	15),	requiring	no	material	components:At	will:	disguise	self,	mage	armor	(self	only),	silent	
image,	speak	with	animals1/day:	conjure	fey
Spellcasting).	The	warlock	is	a	11th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	14,	+6	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	short	or	long	rest.		It	knows	the	following	warlock	spells:Cantrips	(at	will):	dancing	lights,	eldritch	blast,	
friends,	mage	hand,	minor	illusion,	
prestidigitation,	vicious	mockery1st-5th	level	(3	5th-level	slots):	blink,	charm	
person,	dimension	door,	dominate	beast,	faerie	
ϔire,	fear,	hold	monster,	misty	step,	phantasmal	
force,	seeming,	sleep

Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+3	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.
Reactions
Misty	Escape	(Recharges	after	a	Short	or	Long	
Rest).	In	reaction	to	taking	damage,	the	warlock	turns	invisible	and	teleports	up	to	60	feet	to	an	unoccupied	space	it	can	see.		It	remains	invisible	until	the	start	of	its	next	turn	or	until	it	attacks,	makes	a	damage	roll,	or	casts	a	spell
APL	4	
Master	Thief

Medium	humanoid	(any	race),	any	alignment
Armor	Class	16	(studded	leather)
Hit	Points	84	(13d8	+	26)
Speed	30	ft.	

STR DEX CON INT WIS CHA

11 (+0) 18 (+4) 14 (+2) 11 (−0) 11 (+0) 12 (+1) 

Saving	Throws	Dex	+7,	Int	+3
Skills	Acrobatics	+7,	Athletics	+3,	Perception	+3,	Sleight	of	Hand	+7,	Stealth	+7
Senses	passive	Perception	13
Languages	any	one	language	(usually	Common)	plus	thieves’	cant.
Challenge	5	(1800	XP)
Cunning	Action.	On	each	of	its	turns,	the	thief	can	use	a	bonus	action	to	take	the	Dash,	Disengage,	or	Hide	action.
Evasion.	If	the	thief	is	subjected	to	an	effect	that	allows	it	to	make	a	Dexterity	saving	throw	to	take	only	half	damage,	the	thief	instead	takes	no	damage	if	it	succeeds	on	the	saving	throw,	and	only	half	damage	if	it	fails.
Sneak	Attack	(1/Turn).	The	thief	deals	an	extra	14	(4d6)	damage	when	it	hits	a	target	with	a	weapon	attack	and	has	advantage	on	the	attack	roll,	or	when	the	target	is	within	5	feet	of	an	ally	ofthe	thief	that	isn’t	incapacitated	and	the	thief	doesn’t	have	disadvantage	on	the	attack	roll.
Actions
Multiattack.	The	thief	makes	three	attacks	with	its	shortsword.
Shortsword.	Melee	Weapon	Attack:	+7	to	hit,	reach5	ft.,	one	target.	Hit:	7	(1d6	+	4)	piercing	damage.
Light	Crossbow.	Ranged	Weapon	Attack:	+7	to	hit,	range	80/320	ft.,	one	target.	Hit:	8	(1d8	+	4)	piercing	damage.
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APL	5	
Warlock	of	the	Fiend

Medium	humanoid	(any	race),	any	alignment
Armor	Class	12	(15	with	mage	armor)
Hit	Points	78	(12d8	+	24)
Speed	30	ft.	

STR DEX CON INT WIS CHA

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

Saving	Throws	Wis	+4,	Cha	+7
Skills	Arcana	+4,	Deception	+7,	Persuasion	+7,	Religion	+4
Damage	Resistances	slashing	damage	from	nonmagical	attacks	not	made	with	silvered	weapons	
Senses	darkvision	60	ft.,	passive	Perception	11
Languages	any	two	languages	(usually	Abyssal	or	Infernal)
Challenge	7	(2,900	XP)
Innate	Spellcasting.	The	warlock’s	innate	spellcasting	ability	is	Charisma.	It	can	innately	castthe	following	spells	(spell	save	DC	15),	requiring	no	material	components:At	will:	alter	self,	false	life,	levitate	(self	only),	mage
armor	(self	only),	silent	image1/day	each:	feeblemind,	ϔinger	of	death,	plane	shift

Spellcasting.	The	warlock	is	a	17th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	short	or	long	rest.	It	knows	the	following	warlock	spells:	Cantrips	(at	will):	eldritch	blast,	ϔire	bolt,	friends,	
mage	hand,	minor	illusion,	prestidigitation,	
shocking	grasp

1st-5th	level	(2	5th-level	slots):	banishment,	
burning	hands,	ϔlame	strike,	hellish	rebuke,	magic
circle,	scorching	ray,	scrying,	stinking	cloud,	
suggestion,	wall	of	ϔire

Dark	One’s	Own	Luck	(Recharges	after	a	Short	
or	Long	Rest).	When	the	warlock	makes	an	ability	check	or	saving	throw,	it	can	add	a	d10	to	the	roll.	It	can	do	this	after	the	roll	is	made	but	before	any	of	the	roll’s	effects	occur.
Actions
Mace.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d6)	bludgeoning	damage	plus	10	(3d6)	ϐire	damage.
APL	6	
Blackguard

Medium	humanoid	(any	race),	any	non-good	
alignment
Armor	Class	18	(plate)
Hit	Points	153	(18d8+72)
Speed	30	ft.	
STR DEX CON INT WIS CHA18	(+4) 11	(+0) 18	(+4) 11	(+0) 14	(+2) 15	(+2)

Saving	Throws	Wis	+5,	Cha	+5
Skills	Athletics	+7,	Deception	+5,	Intimidation	+5	
Senses	passive	Perception	12
Languages	any	one	language	(usually	Common)
Challenge	8	(3,900	XP)
Spellcasting.	The	blackguard	is	a	10th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	13,	+5	to	hit	with	spell	attacks).	It	has	the	following	paladin	spells	prepared:1st	level	(4	slots):	command,	protection	from	evil	
and	good,	thunderous	smite2nd	level	(3	slots):	branding	smite,	ϔind	steed3rd	level	(2	slots):	blinding	smite,	dispel	magic
Actions
Multiattack.	The	blackguard	makes	three	attacks	with	its	glaive	or	its	shortbow.
Glaive.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	9	(1d10+4)	slashing	damage.
Shortbow.	Ranged	Weapon	Attack:	+3	to	hit,	range	80/320	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
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Dreadful	Aspect	(Recharges	after	a	Short	or	
Long	Rest).	The	blackguard	exudes	magical	menace.	Each	enemy	within	30	feet	of	the	blackguard	must	succeed	on	a	DC	13	Wisdom	saving	throw	or	be	frightened	for	1	minute.	If	a	frightened	target	ends	its	turn	more	than	30	feet	away	from	the	blackguard,	the	target	can	repeat	the	saving	throw,	ending	the	effect	on	itself	on	a	success.

APL	7	
Evoker

Medium	humanoid	(any	race),	any	alignment
Armor	Class	12	(15	with	mage	armor)
Hit	Points	66	(12d8+12)
Speed	30	ft.	
STR DEX CON INT WIS CHA9	(-1) 14	(+2) 12	(+1) 17	(+3) 12	(+1) 11	(+0)

Saving	Throws	Int	+7,	Wis	+5
Skills	Arcana	+7,	History	+7
Senses	passive	Perception	11
Languages	any	four	languages
Challenge	9	(5,000	XP)
Spellcasting.	The	evoker	is	a	12th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	The	evoker	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	ϐire	bolt,*	light,*	prestidigitation,
ray	of	frost*1st	level	(4	slots):	burning	hands,*	mage	armor,	
magic	missile*2nd	level	(3	slots):	mirror	image,	misty	step,	
shatter*3rd	level	(3	slots):	counterspell,	ϔireball,*	lightning	
bolt*4th	level	(3	slots):	ice	storm,*	stoneskin5th	level	(2	slots):	Bigby's	hand,*	cone	of	cold*6th	level	(1	slot):	chain	lightning,*	wall	of	ice**Evocation	spell

Sculpt	Spells.	When	the	evoker	casts	an	evocation	spell	that	forces	other	creatures	it	can	see,	it	can	choose	a	number	of	them	equal	to	1	+	the	spell's	level.	These	creatures	automatically	succeed	on	their	saving	throws	against	the	spelt.	If	a	successful	save	means	a	chosen	creature	would	take	half	damage	from	the	spell,	it	instead	takes	nodamage	from	it.
Actions
Quarterstaff.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(1d6-	1)	bludgeoning	damage,	or	3	(1d8	-1)	bludgeoning	damage	if	usedwith	two	hands.

APL	8	
Stone	Golem

Large	construct,	unaligned
Armor	Class	17	(natural	armor)
Hit	Points	178	(17d10	+	85)
Speed	30	ft.	

STR DEX CON INT WIS CHA

22 (+6) 9 (-1) 20 (+5) 3 (-4) 11 (+0) 1 (-5)

Damage	Immunities		poison,	psychic;	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons	that	aren’t	adamantine
Condition	Immunities	charmed,	exhaustion,	frightened,	paralyzed,	petriϐied,	poisoned
Senses	darkvision	120	ft.,	passive	Perception	10
Languages	understands	the	languages	of	its	creator	but	can’t	speak
Challenge	10	(5,900	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:	+10	to	hit,	reach	5	ft.,	one	target.	Hit:	19	(3d8	+	6)	bludgeoning	damage.	
Slow	(Recharge	5-6).	The	golem	targets	one	or	more	creatures	it	can	see	within	10	feet	of	it,	Each	target	must	succeed	on	a	DC	17	Wisdom	saving	
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throw	against	this	magic.	On	a	failed	save,	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.	These	effects	last	for	1	minute.		A	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.

APL	9	
Horned	Devil

Medium	ϔiend	(devil),	lawful	evil
Armor	Class	18	(natural	armor)
Hit	Points	178	(17d10	+	55)
Speed	20	ft.,	ϐly	60	ft.	

STR DEX CON INT WIS CHA

22 (+6) 17 (+3) 21 (+5) 12 (+1) 16 (+2) 17 (+2)

Saving	Throws	Str	+10,	Dex	+7,	Wis	+7,	Cha	+7
Damage	Resistances	cold;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	that	aren’tsilvered
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	13
Languages	Infernal,	telepathy	120	ft.
Challenge	11	(7,200	XP)
Devil’s	Sight.	Magical	darkness	doesn’t	impede	the	devil’s	darkvision.
Magic	Resistance.	The	devil	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Actions
Multiattack.	The	devil	makes	three	melee	attacks:	one	with	its	tail	and	two	with	its	claws.	It	can	use	Hurl	Flame	in	place	of	any	one	melee	attack.
Fork.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,one	target.	Hit:	15	(2d8	+	6)	piercing	damage.
Tail.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,	one	target.	Hit:	10	(1d8	+	6)	piercing	damage.	If	

the	target	is	a	creature	other	than	an	undead	or	a	construct,	it	must	succeed	on	a	DC	17	Constitutionsaving	throw	or	lose	10	(3d6)	hit	points	at	the	start	of	each	of	its	turns	due	to	an	infernal	wound.	Each	time	the	devil	hits	the	wounded	target	with	this	attack,	the	damage	dealt	by	the	wound	increases	by	10	(3d6).	Any	creature	can	take	an	action	to	staunch	the	wound	with	a	successful	DC	12	Wisdom	(Medicine)	check.	The	wound	also	closes	if	the	target	receives	magical	healing.
Hurl	Flame.	Ranged	Spell	Attack:	+7	to	hit,	range	150	ft.,	one	target.	Hit:	14	(4d6)	ϐire	damage.	If	the	target	is	a	ϐlammable	object	that	isn’t	being	worn	or	carried,	it	also	catches	ϐire.

APL	10	
Warlord

Medium	humanoid	(any	race),	any	alignment
Armor	Class	18	(plate)
Hit	Points	229	(27d8+108)
Speed	30	ft.	
STR DEX CON INT WIS CHA20	(+5) 16	(+3) 18	(+4) 12	(+1) 12	(+1) 18	(+4)

Saving	Throws	Str	+9,	Dex	+7,	Con	+8
Skills	Athletics	+9,	Intimidation	+8,	Perception	+5,Persuasion	+8
Senses	passive	Perception	15
Languages	any	two	languages
Challenge	12	(8,400	XP)
Indomitable	(3/Day).	The	warlord	can	reroll	a	saving	throw	it	fails.	It	must	use	the	new	roll.
Survivor.	The	warlord	regains	10	hit	points	at	the	start	of	its	turn	if	it	has	at	least	1	hit	point	but	fewer	hit	points	than	half	its	hit	point	maximum.
Actions
Multiattack.	The	warlord	makes	two	weapon	attacks.
Greatsword.	Melee	Weapon	Attack:	+9	to	hit,	reach5	ft.,	one	target.	Hit:	12	(2d6	+	5)	slashing	damage.
Shortbow.	Ranged	Weapon	Attack:	+7	to	hit,	range	80/320	ft.,	one	target.	Hit:	6	(1d6	+	3)	piercing	damage.
Legendary	ActionsThe	warlord	can	take	3	legendary	actions,	choosing	from	the	options	below.	Only	one	legendary	action	option	can	be	used	one	at	a	time	and	only	at	the	end	of	another	creature's	turn.	The
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warlord	regains	spent	legendary	actions	at	the	start	of	its	turn.
Weapon	Attack.	The	warlord	makes	a	weapon	attack.
Command	Ally.	The	warlord	targets	one	ally	it	cansee	within	30	feet	of	it.	If	the	target	can	see	and	hear	the	warlord,	the	target	can	make	one	weaponattack	as	a	reaction	and	gains	advantage	on	the	attack	roll.
Frighten	Foe	(Costs	2	Actions).	The	warlord	targets	one	enemy	it	can	see	within	30	feet	of	it.	If	the	target	can	see	and	hear	it,	the	target	must	succeed	on	a	DC	16	Wisdom	saving	throw	or	be	frightened	until	the	end	of	warlord's	next	turn.

Track	A5
APL	1
Twig	Blight

Small	plant,	neutral	evil
Armor	Class	13	(natural	armor)
Hit	Points	4	(1d6	+	1)
Speed	20	ft.	

STR DEX CON INT WIS CHA

6 (−2) 13 (+1) 12 (+1) 4 (−3) 8 (−1) 3 (−4) 

Skills	Stealth	+3
Damage	Vulnerabilities	ϐire
Condition	Immunities	blinded,	deafened
Senses	blindsight	60	ft.	(blind	beyond	this	radius),passive	Perception	9
Languages	understands	Common	but	can’t	speak
Challenge	1/8	(25	XP)
False	Appearance.	While	the	blight	remains	motionless,	it	is	indistinguishable	from	a	dead	shrub.
Actions
Claws.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d4	+	1)	piercing	damage.
APL	2	
Needle	Blight

Medium	plant,	neutral	evil
Armor	Class	12	(natural	armor)
Hit	Points	11	(2d8	+	2)
Speed	30	ft.	

STR DEX CON INT WIS CHA

12 (+1) 12 (+1) 13 (+1) 4 (−3) 8 (−1) 3 (−4) 

Condition	Immunities	blinded,	deafened

Senses	blindsight	60	ft.	(blind	beyond	this	radius),passive	Perception	9
Languages	understands	Common	but	can’t	speak
Challenge	1/4	(50	XP)
Actions
Claws.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(2d4	+	1)	piercing	damage.
Needles.	Ranged	Weapon	Attack:	+3	to	hit,	range	30/60	ft.,	one	target.	Hit:	8	(2d6	+	1)	piercing	damage.
APL	3	
Chitine

Small	monstrosity,	chaotic	evil
Armor	Class	14	(hide	armor)
Hit	Points	18	(4d6	+	4)
Speed	30	ft.,	climb	30	ft.

STR DEX CON INT WIS CHA

10 (+0) 14 (+2) 12 (+1) 10 (+0) 10 (+0) 7 (−2)

Skills	Athletics	+4,	Stealth	+4
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Undercommon
Challenge	1/2	(100	XP)
Fey	Ancestry.	The	chitine	has	advantage	on	saving	throws	against	being	charmed,	and	magic	can’t	putthe	chiltine	to	sleep.
Sunlight	Sensitivity.	While	in	sunlight,	the	chitine	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdon	(Perception)	checks	that	rely	on	sight.
Web	Sense.	While	in	contact	with	a	web,	the	ettercap	knows	the	exact	location	of	any	other	creature	in	contact	with	the	same	web.
Web	Walker.	The	ettercap	ignores	movement	restrictions	caused	by	webbing.
Actions
Multiattack.	The	chitine	makes	three	melee	attacks	with	its	daggers.
Dagger.	Melee	or	Ranged	Weapon	Attack:	+4	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.
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APL	4	&	5
Thri-kreen

Medium	humanoid	(thri-kreen),	chaotic	neutral
Armor	Class	15	(natural	armor)
Hit	Points	33	(6d8	+	6)
Speed	40	ft.	

STR DEX CON INT WIS CHA

12 (+1) 15 (+2) 13 (+1) 8 (-1) 12 (+1) 7 (-2)

Skills	perception	+3,	Stealth	+4,	Survival	+3
Senses	darkvision	60	ft.,	passive	Perception	13
Languages	Thri-kreen
Challenge	1	(200	XP)
Chameleon	Carapace.	The	thri-kreen	can	change	the	color	of	its	carapace	to	match	the	color	and	texture	of	its	surroundings.	As	a	result,	it	has	advantage	on	Dexterity	(Stealth)	checks	made	to	hide.
Standing	Leap.	The	thri-kreen’s	long	jump	is	up	to30	feet	and	its	high	jump	is	up	to	15	feet,	with	or	without	a	running	start.
Actions
Multiattack.	The	thri-kreen	makes	two	attacks:	one	with	its	bite	and	one	with	its	claws.
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d6	+	1)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(2d4	+	1)	slashing	damage.
Variant: Thri-kreen Weapons and 

PsionicsSome	thri-kreen	employ	special	martial	weapons.	A	gythka	is	a	two-handed	polearm	with	a	blade	at	each	end.	A	chatkcha	is	a	ϐlat,	triangular	wedge	with	three	serrated	blades	(a	light	thrown	weapon).

A	thri-kreen	armed	with	a	gythka	and	chatkchas	gainsthe	following	action	options:
Multiattack.	The	thri-kreen	makes	two	gythka	attacks	or	two	chatkcha	attacks.
Gythka.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d8	+	1)	slashing	damage.
Chatkcha.	Ranged	Weapon	Attack:	+4	to	hit,	range	30/120	ft.,	one	target.	Hit:	5	(1d6	+	2)	slashing	damage.A	few	thri-kreen	manifest	psionic	abilities,	using	their	powers	to	aid	the	hunt	and	communicate	more	easily	with	outsiders.	A	psionic	thri-kreen	has	telepathy	out	to	a	range	of	60feet	and	gains	the	following	additional	trait:
Innate	Spellcasting	(Psionics).	The	thri-kreen’s	innate	spellcasting	ability	is	Wisdom.	The	thri-kreen	caninnately	cast	the	following	spells,	requiring	no	components:At	will:	mage	hand	(the	hand	is	invisible)2/day	each:	blur,	magic	weapon1	day:	invisibility

APL	6	
Meenlock

Small	fey,	neutral	evil	
Armor	Class	15	(natural	armor)
Hit	Points	31	(7d6+7)
Speed	30	ft.	

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 11 (+0) 10 (+0) 8 (-1)

Skills	Perception	+4,	Stealth	+6,	Survival	+2	
Condition	Immunities	frightened
Senses	darkvision	120	ft.,	passive	Perception	14
Languages	telepathy	120	ft.
Challenge	2	(450	XP)	
Fear	Aura.	Any	beast	or	humanoid	that	starts	its	turn	within	10	feet	of	the	meenlock	must	succeed	on	a	DC	11	Wisdom	saving	throw	or	be	frightened	until	the	start	of	the	creature’s	next	turn.
Light	Sensitivity.	While	in	bright	light,	the	meenlock	has	disadvantage	on	attack	rolls,	as	wwell	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Shadow	Teleport	(Recharge	5-6).	As	a	bonus	action,	the	meenlock	can	teleport	to	an	unoccupied	space	within	30	feet	of	it,	provided	that	both	the	space	it’s	teleporting	from	and	its	destination	are	in	dim	light	or	darkness.	The	destination	need	not	be	within	line	of	sight.
Actions
Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	creature.	Hit:	7	(2d4+2)	slashing	damage,	and	the	target	must	succeed	on	a	DC	11	Constitution	
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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.

APL	7,	8	&	9
Choldrith

Medium	monstrosity,	chaotic	evil
Armor	Class	15	(studded	leather	armor)
Hit	Points	68	(12d8+12)
Speed3	0	ft.,	climb	30	ft.
STR DEX CON INT WIS CHA12	(+2) 16	(+3) 12	(+1) 11	(+0) 14	(+2) 10	(+0)

Skills	Athletics	++5,	Religion	+2,	Stealth	+5
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Undercommon
Challenge	3	(700	XP)
Fey	Ancestry.	The	choldrith	has	advantage	on	saving	throws	against	being	charmed,	and	magic	can't	put	the	choldrith	to	sleep.
Spellcasting.	The	choldrith	is	a	4th-level	spellcaster.	Its	spellcasting	ability	is	Wisdom	(saveDC	12,	+4	to	hit	with	spell	attacks).	The	choldrith	has	the	following	cleric	spells	prepared:Cantrips	(at	will):	guidance,	mending,	resistance,	
thaumaturgy1st	level	(4	slots):	bane,	healing	word,	sanctuary,	
shield	of	faith2nd	level	(1	slots):	hold	person,	spiritual	weapon	
(dagger)

Spider	Climb.	The	choldrith	can	climb	difϐicult	surfaces,	including	upside	down	on	ceilings,	without	needing	to	make	an	ability	check.
Sunlight	Sensitivity.	While	in	sunlight,	the	choldrith	has	disadvantage	on	attack	rolls,	as	well	

as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Web	Sense.	While	in	contact	with	a	web,	the	choldrith	knows	the	exact	location	of	any	other	creature	in	contact	with	the	same	web.
Web	Walker.	The	choldrith	ignores	movement	restrictions	caused	by	webbing.
Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	5	(1d4	+	3)	piercing	damage	plus	10	(3d6)	poison	damage.
Web	(Recharge	5-6).	Ranged	Weapon	Attack:	+5	to	hit,	range	30/60	ft.,	one	Large	or	smaller	creature.	Hit:	The	target	is	restrained	by	webbing.	As	an	action,	the	restrained	target	can	make	a	DC	11	Strength	check,	bursting	the	webbing	on	a	success.	The	webbing	can	also	be	attacked	and	destroyed	(AC	10;	5	hit	points;	vulnerability	to	ϐiredamage;	immunity	to	bludgeoning,	poison,	and	psychic	damage).
APL	10	
Barghest

Large	ϔiend	(shapechanger),	neutral	evil
Armor	Class	17	(natural	armor)
Hit	Points	90	(12d10+24)
Speed3	60	ft.	(30	ft.	in	goblin	form)
STR DEX CON INT WIS CHA19	(+4) 15	(+2) 14	(+2) 13	(+1) 12	(+1) 14	(+2)

Skills	Deception	+4,	Intimidation	+4,	Perception	+5,	Stealth	+4
Damage	Resistances	cold,	ϐire,	lightning;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Damage	Immunities	acid,	poison
Senses	blindsight	60	ft.,	darkvision	60	ft.,	passive	Perception	15
Languages	Abyssal,	Common,	Goblin,	Infernal,	telepathy	60	ft.
Challenge	4	(1,100	XP)
Shapechanger.	The	barghest	can	use	its	action	to	polymorph	into	a	Small	goblin	or	back	into	its	trueform.	Other	than	its	size	and	speed,	its	statistics	are	the	same	in	each	form.	Any	equipment	it	is	wearing	or	carrying	isn't	transformed.	The	barghest	reverts	to	its	true	form	if	it	dies.
Fire	Banishment.	When	the	barghest	starts	its	turn	engulfed	in	ϐlames	that	are	at	least	10	feet	high	or	wide,	it	must	succeed	on	a	DC	15	Charismasaving	throw	or	be	instantly	banished	to	Gehenna.
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Instantaneous	bursts	of	ϐlame	(such	as	a	red	dragon's	breath	or	a	ϐireball	spell)	don't	have	this	effect	on	the	barghest.
Keen	Smell.	The	barghest	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	smell.
Innate	Spellcasting.	The	barghest's	innate	spellcasting	ability	is	Charisma	(spell	save	DC	12).	The	barghest	can	innately	cast	the	following	spells,requiring	no	material	components:At	will:	levitate,	minor	illusion,	pass	without	trace1/day	each:	charm	person,	dimension	door,	
suggestion

Actions
Bite.	Melee	Weapon	Attack	(true	form	only):	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	slashing	damage.

Track	A6
APL	1
Skeletal	Warhorse

Large	undead,	lawful	evil
Armor	Class	13
Hit	Points	22	(9d10	+	18)
Speed	60	ft.	

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 15 (+2) 2 (-4) 8 (-1) 5 (−3) 

Damage	Vulnerabilities	bludgeoning
Damage	Immunities	poison
Condition	Immunities	exhaustion,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	9
Languages	--
Challenge	1/2	(50	XP)
Actions
Hooves.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,one	creature.	Hit:	11	(2d6	+	4)	bludgeoning	damage.
APL	2	
Ghoul

Medium	undead,	chaotic	evil
Armor	Class	12
Hit	Points	22	(5d8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

13 (+1) 15 (+2) 10 (+0) 7 (−2) 10 (+0) 6 (−2) 

Damage	Immunities	poison
Condition	Immunities	charmed,	exhaustion,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Common
Challenge	1	(200	XP)
Actions
Bite.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	creature.	Hit:	9	(2d6	+	2)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(2d4	+	2)	slashing	damage.	If	the	target	is	a	creature	other	than	an	elf	or	undead,	it	must	succeed	on	a	DC	10	Constitution	saving	throw	or	be	paralyzed	for	1	minute.	The	target	canrepeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.

APL	3	&	4
Ghast

Medium	undead,	chaotic	evil
Armor	Class	13
Hit	Points	36	(8d8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

16 (+3) 17 (+3) 10 (+0) 11 (+0) 10 (+0) 8 (−1) 

Damage	Resistances	necrotic
Damage	Immunities	poison
Condition	Immunities	charmed,	exhaustion,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Common
Challenge	2	(450	XP)
Stench.	Any	creature	that	starts	its	turn	within	5	feet	of	the	ghast	must	succeed	on	a	DC	10	Constitution	saving	throw	or	be	poisoned	until	thestart	of	its	next	turn.	On	a	successful	saving	throw,	the	creature	is	immune	to	the	ghast’s	Stench	for	24hours.
Turning	Deϔiance.	The	ghast	and	any	ghouls	within	30	feet	of	it	have	advantage	on	saving	throws	against	effects	that	turn	undead.
Actions
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	creature.	Hit:	12	(2d8	+	3)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(2d6	+	3)	slashing	damage.	If	
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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	canrepeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.

APL	5,	6	&	7
Flameskull

Tiny	undead,	neutral	evil
Armor	Class	13
Hit	Points	40	(9d4	+	18)
Speed	0	ft.,	ϐly	40	ft.	

STR DEX CON INT WIS CHA

1 (−5) 17 (+3) 14 (+2) 16 (+3) 10 (+0) 11 (+0)

Skills	Arcana	+5,	Perception	+2
Damage	Resistances	lightning,	necrotic,	piercing
Damage	Immunities	cold,	ϐire,	poison
Condition	Immunities	charmed,	frightened,	paralyzed,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Common
Challenge	4	(1,100	XP)
Illumination.	The	ϐlameskull	sheds	either	dim	light	in	a	15-foot	radius,	or	bright	light	in	a	15-footradius	and	dim	light	for	an	additional	15	feet.	It	can	switch	between	the	options	as	an	action.
Magic	Resistance.	The	ϐlameskull	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Rejuvenation.	If	the	ϐlameskull	is	destroyed,	it	regains	all	its	hit	points	in	1	hour	unless	holy	water	is	sprinkled	on	its	remains	or	a	dispel	magicor	remove	curse	spell	is	cast	on	them.
Spellcasting.	The	ϐlameskull	is	a	5th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	

(spell	save	DC	13,	+5	to	hit	with	spell	attacks).	It	requires	no	somatic	or	material	components	to	cast	its	spells.	The	ϐlameskull	has	the	following	wizard	spells	prepared:Cantrip	(at	will):	mage	hand1st	level	(3	slots):	magic	missile,	shield2nd	level	(2	slots):	blur,	ϔlaming	sphere3rd	level	(1	slot):	ϔireball
Actions
Multiattack.	The	ϐlameskull	uses	Fire	Ray	twice.
Fire	Ray.	Ranged	Spell	Attack:	+5	to	hit,	range	30	ft.,	one	target.	Hit:	10	(3d6)	ϐire	damage.

APL	8,	9	&	10
Vrock

Large	ϔiend	(demon),	chaotic	evil

Armor	Class	15	(natural	armor)
Hit	Points	104	(11d10	+	44)
Speed	40	ft.,	ϐly	60	ft. 

STR DEX CON INT WIS CHA

17 (+3) 15 (+2) 18 (+4) 8 (-1) 13 (+1) 8 (-1) 

Saving	Throws	Dex	+5,	Wis	+4,	Cha	+2
Damage	Resistances	cold,	ϐire,	lightning;	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons
Damage	Immunities	poison
Comdition	Immunities	poisoned
Senses	truesight	120	ft.,	passive	Perception	11
Languages	Abyssal,	telepathy	120	ft.
Challenge	6	(2,300	XP)
Magic	Resistance.	The	vrock	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Actions
Multiattack.	The	vrock	makes	two	attacks:	two	with	its	beak	and	one	with	its	talons.	
Beak.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	creature.	Hit:	10	(2d6	+	3)	piercing	damage.	
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Talons.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	creature.	Hit:	14	(2d10	+	3)	slashing	damage.
Spores	(Recharge	6).	A	15-foot-radius	cloud	of	toxic	spores	extends	out	from	the	vrock.	The	spores	spread	around	corners.	Each	creature	in	the	area	must	succeed	on	a	DC	14	Constitution	saving	throw	or	become	poisoned.	While	poisonedin	this	way,	a	target	takes	5	(1d10)	poison	damage	at	the	start	of	each	of	its	turns.	A	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.	Emptying	avial	of	holy	water	on	the	target	also	ends	the	effect.
Stunning	Screech	(1/Day).	The	vrock	emits	a	horriϐic	screech.	Each	creature	within	20	feet	of	it	that	can	hear	it	and	isn’t	a	demon	must	succeed	ona	DC	14	Constitution	saving	throw	or	be	stunned	until	the	end	of	the	vrock’s	next	turn.

Track	B1
APL	1	&	2
Dimetrodon

Medium	beast,	unaligned
Armor	Class	12	(natural	armor)
Hit	Points	19	(3d8	+	6)
Speed	30	ft.,	swim	20	ft.	

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 15 (+2) 2 (−4) 10 (+0) 5 (−3) 

Skills	Perception	+2
Senses	passive	Perception	12
Languages	—
Challenge	1/4	(50	XP)
Actions
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d6	+	2)	piercing	damage.
APL	1,	2	&	3
Pteranodon

Medium	beast,	unaligned
Armor	Class	13
Hit	Points	13	(3d8)
Speed	10	ft.,	ϐly	60	ft.

STR DEX CON INT WIS CHA

12 (+1) 15 (+2) 10 (+0) 2 (−4) 9 (-1) 5 (−3) 

Skills	Perception	+1
Senses	passive	Perception	11
Languages	—
Challenge	1/4	(50	XP)
Flyby.	The	pteranodon	doesn’t	provoke	an	opportunity	attack	when	it	ϐlies	out	of	an	enemy’s	reach.
Actions
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(2d4	+	1)	piercing	damage.
APL	3,	4	&	5
Deinonychus

Medium	beast,	unaligned
Armor	Class	13
Hit	Points	26	(4d8	+	8)
Speed	40	ft.	

STR DEX CON INT WIS CHA

15 (+2) 15 (+2) 14 (+2) 4 (−3) 12 (+1) 6 (−2) 

Skills	Perception	+3
Senses	passive	Perception	13
Languages	—
Challenge	1	(200	XP)
Pounce.	If	the	deinonychus	moves	at	least	20	feet	straight	toward	a	creature	and	then	hits	it	with	a	claw	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	deinonychus	can	make	one	bite	attack	against	it	asa	bonus	action.
Actions
Multiattack.	The	deinonychus	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d8	+	2)	piercing	damage.
Claw.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d8	+	2)	slashing	damage.
APL	4,	5,	6,	7	&	8
Quetzalcoatlus

Huge	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	30	(4d12	+	4)
Speed	10	ft.,	ϐly	80	ft.	

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 13 (+1) 2 (-4) 10 (+0) 5 (-3)

Skills	Perception	+2
Senses	passive	Perception	12
Languages	—
Challenge	2	(450	XP)
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Dive	Attack.	If	the	quetzalcoatlus	is	ϐlying	and	dives	at	least	30	feet	toward	a	target	and	then	hits	with	a	bite	attack,	the	attack	deals	an	extra	10	(3d6)	damage	to	the	target.
Flyby.	The	quetzalcoatlus	doesn’t	provoke	an	opportunity	attack	when	it	ϐlies	out	of	an	enemy’s	reach.
Actions

Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	10	ft.,	one	target.	Hit:	12	(3d6	+2)	piercing	damage.

APL	6	&	7
Allosaurus

Large	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	51	(6d10+18)
Speed	60	ft.	
STR DEX CON INT WIS CHA19	(+4) 13	(+1) 17	(+3) 2	(-4) 12	(+1) 5	(-3)	

Skills	Perception	+5
Senses	passive	Perception	15
Languages	--
Challenge	2	(450	XP)
Pounce.	If	the	allosaurus	moves	at	least	30	feet	straight	toward	a	creature	and	then	hits	it	with	a	claw	attack	on	the	same	turn,	that	target	must	succeed	on	a	DC	13	Strength	saving	throw	or	be	knocked	prone.	If	the	target	is	prone,	the	allosaurus	can	make	one	bite	attack	against	it	as	a	bonus	action.
Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	15	(2d10	+	4)	piercing	damage.

Claw.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	slashing	damage.
APL	8,	9	&	10
Brontosaurus

Gargantuan	beast,	unaligned

Armor	Class	15
Hit	Points	121	(9d20	+	27)
Speed	30	ft. 

STR DEX CON INT WIS CHA

21 (+5) 9 (-1) 17 (+3) 2 (−4) 10 (+0) 7 (−2) 

Saving	Throws	Con	+6
Senses	passive	Perception	10
Languages	—
Challenge	5	(1,800	XP)
Actions
Stomp.	Melee	Weapon	Attack:	+8	to	hit,	reach	20	ft.,	one	target.	Hit:	27	(5d8	+	5)	bludgeoning	damage,	and	the	target	must	succeed	on	a	DC	14	Strength	saving	throw	or	be	knocked	prone.
Tail.	Melee	Weapon	Attack:	+8	to	hit,	reach	20	ft.,	one	target.	Hit:	32	(6d8	+	5)	bludgeoning	damage.
APL	8	&	10
Triceratops

Huge	beast,	unaligned

Armor	Class	13	(natural	armor)
Hit	Points	95	(10d12	+	30)
Speed	50	ft. 

STR DEX CON INT WIS CHA

22 (+6) 9 (-1) 17 (+3) 2 (−4) 11 (+0) 5 (−3)

Senses	passive	Perception	10
Languages	—
Challenge	5	(1,800	XP)	Trampling	Charge.	If	the	triceratops	moves	at	least	20	feet	straight	toward	a	creature	and	thenhits	it	with	a	gore	attack	on	the	same	turn,	that	target	must	succeed	on	a	DC	13	Strength	saving	throw	or	be	knocked	prone.	If	the	target	is	prone,	the	triceratop	can	make	one	stomp	attackagainst	it	as	a	bonus	action.
Actions
Gore.	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	target.	Hit:	24	(4d8	+	6)	piercing	damage.	
Stomp.	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	prone	creature.	Hit:	22	(3d10	+	6)	bludgeoning	damage.
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APL	9
Stegosaurus

Huge	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	76	(8d12	+	24)
Speed	40	ft.	

STR DEX CON INT WIS CHA

20 (+5) 9 (-1) 17 (+3) 2 (−4)  11 (+0) 5 (-3) 

Senses	passive	Perception	10
Languages	--	
Challenge	4	(1,100	XP)
Actions
Tail.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	26	(6d6	+	5)	piercing	damage.
APL	9	&	10
Tyrannosaurus	Rex

Huge	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	136	(13d12	+	52)
Speed	50	ft.	

STR DEX CON INT WIS CHA

25 (+7) 10 (+0) 19 (+4) 2 (−4)  12 (+1) 9 (-1) 

Skills	Perception	+4
Senses	passive	Perception	10
Languages	--	
Challenge	8	(3,900	XP)
Actions
Multiattack.	The	tyrannosaurus	makes	two	attacks:	one	with	its	bite	and	one	with	its	tail.	It	can’t	make	both	attacks	against	the	same	target.
Bite.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,	one	target.	Hit:	33	(4d12	+	7)	piercing	damage.	If	the	target	is	a	Medium	or	smaller	creature,	it	is	grappled	(escape	DC	17).	Until	this	grapple	ends,	the	target	is	restrained,	and	the	tyrannosaurus	can’t	bite	another	target.
Tail.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,	one	target.	Hit:	26	(6d6	+	5)	bludgeoning	damage.
Track	B2
APL	1	&	2
Vine	Blight

Medium	plant,	neutral	evil
Armor	Class	12	(natural	armor)
Hit	Points	26	(4d8	+	8)
Speed	10	ft.	

STR DEX CON INT WIS CHA

15 (+2) 8 (−1) 14 (+2) 5 (−3) 10 (+0) 3 (−4) 

Skills	Stealth	+1
Condition	Immunities	blinded,	deafened
Senses	blindsight	60	ft.	(blind	beyond	this	radius),passive	Perception	10

Languages	Common
Challenge	1/2	(100	XP)
False	Appearance.	While	the	blight	remains	motionless,	it	is	indistinguishable	from	a	tangle	of	vines.
Actions
Constrict.	Melee	Weapon	Attack:	+4	to	hit,	reach	10	ft.,	one	target.	Hit:	9	(2d6	+	2)	bludgeoning	damage,	and	a	Large	or	smaller	target	is	grappled	(escape	DC	12).	Until	this	grapple	ends,	the	target	is	restrained,	and	the	blight	can’t	constrict	anothertarget.
Entangling	Plants	(Recharge	5–6).	Grasping	roots	and	vines	sprout	in	a	15-foot	radius	centeredon	the	blight,	withering	away	after	1	minute.	For	the	duration,	that	area	is	difϐicult	terrain	for	nonplant	creatures.	In	addition,	each	creature	of	the	blight’s	choice	in	that	area	when	the	plants	appear	must	succeed	on	a	DC	12	Strength	saving	throw	or	become	restrained.	A	creature	can	use	itsaction	to	make	a	DC	12	Strength	check,	freeing	itself	or	another	entangled	creature	within	reach	on	a	success.
APL	1,	2	&	3
Vegepygmy

Small	plant,	neutral
Armor	Class	13
Hit	Points	9	(2d6	+	2)
Speed	30	ft.	

STR DEX CON INT WIS CHA

7 (-2) 14 (+2) 13 (+1) 6 (−2) 11 (+0) 7 (−2) 

Skills	Perception	+2,	Stealth	+4
Damage	Resistances	lightning,	piercing
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Vegepygmy
Challenge	1/4	(50	XP)
Plant	Camouϔlage.	The	vegepygmy	has	advantage	on	Dexterity	(Stealth)	checks	it	makes	in	any	terrain	with	ample	obscuring	plant	life.
Regeneration.	The	vegepygmy	regains	5	points	at	the	start	of	its	turn.	If	it	takes	cold,	ϐire,	or	necrotic	damage,	this	trait	doesn’t	function	at	the	start	of	the	vegepygmy’s	next	turn.	The	vegepygmy	dies	only	if	it	starts	its	turn	with	0	hit	points	and	doesn’t	regenerate.
Actions
Claw.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	slashing	damage.
Sling.	Ranged	Weapon	Attack:	+4	to	hit,	range	30/120	ft.,	one	creature.	Hit:	4	(1d4	+	2)	bludgeoning	damage.

23



APL	3,	4	&	5
Thorny

Medium	plant,	neutral
Armor	Class	14	(natural	armor)
Hit	Points	27	(588	+	5)
Speed	30	ft.	

STR DEX CON INT WIS CHA

13 (+1) 12 (+1) 13 (+1) 2 (−4) 10 (+0) 6 (−2) 

Skills	Perception	+4,	Stealth	+3
Damage	Resistances	lightning,	piercing
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	—
Challenge	1	(200	XP)
Plant	Camouϔlage.	The	thorny	has	advantage	on	Dexterity	(Stealth)	checks	it	makes	in	any	terrain	with	ample	obscuring	plant	life.
Regeneration.	The	thorny	regains	5	points	at	the	start	of	its	turn.	If	it	takes	cold,	ϐire,	or	necrotic	damage,	this	trait	doesn’t	function	at	the	start	of	the	thorny’s	next	turn.	The	thorny	dies	only	if	it	starts	its	turn	with	0	hit	points	and	doesn’t	regenerate.
Thorny	Body.	At	the	start	of	its	turn,	the	thorny	deals	2	(1d4)	piercing	damage	to	any	creature	grappling	it.
Actions
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(2d6	+	1)	piercing	damage.

APL	4,	5,	6,	7,	8	&	9
Vegepygmy	Chief

Small	plant,	neutral
Armor	Class	14	(natural	armor)
Hit	Points	33	(6d6	+	12)
Speed	30	ft.	

STR DEX CON INT WIS CHA

14 (+2) 14 (+2) 14 (+2) 7 (−2) 12 (+1) 9 (−1) 

Skills	Perception	+3,	Stealth	+4
Damage	Resistances	lightning,	piercing
Senses	darkvision	60	ft.,	passive	Perception	13

Languages	Vegepygmy
Challenge	2	(450	XP)
Plant	Camouϔlage.	The	vegepygmy	has	advantage	on	Dexterity	(Stealth)	checks	it	makes	in	any	terrain	with	ample	obscuring	plant	life.
Regeneration.	The	vegepygmy	regains	5	points	at	the	start	of	its	turn.	If	it	takes	cold,	ϐire,	or	necrotic	damage,	this	trait	doesn’t	function	at	the	start	of	the	vegepygmy’s	next	turn.	The	vegepygmy	dies	only	if	it	starts	its	turn	with	0	hit	points	and	doesn’t	regenerate.
Actions
Multiattack.	The	vegepygmy	makes	two	attacks	with	its	claws	or	two	attacks	with	its	spear.
Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	slashing	damage.
Spear.	Melee	or	Ranged	Weapon	Attack:	+4	to	hit,	reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage,	or	6	(1d8+2)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
Spores	(1/day).	A	15-foot-radius	cloud	of	toxic	spores	extends	out	from	the	vegepygmy.	The	spores	spread	around	corners.	Each	creature	in	that	area	that	isn’t	a	plant	must	succeed	on	a	DC	12	Constitution	saving	throw	or	be	poisoned.	While	poisoned	in	this	way,	a	target	takes	9	(2d8)	poison	damage	at	the	start	of	its	turns.	A	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.
APL	6,	7,	8,	9	&	10
Shambling	Mound

Large	plant,	unaligned
Armor	Class	15	(natural	armor)
Hit	Points	136	(16d10	+	48)
Speed	20	ft.,	swim	20	ft.	
STR DEX CON INT WIS CHA18	(+4) 8	(−1) 16	(+3) 5	(−3) 10	(+0) 5	(−3)	

Skills	Stealth	+2
Damage	Resistances	cold,	ϐire
Damage	Immunities	lightning
Condition	Immunities	blinded,	deafened,	exhaustion
Senses	blindsight	60	ft.	(blind	beyond	this	radius),passive	Perception	10
Languages	—
Challenge	5	(1,800	XP)
Lightning	Absorption.	Whenever	the	shambling	mound	is	subjected	to	lightning	damage,	it	takes	no	damage	and	regains	a	number	of	hit	points	equal	to	the	lightning	damage	dealt.

24



Actions

Multiattack.	The	shambling	mound	makes	two	slam	attacks.	If	both	attacks	hit	a	Medium	or	smaller	target,	the	target	is	grappled	(escape	DC	14),	and	the	shambling	mound	uses	its	Engulf	on	it.
Slam.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	bludgeoning	damage.
Engulf.	The	shambling	mound	engulfs	a	Medium	or	smaller	creature	grappled	by	it.	The	engulfed	target	is	blinded,	restrained,	and	unable	to	breathe,	and	it	must	succeed	on	a	DC	14	Constitution	saving	throw	at	the	start	of	each	of	the	mound’s	turns	or	take	13	(2d8	+	4)	bludgeoning	damage.	If	the	mound	moves,	the	engulfed	target	moves	with	it.	The	mound	can	have	only	one	creature	engulfed	at	a	time.

APL	9	&	10
Wood	Woad

Medium	plant,	lawful	neutral
Armor	Class	18	(natural	armor,	shield)
Hit	Points	75	(10d8+30)
Speed	30	ft.,	climb	30	ft.	
STR DEX CON INT WIS CHA18	(+4) 12	(+1) 16	(+3) 10	(+0) 13	(+1) 8	(−1)	

Skills	Athletics	+7,	Perception	+4,	Stealth	+4

Damage	Vulnerabilities	ϐire
Damage	Resistances	bludgeoning,	piercing
Condition	Immunities	charmed,	frightened
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	Sylvan
Challenge	5	(1,800	XP)
Magic	Club.	In	the	wood	woad's	hand,	its	club	is	magical	and	deals	7	(3d4)	extra	damage	(included	in	its	attacks).
Plant	Camouϔlage.	The	wood	woad	has	advantageon	Dexterity	(Stealth)	checks	it	makes	in	any	terrain	with	ample	obscuring	plant	life.
Regeneration.	The	wood	woad	regains	10	hit	points	at	the	start	of	its	turn	if	it	is	in	contact	with	the	ground.	If	the	wood	woad	takes	ϐire	damage,	this	trait	doesn't	function	at	the	start	of	the	wood	woad's	next	turn.	The	wood	woad	dies	only	if	it	starts	its	turn	with	0	hit	points	and	doesn't	regenerate.
Tree	Stride.	Once	on	each	of	its	turns,	the	wood	woad	can	use	10	feet	of	its	movement	to	step	magically	into	one	living	tree	within	5	feet	of	it	andemerge	from	a	second	living	tree	within	60	feet	of	it	that	it	can	see,	appearing	in	an	unoccupied	spacewithin	5	feet	of	the	second	tree.	Both	trees	must	be	Large	or	bigger.
Actions
Multiattack.	The	wood	woad	makes	two	attacks	with	its	club.
Club.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	14	(4d4	+	4)	bludgeoning	damage.
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Track	B3
APL	1,	2,	3,	4	&	5
Grung	

Small	humanoid	(grung),	lawful	evil
Armor	Class	12	
Hit	Points	11	(2d6	+	40)
Speed	25	ft.,	climb	25	ft.	

STR DEX CON INT WIS CHA

7 (-2) 14 (+2) 15 (+2) 10 (+0) 11 (+0) 10 (+0) 

Saving	Throws	Dex	+4
Skills	Athletics	+2,	Perception	+2,	Stealth	+4,	Survival	+2
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	passive	Perception	12
Languages	Grung
Challenge	1/4	(50	XP)
Amphibious.	The	grung	can	breathe	air	and	water.
Poisonous	Skin.	Any	creature	that	grapples	the	grung	or	otherwise	comes	into	direct	contact	with	the	grung’s	skin	must	succeed	on	a	DC	12	Constitution	saving	throw	or	become	poisoned	for	1	minute.	A	poisoned	creature	no	longer	in	direct	contact	with	the	grung	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.
Standing	Leap.	The	grung’s	long	jump	is	up	to	25	feet	and	its	high	jump	is	up	to	15	feet,	with	or	without	a	running	start.
Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+4	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	creature.	Hit:	4	(1d4	+	2)	piercing	damage,	and	the	target	must	succeed	on	DC	12	Constitution	saving	throwor	take	5	(2d4)	poison	damage.
APL	1,	2,	3	&	6
Grung	Wildling

Small	humanoid,	lawful	evil
Armor	Class	13	(16	with	barkskin)
Hit	Points	27	(5d6	+	10)
Speed	25	ft.,	climb	25	ft.	

STR DEX CON INT WIS CHA

7 (-2) 16 (+3) 15 (+2) 10 (+0) 15 (+2) 11 (+0) 

Saving	Throws	Dex	+5
Skills	Athletics	+2,	Perception	+4,	Stealth	+5,	Survival	+4
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	passive	Perception	14
Languages	Grung
Challenge	1	(200	XP)
Amphibious.	The	grung	can	breathe	air	and	water.
Poisonous	Skin.	Any	creature	that	grapples	the	grung	or	otherwise	comes	into	direct	contact	with	the	grung’s	skin	must	succeed	on	a	DC	12	Constitution	saving	throw	or	become	poisoned	for	1	minute.	A	poisoned	creature	no	longer	in	direct	contact	with	the	grung	can	repeat	the	saving	
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throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.
Spellcasting.	The	grung	wildling	is	a	9th-level	spellcaster.	Its	spellcasting	ability	is	Wisdom	(spellsave	DC	12,	+4	to	hit	with	spell	attacks).	It	knows	the	following	ranger	spells:1st	level	(4	slots):	cure	wounds,	jump2nd	level	(3	slots):	barkskin,	spike	growth3rd	level	(2	slot):	plant	growth
Standing	Leap.	The	grung’s	long	jump	is	up	to	25	feet	and	its	high	jump	is	up	to	15	feet,	with	or	without	a	running	start.
Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	creature.	Hit:	5	(1d4	+	3)	piercing	damage,	and	the	target	must	make	a	DC	12	Constitution	saving	throw,	taking	5	(2d4)	poison	damage	on	a	failed	save.
Shortbow.	Ranged	Weapon	Attack:	+5	to	hit,	range	80/320	ft.,	one	creature.	Hit:	6	(1d6	+	3)	piercing	damage,	and	the	target	must	make	a	DC	12	Constitution	saving	throw,	taking	5	(2d4)	poison	damage	on	a	failed	save.

APL	4,	5	&	6
Grung	Elite	Warrior

Small	humanoid	(grung),	lawful	evil
Armor	Class	13
Hit	Points	49	(9d6	+	18)
Speed	25	ft.,	climb	25	ft.	

STR DEX CON INT WIS CHA

7 (-2) 16 (+3) 15 (+2) 10 (+0) 11 (+0) 12 (+1) 

Saving	Throws	Dex	+5
Skills	Athletics	+2,	Perception	+2,	Stealth	+5,	Survival	+2
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	passive	Perception	12
Languages	Grung
Challenge	2	(450	XP)
Amphibious.	The	grung	can	breathe	air	and	water.
Poisonous	Skin.	Any	creature	that	grapples	the	grung	or	otherwise	comes	into	direct	contact	with	the	grung’s	skin	must	succeed	on	a	DC	12	Constitution	saving	throw	or	become	poisoned	for	1	minute.	A	poisoned	creature	no	longer	in	direct	contact	with	the	grung	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.
Standing	Leap.	The	grung’s	long	jump	is	up	to	25	feet	and	its	high	jump	is	up	to	15	feet,	with	or	without	a	running	start.
Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	5	(1d4	+	3)	piercing	damage,	and	the	target	must	make	a	DC	12	Constitution	saving	throw,	taking	5	(2d4)	poison	damage	on	a	failed	save.
Shortbow.	Ranged	Weapon	Attack:	+5	to	hit,	range	80/320	ft.,	one	target.	Hit:	6	(1d6	+	3)	piercing	damage,	and	the	target	must	make	a	DC	12	Constitution	saving	throw,	taking	5	(2d4)	poison	damage	on	a	failed	save.
Mesmerizing	Chirr	(Recharge	6).	The	grung	makes	a	chirring	noise	to	which	grungs	are	immune.	Each	humanoid	or	beast	that	is	within	15feet	of	the	grung	and	able	to	hear	it	must	succeed	on	a	DC	12	Wisdom	saving	throw	or	be	stunned	until	the	end	of	the	grung’s	next	turn.
APL	7,	8,	9	&	10
Gnoll	Fang	of	Yeenoghu

Medium	ϔiend	(gnoll),	chaotic	evil
Armor	Class	14	(hide	armor)
Hit	Points	65	(10d8+20)
Speed	30	ft.	
STR DEX CON INT WIS CHA17	(+3) 15	(+2) 15	(+2) 10	(+0) 11	(+0) 13	(+1)

Saving	Throws	Con	+4,	Wis	+2,	Cha	+3
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Abyssal,	Gnoll
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Challenge	4	(1,100	XP)
Rampage.	When	the	gnoll	reduces	a	creatu	re	
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.	

Actions
Multiattack.	The	gnoll	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	6	(1d6	+	3)	piercing	damage,	and	the	target	must	succeed	on	a	DC	12	Constitution	saving	throw	or	take	7	(2d6)	poison	damage.
Claw.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d	8	+	3)	slashing	damage.
APL	7,	8,	9	&	10
Gnoll	Pack	Lord

Medium	ϔiend	(gnoll),	chaotic	evil
Armor	Class	15	(chain	shirt)
Hit	Points	49	(9d8+9)
Speed	30	ft.	
STR DEX CON INT WIS CHA16	(+3) 14	(+2) 13	(+1) 8	(-1) 11	(+0) 9	(-1)

Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Gnoll
Challenge	2	(450	XP)
Rampage.	When	the	gnoll	reduces	a	creatu	re	
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.	

Actions
Multiattack.	The	gnoll	makes	two	attacks,	either	with	its	glaive	or	its	longbow,	and	uses	its	Incite	Rampage	if	it	can.
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	5	(1d4	+	3)	piercing	damage.
Glaive.	Melee	Weapon	Attack:	+5	to	hit,	reach	10ft.,one	target.	Hit:	8	(1d10	+	3)	slashing	damage.
Longbow.	Ranged	Weapon	Attack:	+4	to	hit,	range	150/600	ft.,	one	target.	Hit:	6	(1d8	+	2)	piercing	damage.
Incite	Rampage	(Recharge	5-	6).	One	creature	the	gnoll	can	see	within	30	feet	of	it	ca	n	use	its	reaction	to	make	a	melee	attack	if	it	can	hear	the	gnoll	and	has	the	Rampage	trait.

Track	B4
APL	1,	2,	3,	4	&	5
Imp

Tiny	ϔiend	(devil,	shapechanger),	lawful	evil
Armor	Class	13
Hit	Points	10	(3d4	+	3)
Speed	20	ft.,	ϐly	40	ft.	

STR DEX CON INT WIS CHA

6 (−2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 14 (+2)

Skills	Deception	+4,	Insight	+3,	Persuasion	+4,	Stealth	+5
Damage	Resistances	cold;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	that	aren’tsilvered
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	11
Languages	Infernal,	Common
Challenge	1	(200	XP)
Shapechanger.	The	imp	can	use	its	action	to	polymorph	into	a	beast	form	that	resembles	a	rat	(speed	20	ft.),	a	raven	(20	ft.,	ϐly	60	ft.),	or	a	spider	(20	ft.,	climb	20	ft.),	or	back	into	its	true	form.	Its	statistics	are	the	same	in	each	form,	except	for	the	speed	changes	noted.	Any	equipment	it	is	wearing	or	carrying	isn’t	transformed.	It	reverts	to	its	true	form	if	it	dies.
Devil’s	Sight.	Magical	darkness	doesn’t	impede	the	imp’s	darkvision.
Magic	Resistance.	The	imp	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Actions
Sting	(Bite	in	Beast	Form).	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d4	+	3)	piercing	damage,	and	the	target	must	make	on	a	DC	11	Constitution	saving	throw,	taking	10	(3d6)	poison	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
Invisibility.	The	imp	magically	turns	invisible	untilit	attacks	or	until	its	concentration	ends	(as	if	concentrating	on	a	spell).	Any	equipment	the	imp	wears	or	carries	is	invisible	with	it.
APL	1,	2	&	3
Smoke	Mephit

Small	elemental,	neutral	evil
Armor	Class	12
Hit	Points	22	(5d6	+	5)
Speed	30	ft.,	ϐly	30	ft.	

STR DEX CON INT WIS CHA
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6 (−2) 14 (+2) 12 (+1) 10 (+0) 10 (+0) 11 (+0)

Skills	Perception	+2,	Stealth	+4
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Auran,	Ignan
Challenge	1/4	(50	XP)
Death	Burst.	When	the	mephit	dies,	it	leaves	behind	a	cloud	of	smoke	that	ϐills	a	5-foot-radius	sphere	centered	on	its	space.	The	sphere	is	heavilyobscured.	Wind	disperses	the	cloud,	which	otherwise	lasts	for	1	minute.
Innate	Spellcasting	(1/Day).	The	mephit	can	innately	cast	dancing	lights,	requiring	no	material	components.	Its	innate	spellcasting	ability	is	Charisma.
Actions
Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	creature.	Hit:	4	(1d4	+	2)	slashing	damage.
Cinder	Breath	(Recharge	6).	The	mephit	exhales	a	15-foot	cone	of	smoldering	ash.	Each	creature	in	that	area	must	succeed	on	a	DC	10	Dexterity	saving	throw	or	be	blinded	until	the	end	of	the	mephit’s	next	turn.

APL	4,	5	&	6
Babau

Medium	ϔiend	(demon),	chaotic	evil
Armor	Class	16	(natural	armor)
Hit	Points	82	(11d8	+	33)
Speed	40	ft.	

STR DEX CON INT WIS CHA

19 (+4) 16 (+3) 16 (+3) 11 (+0) 12 (+1) 13 (+1)

Skills	Perception	+5,	Stealth	+5
Damage	Resistances	cold,	ϐire,	lightning;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks.
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	15
Languages	Abyssal
Challenge	4	(200	XP)
Innate	Spellcasting.	The	babau’s	innate	spellcasting	ability	is	Wisdom	(spell	save	DC11).	The	babau	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	darkness,	dispel	magic,	fear,	heat	metal,	
levitate
Actions
Multiattack.	The	babau	makes	two	melee	attacks.	It	can	also	use	Weakening	Gaze	before	or	after	making	these	attacks.
Claw.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	slashing	damage.
Spear.	Melee	or	Ranged	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	or	range	20/60	ft.,	one	target.	Hit:	7	(1d4	+	4)	piercing	damage,	or	8	(1d8	+4)	piercing	damage	when	used	with	two	hands	to	make	a	melee	attack.
Weakening	Gaze.	The	babau	targets	on	creature	that	it	can	see	within	20	feet	of	it.	The	target	must	make	a	DC13	Constitution	saving	throw.	On	a	failed	save,	the	target	deals	only	half	damage	with	weapon	attacks	that	use	Strength	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.
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APL	7,	8,	9	&	10
Barbed	Devil

Medium	ϔiend	(devil),	lawful	evil

Armor	Class	15	(natural	armor)
Hit	Points	110	(13d8	+	52)
Speed	30	ft.	
STR DEX CON INT WIS CHA16	(+3) 17	(+3) 18	(+4) 12	(+1) 14	(+2) 14	(+2)

Saving	Throws	Str	+6,	Con	+7,	Wis	+5,	Cha	+5
Skills	Deception	+5,	Insight	+5,	Perception	+8
Damage	Resistances	cold;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	that	aren’tsilvered
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	18
Languages	Infernal,	telepathy	120	ft.
Challenge	5	(1,800	XP)
Barbed	Hide.	At	the	start	of	each	of	its	turns,	the	barbed	devil	deals	5	(1d10)	piercing	damage	to	any	creature	grappling	it.
Devil’s	Sight.	Magical	darkness	doesn’t	impede	the	devil’s	darkvision.
Magic	Resistance.	The	devil	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Actions
Multiattack.	The	devil	makes	three	melee	attacks:	one	with	its	tail	and	two	with	its	claws.	Alternatively,	it	can	use	Hurl	Flame	twice.
Claw.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d6	+	3)	piercing	damage.
Tail.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(2d6	+	3)	piercing	damage.
Hurl	Flame.	Ranged	Spell	Attack:	+5	to	hit,	range	150	ft.,	one	target.	Hit:	10	(3d6)	ϐire	damage.	If	the	target	is	a	ϐlammable	object	that	isn’t	being	worn	or	carried,	it	also	catches	ϐire.

APL	7,	8,	9	&	10
Bearded	Devil

Medium	ϔiend	(devil),	lawful	evil

Armor	Class	13	(natural	armor)
Hit	Points	52	(8d8	+	16)
Speed	30	ft.
STR DEX CON INT WIS CHA16	(+3) 15	(+2) 15	(+2) 9	(−1) 11	(+0) 11	(+0)

Saving	Throws	Str	+5,	Con	+4,	Wis	+2
Damage	Resistances	cold;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	that	aren’tsilvered
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	10
Languages	Infernal,	telepathy	120	ft.
Challenge	3	(700	XP)	
Devil’s	Sight.	Magical	darkness	doesn’t	impede	the	devil’s	darkvision.
Magic	Resistance.	The	devil	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Steadfast.	The	devil	can’t	be	frightened	while	it	can	see	an	allied	creature	within	30	feet	of	it.
Actions

Multiattack.	The	devil	makes	two	attacks:	one	with	its	beard	and	one	with	its	glaive.
Beard.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	6	(1d8	+	2)	piercing	damage,	and	the	target	must	succeed	on	a	DC	12	Constitution	saving	throw	or	be	poisoned	for	1	minute.	While	poisoned	in	this	way,	the	target	can’t	regain	hit	points.	The	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	endingthe	effect	on	itself	on	a	success.
Glaive.	Melee	Weapon	Attack:	+5	to	hit,	reach	10	ft.,	one	target.	Hit:	8	(1d10	+	3)	slashing	damage.	Ifthe	target	is	a	creature	other	than	an	undead	or	a	construct,	it	must	succeed	on	a	DC	12	Constitutionsaving	throw	or	lose	5	(1d10)	hit	points	at	the	start	of	each	of	its	turns	due	to	an	infernal	wound.	Each	time	the	devil	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	12	Wisdom	(Medicine)	check.	The	wound	also	closes	if	the	target	receives	magical	healing.
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Track	B5
APL	1,	2	&	4
Steam	Mephit

Small	elemental,	neutral	evil
Armor	Class	10
Hit	Points	21	(6d6)
Speed	30	ft.,	ϐly	30	ft.	

STR DEX CON INT WIS CHA

5 (−3) 11 (+0) 10 (+0) 11 (+0) 10 (+0) 12 (+1)

Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Aquan,	Ignan
Challenge	1/4	(50	XP)
Death	Burst.	When	the	mephit	dies,	it	explodes	in	a	cloud	of	steam.	Each	creature	within	5	feet	of	themephit	must	succeed	on	a	DC	10	Dexterity	saving	throw	or	take	4	(1d8)	ϐire	damage.
Innate	Spellcasting	(1/Day).	The	mephit	can	innately	cast	blur,	requiring	no	material	components.	Its	innate	spellcasting	ability	is	Charisma.
Actions
Claws.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	creature.	Hit:	2	(1d4)	slashing	damage	plus	2	(1d4)	ϐire	damage.
Steam	Breath	(Recharge	6).	The	mephit	exhales	a15-foot	cone	of	scalding	steam.	Each	creature	in	that	area	must	succeed	on	a	DC	10	Dexterity	saving	throw,	taking	4	(1d8)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successfulone.
APL	1,	2,	3	&	4
Mud	Mephit

Small	elemental,	neutral	evil
Armor	Class	11
Hit	Points	27	(6d6	+	6)
Speed	20	ft.,	ϐly	20	ft.,	swim	20	ft.	

STR DEX CON INT WIS CHA

8 (−1) 12 (+1) 12 (+1) 9 (−1) 11 (+0) 7 (−2) 

Skills	Stealth	+3
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Aquan,	Terran
Challenge	1/4	(50	XP)
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Death	Burst.	When	the	mephit	dies,	it	explodes	in	a	burst	of	sticky	mud.	Each	Medium	or	smaller	creature	within	5	feet	of	it	must	succeed	on	a	DC	11	Dexterity	saving	throw	or	be	restrained	until	the	end	of	the	creature’s	next	turn.
False	Appearance.	While	the	mephit	remains	motionless,	it	is	indistinguishable	from	an	ordinary	mound	of	mud.
Actions
Fists.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	creature.	Hit:	4	(1d6	+	1)	bludgeoning	damage.
Mud	Breath	(Recharge	6).	The	mephit	belches	viscid	mud	onto	one	creature	within	5	feet	of	it.	If	the	target	is	Medium	or	smaller,	it	must	succeed	on	a	DC	11	Dexterity	saving	throw	or	be	restrainedfor	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.
APL	3	&	4
Meenlock

Small	fey,	neutral	evil	
Armor	Class	15	(natural	armor)
Hit	Points	31	(7d6+7)
Speed	30	ft.	

STR DEX CON INT WIS CHA

7 (-2) 15 (+2) 12 (+1) 11 (+0) 10 (+0) 8 (-1)

Skills	Perception	+4,	Stealth	+6,	Survival	+2	
Condition	Immunities	frightened
Senses	darkvision	120	ft.,	passive	Perception	14
Languages	telepathy	120	ft.
Challenge	2	(450	XP)	
Fear	Aura.	Any	beast	or	humanoid	that	starts	its	turn	within	10	feet	of	the	meenlock	must	succeed	on	a	DC	11	Wisdom	saving	throw	or	be	frightened	until	the	start	of	the	creature’s	next	turn.
Light	Sensitivity.	While	in	bright	light,	the	meenlock	has	disadvantage	on	attack	rolls,	as	wwell	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Shadow	Teleport	(Recharge	5-6).	As	a	bonus	action,	the	meenlock	can	teleport	to	an	unoccupied	space	within	30	feet	of	it,	provided	that	both	the	space	it’s	teleporting	from	and	its	destination	are	in	dim	light	or	darkness.	The	destination	need	not	be	within	line	of	sight.
Actions
Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	creature.	Hit:	7	(2d4+2)	slashing	damage,	and	the	target	must	succeed	on	a	DC	11	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.
APL	5,	6	&	7
Slithering	Tracker

Medium	ooze,	chaotic	evil
Armor	Class	14
Hit	Points	32	(5d8+10)
Speed	30	ft.,	climb	30	ft.,	swim	30	ft.
STR DEX CON INT WIS CHA16	(+3) 19	(+4) 15	(+2) 10	(+0) 14	(+2) 11	(+0)

Skills	Stealth	+8
Damage	Vulnerabilities	cold,	ϐire
Damage	Resistances	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Condition	Immunities	blinded,	deafened,	exhaustion,	grappled,	paralyzed,	petriϐied,	prone,	restrained,	unconscious
Senses	blindsight	120	ft.,	passive	Perception	12
Languages	understands	languages	it	knew	in	its	previous	form	but	can't	speak
Challenge	3	(700	XP)	
Ambusher.	In	the	ϐirst	round	of	a	combat,	the	slithering	tracker	has	advantage	on	attack	rolls	against	any	creature	it	surprised.
Damage	Transfer.	While	grappling	a	creature,	theslithering	tracker	takes	only	half	the	damage	dealt	to	it,	and	the	creature	it	is	grappling	takes	the	other	half.
False	Appearance.	While	the	slithering	tracker	remains	motionless,	it	is	indistinguishable	from	a	puddle,	unless	an	observer	succeeds	on	a	DC	18	Intelligence	(Investigation)	check.
Keen	Tracker.	The	slithering	tracker	has	advantage	on	Wisdom	checks	to	track	prey.
Liquid	Form.	The	slithering	tracker	can	enter	an	enemy's	space	and	stop	there.	It	can	also	move	through	a	space	as	narrow	as	l	inch	wide	without	squeezing.
Spider	Climb.	The	slithering	tracker	can	climb	difϐicult	surfaces,	including	upside	down	on	ceilings,	without	needing	to	make	an	ability	check.
Watery	Stealth.	While	underwater,	the	slithering	tracker	has	advantage	on	Dexterity	(Stealth)	checks	made	to	hide,	and	it	can	take	the	Hide	action	as	a	bonus	action.	
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Actions	
Slam.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d10	+	3)	bludgeoning	damage.
Life	Leech.	One	Large	or	smaller	creature	that	the	slithering	tracker	can	see	within	5	feet	of	it	must	succeed	on	a	DC	13	Dexterity	saving	throw	or	be	grappled	(escape	DC	13).	Until	this	grapple	ends,	the	target	is	restrained	and	unable	to	breathe	unless	it	can	breathe	water.	In	addition,	the	grappled	target	takes	16	(3d10)	necrotic	damage	at	the	start	of	each	of	its	turns.	The	slithering	tracker	can	grapple	only	one	target	at	a	time.	
APL	5,	6,	7,	8,	9	&	10
Chuul

Large	aberration,	chaotic	evil
Armor	Class	16	(natural	armor)
Hit	Points	93	(11d10	+	33)
Speed	30	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 16 (+3) 5 (−3) 11 (+0) 5 (-3) 

Skills	Perception	+4
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	understands	Deep	Speech	but	can’t	speak
Challenge	4	(1,100	XP)	
Amphibious.	The	chuul	can	breathe	air	and	water.
Sense	Magic.	The	chuul	sense	magic	within	120	feet	of	it	at	will.	This	trait	otherwise	works	like	thedetect	magic	spell	but	isn’t	itself	magical.
Actions
Multiattack.	The	chuul	makes	two	pincer	attacks.	If	the	chuul	is	grappling	a	creature,	the	chuul	can	also	use	its	tentacles	once.
Pincer.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	bludgeoning	damage.	The	target	is	grappled	(escape	DC	14)	if	it	is	a	Large	or	smaller	creature	and	the	chuul	doesn’t	have	two	other	creatures	grappled.
Tentacles.	One	creature	grappled	by	the	chuul	must	succeed	on	a	DC	13	Constitution	saving	throw	or	be	poisoned	for	1	minute.	Until	this	poison	ends,	the	target	is	paralyzed.	The	target	canrepeat	the	saving	throw	at	the	end	of	each	of	its	turns,	ending	the	effect	on	itself	on	a	success.

APL	9	&	10
Giant	Shark

Huge	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	126	(11d12	+	55)
Speed	0	ft.,	swim	50	ft.	

STR DEX CON INT WIS CHA

23 (+6) 11 (+0) 21 (+5) 1 (−5) 10 (+0) 5 (−2) 

Skills	Perception	+3
Senses	blindsight	60	ft.,	passive	Perception	13
Languages	--
Challenge	5	(1,800	XP)
Blood	Frenzy.	The	shark	has	advantage	on	melee	attack	rolls	against	any	creature	that	doesn’t	have	all	its	hit	points.
Water	Breathing.	The	shark	can	only	breathe	underwater.
Actions
Bite.	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	target.	Hit:	22	(3d10	+	6)	piercing	damage.
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Track	B6
APL	1,	2	&	3
Gazer

Tiny	aberration,	neutral	evil
Armor	Class	13	
Hit	Points	13	(3d4	+	6)
Speed	0	ft.,	ϐly	30	ft.	(hover)	

STR DEX CON INT WIS CHA

3 (-4) 17 (+3) 14 (+2) 3 (-4) 10 (+0) 7 (-2)

Saving	Throws	Wis	+2
Skills	Perception	+4,	Stealth	+5
Condition	Immunities	prone
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	—
Challenge	1/2	(100	XP)
Aggressive.	As	a	bonus	action,	the	gazer	can	move	up	to	its	speed	towards	a	hostile	creature	that	it	can	see.
Mimicry.	The	gazer	can	mimic	simple	sounds	of	speech	it	has	heard,	in	any	language.		A	creature	that	hears	the	sounds	can	tell	they	are	imitations	with	a	successful	DC	10	Wisdom	(Insight)	check.
Actions
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	1	piercing	damage.
Eye	Rays.	The	gazer	shoots	two	of	the	following	magical	eye	rays	at	random	(reroll	duplicates),	choosing	one	or	two	targets	it	can	see	within	60	feet	of	it:1.	Dazing	Ray.	The	targeted	creature	must	succeed	on	a	DC	12	Wisdom	saving	throw	or	be	charmed	until	the	start	of	the	gazer’s	next	turn.		While	the	target	is	charmed	in	this	way,	its	speed	is	halved,	and	it	has	disadvantage	on	attack	rolls.2.	Fear	Ray.	The	targeted	creature	must	succeed	on	a	DC	12	Wisdom	saving	throw	or	be	frightened	until	the	start	of	the	gazer’s	next	turn.3.	Frost	Ray.	The	targeted	creature	must	succeedon	a	DC	16	Dexterity	saving	throw	or	take	10	(3d6)	cold	damage.				4.	Telekinetic	Ray.	If	the	target	is	a	creature	that	is	medium	or	smaller,	it	must	succeed	on	a	DC	12	Strength	saving	throw	or	be	moved	up	to	30	feet	directly	away	from	the	gazer.				If	the	target	is	an	object	weighing	10	pounds	or	
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less	that	isn’t	being	worn	or	carried,	it	is	moved	upto	30	feet	in	any	direction.	The	gazer	can	also	exertϐine	control	on	objects	with	this	ray,	such	as	manipulating	a	simple	tool	or	opening	a	container.
APL	2,	3,	4	&	5
Giant	Strider

Large	monstrosity,	neutral	evil
Armor	Class	14	(natural	armor)
Hit	Points	22	(3d10	+	6)
Speed	50	ft.	

STR DEX CON INT WIS CHA

18 (+4) 13 (+1) 14 (+2) 4 (−3) 12 (+1) 6 (−2) 

Damage	Immunities	ϐire
Senses	passive	Perception	11
Languages	--
Challenge	1	(200	XP)
Fire	Absorption.	Whenever	the	giant	strider	is	subjected	to	ϐire	damage,	it	takes	no	damage	and	regains	a	number	of	hit	points	equal	to	half	the	ϐiredamage	dealt.
Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	piercing	damage.
Fire	Burst	(Recharge	5-6).	The	giant	strider	hurlsa	gout	of	ϐlame	at	a	point	it	can	see	within	60	feet	of	it.	Each	creature	in	a	10-foot-radius	sphere	centered	on	that	point	must	make	a	DC	12	Dexterity	saving	throw,	taking	14	(4d6)	ϐire	damage	on	a	failed	save,	or	half	as	much	on	a	successful	one.	The	ϐire	spreads	around	corners,	and	it	ignites	ϐlammable	objects	in	that	area	that	aren’t	being	worn	or	carried.

APL	4,	5	&	10	
Spectator

Medium	aberration,	lawful	neutralArmor	Class	14	(natural	armor)Hit	Points	39	(6d8	+	12)Speed	0	ft.,	ϐly	30	ft.	(hover)	
STR DEX CON INT WIS CHA

8 (−1) 14 (+2) 14 (+2) 13 (+1) 14 (+2) 11 (+0)

Skills	Perception	+6
Condition	Immunities	prone
Senses	darkvision	120	ft.,	passive	Perception	16
Languages	Deep	Speech,	Undercommon,	telepathy	120	ft.
Challenge	3	(700	XP)
Actions
Bite.	Melee	Weapon	Attack:	+1	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(1d6	−	1)	piercing	damage.
Eye	Rays.	The	spectator	shoots	up	to	two	of	the	following	magical	eye	rays	at	one	or	two	creatures	it	can	see	within	90	feet	of	it.	It	can	use	each	ray	only	once	on	a	turn.
1.	Confusion	Ray.	The	target	must	succeed	on	a	DC	13	Wisdom	saving	throw,	or	it	can’t	take	reactions	until	the	end	of	its	next	turn.	On	its	turn,	the	target	can’t	move,	and	it	uses	its	action	to	make	a	melee	or	ranged	attack	against	a	randomly	determined	creature	within	range.	If	the	target	can’t	attack,	it	does	nothing	on	its	turn.2.	Paralyzing	Ray.	The	target	must	succeed	on	a	DC	13	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	target	must	succeed	on	a	DC	13	Wisdom	saving	throw	or	be	frightened	for	1	minute.	The	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	with	disadvantage	if	the	spectator	is	visible	to	the	target,	ending	the	effect	on	itself	on	a	success.
4.	Wounding	Ray.	The	target	must	make	a	DC	13	Constitution	saving	throw,	taking	16	(3d10)	necrotic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.Create	Food	and	Water.	The	spectator	magically	creates	enough	food	and	water	to	sustain	itself	for	24	hours.
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Reactions
Spell	Reϔlection.	If	the	spectator	makes	a	successful	saving	throw	against	a	spell,	or	a	spell	attack	misses	it,	the	spectator	can	choose	another	creature	(including	the	spellcaster)	it	can	see	within	30	feet	of	it.	The	spell	targets	the	chosen	creature	instead	of	the	spectator.	If	the	spell	forceda	saving	throw,	the	chosen	creature	makes	its	own	save.	If	the	spell	was	an	attack,	the	attack	roll	is	rerolled	against	the	chosen	creature.
APL	6,	7	&	8
Guard	Drake	(Red	Variant)
Medium	dragon,	unaligned

Armor	Class	14	(natural	armor)
Hit	Points	52	(7d8	+	21)
Speed	30	ft.,	climb	30	ft.
STR DEX CON INT WIS CHA16	(+3) 11	(+0) 16	(+3) 4	(–3) 10	(+0) 7	(–2)

Skills	Perception	+2
Damage	Resistances	ϐire
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	understands	Draconic	but	can’t	speak	it
Challenge	2	(450	XP)	
Actions
Multiattack.	The	drake	attacks	twice,	once	with	its	bite	and	once	with	its	tail.
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	piercing	damage.
Tail.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d6	+	3)	bludgeoning	damage.

APL	6,	7	&	8
Gauth
Medium	aberration,	lawful	evil
Armor	Class	15	(natural	armor)
Hit	Points	67	(9d8+27)
Speed	0	ft.,	ϐly	20	ft.	(hover)
STR DEX CON INT WIS CHA10	(+0) 14	(+2) 16	(+3) 15	(+2) 15	(+2) 13	(+1)

Saving	Throws	Int	+5,	Wis	+5,	Cha	+4
Skills	Perception	+5
Condition	Immunities	prone
Senses	darkvision	120	ft.,	passive	Perception	15
Languages	Deep	Speech,	Undercommon
Challenge	6	(2,300	XP)
Stunning	Gaze.	When	a	creature	that	can	see	
the	gauth's	central	eye	starts	its	turn	within	30	
feet	of	the	gauth,	the	gauth	can	force	it	to	make	
a	DC	14	Wisdom	saving	throw	if	the	gauth	isn't	
incapacitated	and	can	see	the	creature.	A	
creature	that	fails	the	save	is	stunned	until	the	
start	of	its	next	turn.

Unless	surprised,	a	creature	can	avert	its	eyes	
at	the	start	of	its	turn	to	avoid	the	saving	throw.
If	the	creature	does	so,	it	can't	see	the	gauth	
until	the	start	of	its	next	turn,	when	it	can	avert
its	eyes	again.	If	the	creature	looks	at	the	gauth
in	the	meantime,	it	must	immediately	make	
the	save.

Death	Throes.	When	the	gauth	dies,	the	magical
energy	within	it	explodes,	and	each	creature	
within	10	feet	of	it	must	make	a	DC	14	
Dexterity	saving	throw,	taking	13	(3d8)	force	
damage	on

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

Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	
one	target.	Hit:	9	(2d8)	piercing	damage.

Eye	Rays.	The	gauth	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:
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1.	Devour	Magic	Ray.	The	targeted	creature	
must	succeed	on	a	DC	14	Dexterity	saving	
throw	or	have	one	of	its	magic	items	lose	all	
magical	properties	until	the	start	of	the	gauth's
next	turn.	If	the	object	is	a	charged	item,	it	also	
loses	1d4	charges.
Determine	the	affected	item	randomly,	
ignoring	single-use	items	such	as	potions	and	
scrolls.

2.	Enervation	Ray.	The	targeted	creature	must	
make	a	DC	14	Constitution	saving	throw,	taking
18	(4d8)	necrotic	damage	on	a	failed	save,	or	
half	as	much	damage	on	a	successful	one.

3.	Pushing	Ray.	The	targeted	creature	must	
succeed	on	a	DC	14	Strength	saving	throw	or	be
pushed	up	to	15	feet	directly	away	from	the	
gauth	and	have	its	speed	halved	until	the	start	
of	the	gauth's	next	turn.

4.	Fire	Ray.	The	targeted	creature	must	succeed
on	a	DC	14	Dexterity	saving	throw	or	take	22	
(4d10)	ϐire	damage.

5.	Paralyzing	Ray.	The	targeted	creature	must	
succeed	on	a	DC	14	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.

6.	Sleep	Ray.	The	targeted	creature	must	
succeed	on	a	DC	14	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.

APL	9	&	10
Death	Kiss

Large	aberration,	neutral	evil
Armor	Class	16	(natural	armor)
Hit	Points	161	(17d10	+	68)
Speed	0	ft.,	ϐly	30	ft.	(hover)	

STR DEX CON INT WIS CHA

18 (+4) 14 (+2) 18 (+4) 10 (+0) 12 (+1) 10 (+0) 

Saving	Throws	Con	+8,	Wis	+5
Skills	Perception	+5
Damage	Immunities	lightning
Condition	Immunities	prone
Senses	Darkvision	120	ft.,	passive	Perception	15
Languages	Deep	Speech,	Undercommon
Challenge	10	(5,900	XP)
Lightning	Blood.	A	creature	within	5	feet	of	the	death	kiss	takes	5	(1d10)	lightning	damage	whenever	it	hits	the	death	kiss	with	a	melee	attackthat	does	piercing	or	slashing	damage.
Actions
Multiattack.	The	death	kiss	makes	three	tentacle	attacks.	Up	to	three	of	these	attacks	can	be	replaced	by	Blood	Drain,	one	replacement	per	tentacle	grappling	a	creature.
Tentacle.	Melee	Weapon	Attack:	+8	to	hit,	reach	20	ft.,	one	target.	Hit:	14	(3d6	+	4)	piercing	damage,	and	the	target	is	grappled	(escape	DC	14)	if	it	is	a	Huge	or	smaller	creature.	Until	this	grapple	ends,	the	target	is	restrained,	and	the	death	kiss	can’t	use	the	same	tentacle	on	another	target.	The	deathkiss	has	ten	tentacles.
Blood	Drain.	One	creature	grappled	by	a	tentacle	of	the	death	kiss	must	make	a	DC	16	Constitution	saving	throw.	On	a	failed	save,	the	target	takes	22	(4d10)	lightning	damage,	and	the	death	kiss	regains	half	as	many	hit	points.

37



Track	C1
APL	1,	2	&	3
Apprentice	Wizard

Medium	humanoid	(any	race),	any	alignment
Armor	Class	10
Hit	Points	9	(2d8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

10 (+0) 10 (+0) 10 (+0) 14 (+2) 10 (+0) 11 (+0)

Skills	Arcana	+4,	History	+4
Senses	passive	Perception	10
Languages	any	one	language	(usually	Common)
Challenge	1/4	(50	XP)
Spellcasting.	The	apprentice	is	a	1st-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	12,	+4	to	hit	with	spell	attacks).	It	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	ϔire	bolt,	mending,	
prestidigitation1st	level	(2	slots):	burning	hands,	disguise	self,	
shield

Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+2	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	2	(1d4)	piercing	damage.
APL	1
Tribal	Warrior

Medium	humanoid	(any	race),	any	alignment
Armor	Class	12	(hide	armor)
Hit	Points	11	(2d8	+	2)
Speed	30	ft.	

STR DEX CON INT WIS CHA

13 (+1) 11 (+0) 12 (+1) 8 (−1) 11 (+0) 8 (−1) 

Senses	passive	Perception	10
Languages	any	one	language
Challenge	1/8	(25	XP)
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Pack	Tactics.	The	warrior	has	advantage	on	an	attack	roll	against	a	creature	if	at	least	one	of	the	warrior’s	allies	is	within	5	feet	of	the	creature	and	the	ally	isn’t	incapacitated.
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,	or	5	(1d8	+	1)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
APL	2
Bandit

Medium	humanoid	(any	race),	any	non-lawful	
alignment
Armor	Class	12	(leather	armor)
Hit	Points	11	(2d8	+	2)
Speed	30	ft.	

STR DEX CON INT WIS CHA

11 (+0) 12 (+1) 12 (+1) 10 (+0) 10 (+0) 10 (+0)

Senses	passive	Perception	10
Languages	any	one	language	(usually	Common)
Challenge	1/8	(25	XP)
Actions
Scimitar.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d6	+	1)	slashing	damage.
Light	Crossbow.	Ranged	Weapon	Attack:	+3	to	hit,	range	80	ft./320	ft.,	one	target.	Hit:	5	(1d8	+	1)	piercing	damage.
APL	3
Scout

Medium	humanoid	(any	race),	any	alignment
Armor	Class	13	(leather	armor)
Hit	Points	16	(3d8	+	3)
Speed	30	ft.	

STR DEX CON INT WIS CHA

11 (+0) 14 (+2) 12 (+1) 11 (+0) 13 (+1) 11 (+0)

Skills	Nature	+4,	Perception	+5,	Stealth	+6,	Survival	+5
Senses	passive	Perception	15
Languages	any	one	language	(usually	Common)
Challenge	1/2	(100	XP)
Keen	Hearing	and	Sight.	The	scout	has	advantageon	Wisdom	(Perception)	checks	that	rely	on	hearing	or	sight.
Actions
Multiattack.	The	scout	makes	two	melee	attacks	or	two	ranged	attacks.
Shortsword.	Melee	Weapon	Attack:	+4	to	hit,	reach5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.

Longbow.	Ranged	Weapon	Attack:	+4	to	hit,	ranged	150/600	ft.,	one	target.	Hit:	6	(1d8	+	2)	piercing	damage.

APL	4	
Cult	Fanatic

Medium	humanoid	(any	race),	any	non-good	
alignment
Armor	Class	13	(leather	armor)
Hit	Points	33	(6d8	+	6)
Speed	30	ft.	

STR DEX CON INT WIS CHA

11 (+0) 14 (+2) 12 (+1) 10 (+0) 13 (+1) 14 (+2) 

Skills	Deception	+4,	Persuasion	+4,	Religion	+2
Senses	passive	Perception	10
Languages	any	one	language	(usually	Common)
Challenge	2	(450	XP)
Dark	Devotion.	The	fanatic	has	advantage	on	saving	throws	against	being	charmed	or	frightened.
Spellcasting.	The	fanatic	is	a	4th-level	spellcaster.	Its	spellcasting	ability	is	Wisdom	(spell	save	DC11,+3	to	hit	with	spell	attacks).	The	fanatic	has	the	following	cleric	spells	prepared:Cantrips	(at	will):	light,	sacred	ϔlame,	thaumaturgy1st	level	(4	slots)	command,	inϔlict	wounds,	shield	of
faith2nd	level	(3	slots)	hold	person,	spiritual	weapon
Actions
Multiattack.	The	fanatic	makes	two	melee	attacks.
Dagger.	Melee	or	Ranged	Weapon	Attack:	+4	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	creature.	Hit:	4	(1d4	+	2)	piercing	damage.
APL	4	&	5
Half-Ogre	(Ogrillon)

Large	giant,	any	chaotic	alignment
Armor	Class	12	(hide	armor)
Hit	Points	30	(4d10	+	8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 14 (+2) 7 (−2) 9 (−1) 10 (+0) 
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Senses	darkvision	60	ft.,	passive	Perception	9
Languages	Common,	Giant
Challenge	1	(200	XP)
Actions
Battleaxe.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	12	(2d8	+	3)	slashing	damage,	or	14	(2d10	+	3)	slashing	damage	if	used	with	two	hands.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	10	(2d6	+	3)	piercing	damage.
APL	5
Warlock	of	the	Archfey

Medium	humanoid	(any	race),	any	alignment
Armor	Class	11	(14	with	mage	armor)
Hit	Points	49	(11d8)
Speed	30	ft.

STR DEX CON INT WIS CHA

9 (-1) 13 (+1) 11 (+0) 11 (+0) 12 (+1) 18 (+4)

Saving	Throws	Wis	+3,	Cha	+6
Skills	Arcana	+2,	Deception	+6,	Nature	+2,	Persuasion	+6
Condition	Immunities	charmed
Senses	passive	Perception	11
Languages	any	two	languages	(usually	Sylvan)
Challenge	4	(1,100	XP)
Innate	Spellcasting.	The	warlock’s	innate	spellcasting	ability	is	Charisma.		It	can	innately	cast	the	following	spells	(spell	save	DC	15),	requiring	no	material	components:At	will:	disguise	self,	mage	armor	(self	only),	silent	
image,	speak	with	animals1/day:	conjure	fey
Spellcasting).	The	warlock	is	a	11th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	14,	+6	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	short	or	long	rest.		It	knows	the	following	warlock	spells:Cantrips	(at	will):	dancing	lights,	eldritch	blast,	
friends,	mage	hand,	minor	illusion,	
prestidigitation,	vicious	mockery1st-5th	level	(3	5th-level	slots):	blink,	charm	
person,	dimension	door,	dominate	beast,	faerie	
ϔire,	fear,	hold	monster,	misty	step,	phantasmal	
force,	seeming,	sleep

Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+3	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.
Reactions
Misty	Escape	(Recharges	after	a	Short	or	Long	
Rest).	In	reaction	to	taking	damage,	the	warlock	turns	invisible	and	teleports	up	to	60	feet	to	an	unoccupied	space	it	can	see.		It	remains	invisible	until	the	start	of	its	next	turn	or	until	it	attacks,	makes	a	damage	roll,	or	casts	a	spell

APL	6	&	7
Archer

Medium	humanoid	(any	race),	any	alignment
Armor	Class	16	(studded	leather)
Hit	Points	75	(10d8+30)
Speed	30	ft.	
STR DEX CON INT WIS CHA11	(+0) 18	(+4) 16	(+3) 11	(+0) 13	(+1) 10	(+0)

Skills	Acrobatics	+6,	Perception	+5
Senses	passive	Perception	15
Languages	any	one	language	(usually	Common)
Challenge	3	(700	XP)
Archer's	Eye	(3/Day).	As	a	bonus	action,	the	archer	can	add	1d10	to	its	next	attack	or	damage	roll	with	a	longbow	or	shortbow.
Actions
Multiattack.	The	archer	makes	two	attacks	with	its	longbow.
Shortsword.	Melee	Weapon	Attack:	+6	to	hit,	reach5	ft.,	one	target.	Hit:	7	(1d6	+	4)	piercing	damage.
Longbow.	Ranged	Weapon	Attack:	+6	to	hit,	range	150/600	ft.,	one	target.	Hit:	8	(1d8	+	4)	piercing	damage.
APL	6	&	7
Martial	Arts	Adept

Medium	humanoid,	any	alignment
Armor	Class	16	
Hit	Points	60	(11d8+11)
Speed	40	ft.	
STR DEX CON INT WIS CHA11	(+0) 17	(+3) 13	(+1) 11	(+0) 16	(+3) 10	(+0)

Skills	Acrobatics	+5,	Insight	+5,	Stealth	+5	
Senses	passive	Perception	13
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Languages	any	one	language	(usually	Common)
Challenge	3	(700	XP)
Unarmored	Defense.	While	the	adept	is	wearing	no	armor	and	wielding	no	shield,	its	AC	includes	its	Wisdom	modiϐier.
Actions
Multiattack.	The	adept	makes	three	unarmed	strikes	or	three	dart	attacks.
Unarmed	Strike.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	bludgeoningdamage.	If	the	target	is	a	creature,	the	adept	can	choose	one	of	the	following	additional	effects:•	The	target	must	succeed	on	a	DC	13	Strength	saving	throw	or	drop	one	item	it	is	holding	(adept's	choice).•	The	target	must	succeed	on	a	DC	13	Dexterity	saving	throw	or	be	knocked	prone.•	The	target	must	succeed	on	a	DC	13	Constitution	saving	throw	or	be	stunned	until	the	end	of	the	adept's	next	turn.
Dart.	Ranged	Weapon	Attack:	+5	to	hit,	range	20/60	ft.,	one	target.	Hit:	5	(1d4	+	3)	piercing	damage.
Reactions
Deϔlect	Missile.	In	response	to	being	hit	by	a	ranged	weapon	attack,	the	adept	deϐlects	the	missile.	The	damage	it	takes	from	the	attack	is	reduced	by	1d10+3.	Lf	the	damage	is	reduced	to	0,the	adept	catches	the	missile	if	it's	small	enough	tohold	in	one	hand	and	the	adept	has	a	hand	free.
APL	6	
Illusionist

Medium	humanoid	(any	race),	any	alignment
Armor	Class	12	(15	with	mage	armor)
Hit	Points	38	(7d8+7)
Speed	30	ft.	
STR DEX CON INT WIS CHA9	(-1) 14	(+2) 13	(+1) 16	(+3) 11	(+0) 12	(+1)

Saving	Throws	Int	+5,	Wis	+2
Skills	Arcana	+5,	History	+5
Senses	passive	Perception	10
Languages	any	four	languages	
Challenge	3	(700	XP)
Spellcasting.	The	illusionist	is	a	7th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	13,	+5	to	hit	with	spell	attacks).	The	illusionist	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	dancing	lights,	mage	hand,	
minor	illusion,	poison	spray

1st	level	(4	slots):	color	spray,*	disguise	self.*	mage	
armor,	magic	missile2nd	level	(3	slots):	invisibility,*	mirror	image,*	
phantasmal	force*3rd	level	(3	slots):	major	image,*	phantom	steed*4th	level	(1	slots):	phantasmal	killer**Illusion	spell	of	1st	level	or	higher
Displacement	(Recharges	after	the	Illusionist	
Casts	an	Illusion	Spell	of	1st	Level	or	Higher).	As	a	bonus	action,	the	illusionist	projects	an	illusion	that	makes	the	illusionist	appear	to	be	standing	in	a	place	a	few	inches	from	its	actual	location,	causing	any	creature	to	have	disadvantage	on	attack	rolls	against	the	illusionist.	The	effect	ends	if	the	illusionist	takes	damage,	it	is	incapacitated,	or	its	speed	becomes	0.
Actions
Quarterstaff.	Melee	Weapon	Attack:	+1	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(1d6-1)	bludgeoning	damage,	or	3	(1d8	-	1)	bludgeoning	damage	if	used	with	two	hands.
APL	7,	8	&	9
Transmuter

Medium	humanoid,	any	alignment
Armor	Class	12	(15	with	mage	armor)
Hit	Points	40	(9d8)
Speed	30	ft.	
STR DEX CON INT WIS CHA9	(-1) 14	(+2) 11	(+0) 17	(+3) 12	(+1) 11	(+0)

Saving	Throws	Int	+6,	Wis	+4
Skills	Arcana	+6,	History	+
Senses	passive	Perception	11
Languages	any	four	languages	
Challenge	5	(1,800	XP)
Spellcasting.	The	transmuter	is	a	9th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	14,	+6	to	hit	with	spell	attacks).	The	transmuter	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	light,	mending,	prestidigitation,	
ray	of	frost1st	level	(4	slots):	chromatic	orb,	expeditious	
retreat,*	mage	armor2nd	level	(3	slots):	alter	self,*	hold	person,	knock*3rd	level	(3	slots):	blink,*	ϔireball,	slow*4th	level	(3	slots):	polymorph,*	stoneskin5th	level	(1	slot):	telekinesis**Transmutation	spell	of	1st	level	or	higher
Transmuter's	Stone.	The	transmuter	carries	a	magic	stone	it	crafted	that	grants	its	bearer	one	of	the	following	effects:•	Darkvision	out	to	a	range	of	60	feet
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•	An	extra	10	feet	of	speed	while	the	bearer	is	unencumbered•	Proϐiciency	with	Constitution	saving	throws•	Resistance	to	acid,	cold,	ϐire,	lightning,	or	thunder	damage	(transmuter's	choice	whenever	the	transmuter	chooses	this	beneϐit)If	the	transmuter	has	the	stone	and	casts	a	transmutation	spell	of	1st	level	or	higher,	it	can	change	the	effect	of	the	stone.
Actions
Quarterstaff.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(1d6-1)	bludgeoning	damage,	or	3	(1d8	-	1)	bludgeoning	damage	if	used	with	two	hands.

APL	8	
Veteran

Medium	humanoid	(any	race),	any	alignment

Armor	Class	17	(splint)
Hit	Points	58	(9d8	+	18)
Speed	30	ft.

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Skills	Athletics	+5,	Perception	+2
Senses	passive	Perception	12
Languages	any	one	language	(usually	Common)
Challenge	3	(700	XP)
Actions
Multiattack.	The	veteran	makes	two	longsword	attacks.	If	it	has	a	shortsword	drawn,	it	can	also	make	a	shortsword	attack.
Longsword.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	slashing	damage,	or	8	(1d10	+	3)	slashing	damage	if	used	with	two	hands.
Shortsword.	Melee	Weapon	Attack:	+5	to	hit,	reach5	ft.,	one	target.	Hit:	6	(1d6	+	3)	piercing	damage.
Heavy	Crossbow.	Ranged	Weapon	Attack:	+3	to	hit,range	100/400	ft.,	one	target.	Hit:	5	(1d10)	piercing	damage.

APL	8,	9	&	10
Warlock	of	the	Fiend

Medium	humanoid	(any	race),	any	alignment

Armor	Class	12	(15	with	mage	armor)
Hit	Points	78	(12d8	+	24)
Speed	30	ft.

STR DEX CON INT WIS CHA

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

Saving	Throws	Wis	+4,	Cha	+7
Skills	Arcana	+4,	Deception	+7,	Persuasion	+7,	Religion	+4
Damage	Resistances	slashing	damage	from	nonmagical	attacks	not	made	with	silvered	weapons
Senses	darkvision	60	ft.,passive	Perception	11
Languages	any	two	languages	(usually	Abyssal	or	Infernal)
Challenge	7	(2,900	XP)
Innate	Spellcasting.	The	warlock’s	innate	spellcasting	ability	is	Charisma.		It	can	innately	cast	the	following	spells	(spell	save	DC	15),	requiring	no	material	components:At	will:	alter	self,	false	life,	levitate	(self	only),	mage
armor	(self	only),	silent	image1/day	each:	feeblemind,	ϔinger	of	death,	plane	shift
Spellcasting).	The	warlock	is	a	17th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	
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short	or	long	rest.		It	knows	the	following	warlock	spells:Cantrips	(at	will):	eldritch	blast,	ϔire	bolt,	friends,	
mage	hand,	minor	illusion,	prestidigitation,	
shocking	grasp1st-5th	level	(4	5th-level	slots):	banishment,	
burning	hands,	ϔlame	strike.	hellish	rebuke,	magic
circle,	scorching	ray,	scrying,	stinking	cloud,	
suggestion,	wall	of	ϔire

Dark	One’s	Own	Luck	(Recharges	after	a	Short	
or	Long	Rest).	When	the	warlock	makes	an	ability	check	or	saving	throw,	it	can	add	a	d10	to	the	roll.		It	can	do	this	after	the	roll	is	made	but	before	any	of	the	roll’s	effect	occur.
Actions
Mace.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d6)	bludgeoning	damage	plus	10	(3d6)	ϐire	damage.
APL	9	&	10
Half-Red	Dragon	Veteran

Medium	humanoid	(human),	any	alignment
Armor	Class	18	(plate)
Hit	Points	65	(10d8	+	20)
Speed	30	ft.	

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 14 (+2) 10 (+0) 11 (+0) 10 (+0) 

Saving	Throws	Str	+5,	Con	+4
Skills	Athletics	+5,	Perception	+2
Damage	Resistances	ϐire
Senses	blindsight	10	ft.,	darkvision	60	ft.,	passive	Perception	12
Languages	Common,	Draconic
Challenge	5	(1,800	XP)
Actions
Multiattack.	The	veteran	makes	two	longsword	attacks.	If	it	has	a	shortsword	drawn,	it	can	also	make	a	shortsword	attack.
Longsword.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	7	(1d8	+	3)	slashing	damage,	or	8	(1d10	+	3)	slashing	damage	if	used	with	two	hands.
Shortsword.	Melee	Weapon	Attack:	+5	to	hit,	reach5	ft.,	one	creature.	Hit:	6	(1d6	+	3)	piercing	damage.
Heavy	Crossbow.	Ranged	Weapon	Attack:	+3	to	hit,range	100/400	ft.,	one	creature.	Hit:	6	(1d10	+	1)	piercing	damage.
Fire	Breath	(Recharge	5-6).	The	veteran	exhales	ϐire	in	a	15-foot	cone.	Each	creature	in	that	area	

must	make	a	DC	15	Dexterity	saving	throw,	taking	24	(7d6)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
Reactions
Parry.	The	veteran	adds	3	to	its	AC	against	one	melee	attack	that	would	hit	it.	To	do	so,	the	veteran	must	see	the	attacker	and	be	wielding	a	melee	weapon.

APL	10
Abjurer

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 CHA9	(-1) 14	(+2) 14	(+2) 18	(+4) 12	(+1) 11	(+0)

Saving	Throws	Int	+8,	Wis	+5
Skills	Arcana	+8,	History	+8
Senses	passive	Perception	11
Languages	any	four	languages
Challenge	9	(5,000	XP)
Spellcasting.	The	abjurer	is	a	13th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	16,	+8	to	hit	with	spell	attacks).	The	abjurer	has	the	following	wizard	spells	prepared:Cantrips	(at	will):	blade	ward,	dancing	lights,	
mending,	message,	ray	of	frost1st	level	(4	slots):	alarm,*	mage	armor,*	magic	
missile,	shield*2nd	level	(3	slots):	arcane	lock,*	invisibility3rd	level	(3	slots):	counterspell,*	dispel	magic,*	
ϔireball4th	level	(3	slots):	banishment,*	stoneskin*5th	level	(2	slots):	cone	of	cold,	wall	of	force
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6th	level	(1	slot):	ϔlesh	to	stone,	globe	of	
invulnerability*7th	level	(1	slot):	symbol,*	teleport
*Abjuration	spell	of	1st	level	or	higher

Arcane	Ward.	The	abjurer	has	a	magical	ward	thathas	30	hit	points.	Whenever	the	abjurer	takes	damage,	the	ward	takes	the	damage	instead.	If	the	ward	is	reduced	to	0	hit	points,	the	abjurer	takes	any	remaining	damage.	When	the	abjurer	casts	an	abjuration	spell	of	1st	level	or	higher,	the	ward	regains	a	number	of	hit	points	equal	to	twice	the	level	of	the	spell.
Actions
Quarterstaff.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	2	(1d6–1)	bludgeoning	damage,	or	3	(1d8-1)	bludgeoning	damage	if	used	with	two	hands.

Track	C2
APL	1	
Guard

Medium	humanoid	(any	race),	any	alignment
Armor	Class	16	(chain	shirt,	shield)
Hit	Points	11	(2d8	+	2)
Speed	30	ft.

STR DEX CON INT WIS CHA

13 (+1) 12 (+1) 12 (+1) 10 (+0) 11 (+0) 10 (+0)

Skills	Perception	+2
Senses	passive	Perception	12
Languages	any	one	language	(usually	Common)
Challenge	1/8	(25	XP)
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.
APL	2	&	3
Troglodyte

Medium	humanoid	(troglodyte),	chaotic	evil
Armor	Class	11	(natural	armor)
Hit	Points	13	(2d8	+	4)
Speed	30	ft.	

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 14 (+2) 6 (−2) 10 (+0) 6 (−2) 
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Skills	Stealth	+2
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Troglodyte
Challenge	1/4	(50	XP)
Chameleon	Skin.	The	troglodyte	has	advantage	onDexterity	(Stealth)	checks	made	to	hide.
Stench.	Any	creature	other	than	a	troglodyte	that	starts	its	turn	within	5	feet	of	the	troglodyte	must	succeed	on	a	DC	12	Constitution	saving	throw	or	be	poisoned	until	the	start	of	the	creature’s	next	turn.	On	a	successful	saving	throw,	the	creature	is	immune	to	the	stench	of	all	troglodytes	for	1	hour.
Sunlight	Sensitivity.	While	in	sunlight,	the	troglodyte	has	disadvantage	on	attack	rolls,	as	wellas	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Actions
Multiattack.	The	troglodyte	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.
Claw.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d4	+	2)	slashing	damage.
APL	3	&	4
Orc

Medium	humanoid	(orc),	chaotic	evil
Armor	Class	13	(hide	armor)
Hit	Points	15	(2d8	+	6)
Speed	30	ft.

STR DEX CON INT WIS CHA

16 (+3) 12 (+1) 16 (+3) 7 (−2) 11 (+0) 10 (+0) 

Skills	Intimidation	+2
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Common,	Orc
Challenge	1/2	(100	XP)
Aggressive.	As	a	bonus	action,	the	orc	can	move	up	to	its	speed	toward	a	hostile	creature	that	it	cansee.
Actions
Greataxe.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(1d12	+	3)	slashing	damage.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	6	(1d6	+	3)	piercing	damage.
APL	5
Scarecrow

Medium	construct,	chaotic	evil
Armor	Class	11
Hit	Points	36	(8d8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

11 (+0) 13 (+1) 11 (+0) 10 (+0) 10 (+0) 13 (+1)

Damage	Vulnerabilities	ϐire
Damage	Resistances	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Damage	Immunities	poison
Condition	Immunities	charmed,	exhaustion,	frightened,	paralyzed,	poisoned,	unconscious
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	understands	the	languages	of	its	creator	but	can’t	speak
Challenge	1	(200	XP)
False	Appearance.	While	the	scarecrow	remains	motionless,	it	is	indistinguishable	from	an	ordinary,	inanimate	scarecrow.
Actions
Multiattack.	The	scarecrow	makes	two	claw	attacks.
Claw.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(2d4	+	1)	slashing	damage.	If	the	target	is	a	creature,	it	must	succeed	on	a	DC	11	Wisdom	saving	throw	or	be	frightened	until	the	end	of	the	scarecrow’s	next	turn.
Terrifying	Glare.	The	scarecrow	targets	one	creature	it	can	see	within	30	feet	of	it.	If	the	target	can	see	the	scarecrow,	the	target	must	succeed	on	a	DC	11	Wisdom	saving	throw	or	be	magically	frightened	until	the	end	of	the	scarecrow’s	next	turn.	The	frightened	target	is	paralyzed.
APL	6	
Half-Ogre	(Ogrillon)

Large	giant,	any	chaotic	alignment
Armor	Class	12	(hide	armor)
Hit	Points	30	(4d10	+	8)
Speed	30	ft.	
STR DEX CON INT WIS CHA17	(+3) 10	(+0) 14	(+2) 7	(−2) 9	(−1) 10	(+0)	

Senses	darkvision	60	ft.,	passive	Perception	9
Languages	Common,	Giant
Challenge	1	(200	XP)
Actions
Battleaxe.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	12	(2d8	+	3)	slashing	damage,	or	14	(2d10	+	3)	slashing	damage	if	used	with	two	hands.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	10	(2d6	+	3)	piercing	damage.
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APL	6	
Ogre

Large	giant,	chaotic	evil
Armor	Class	11	(hide	armor)
Hit	Points	59	(7d10	+	21)
Speed	40	ft.	
STR DEX CON INT WIS CHA19	(+4) 8	(−1) 16	(+3) 5	(−3) 7	(−2) 7	(−2)	

Senses	darkvision	60	ft.,	passive	Perception	8
Languages	Common,	Giant
Challenge	2	(450	XP)
Actions
Greatclub.	Melee	Weapon	Attack:	+6	to	hit,	reach	5ft.,	one	target.	Hit:	13	(2d8	+	4)	bludgeoning	damage.
Javelin.	Melee	or	Ranged	Weapon	Attack:	+6	to	hit,	reach	5	ft.	or	range	30/120	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.

APL	7	
Doppelganger

Medium	monstrosity	(shapechanger),	neutral

Armor	Class	14
Hit	Points	52	(8d8	+	16)
Speed	30	ft.	
STR DEX CON INT WIS CHA11	(+0) 18	(+4) 14	(+2) 11	(+0) 12	(+1) 14	(+2)

Skills	Deception	+6,	Insight	+3
Condition	Immunities	charmed
Senses	darkvision	60	ft.,	passive	Perception	11
Languages	Common
Challenge	3	(700	XP)
Shapechanger.	The	doppelganger	can	use	its	action	to	polymorph	into	a	Small	or	Medium	humanoid	it	has	seen,	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.

Ambusher.	The	doppelganger	has	advantage	on	attack	rolls	against	any	creature	it	has	surprised.
Surprise	Attack.	If	the	doppelganger	surprises	a	creature	and	hits	it	with	an	attack	during	the	ϐirst	round	of	combat,	the	target	takes	an	extra	10	(3d6)	damage	from	the	attack.
Actions
Multiattack.	The	doppelganger	makes	two	melee	attacks.
Slam.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d6	+	4)	bludgeoning	damage.
Read	Thoughts.	The	doppelganger	magically	reads	the	surface	thoughts	of	one	creature	within	60	feet	of	it.	The	effect	can	penetrate	barriers,	but	3	feet	of	wood	or	dirt,	2	feet	of	stone,	2	inches	of	metal,	or	a	thin	sheet	of	lead	blocks	it.	While	the	target	is	in	range,	the	doppelganger	can	continue	reading	its	thoughts,	as	long	as	the	doppelganger’sconcentration	isn’t	broken	(as	if	concentrating	on	a	spell).	While	reading	the	target’s	mind,	the	doppelganger	has	advantage	on	Wisdom	(Insight)	and	Charisma	(Deception,	Intimidation,	and	Persuasion)	checks	against	the	target.

APL	7
Warlock	of	the	Great	Old	One

Medium	humanoid	(any	race),	any	alignment

Armor	Class	12	(15	with	mage	armor)
Hit	Points	91	(14d8+24)
Speed	30	ft.	
STR DEX CON INT WIS CHA9	(-1) 14	(+2) 15	(+2) 12	(+1) 12	(+1) 18	(+4)

Saving	Throws	Wis	+4,	Cha	+7
Skills	Arcana	+4,	History	+4
Damage	Resistances	psychic
Senses	darkvision	60	ft.,	passive	Perception	11
Languages	any	two	languages,	telepathy	30	ft.
Challenge	6	(2,300	XP)

46



Innate	Spellcasting.	The	warlock's	innate	spellcasting	ability	is	Charisma.	It	can	innately	castthe	following	spells	(spell	save	DC	15),	requiring	no	material	components:At	will:	detect	magic,	jump,	levitate,	mage	armor	
(self	only),	speak	with	dead1	/day	each:	arcane	gate,	true	seeing
Spellcasting.	The	warlock	is	a	14th-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	15,	+7	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	short	or	long	rest.	It	knows	the	following	warlock	spells:Cantrips	(at	will):	chill	touch,	eldritch	blast,	
guidance,	mage	hand,	minor	illusion,	
prestidigitation,	shocking	grasp1st-5th	level	(3	5th-level	slots):	armor	of	Agathys,	
arms	of	Hadar,	crown	of	madness,	clairvoyance,	
contact	other	plane,	detect	thoughts,	dimension	
door,	dissonant	whispers,	dominate	beast,	
telekinesis,	vampiric	touch

Whispering	Aura.	At	the	start	of	each	of	the	warlock's	turns,	each	creature	of	its	choice	within	5	feet	of	it	must	succeed	on	a	DC	15	Wisdom	saving	throw	or	take	10	(3d6)	psychic	damage,	provided	that	the	warlock	isn't	incapacitated.
Actions
Dagger.	Melee	or	Ranged	Weapon	Attack:	+5	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.

APL	8	
Minotaur

Large	monstrosity,	chaotic	evil

Armor	Class	14	(natural	armor)
Hit	Points	76	(9d10	+	27)
Speed	40	ft.

STR DEX CON INT WIS CHA

18 (+4) 11 (+0) 16 (+3) 6 (−2) 16 (+3) 9 (−1) 

Skills	Perception	+7
Senses	darkvision	60	ft.,	passive	Perception	17
Languages	Abyssal
Challenge	3	(700	XP)
Charge.	If	the	minotaur	moves	at	least	10	feet	straight	toward	a	target	and	then	hits	it	with	a	gore	attack	on	the	same	turn,	the	target	takes	an	extra	9	(2d8)	piercing	damage.	If	the	target	is	a	

creature,	it	must	succeed	on	a	DC	14	Strength	saving	throw	or	be	pushed	up	to	10	feet	away	and	knocked	prone.
Labyrinthine	Recall.	The	minotaur	can	perfectly	recall	any	path	it	has	traveled.
Reckless.	At	the	start	of	its	turn,	the	minotaur	can	gain	advantage	on	all	melee	weapon	attack	rolls	it	makes	during	that	turn,	but	attack	rolls	against	it	have	advantage	until	the	start	of	its	next	turn.
Actions
Greatclub.	Melee	Weapon	Attack:	+6	to	hit,	reach	5ft.,	one	target.	Hit:	13	(2d8	+	4)	bludgeoning	damage.
Gore.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	piercing	damage.

APL	8	
Sea	Hag

Medium	fey,	chaotic	evil

Armor	Class	14	(natural	armor)
Hit	Points	52	(7d8	+	21)
Speed	30	ft.,	swim	40	ft. 

STR DEX CON INT WIS CHA

16 (+3) 13 (+1) 16 (+3) 12 (+1) 12 (+1) 13 (+1)

Senses	darkvision	60	ft.,	passive	Perception	11
Languages	Aquan,	Common,	Giant
Challenge	2	(450	XP)
Amphibious.	The	hag	can	breathe	air	and	water.
Horriϔic	Appearance.	Any	humanoid	that	starts	its	turn	within	30	feet	of	the	hag	and	can	see	the	hag’s	true	form	must	make	a	DC	11	Wisdom	savingthrow.		On	a	failed	save,	the	creature	is		frightened	
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for	1	minute.	A	creature	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	with	disadvantage	if	the	hag	is	within	line	of	sight,	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	hag’s	Horriϐic	Appearance	for	the	next	24	hours.Unless	the	target	is	surprised	or	the	revelation	of	the	hag’s	true	form	is	sudden,	the	target	can	avert	its	eyes	and	avoid	making	the	initial	saving	throw.	Until	the	start	of	its	next	turn,	a	creature	that	averts	its	eyes	has	disadvantage	on	attack	rolls	against	the	hag.
Actions
Claws.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(2d6	+	3)	slashing	damage.
Death	Glare.	The	hag	targets	one	frightened	creature	she	can	see	within	30	feet	of	her.		If	the	target	can	see	the	hag,	it	must	succeed	on	a	DC	11	Wisdom	saving	throw	against	this	magic	or	drop	to	0	hit	points.
Illusory	Appearance.	The	hag	covers	herself	and	anything	she	is	wearing	or	carrying	with	a	magicalillusion	that	makes	her	look	like	an	ugly	creature	of	her	general	size	and	humanoid	shape.	The	effectends	if	the	hag	takes	a	bonus	action	to	end	it	or	if	she	dies.The	changes	wrought	by	this	effect	fail	to	hold	up	to	physical	inspection.	For	example,	the	hag	could	appear	to	have	no	claws,	but	someone	touching	her	hand	might	feel	the	claws.	Otherwise,a	creature	must	take	an	action	to	visually	inspect	the	illusion	and	succeed	on	a	DC	16	Intelligence	(Investigation)	check	to	discern	that	the	hag	is	disguised.
APL	9	
Gladiator

Medium	humanoid	(any	race),	any	alignment
Armor	Class	16	(studded	leather,	shield)
Hit	Points	112	(15d8	+	45)
Speed	30	ft.	

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 16 (+3) 10 (+0) 12 (+1) 15 (+2)

Saving	Throws	Str	+7,	Dex	+5,	Con	+6
Skills	Athletics	+10,	Intimidation	+5
Senses	passive	Perception	11
Languages	any	one	language	(usually	Common)
Challenge	5	(1,800	XP)

Brave.	The	gladiator	has	advantage	on	saving	throws	against	being	frightened.
Brute.	A	melee	weapon	deals	one	extra	die	of	its	damage	when	the	gladiator	hits	with	it	(included	in	the	attack).
Actions
Multiattack.	The	gladiator	makes	three	melee	attacks	or	two	ranged	attacks.
Spear.	Melee	or	Ranged	Weapon	Attack:	+7	to	hit,	reach	5	ft.	and	range	20/60	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage,	or	13	(2d8	+	4)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
Shield	Bash.	Melee	Weapon	Attack:	+7	to	hit,	reach5	ft.,	one	creature.	Hit:	9	(2d4	+	4)	bludgeoning	damage.	If	the	target	is	a	Medium	or	smaller	creature,	it	must	succeed	on	a	DC	15	Strength	saving	throw	or	be	knocked	prone.
Reactions
Parry.	The	gladiator	adds	3	to	its	AC	against	one	melee	attack	that	would	hit	it.	To	do	so,	the	gladiator	must	see	the	attacker	and	be	wielding	a	melee	weapon.

APL	9
Green	Hag

Medium	fey,	neutral	evil
Armor	Class	17	(natural	armor)
Hit	Points	82	(11d8	+	33)
Speed	30	ft.	

STR DEX CON INT WIS CHA

18 (+4) 12 (+1) 16 (+3) 13 (+1) 14 (+2) 14 (+2)

Skills	Arcana	+3,	Deception	+4,	Perception	+4,	Stealth	+3
Senses	darkvision	60	ft.,	passive	Perception	14
Languages	Common,	Draconic,	Sylvan
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Challenge	3	(700	XP)
Amphibious.	The	hag	can	breathe	air	and	water.
Innate	Spellcasting.	The	hag’s	innate	spellcasting	ability	is	Charisma	(spell	save	DC	12).	She	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	dancing	lights,	minor	illusion,	vicious	
mockery

Mimicry.	The	hag	can	mimic	animal	sounds	and	humanoid	voices.	A	creature	that	hears	the	soundscan	tell	they	are	imitations	with	a	successful	DC	14Wisdom	(Insight)	check.
Actions
Claws.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	slashing	damage.
Illusory	Appearance.	The	hag	covers	herself	and	anything	she	is	wearing	or	carrying	with	a	magicalillusion	that	makes	her	look	like	another	creature	of	her	general	size	and	humanoid	shape.	The	illusion	ends	if	the	hag	takes	a	bonus	action	to	end	it	or	if	she	dies.The	changes	wrought	by	this	effect	fail	to	hold	up	to	physical	inspection.	For	example,	the	hag	could	appear	to	have	smooth	skin,	but	someone	touching	her	would	feel	her	rough	ϐlesh.	Otherwise,	a	creature	must	take	an	action	to	visually	inspect	the	illusion	and	succeed	on	a	DC	20	Intelligence	(Investigation)	check	to	discern	that	the	hag	is	disguised.
Invisible	Passage.	The	hag	magically	turns	invisible	until	she	attacks	or	casts	a	spell,	or	until	her	concentration	ends	(as	if	concentrating	on	a	spell).	While	invisible,	she	leaves	no	physical	evidence	of	her	passage,	so	she	can	be	tracked	only	by	magic.	Any	equipment	she	wears	or	carries	is	invisible	with	her.

APL	10	
Medusa

Medium	monstrosity,	lawful	evil
Armor	Class	15	(natural	armor)
Hit	Points	127	(17d8	+	51)
Speed	30	ft.	
STR DEX CON INT WIS CHA10	(+0) 15	(+2) 16	(+3) 12	(+1) 13	(+1) 15	(+2)

Skills	Deception	+5,	Insight	+4,	Perception	+4,	Stealth	+5

Senses	darkvision	60	ft.,	passive	Perception	14
Languages	Common
Challenge	6	(2,300	XP)
Petrifying	Gaze.	When	a	creature	that	can	see	the	medusa’s	eyes	starts	its	turn	within	30	feet	of	the	medusa,	the	medusa	can	force	it	to	make	a	DC	14	Constitution	saving	throw	if	the	medusa	isn’t	incapacitated	and	can	see	the	creature.	If	the	saving	throw	fails	by	5	or	more,	the	creature	is	instantly	petriϐied.	Otherwise,	a	creature	that	fails	the	save	begins	to	turn	to	stone	and	is	restrained.	The	restrained	creature	must	repeat	the	saving	throw	at	the	end	of	its	next	turn,	becoming	petriϐied	on	a	failure	or	ending	the	effect	on	a	success.	The	petriϐication	lasts	until	the	creature	isfreed	by	the	greater	restoration	spell	or	other	magic.Unless	surprised,	a	creature	can	avert	its	eyes	to	avoid	the	saving	throw	at	the	start	of	its	turn.	If	the	creature	does	so,	it	can’t	see	the	medusa	until	the	start	of	its	next	turn,	when	it	can	avert	its	eyes	again.	If	the	creature	looks	at	the	medusa	in	the	meantime,	it	must	immediately	make	the	save.If	the	medusa	sees	itself	reϐlected	on	a	polished	surface	within	30	feet	of	it	and	in	an	area	of	bright	light,	the	medusa	is,	due	to	its	curse,	affected	by	itsown	gaze.
Actions
Multiattack.	The	medusa	makes	either	three	melee	attacks—one	with	its	snake	hair	and	two	with	its	shortsword—or	two	ranged	attacks	with	its	longbow.
Snake	Hair.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	4	(1d4	+	2)	piercing	damage	plus	14	(4d6)	poison	damage.
Shortsword.	Melee	Weapon	Attack:	+5	to	hit,	reach5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
Longbow.	Ranged	Weapon	Attack:	+5	to	hit,	range	150/600	ft.,	one	target.	Hit:	6	(1d8	+	2)	piercing	damage	plus	7	(2d6)	poison	damage.
APL	10	
Night	Hag

Medium	ϔiend,	neutral	evil

Armor	Class	17	(natural	armor)
Hit	Points	112	(15d8+45)
Speed	30	ft.	
STR DEX CON INT WIS CHA18	(+4) 15	(+2) 16	(+3) 16	(+3) 14	(+2) 16	(+3)
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Skills	Deception	+7,	Insight	+6,	Perception	+6,	Stealth	+6
Damage	Resistances	cold,	ϐire;	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons	that	aren't	silvered
Condition	Immunities	charmed
Senses	darkvision	120	ft.,	passive	Perception	16
Languages	Abyssal,	Common,	Infernal,	Primordial
Challenge	5	(1,800	XP)
Innate	Spellcasting.	The	hag's	innate	spellcasting	ability	is	Charisma	(spell	save	DC	13,	+5	to	hit	withspell	attacks).	She	can	innately	cast	the	following	spells,	requiring	no	material	components:At	will:	detect	magic,	magic	missile
2/day	each:	plane	shift	(self	only),	ray	of	
enfeeblement,	sleep

Magic	Resistance.	The	hag	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Actions
Claws	(Hag	Form	Only).	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	slashing	damage.
Change	Shape.	The	hag	magically	polymorphs	into	a	Small	or	Medium	female	humanoid,	or	back	into	her	true	form.	Her	statistics	are	the	same	in	each	form.	Any	equipment	she	is	wearing	or	carrying	isn't	transformed.	She	reverts	to	her	true	form	if	she	dies.
Etherealness.	The	hag	magically	enters	the	Ethereal	Plane	from	the	Material	Plane,	or	vice	versa.	To	do	so,	the	hag	must	have	a	heartstone	in	her	possession.
Nightmare	Haunting	(1/Day).	While	on	the	Ethereal	Plane,	the	hag	magically	touches	a	sleeping	humanoid	on	the	Material	Plane.	A	protection	from	evil	and	good	spell	cast	on	the	target	prevents	this	contact,	as	does	a	magic	circle.As	long	as	the	contact	persists,	the	target	has	dreadful	visions.	If	these	visions	last	for	at	least	1	hour,	the	target	gains	no	beneϐit	from	its	rest,	and	its	hit	point	maximum	is	reduced	by	5	(1d10).	If	this	effect	reduces	the	target's	hit	point	maximum	to	0,	the	target	dies,	and	if	the	target	was	evil,	its	soul	is	trapped	in	the	hag's	soul	bag.	The	reductionto	the	target's	hit	point	maximum	lasts	until	removed	by	the	greater	restoration	spell	or	similarmagic. Track	C3

APL	1,	2	&	3
Firenewt	Warrior

Medium	humanoid	(ϔirenewt),	neutral	evil
Armor	Class	16	(chain	shirt,	shield)
Hit	Points	22	(4d8	+	4)
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Speed	30	ft.
STR DEX CON INT WIS CHA

10 (+0) 13 (+1) 12 (+1) 7 (-2) 11 (+0) 8 (-1)

Damage	Immunities	ϐire
Senses	passive	Perception	10
Languages	Draconic,	Ignan
Challenge	1/2	(100	XP)
Actions
Multiattack.	The	ϐirenewt	makes	two	attacks	with	its	scimitar.
Scimitar.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d6	+	1)	slashing	damage.
Spit	Fire	(Recharges	after	a	Short	or	Long	Rest).	The	ϐirenewt	spits	ϐire	at	a	creature	within	10	feet	of	it.		The	creature	must	make	a	DC	11	Dexterity	saving	throw,	taking	9	(2d8)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successfulone.
APL	3	&	4
Firenewt	Warlock	of	Imix

Medium	humanoid	(ϔirenewt),	neutral	evil
Armor	Class	10	(13	with	mage	armor)
Hit	Points	33	(6d8	+	6)
Speed	30	ft.

STR DEX CON INT WIS CHA

13 (+1) 11 (+0) 12 (+1) 9 (-1) 11 (+0) 14 (+2)

Damage	Immunities	ϐire
Senses	darkvision	120	ft.	(penetrates	magical	darkness),	passive	Perception	10
Languages	Draconic,	Ignan
Challenge	1	(200	XP)
Amphibious.	The	ϐirenewt	can	breathe	air	and	water.
Innate	Spellcasting.	The	ϐirenewt’s	innate	spellcasting	ability	is	Charisma.		It	can	innately	cast	mage	armor	(self	only)	at	will,	requiring	no	material	components.
Spellcasting).	The	ϐirenewt	is	a	3rd-level	spellcaster.	Its	spellcasting	ability	is	Charisma	(spell	save	DC	12,	+4	to	hit	with	spell	attacks).	It	regains	its	expended	spell	slots	when	it	ϐinishes	a	short	or	long	rest.		It	knows	the	following	warlock	spells:Cantrips	(at	will):	ϔire	bolt,	guidance,	light,	mage	
hand,	prestidigitation1st-2nd	level	(2	2nd-level	slots):	burning	hands,	
ϔlaming	sphere,	hellish	rebuke,	scorching	ray

Imix’s	Blessing.	When	the	ϐirenewt	reduces	an	enemy	to	0	hit	points,	the	ϐirenewt	gains	5	temporary	hit	points.

Actions
Morningstar.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d8	+	1)	piercing	damage.
APL	4	&	5
Fire	Snake

Medium	elemental,	neutral	evil
Armor	Class	14	(natural	armor)
Hit	Points	22	(5d8)
Speed	30	ft.	

STR DEX CON INT WIS CHA

12 (+1) 14 (+2) 11 (+0) 7 (−2) 10 (+0) 8 (−1) 

Damage	Vulnerabilities	cold
Damage	Resistances	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks
Damage	Immunities	ϐire
Senses	darkvision	60	ft.,	passive	Perception	10
Languages	understands	Ignan	but	can’t	speak
Challenge	1	(200	XP)
Heated	Body.	A	creature	that	touches	the	snake	orhits	it	with	a	melee	attack	while	within	5	feet	of	it	takes	3	(1d6)	ϐire	damage.
Actions
Multiattack.	The	snake	makes	two	attacks:	one	with	its	bite	and	one	with	its	tail.
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d4	+	1)	piercing	damage	plus	3	(1d6)	ϐire	damage.
Tail.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d4	+	1)	bludgeoning	damage	plus	3	(1d6)	ϐire	damage.

APL	5	&	6
Azer

Medium	elemental,	lawful	neutral
Armor	Class	17	(natural	armor,	shield)
Hit	Points	39	(6d8	+	12)
Speed	30	ft.

STR DEX CON INT WIS CHA
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17 (+3) 12 (+1) 15 (+2) 12 (+1) 13 (+1) 10 (+0)

Saving	Throws	Con	+4
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	passive	Perception	11
Languages	Ignan
Challenge	2	(450	XP)
Heated	Body.	A	creature	that	touches	the	azer	or	hits	it	with	a	melee	attack	while	within	5	feet	of	it	takes	5	(1d10)	ϐire	damage.
Heated	Weapons.	When	the	azer	hits	with	a	metalmelee	weapon,	it	deals	an	extra	3	(1d6)	ϐire	damage	(included	in	the	attack).
Illumination.	The	azer	sheds	bright	light	in	a	10-foot	radius	and	dim	light	for	an	additional	10	feet.
Actions
Warhammer.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	bludgeoningdamage,	or	8	(1d10	+	3)	bludgeoning	damage	if	used	with	two	hands	to	make	a	melee	attack,	plus	3	(1d6)	ϐire	damage.
APL	6	&	7
Hell	Hound

Medium	ϔiend,	lawful	evil
Armor	Class	15	(natural	armor)
Hit	Points	45	(7d8	+	14)
Speed	50	ft.	
STR DEX CON INT WIS CHA17	(+3) 12	(+1) 14	(+2) 6	(−2) 13	(+1) 6	(−2)	

Skills	Perception	+5
Damage	Immunities	ϐire
Senses	darkvision	60	ft.,	passive	Perception	15
Languages	understands	Infernal	but	can’t	speak	it
Challenge	3	(700	XP)
Keen	Hearing	and	Smell.	The	hound	has	advantage	on	Wisdom	(Perception)	checks	that	rely	on	hearing	or	smell.
Pack	Tactics.	The	hound	has	advantage	on	an	attack	roll	against	a	creature	if	at	least	one	of	the	hound’s	allies	is	within	5	feet	of	the	creature	and	the	ally	isn’t	incapacitated.
Actions
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d8	+	3)	piercing	damage	plus	7	(2d6)	ϐire	damage.
Fire	Breath	(Recharge	5–6).	The	hound	exhales	ϐire	in	a	15-foot	cone.	Each	creature	in	that	area	must	make	a	DC	12	Dexterity	saving	throw,	taking	21	(6d6)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.

APL	7	&	8
Flameskull
Tiny	undead,	neutral	evil
Armor	Class	13
Hit	Points	40	(9d4	+	18)
Speed	0	ft.,	ϐly	40	ft.	
STR DEX CON INT WIS CHA1	(−5) 17	(+3) 14	(+2) 16	(+3) 10	(+0) 11	(+0)

Skills	Arcana	+5,	Perception	+2
Damage	Resistances	lightning,	necrotic,	piercing
Damage	Immunities	cold,	ϐire,	poison
Condition	Immunities	charmed,	frightened,	paralyzed,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Common
Challenge	4	(1,100	XP)
Illumination.	The	ϐlameskull	sheds	either	dim	light	in	a	15-foot	radius,	or	bright	light	in	a	15-footradius	and	dim	light	for	an	additional	15	feet.	It	can	switch	between	the	options	as	an	action.
Magic	Resistance.	The	ϐlameskull	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Rejuvenation.	If	the	ϐlameskull	is	destroyed,	it	regains	all	its	hit	points	in	1	hour	unless	holy	water	is	sprinkled	on	its	remains	or	a	dispel	magic	or	remove	curse	spell	is	cast	on	them.
Spellcasting.	The	ϐlameskull	is	a	5th-level	spellcaster.	Its	spellcasting	ability	is	Intelligence	(spell	save	DC	13,	+5	to	hit	with	spell	attacks).	It	requires	no	somatic	or	material	components	to	cast	its	spells.	The	ϐlameskull	has	the	following	wizard	spells	prepared:Cantrip	(at	will):	mage	hand1st	level	(3	slots):	magic	missile,	shield2nd	level	(2	slots):	blur,	ϔlaming	sphere3rd	level	(1	slot):	ϐireball
Actions

Multiattack.	The	ϐlameskull	uses	Fire	Ray	twice.
Fire	Ray.	Ranged	Spell	Attack:	+5	to	hit,	range	30	ft.,	one	target.	Hit:	10	(3d6)	ϐire	damage.

52



APL	8,	9	&	10
Fire	Elemental

Large	elemental,	neutral

Armor	Class	13
Hit	Points	102	(12d10	+	36)
Speed	50	ft.

STR DEX CON INT WIS CHA

10 (+0) 17 (+3) 16 (+3) 6 (-1) 10 (+0) 7 (-2)

Damage	Resistances	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons
Damage	Immunities	ϐire,	poison
Condition	Immunities	exhaustion,	grappled,	paralyzed,	petriϐied,	poisoned,	prone,	restrained,unconscious
Senses	darkvision	60	ft.,	Passive	Perception	10
Languages	Ignan
Challenge	5	(1,800	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	5(1d10)	ϐire	damage.	In	addition,	the	elemental	can	enter	a	hostile	creature's	space	and	stop	there.	Theϐirst	time	it	enters	a	creature's	space	on	a	turn,	that	creature	takes	5	(1d10)	ϐire	damage	and	catches	ϐire;	until	someone	takes	an	action	to	douse	the	ϐire,	the	creature	takes	5	(1d10)	ϐire	damage	at	the	start	of	each	of	its	turns.
Illumination.	The	elemental	sheds	bright	light	in	a30-foot	radius	and	dim	light	in	an	additional	30	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

Multiattack.	The	elemental	makes	two	touch	attacks.
Touch.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(2d6	+	3)	ϐire	damage.	If	the	target	is	a	creature	or	a	ϐlammable	object,	it	ignites.	Until	the	creature	takes	an	action	to	douse	the	ϐire,	the	target	takes	5	(1d10)	ϐire	at	the	start	of	each	of	its	turns.	

APL	9	&	10
Chimera

Large	monstrosity,	chaotic	evil
Armor	Class	14	(natural	armor)
Hit	Points	114	(12d10	+	48)
Speed	30	ft.,	ϐly	60	ft.	

STR DEX CON INT WIS CHA

19 (+4) 11 (+0) 19 (+4) 3 (−4) 14 (+2) 10 (+0) 

Skills	Perception	+8
Senses	darkvision	60	ft.,	passive	Perception	18
Languages	understands	Draconic	but	can’t	speak
Challenge	6	(2,300	XP)
Actions
Multiattack.	The	chimera	makes	three	attacks:	one	with	its	bite,	one	with	its	horns,	and	one	with	its	claws.	When	its	ϐire	breath	is	available,	it	can	use	the	breath	in	place	of	its	bite	or	horns.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.
Horns.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	10	(1d12	+	4)	bludgeoning	damage.
Claws.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
Fire	Breath	(Recharge	5–6).	The	dragon	head	exhales	ϐire	in	a	15-foot	cone.	Each	creature	in	thatarea	must	make	a	DC	15	Dexterity	saving	throw,	taking	31	(7d8)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
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Track	C4
APL	1	&	2
Manes

Small	ϔiend,	chaotic	evil
Armor	Class	9
Hit	Points	9	(2d6	+	2)
Speed	20	ft.

STR DEX CON INT WIS CHA

10 (+0) 9 (-1) 13 (+1) 3 (-4) 8 (-1) 4 (-3)

Damage	Resistances	cold,	ϐire,	lightning
Damage	Immunities	poison
Condition	Immunities	charmed,	frightened,	poisoned
Senses	darkvision	60	ft.,	passive	Perception	9
Languages	understands	Abyssal	but	can’t	speak
Challenge	1/8	(25	XP)	
Actions
Claws.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	creature.	Hit:	5	(2d4)	slashing	damage.
APL		2
Dretch

Small	ϔiend,	chaotic	evil
Armor	Class	11
Hit	Points	18	(4d6	+	4)
Speed	20	ft.

STR DEX CON INT WIS CHA

11 (+0) 11 (+0) 12 (+1) 5 (-3) 8 (-1) 3 (-4)

Damage	Resistances	cold,	ϐire,	lightning
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	darkvision	60	ft.,	passive	Perception	9
Languages	Abyssal,	telepathy	60	ft.
Challenge	1/4	(50	XP)	
Actions
Multiattack.	The	dretch	makes	two	attacks:	one	with	its	bite	and	one	with	its	claws.
Bite.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	creature.	Hit:	3	(1d6)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+2	to	hit,	reach	5	ft.,	one	creature.	Hit:	5	(2d4)	slashing	damage.
Fetid	Cloud	(1/Day).	A	10-foot	radius	of	disgusting	green	gas	extends	out	from	the	dretch.	The	gas	spreads	around	corners,	and	its	area	is	lightly	obscured.	It	lasts	for	1	minute	or	until	a	strong	wind	disperses	it.	Any	creature	that	starts	its	turn	in	that	area	must	succeed	on	a	DC	11	Constitution	saving	throw	or	be	poisoned	until	thestart	of	its	next	turn.	While	poisoned	in	this	way,	the	target	can	take	either	an	action	or	a	bonus	action	on	its	turn,	not	both,	and	can't	take	reactions.

APL	3	&	4
Gnoll

Medium	humanoid(gnoll),	chaotic	evil
Armor	Class	15	(hide	armor,	shield)
Hit	Points	22	(5d8)
Speed	30	ft.

STR DEX CON INT WIS CHA

14 (+2) 12 (+1) 11 (+0) 6 (-2) 10 (+0) 7 (-2)

Senses	darkvision	60	ft.,	passive	Perception	10
Languages	Gnoll
Challenge	1/2	(100	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.	
Actions
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	creature.	Hit:	4	(1d4	+	2)	piercing	damage.
Spear.	Melee	or	Ranged	Weapon	Attack:	+4	to	hit,	reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage,	or	6(1d8	+	2)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
Longbow.	Ranged	Weapon	Attack:	+3	to	hit,	range	150/600	ft.,	one	target.	Hit:	5	(1d8	+	1)	piercing	damage.
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APL	4	&	5
Death	Dog

Medium	monstrosity,	neutral	evil
Armor	Class	12
Hit	Points	39	(6d8	+	12)
Speed	40	ft.	

STR DEX CON INT WIS CHA

15 (+2) 14 (+2) 14 (+2) 3 (−4) 13 (+1) 6 (−2) 

Skills	Perception	+5,	Stealth	+4
Senses	darkvision	120	ft.,	passive	Perception	15
Languages	—
Challenge	1	(200	XP)
Two-Headed.	The	dog	has	advantage	on	Wisdom	(Perception)	checks	and	on	saving	throws	against	being	blinded,	charmed,	deafened,	frightened,	stunned,	or	knocked	unconscious.
Actions
Multiattack.	The	dog	makes	two	bite	attacks.
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.	If	the	target	is	a	creature,	it	must	succeed	on	a	DC	12	Constitution	saving	throw	against	disease	or	become	poisoned	until	the	disease	is	cured.	Every	24	hours	that	elapse,	the	creature	must	repeat	the	saving	throw,	reducing	its	hit	point	maximum	by	5	(1d10)	on	a	failure.	This	reduction	lasts	until	the	disease	is	cured.	The	creature	dies	if	the	disease	reduces	its	hit	point	maximum	to	0.
APL	5,	6	&	7
Grick

Medium	monstrosity,	neutral
Armor	Class	14	(natural	armor)
Hit	Points	27	(6d8)
Speed	30	ft.,	climb	30	ft.	

STR DEX CON INT WIS CHA

14 (+2) 14 (+2) 11 (+0) 3 (−4) 14 (+2) 5 (−3) 

Damage	Resistances	bludgeoning,	piercing,	and	slashing	damage	from	nonmagical	attacks
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	—
Challenge	2	(450	XP)
Stone	Camouϔlage.	The	grick	has	advantage	on	Dexterity	(Stealth)	checks	made	to	hide	in	rocky	terrain.
Actions
Multiattack.	The	grick	makes	one	attack	with	its	tentacles.	If	that	attack	hits,	the	grick	can	make	one	beak	attack	against	the	same	target.
Tentacles.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d6	+	2)	slashing	damage.

Beak.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
APL	7,	8	9,	&	10
Bearded	Devil

Medium	ϔiend	(devil),	lawful	evil
Armor	Class	13	(natural	armor)
Hit	Points	52	(8d8	+	16)
Speed	30	ft.	
STR DEX CON INT WIS CHA16	(+3) 15	(+2) 15	(+2) 9	(−1) 11	(+0) 11	(+0)

Saving	Throws	Str	+5,	Con	+4,	Wis	+2
Damage	Resistances	cold;	bludgeoning,	piercing,	and	slashing	from	nonmagical	attacks	that	aren’tsilvered
Damage	Immunities	ϐire,	poison
Condition	Immunities	poisoned
Senses	darkvision	120	ft.,	passive	Perception	10
Languages	Infernal,	telepathy	120	ft.
Challenge	3	(700	XP)	
Devil’s	Sight.	Magical	darkness	doesn’t	impede	the	devil’s	darkvision.
Magic	Resistance.	The	devil	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.
Steadfast.	The	devil	can’t	be	frightened	while	it	can	see	an	allied	creature	within	30	feet	of	it.
Actions

Multiattack.	The	devil	makes	two	attacks:	one	with	its	beard	and	one	with	its	glaive.
Beard.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	creature.	Hit:	6	(1d8	+	2)	piercing	damage,	and	the	target	must	succeed	on	a	DC	12	Constitution	saving	throw	or	be	poisoned	for	1	minute.	While	poisoned	in	this	way,	the	target	can’t	regain	hit	points.	The	target	can	repeat	the	saving	throw	at	the	end	of	each	of	its	turns,	endingthe	effect	on	itself	on	a	success.
Glaive.	Melee	Weapon	Attack:	+5	to	hit,	reach	10	ft.,	one	target.	Hit:	8	(1d10	+	3)	slashing	damage.	Ifthe	target	is	a	creature	other	than	an	undead	or	a	construct,	it	must	succeed	on	a	DC	12	Constitutionsaving	throw	or	lose	5	(1d10)	hit	points	at	the	start	of	each	of	its	turns	due	to	an	infernal	wound.	Each	time	the	devil	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	12	Wisdom	(Medicine)	check.	The	wound	also	closes	if	the	target	receives	magical	healing.
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APL	8	
Incubus

Medium	ϔiend	(shapechanger),	neutral	evil
Armor	Class	15	(natural	armor)
Hit	Points	66	(12d8	+	12)
Speed	30	ft.,	ϐly	60	ft. 

STR DEX CON INT WIS CHA

8 (−1) 17 (+3) 13 (+1) 15 (+2) 12 (+1) 20 (+5)

Skills	Deception	+9,	Insight	+5,	Perception	+5,	Persuasion	+9,	Stealth	+7
Damage	Resistances	cold,	ϐire,	lightning,	poison;	bludgeoning,	piercing,	and	slashing	from	nonmagical	weapons
Senses	darkvision	60	ft.,	passive	Perception	15
Languages	Abyssal,	Common,	Infernal,	telepathy	60	ft.
Challenge	4	(1,100	XP)
Telepathic	Bond.	The	ϐiend	ignores	the	range	restriction	on	its	telepathy	when	communicating	with	a	creature	it	has	charmed.		The	two	don’t	even	need	to	be	on	the	same	plane	of	existence.
Shapechanger.	The	ϐiend	can	use	its	action	to	polymorph	into	a	small	or	medium	humanoid,	or	back	into	its	true	form.	Without	wings,	the	ϐiend	loses	its	ϐlying	speed.		Other	than	its	size	and	speed,	its	statistics	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.
Actions

Claw	(Fiend	Form	Only).	Melee	Weapon	Attack:	+5to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d6	+	3)	slashing	damage.
Charm.	One	humanoid	the	ϐiend	can	see	within	30feet	of	it	must	succeed	on	a	DC	15	Wisdom	saving	throw	or	be	magically	charmed	for	1	day.	The	charmed	target	obeys	the	ϐiend’s	verbal	or	telepathic	commands.	If	the	target	suffers	any	harm	or	receives	a	suicidal	command,	it	can	repeatthe	saving	throw,	ending	the	effect	on	itself	on	a	success.	If	the	target	successfully	saves,	or	if	the	effect	on	it	ends,	the	creature	is	immune	to	this	ϐiend’s	Charm	for	the	next	24	hours.The	ϐiend	can	have	only	one	target	charmed	at	a	time.		If	it	charms	another,	the	effect	on	the	previous	target	ends.

Draining	Kiss.	The	ϐiend	kisses	a	creature	charmed	by	it	or	a	willing	creature.	The	target	must	make	a	DC	15	Constitution	saving	throw	against	this	magic,	taking	32	(5d10	+	5)	psychic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.		The	target’s	hit	point	maximum	is	reduced	by	an	amount	equal	to	the	damage	taken.		This	reduction	lasts	until	the	targetϐinishes	a	long	rest.	The	target	dies	if	this	effect	reduces	its	hit	point	maximum	to	0.
Etherealness.	The	ϐiend	magically	enters	the	Ethereal	Plane	from	the	Material	Plane,	or	vice	versa.
APL	9	
Barlgura

Large	ϔiend,	chaotic	evil
Armor	Class	15	(natural	armor)
Hit	Points	68	(8d10	+	24)
Speed	30	ft.,	climb	30	ft.	

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 16 (+3) 7 (−2) 14 (+2) 9 (−1) 

Saving	Throws	Dex	+5,	Con	+6
Skills	Perception	+5,	Stealth	+5
Damage	Resistances	cold,	ϐire,	lightning
Damage	Immunities	poison
Condition	Immunities	poisoned
Senses	blindsight,	30	ft.,	darkvision	120	ft.,	passive	Perception	15
Languages	Abyssal,	telepathy	120	ft.
Challenge	5	(1,800	XP)
Innate	Spellcasting.	The	barlgura’s	spellcasting	ability	is	Wisdom	(spell	save	DC	13).	The	barlgura	can	innately	cast	the	following	spells,	requiring	no	material	components:1/day	each:	entangle,	phantasmal	force2/day	each:	disguise	self,	invisibility	(self	only)
Reckless.	At	the	start	of	its	turn,	the	barlgura	can	gain	advantage	on	all	melee	weapon	attack	rolls	it	makes	during	that	turn,	but	attack	rolls	against	it	have	advantage	until	the	start	of	its	next	turn.
Running	Leap.	The	barlgura’s	long	jump	is	up	to	40	feet	and	its	high	jump	is	up	to	20	feet	when	it	has	a	running	start.
Actions
Multiattack.	The	barlgura	makes	three	attacks:	one	with	its	bite	and	two	with	its	ϐists.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.
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Fist.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(1d10	+	4)	bludgeoning	damage.

APL	10
Grick	Alpha

Large	monstrosity,	neutral
Armor	Class	18	(natural	armor)
Hit	Points	75	(10d10+20)
Speed	30	ft.,	climb	30	ft.
STR DEX CON INT WIS CHA18	(+4) 16	(+3) 15	(+2) 4	(−3) 14	(+2) 9	(−1)	

Damage	Resistances	bludgeoning,	piercing,	and	slashing	damage	from	nonmagical	weapons
Senses	darkvision	60	ft.,	passive	Perception	12
Languages	—
Challenge	7	(2,900	XP)
Stone	Camouϔlage.	The	grick	has	advantage	on	Dexterity	(Stealth)	checks	made	to	hide	in	rocky	terrain.
Actions
Multiattack.	The	grick	makes	two	attacks:	one	with	its	tail	and	one	with	its	tentacles.	If	it	hits	with	its	tentacles,	the	grick	can	make	one	beak	attack	against	the	same	target.
Tail.	Melee	Weapon	Attack:	+7	to	hit,	reach	10ft.,	one	target.	Hit:	11	(2d6	+	4)	bludgeoning	damage.
Tentacles.	Melee	Weapon	Attack:	+7	to	hit,	reach	10ft.,	one	target.	Hit:	22	(4d8	+	4)	slashing	damage.
Beak.	Melee	Weapon	Attack:	+7	to	hit,	reach	10ft.,	one	target.	Hit:	13	(2d8	+	4)	piercing	damage.
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Track	C5
APL	1
White	Dragon	Wyrmling

Medium	dragon,	chaotic	evil
Armor	Class	16	(natural	armor)
Hit	Points	32	(5d8	+	10)
Speed	30	ft.,	burrow	15ft.,	ϐly	60	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 14 (+2) 5 (-3) 10 (+0) 11 (+0)

Saving	Throws	Dex	+4,	Con	+4,	Wis	+2,	Cha	+2
Skills	Perception	+4,	Stealth	+2
Damage	Immunities	cold
Senses	blindsight	10	ft.,	darkvision	60	ft.,	passive	Perception	14
Languages	Draconic
Challenge	2	(450	XP)
Actions
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d10	+	2)	piercing	damage	plus	2	(1d4)	cold	damage.
Cold	Breath	(Recharge	5–6).	The	dragon	exhales	an	icy	blast	in	a	15-foot	cone.	Each	creature	in	thatarea	must	make	a	DC	12	Constitution	saving	throw,	taking	22	(5d8)	cold	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.

APL	2	
Blue	Dragon	Wyrmling

Medium	dragon,	lawful	evil
Armor	Class	17	(natural	armor)
Hit	Points	52	(8d8	+	16)
Speed	30	ft.,	burrow	15ft.,	ϐly	60	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

17 (+3) 10 (+0) 15 (+2) 12 (+1) 11 (+0) 15 (+2)

Saving	Throws	Dex	+2,	Con	+4,	Wis	+2,	Cha	+4
Skills	Perception	+4,	Stealth	+2
Damage	Immunities	lightning
Senses	blindsight	10	ft.,	darkvision	60	ft.,	passive	Perception	14
Languages	Draconic
Challenge	3	(700	XP)
Actions
Bite.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d10	+	3)	piercing	damage	plus	3	(1d6)	lightning	damage.
Lightning	Breath	(Recharge	5–6).	The	dragon	exhales	lightning	in	a	30-line	that	is	5-feet	wide.	Each	creature	in	that	line	must	make	a	DC	12	Dexterity	saving	throw,	taking	22	(4d10)	lightning	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
APL	3	
Red	Dragon	Wyrmling

Medium	dragon,	chaotic	evil
Armor	Class	17	(natural	armor)
Hit	Points	75	(10d8	+	30)
Speed	30	ft.,	climb	30	ft.,	ϐly	60	ft.,	

STR DEX CON INT WIS CHA

19 (+4) 10 (+0) 17 (+3) 12 (+1) 11 (+0) 15 (+2)

Saving	Throws	Dex	+2,	Con	+5,	Wis	+2,	Cha	+4
Skills	Perception	+4,	Stealth	+2
Damage	Immunities	ϐire
Senses	blindsight	10	ft.,	darkvision	60	ft.,	passive	Perception	14
Languages	Draconic
Challenge	4	(1,100	XP)
Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(1d10	+	4)	piercing	damage	plus	3	(1d6)	ϐire	damage.
Fire	Breath	(Recharge	5–6).	The	dragon	exhales	ϐire	in	a	15-foot	cone.	Each	creature	in	that	area	must	make	a	DC	13	Dexterity	saving	throw,	taking	24	(7d6)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
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APL	4	
Young	White	Dragon

Large	dragon,	chaotic	evil
Armor	Class	17	(natural	armor)
Hit	Points	133	(14d10	+	56)
Speed	40	ft.,	burrow	20	ft.,	ϐly	80	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

18(+4) 10 (+0) 18 (+4) 6 (-2) 11 (+0) 12 (+1)

Saving	Throws	Dex	+3,	Con	+7,	Wis	+3,	Cha	+4
Skills	Perception	+6,	Stealth	+3
Damage	Immunities	cold
Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	16
Languages	Common,	Draconic
Challenge	6	(2,300	XP)
Ice	Walk.	The	dragon	can	move	across	and	climb	icy	surfaces	without	needing	to	make	an	ability	check.	Additionally,	difϐicult	terrain	composed	of	ice	or	snow	doesn’t	cost	it	extra	movement.	
Actions
Multiattack.	The	dragon	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	15	(2d10	+	4)	piercing	damage	plus	4	(1d8)	cold	damage.

Claw.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
Cold	Breath	(Recharge	5–6).	The	dragon	exhales	an	icy	blast	in	a	30-foot	cone.	Each	creature	in	thatarea	must	make	a	DC	15	Constitution	saving	throw,	taking	45	(10d8)	cold	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
APL	5	
Young	Black	Dragon

Large	dragon,	chaotic	evil
Armor	Class	18	(natural	armor)
Hit	Points	127	(15d10	+	45)
Speed	40	ft.,	ϐly	80	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

19(+4) 14 (+2) 17 (+3) 12 (+1) 11 (+0) 15 (+2)

Saving	Throws	Dex	+5,	Con	+6,	Wis	+3,	Cha	+5
Skills	Perception	+6,	Stealth	+5
Damage	Immunities	acid
Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	16
Languages	Common,	Draconic
Challenge	7	(2,900	XP)
Amphibious.	The	dragon	can	breathe	air	and	water.
Actions
Multiattack.	The	dragon	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	15	(2d10	+	4)	piercing	damage	plus	4	(1d8)	acid	damage.
Claw.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
Acid	Breath	(Recharge	5–6).	The	dragon	exhales	acid	in	a	30-foot	line	that	is	5-feet	wide.	Each	creature	in	that	line	must	make	a	DC	14	Dexterity	saving	throw,	taking	49	(11d8)	acid	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successfulone.
APL	6	
Young	Green	Dragon

Large	dragon,	lawful	evil
Armor	Class	18	(natural	armor)
Hit	Points	136	(16d10+48)
Speed	40	ft.,	ϐly	80	ft.,	swim	40	ft.
STR DEX CON INT WIS CHA19	(+4) 12	(+1) 17	(+3) 16	(+3) 13	(+1) 15	(+2)

Saving	Throws	Dex	+4,	Con	+6,	Wis	+4,	Cha	+5
Skills	Deception	+5,	Perception	+7,	Stealth	+4
Damage	Immunities	poison
Condition	Immunities	poisoned
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Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	17
Languages	Common,	Draconic
Challenge	8	(3,900	XP)
Amphibious.	The	dragon	can	breathe	air	and	water.
Actions
Multiattack.	The	dragon	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	10	ft.,	one	target.	Hit:	15	(2d10	+	4)	piercing	damage	plus	7	(2d6)	poison	damage.
Claw.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
Poison	Breath	(Recharge	5-6).	The	dragon	exhales	poisonous	gas	in	a	30-foot	cone.	Each	creature	in	that	area	must	make	a	DC	14	Constitution	saving	throw,	taking	42	(12d6)	poison	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.

APL	7	
Young	Blue	Dragon

Large	dragon,	lawful	evil

Armor	Class	18	(natural	armor)
Hit	Points	162	(16d10	+	64)
Speed	40	ft.,	burrow	20	ft.,	ϐly	80	ft.
STR DEX CON INT WIS CHA21	(+5) 10	(+0) 19	(+4) 14	(+2) 13	(+1) 17	(+3)

Saving	Throws	Dex	+4,	Con	+8,	Wis	+5,	Cha	+7
Skills	Perception	+9,	Stealth	+4
Damage	Immunities	lightning
Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	19
Languages	Common,	Draconic
Challenge	9	(5,000	XP)
Actions
Multiattack.	The	dragon	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+9	to	hit,	reach	10	ft.,	one	target.	Hit:	16	(2d10	+	6)	piercing	damage	plus	5	(1d10)	lightning	damage.

Claw.	Melee	Weapon	Attack:	+9	to	hit,	reach	5	ft.,	one	target.	Hit:	12	(2d6	+	5)	slashing	damage.
Lightning	Breath	(Recharge	5–6).	The	dragon	exhales	lightning	in	a	60-foot	line	that	is	5	feet	wide.	Each	creature	in	that	line	must	make	a	DC	16Dexterity	saving	throw,	taking	55	(10d10)	lightning	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
APL	8	&	9
Young	Red	Dragon

Large	dragon,	chaotic	evil

Armor	Class	18	(natural	armor)
Hit	Points	178	(17d10	+	85).	255	Max	HP
Speed	40	ft.,	climb	40	ft.,	ϐly	80	ft. 

STR DEX CON INT WIS CHA

23 (+6) 10 (+0) 21 (+5) 14 (+2) 11 (+0) 19 (+4)

Saving	Throws	Dex	+4,	Con	+9,	Wis	+4,	Cha	+8
Skills	Perception	+8,	Stealth	+4
Damage	Immunities	ϐire
Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	18
Languages	Common,	Draconic
Challenge	10	(5,900	XP)
Actions
Multiattack.	The	dragon	makes	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,	one	target.	Hit:	17	(2d10	+	6)	piercing	damage	plus	3	(1d6)	acid	damage.
Claw.	Melee	Weapon	Attack:	+10	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d6	+	6)	slashing	damage.
Fire	Breath	(Recharge	5–6).	The	dragon	exhales	ϐire	in	a	30-foot	cone.	Each	creature	in	that	area	must	make	a	DC	17	Dexterity	saving	throw,	taking	56	(16d6)	ϐire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
APL	10	
Young	Red	Shadow	Dragon

Large	dragon,	chaotic	evil
Armor	Class	18	(natural	armor)
Hit	Points	178	(17d10	+	85)
Speed	40	ft.,	climb	40	ft.,	ϐly	80	ft.	

STR DEX CON INT WIS CHA

23 (+6) 10 (+0) 21 (+5) 14 (+2) 11 (+0) 19 (+4)

Saving	Throws	Dex	+6,	Con	+9,	Wis	+4,	Cha	+8
Skills	Perception	+8,	Stealth	+8
Damage	Resistances	necrotic
Damage	Immunities	ϐire
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Senses	blindsight	30	ft.,	darkvision	120	ft.,	passivePerception	18
Languages	Common,	Draconic
Challenge	13	(10,000	XP)	
Living	Shadow.	While	in	dim	light	or	darkness,	thedragon	has	resistance	to	damage	that	isn’t	force,	psychic,	or	radiant.
Shadow	Stealth.	While	in	dim	light	or	darkness,	the	dragon	can	take	the	Hide	action	as	a	bonus	action.
Sunlight	Sensitivity.	While	in	sunlight,	the	dragon	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Actions
Multiattack.	The	dragon	can	make	three	attacks:	one	with	its	bite	and	two	with	its	claws.
Bite.	Melee	Weapon	Attack:	+10	to	hit,	reach	10	ft.,	one	target.	Hit:	17	(2d10	+	6)	piercing	damage	plus	3	(1d6)	necrotic	damage.
Claw.	Melee	Weapon	Attack:	+11	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d6	+	6)	slashing	damage.
Shadow	Breath	(Recharge	5–6).	The	dragon	exhales	a	shadowy	ϐire	in	a	30-foot	cone.	Each	creature	in	that	area	must	make	a	DC	18	Dexterity	saving	throw,	taking	56	(16d6)	necrotic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.	A	humanoid	reduced	to	0	hit	pointsby	this	damage	dies,	and	an	undead	shadow	rises	from	its	corpse	and	acts	immediately	after	the	dragon	in	the	initiative	count.	The	shadow	is	under	the	dragon’s	control.
Track	C6
APL	1
Merfolk

Medium	humanoid	(merfolk),	neutral
Armor	Class	11
Hit	Points	11	(2d8	+	2)
Speed	10	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

10 (+0) 13 (+1) 12 (+1) 11 (+0) 11 (+0) 12 (+1) 

Skills	Perception	+25
Senses	passive	Perception	12
Languages	Aquan,	Common
Challenge	1/8	(25	XP)
Amphibious.	The	merfolk	can	breathe	air	and	water.

Actions
Spear.	Melee	or	Ranged	Weapon	Attack:	+2	to	hit,	reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	3	(1d6)	piercing	damage,	or	4	(1d8)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
APL	2	
Bullywug

Medium	humanoid	(bullywug),	neutral	evil
Armor	Class	15	(hide	armor,	shield)
Hit	Points	11	(2d8	+	2)
Speed	20	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

12 (+1) 12 (+1) 13 (+1) 7 (−2) 10 (+0) 7 (−2) 

Skills	Stealth	+3
Senses	passive	Perception	10
Languages	Bullywug
Challenge	1/4	(50	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.
Swamp	Camouϔlage.	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
Multiattack.	The	bullywug	makes	two	melee	attacks:	one	with	its	bite	and	one	with	its	spear.
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	3	(1d4	+	1)	bludgeoning	damage.
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,	or	5	(1d8	+	1)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.
APL	2
Giant	Frog

Medium	beast,	unaligned
Armor	Class	11
Hit	Points	18	(4d8)
Speed	30	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

12 (+1) 13 (+1) 11 (+0) 2 (−4) 10 (+0) 3 (−4) 

Skills	Perception	+2,	Stealth	+3
Senses	darkvision	30	ft.,	passive	Perception	12
Languages	—
Challenge	1/4	(50	XP)
Amphibious.	The	frog	can	breathe	air	and	water.
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Standing	Leap.	The	frog’s	long	jump	is	up	to	20	feet	and	its	high	jump	is	up	to	10	feet,	with	or	without	a	running	start.
Actions
Bite.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d6	+	1)	piercing	damage,	and	the	target	is	grappled	(escape	DC	11).	Until	this	grapple	ends,	the	target	is	restrained,	and	the	frog	can’t	bite	another	target.
Swallow.	The	frog	makes	one	bite	attack	against	a	Small	or	smaller	target	it	is	grappling.	If	the	attack	hits,	the	target	is	swallowed,	and	the	grapple	ends.The	swallowed	target	is	blinded	and	restrained,	it	has	total	cover	against	attacks	and	other	effects	outside	the	frog,	and	it	takes	5	(2d4)	acid	damage	at	the	start	of	each	of	the	frog’s	turns.	The	frog	can	have	only	one	target	swallowed	at	a	time.If	the	frog	dies,	a	swallowed	creature	is	no	longer	restrained	by	it	and	can	escape	from	the	corpse	using	5	feet	of	movement,	exiting	prone.

APL	3	&	4
Giant	Sea	Horse

Large	beast,	unaligned
Armor	Class	13	(natural	armor)
Hit	Points	16	(3d10)
Speed	0	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

12 (+1) 15 (+2) 11 (+0) 2 (−4) 12 (+1) 5 (−3) 

Senses	passive	Perception	11
Languages	—
Challenge	1/2	(100	XP)

Charge.	If	the	sea	horse	moves	at	least	20	feet	straight	toward	a	target	and	then	hits	it	with	a	ramattack	on	the	same	turn,	the	target	takes	an	extra	7(2d6)	bludgeoning	damage.	It	the	target	is	a	creature,	it	must	succeed	on	a	DC	11	Strength	saving	throw	or	be	knocked	prone.
Water	Breathing.	The	sea	horse	can	breathe	only	underwater.
Actions
Ram.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d6	+	1)	bludgeoning	damage.
APL	3	
Lizardfolk

Medium	humanoid	(lizardfolk),	neutral
Armor	Class	15	(natural	armor,	shield)
Hit	Points	22	(4d8	+	4)
Speed	30	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

15 (+2) 10 (+0) 13 (+1) 7 (−2) 12 (+1) 7 (−2) 

Skills	Perception	+3,	Stealth	+4,	Survival	+5
Senses	passive	Perception	13
Languages	Draconic
Challenge	1/2	(100	XP)
Hold	Breath.	The	lizardfolk	can	hold	its	breath	for	15	minutes.
Actions
Multiattack.	The	lizardfolk	makes	two	melee	attacks,	each	one	with	a	different	weapon.
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
Heavy	Club.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	bludgeoning	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.
Spiked	Shield.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.
APL	4	&	5
Kuo-Toa	Whip

Medium	Humanoid	(kuo-toa),	neutral	evil
Armor	Class	11	(natural	armor)
Hit	Points	65	(10d8	+	20)
Speed	30	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 14 (+2) 12 (+1) 14 (+2) 11 (+0) 

Skills	Perception	+6,	Religion	+4
62



Senses	darkvision	120	ft.,	passive	Perception	13
Languages	Undercommon
Challenge	1	(200	XP)
Amphibious.	The	kuo-toa	can	breathe	air	and	water.
Otherworldly	Perception.	The	kuo-toa	can	sense	the	presence	of	any	creature	within	30	feet	of	it	that	is	invisible	or	on	the	Ethereal	Plane.	It	can	pinpoint	such	a	creature	that	is	moving.
Slippery.	The	kuo-toa	has	advantage	on	ability	checks	and	saving	throws	made	to	escape	a	grapple.
Sunlight	Sensitivity.	While	in	sunlight,	the	kuo-toa	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Spellcasting.	The	kuo-toa	has	the	following	cleric	spells	prepared:Cantrips	(at	will):	sacred	ϔlame,	thaumaturgy1st	level	(3	slots):	bane,	shield	of	faith
Actions
Multiattack.	The	kuo-toa	makes	two	attacks:	one	with	its	bite	and	one	with	its	pincer	staff.
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d4	+	2)	piercing	damage.
Pincer	Staff.	Melee	Weapon	Attack:	+4	to	hit,	reach10	ft.,	one	target.	Hit:	5	(1d6	+	2)	piercing	damage.If	the	target	is	a	Medium	or	smaller	creature,	it	is	grappled	(escape	DC	14).	Until	this	grapple	ends,	the	kuo-toa	can’t	use	its	pincer	staff	on	another	target.

APL	5
Giant	Toad

Large	beast,	unaligned
Armor	Class	11
Hit	Points	39	(6d10	+	6)
Speed	20	ft.,	swim	40	ft.	

STR DEX CON INT WIS CHA

15 (+2) 13 (+1) 13 (+1) 2 (−4) 10 (+0) 3 (−4) 

Senses	darkvision	30	ft.,	passive	Perception	10
Languages	—
Challenge	1	(200	XP)
Amphibious.	The	toad	can	breathe	air	and	water.
Standing	Leap.	The	toad’s	long	jump	is	up	to	20	feet	and	its	high	jump	is	up	to	10	feet,	with	or	without	a	running	start.
Actions
Bite.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	7	(1d10	+	2)	piercing	damage	plus	5	(1d10)	poison	damage,	and	the	target	is	grappled	(escape	DC	13).	Until	this	grapple	ends,	the	target	is	restrained,	and	the	toad	can’t	bite	another	target.
Swallow.	The	toad	makes	one	bite	attack	against	a	Medium	or	smaller	target	it	is	grappling.	If	the	attack	hits,	the	target	is	swallowed,	and	the	grapple	ends.	The	swallowed	target	is	blinded	and	restrained,	it	has	total	cover	against	attacks	and	other	effects	outside	the	toad,	and	it	takes	10	(3d6)	acid	damage	at	the	start	of	each	of	the	toad’sturns.	The	toad	can	have	only	one	target	swallowed	at	a	time.If	the	toad	dies,	a	swallowed	creature	is	no	longer	restrained	by	it	and	can	escape	from	the	corpse	using	5	feet	of	movement,	exiting	prone.
APL	6	
Merrow

Large	monstrosity,	chaotic	evil
Armor	Class	13	(natural	armor)
Hit	Points	45	(6d10	+	12)
Speed	10	ft.,	swim	40	ft.	
STR DEX CON INT WIS CHA18	(+4) 10	(+0) 15	(+2) 8	(−1) 10	(+0) 9	(−1)	

Senses	darkvision	60	ft.,	passive	Perception	12
Languages	Abyssal,	Aquan
Challenge	2	(450	XP)
Amphibious.	The	merrow	can	breathe	air	and	water.
Actions
Multiattack.	The	merrow	makes	two	attacks:	one	with	its	bite	and	one	with	its	claws	or	harpoon.
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d4	+	4)	slashing	damage.
Harpoon.	Melee	or	Ranged	Weapon	Attack:	+6	to	hit,	reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage.	If	the	target	is	a	
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Huge	or	smaller	creature,	it	must	succeed	on	a	Strength	contest	against	the	merrow	or	be	pulled	up	to	20	feet	toward	the	merrow.
APL	6	&	7
Hunter	Shark

Large	beast,	unaligned
Armor	Class	12	(natural	armor)
Hit	Points	45	(6d10+12)
Speed	0	ft.,	swim	40	ft.	
STR DEX CON INT WIS CHA18	(+4) 13	(+1) 15	(+2) 1	(-5) 10	(+0) 4	(-3)	

Skills	Perception	+2
Senses	blindsight	30	ft.,	passive	Perception	12
Languages	--
Challenge	2	(450	XP)
Blood	Frenzy.	The	shark	has	advantage	on	melee	attack	rolls	against	any	creature	that	doesn't	have	all	its	hit	points.
Water	Breathing.	The	shark	can	breathe	only	underwater.
Actions
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	13	(2d8	+	4)	piercing	damage.

APL	7	
Kuo-Toa	Monitor

Medium	monstrosity,	chaotic	evil

Armor	Class	13	(natural	armor)
Hit	Points	65	(10d8+20)
Speed	30	ft.,	swim	30	ft.	

STR DEX CON INT WIS CHA14	(+2) 10	(+0) 14	(+2) 12	(+1) 14	(+2) 11	(+0)	
Skills	Perception	+6,	Religion	+4
Senses	darkvision	120	ft.,	passive	Perception	16
Languages	Undercommon
Challenge	3	(700	XP)
Amphibious.	The	kuo-toa	can	breathe	air	and	water.
Otherworldly	Perception.	The	kuo-toa	can	sense	the	presence	of	any	creature	within	30	feet	of	it	that	is	invisible	or	on	the	Ethereal	Plane.	It	can	pinpoint	such	a	creature	that	is	moving.
Slippery.	The	kuo-toa	has	advantage	on	ability	checks	and	saving	throws	made	to	escape	a	grapple.
Sunlight	Sensitivity.	While	in	sunlight,	the	kuo-toa	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
Actions
Multiattack.	The	kuo-toa	makes	one	bite	attack	and	two	unarmed	strikes.
Bite.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d4	+	2)	piercing	damage.
Unarmed	Strike.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	bludgeoningdamage	plus	3	(1d6)	lightning	damage,	and	the	target	can't	take	reactions	until	the	end	of	the	kuo-toa's	next	turn.
APL	8	
Displacer	Beast

Large	monstrosity,	lawful	evil

Armor	Class	13	(natural	armor)
Hit	Points	85	(10d10	+	30)
Speed	40	ft. 

STR DEX CON INT WIS CHA

18 (+4) 15 (+2) 16 (+3) 6 (−2) 12 (+1) 8 (−1) 

Senses	darkvision	60	ft.,	passive	Perception	11
Languages	—
Challenge	3	(700	XP)
Avoidance.	If	the	displacer	beast	is	subjected	to	aneffect	that	allows	it	to	make	a	saving	throw	to	take	only	half	damage,	it	instead	takes	no	damage	if	it	succeeds	on	the	saving	throw,	and	only	half	damage	if	it	fails.
Displacement.	The	displacer	beast	projects	a	magical	illusion	that	makes	it	appear	to	be	standing	near	its	actual	location,	causing	attack	rolls	against	it	to	have	disadvantage.	If	it	is	hit	by	an	attack,	this	trait	is	disrupted	until	the	end	of	its	
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next	turn.	This	trait	is	also	disrupted	while	the	displacer	beast	is	incapacitated	or	has	a	speed	of	0.
Actions

Multiattack.	The	displacer	beast	makes	two	attacks	with	its	tentacles.
Tentacle.	Melee	Weapon	Attack:	+6	to	hit,	reach	10	ft.,	one	target.	Hit:	7	(1d6	+	4)	bludgeoning	damage	plus	3	(1d6)	piercing	damage.
APL	8,	9	&	10
Sahuagin	Baron	

Large	humanoid	(sahuagin),	lawful	evil

Armor	Class	16	(breastplate)
Hit	Points	76	(9d10	+	27)
Speed	30	ft.,	swim	50	ft.

STR DEX CON INT WIS CHA

19 (+4) 15 (+2) 16 (+3) 14 (+2) 13 (+1) 17 (+3)

Saving	Throws	Dex	+5,	Con	+6,	Int	+5,	Wis	+4
Skills	Perception	+7
Senses	darkvision	120	ft.,	passive	Perception	17
Languages	Sahuagin
Challenge	5	(1,800	XP)
Blood	Frenzy.	The	sahuagin	has	advantage	on	melee	attack	rolls	against	any	creature	that	doesn’t	have	all	its	hit	points.
Limited	Amphibiousness.	The	sahuagin	can	breathe	air	and	water,	but	he	needs	to	be	submerged	at	least	once	every	4	hours	to	avoid	suffocating.
Shark	Telepathy.	The	sahuagin	can	magically	command	any	shark	within	120	feet	of	him,	using	a	limited	telepathy.
Actions

Multiattack.	The	sahuagin	makes	three	attacks:	one	with	his	bite	and	two	with	his	claws	or	trident.
Bite.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	9	(2d4	+	4)	piercing	damage.
Claws.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	slashing	damage.
Trident.	Melee	or	Ranged	Weapon	Attack:	+7	to	hit,reach	5	ft.	or	range	20/60	ft.,	one	target.	Hit:	11	(2d6	+	4)	piercing	damage,	or	13	(2d8	+	4)	piercing	damage	if	used	with	two	hands	to	make	a	melee	attack.

APL	9	
Giant	Crocodile

Huge	beast,	unaligned
Armor	Class	14	(natural	armor)
Hit	Points	85	(9d12	+	27)
Speed	30	ft.,	swim	50	ft.	

STR DEX CON INT WIS CHA

21 (+5) 9 (-1) 17 (+3) 2 (−4) 10 (+0) 7 (−2) 

Skills	Stealth	+5
Senses	passive	Perception	10
Languages	—
Challenge	5	(1,800	XP)
Hold	Breath.	The	crocodile	can	hold	its	breath	for	15	minutes.
Actions
Multiattack.	The	crocodile	makes	two	attacks:	onewith	its	bite	and	one	with	its	tail.
Bite.	Melee	Weapon	Attack:	+8	to	hit,	reach	5	ft.,	one	target.	Hit:	21	(3d10	+	5)	piercing	damage,	and	the	target	is	grappled	(escape	DC	16).	Until	this	grapple	ends,	the	target	is	restrained	and	the	crocodile	can’t	bite	another	target.
Tail.	Melee	Weapon	Attack:	+8	to	hit,	reach	10	ft.,	one	target.	Hit:	14	(2d8	+	5)	bludgeoning	damage.	If	the	target	is	a	creature,	it	must	succeed	on	a	DC	16	Strength	saving	throw	or	be	knocked	prone.
APL	10	
Kuo-Toa	Archpriest

Medium	humanoid	(kuo-toa),	neutral	evil
Armor	Class	13	(natural	armor)
Hit	Points	97	(13d8+39)
Speed	30	ft.,	swim	30	ft.	
STR DEX CON INT WIS CHA16	(+3) 14	(+2) 16	(+3) 13	(+1) 16	(+3) 14	(+2)	

Skills	Perception	+9,	Religion	+6
Senses	darkvision	120	ft.,	passive	Perception	19
Languages	Undercommon
Challenge	6	(2,300	XP)
Amphibious.	The	kuo-toa	can	breathe	air	and	water.
Otherworldly	Perception.	The	kuo-toa	can	sense	the	presence	of	any	creature	within	30	feet	of	it	that	is	invisible	or	on	the	Ethereal	Plane.	It	can	pinpoint	such	a	creature	that	is	moving.
Slippery.	The	kuo-toa	has	advantage	on	ability	checks	and	saving	throws	made	to	escape	a	grapple.
Sunlight	Sensitivity.	While	in	sunlight,	the	kuo-toa	has	disadvantage	on	attack	rolls,	as	well	as	on	Wisdom	(Perception)	checks	that	rely	on	sight.
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Spellcasting.	The	kuo-toa	is	a	10th-level	spellcaster.	Its	spellcasting	ability	is	Wisdom	(spellsave	DC	14,	+6	to	hit	with	spell	attacks).	The	kuo-toa	has	the	following	cleric	spells	prepared:Cantrips	(at	will):	guidance,	sacred	ϔlame,	
thaumaturgy1st	level	(4	slots):	detect	magic,	sanctuary,	shield	
of	faith2nd	level	(3	slots):	hold	person,	spiritual	weapon3rd	level	(3	slots):	spirit	guardians,	tongues4th	level	(3	slots):	control	water,	divination5th	level	(2	slots):	mass	cure	wounds,	scrying
Actions
Multiattack.	The	kuo-toa	makes	two	melee	attacks.
Scepter.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	6	(1d6+3)	bludgeoning	damage	plus	14	(4d6)	lightning	damage.
Unarmed	Strike.	Melee	Weapon	Attack:	+6	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(1d4+2)	bludgeoning	damage.

APL	10	
Shield	Guardian

Large	construct,	unaligned
Armor	Class	17	(natural	armor)
Hit	Points	142	(15d10+60)
Speed	30	ft.	
STR DEX CON INT WIS CHA18	(+4) 18	(-1) 18	(+4) 7	(-2) 10	(+0) 3	(-4)	

Senses	blindsight	10	ft.,	darkvision	60	ft.,	passive	Perception	10
Damage	Immunities	poison
Condition	Immunities	charmed,	exhaustion,	frightened,	paralyzed,	poisoned
Languages	understands	commands	given	in	any	language	but	can't	speak
Challenge	7	(2,900	XP)
Bound.	The	shield	guardian	is	magically	bound	to	an	amulet.As	long	as	the	guardian	and	its	amulet	are	on	the	same	plane	of	existence,	the	amulet's	wearer	can	telepathically	call	the	guardian	to	travel	to	it,	and	the	guardian	knows	the	distance	and	direction	to	the	amulet.	If	the	guardian	is	within	60	feet	of	the	amulet's	wearer,	half	of	any	damage	the	wearer	takes	(rounded	up)	is	transferred	to	the	guardian.
Regeneration.	The	shield	guardian	regains	10	hit	points	at	the	start	of	its	turn	if	it	has	at	least	1	hit.	point.
Spell	Storing.	A	spellcaster	who	wears	the	shield	guardian's	amulet	can	cause	the	guardian	to	store	one	spell	of	4th	level	or	lower.	To	do	so,	the	wearermust	cast	the	spell	on	the	guardian.	The	spell	has	no	effect	but	is	stored	within	the	guardian.	When	commanded	to	do	so	by	the	wearer	or	when	a	situation	arises	that	was	predeϐined	by	the	spellcaster,	the	guardian	casts	the	stored	spell	with	any	parameters	set	by	the	original	caster,	requiring	no	components.	When	the	spell	is	cast	or	a	new	spell	is	stored,	any	previously	stored	spell	is	lost.
Actions
Multiattack.	The	guardian	makes	two	ϐist	attacks.
Fist.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11	(2d6	+	4)	bludgeoning	damage.
Reactions
Shield.	When	a	creature	makes	an	attack	against	the	wearer	of	the	guardian's	amulet,	the	guardian	grants	a	+2	bonus	to	the	wearer's	AC	if	the	guardian	is	within	5	feet	of	the	wearer.
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