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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 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 
80/320 ft., one target. Hit: 5 (1d8+1) piercing damage. 

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) 10 (+0) 10 (-0) 

Skills Perception 2 
Senses Passive Perception 12 
Languages 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 or 5 (1d8+1) piercing damage if used with two 
hands to make a melee attack. 

Medium humanoid (any race), any non-lawful alignment 

Armor Class 15 (studded leather) 
Hit Points 65 (10d8+20) 
Speed 30 ft. 

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

Saving Throws STR +4, DEX +5, WIS +2 
Skills Athletics +4, Deception +4 
Senses Passive Perception 10 
Languages Common, Goblin 
Challenge 2 (450 XP) 

ACTIONS 
Multiattack. The captain makes three melee attacks: two 
with its scimitar and one with its dagger. Or the captain 
makes two ranged attacks with its daggers. 
Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 6 (1d6+3) slashing damage. 
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 or 5 (1d8+1) piercing damage. 

REACTIONS 
Parry. The captain adds 2 to its AC against one melee 
attack that would hit it. To do so, the captain must see the 
attacker and be wielding a melee weapon. 



Medium humanoid (any race), any non-good alignment 

Armor Class 12 (leather armor) 
Hit Points 9 (2d8) 
Speed 30 ft. 

 STR DEX CON INT WIS CHA 
 11 (+0) 12 (+1) 10 (+0) 10 (-0) 11 (+0) 10 (-0) 

Senses Passive Perception 10 
Skills Deception +2, Religion +2 
Languages Common 
Challenge 1/8 (25 XP) 
 
Dark Devotion. The cultist has advantage on saving throws 
against being charmed or frightened. 
 

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

Medium human, neutral evil 

Armor Class 18 (plate) 
Hit Points 65 (10d8+20) 
Speed 30 ft. 

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

Saving Throws STR +4, DEX +5, WIS +2 
Skills Athletics +4, Deception +4 
Senses Passive Perception 10 
Languages Common, Goblin 
Challenge 2 (450 XP) 

ACTIONS 
Multiattack. Sir Hamon makes two melee attacks with his 
greatsword. 
Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 9 (2d6+3) slashing damage. 
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 or 5 (1d8+1) piercing damage. 

REACTIONS 
Parry. Sir Hamond adds 2 to his AC against one melee 
attack that would hit him. To do so, he must see the 
attacker and be wielding a melee weapon. 

Medium humanoid (any race), any alignment 

Armor Class 14 (leather armor) 
Hit Points 27 (6d8) 
Speed 30 ft. 

 STR DEX CON INT WIS CHA 
 10 (+0) 15 (+2) 10 (+0) 12 (+1) 14 (+2) 16 (+3) 

Skills Deception +5, Insight +4, Investigation +5, Perception 
+6, Persuasion +5, Sleight of Hand +4, Stealth +4 
Senses Passive Perception 16 
Languages Common 
Challenge 1 (200 XP) 

Cunning Action. On each of its turns, the spy can use a 
bonus action to take the Dash, Disengage, or Hide action.  

Sneak Attack (1/Turn). The spy deals an extra 7 (2d6) 
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 of the spy that isn’t incapacitated and the spy 
doesn’t have disadvantage on the attack roll. 

ACTIONS 
Multiattack. The spy makes two melee attacks. 
Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 5 (1d6 + 2) piercing damage. 
Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 
30/120 ft., one target. Hit: 5 (1d6+2) piercing damage. 



Medium half-orc, lawful evil 

Armor Class 12 (metal hand) 
Hit Points 32 (5d8+10) 
Speed 30 ft. 

 STR DEX CON INT WIS CHA 
 15 (+2) 11 (+0) 14 (+2) 10 (-0) 10 (+0) 10 (-0) 

Skills Intimidation +2 
Senses Passive Perception 10 
Languages Common 
Challenge 1/2 (100 XP) 

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

ACTIONS 
Multiattack. Wisgar makes two melee attacks. 
Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 5 (1d6 + 2) slashing damage. 
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 or 5 (1d8+1) piercing damage. 

Medium humanoid (any race), any non-good alignment 

Armor Class 12 (leather armor) 
Hit Points 32 (5d8+10) 
Speed 30 ft. 

 STR DEX CON INT WIS CHA 
 15 (+2) 11 (+0) 14 (+2) 10 (-0) 10 (+0) 10 (-
0) 

Skills Intimidation +2 
Senses Passive Perception 10 
Languages Common 
Challenge 1/2 (100 XP) 

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

ACTIONS 
Multiattack. The thug makes two melee attacks. 
Mace. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 5 (1d6 + 2) bludgeoning damage. 
Heavy Crossbow. Ranged Weapon Attack: +2 to 
hit, range 100/400 ft., one target. Hit: 5 (1d10) 
piercing damage. 



(incubus) 
Medium fiend (shapechanger), neutral evil 

Armor Class 15 (natural armor) 
Hit Points 66 (12d8+12) 
Speed 30 ft., fly 60 ft. 

 STR DEX CON INT WIS CHA 
 8 (-1) 17 (+3) 13 (+1) 15 (+2) 12 (+1) 20 (+5) 

Saving Throws STR +4, DEX +5, WIS +2 
Skills Deception +9, Insight +5, Perception +5, Persuasion +9, Stealth +7 
Damage Resistances cold, fire, lightning, poison; bludgeoning, piercing, and slashing from 
nonmagical attacks 
Senses darkvision 60 ft., passive Perception 15 
Languages Abyssal, Common, Infernal, telepathy 60 ft. 
Challenge 4 (1100 XP) 
 
Telepathic Bond. The fiend 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 fiend can use its action to polymorph into a Small or Medium 
humanoid, or back into its true form. Without wings, the fiend loses its flying 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: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6 + 
3) slashing damage. 
 
Charm. One humanoid the fiend can see within 30 feet of it must succeed on a DC 15 
Wisdom saving throw or be magically charmed for 1 day. The charmed target obeys the 
fiend's verbal or telepathic commands. If the target suffers any harm or receives a 
suicidal command, it can repeat the saving throw, ending the effect on a success. If the 
target successfully saves against the effect, or if the effect on it ends, the target is 
immune to this fiend's Charm for the next 24 hours. The fiend can have only one target 
charmed at a time. If it charms another, the effect on the previous target ends. 
 
Draining Kiss. The fiend 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 target finishes a long rest. The target dies if this effect reduces 
its hit point maximum to 0. 
 
Etherealness. The fiend magically enters the Ethereal Plane from the Material Plane, or 
vice versa. 
 



Medium human, lawful good 

Armor Class 13 (none) 
Hit Points 65 (10d8+20) 
Speed 30 ft. 

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

Saving Throws STR +4, DEX +5, WIS +2 
Skills Athletics +4, Deception +4 
Senses Passive Perception 10 
Languages Common, Goblin 
Challenge 3 (700 XP) 

ACTIONS 
Multiattack. The Baron makes three melee attacks with 
his candelabra. 
Candelabra. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d6+2) bludgeoning damage. 
Leadership (Recharges after a Short or Long Rest). For 1 
minute, the Baron can utter a special command or warning 
whenever a non-hostile creature that he can see within 30 
feet of him makes an attack roll or a saving throw. The 
creature can add a d4 to its roll provided it can hear and 
understand the Baron. A creature can benefit from only 
one Leadership die at a time. This effect ends if the Baron 
is incapacitated. 

REACTIONS 
Parry. The Baron adds 2 to his AC against one melee 
attack that would hit him. To do so, the Baron must see 
the attacker and be wielding a melee weapon. 

Medium human, Neutral good 

Armor Class 11 (none) 
Hit Points 58 (9d8+20) 
Speed 30 ft. 

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

Saving Throws STR +4, WIS +2 
Skills Athletics +5, Perception +4 
Senses Passive Perception 12 
Languages Common  
Challenge 3 (700 XP) 

ACTIONS 
Multiattack. The Reeve makes two melee attacks with his 
dagger. 
Dagger. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 6 (1d6+3) piercing damage. 



http://www.dmsguild.com/browse.php?x=0&y=0&author=R%20P%20Davis
http://r-p-davis.com/
https://www.facebook.com/RPDavisGameWriter/
http://www.pexels.com/
http://www.dmsguild.com/product/197604/Environment-Stock-Art-Pack
https://rpgcharacters.wordpress.com/maps/commercial-maps/
https://creativecommons.org/licenses/by/2.0/legalcode
http://www.dmsguild.com/product/190786/You-Can-Try--Tips-on-becoming-a-better-DM
http://www.dmsguild.com/product/212257/Aristobuluss-Useful-Items
http://www.dmsguild.com/product/201261/Temple-of-Xhodes
http://www.dmsguild.com/product/201791/Eastbrook
http://www.dmsguild.com/product/202003/Incursion-at-Allesley
http://www.dmsguild.com/product/202049/Classic-Modules-Today-N3-Destiny-of-Kings-5e
http://www.dmsguild.com/product/202977/Valanches-Eye
http://www.dmsguild.com/product/209237/Timbertown
http://www.dmsguild.com/product/209888/Full-Moon-Shines
http://www.dmsguild.com/product/219379/Blacktide-Cove
http://www.dmsguild.com/product/219927/Classic-Modules-Today-N2-The-Forest-Oracle-5e
http://www.dmsguild.com/product/221172/Aristobuluss-Armory
http://www.dmsguild.com/product/222756/Classic-Modules-Today-The-Shattered-Circle-5e
http://www.dmsguild.com/product/227038/Aristobuluss-Useful-Items-Volume-2
http://www.dmsguild.com/product/227240/Classic-Modules-Today-Castle-Spulzeer-5e
http://www.dmsguild.com/product/228336/Eastbrook-Bundle
http://www.dmsguild.com/product/228885/Spells-from-KaraTur
http://www.dmsguild.com/product/230353/I-Want-To-Try-Tips-on-becoming-a-better-player

	RaFC-cover
	Ransom - main
	note v2
	Appendix C

