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DM Options: Monster Talents II continues from what
Monster Talents started, providing with you with over
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There should be enough here to keep your players on
their toes.
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INTRODUCTION

WHAT ARE MONSTER TALENTS?

onster Talents are extraordinary aspects
M of a creature’s abilities, background,
personality, physique, proficiencies, and
features. They offer a means for you to improve a
creature's current existing abilities or provide it
with new capabilities.
Even if you don't use the Player Options: Talents
books, you can still use this as a resource, like
a DM's tool kit, for creating new creatures or
modifying existing ones to suit your adventures.
Be careful though that giving creatures multiple
talents, especially ones that provide extra actions,
resistances, or improved damage capabilities,
can increase their difficulty. You should consider
increasing their CR by 1 or even 2 after adding
talents.

TYPES OF TALENTS

nlike the talents presented in the Character

Options: Talents books, there are only four

types of talents here, each categorized on
how they are supposed to be used. They are Traits,
Actions, Reactions, and Legendary Actions.

Traits. The most common talent type. They

are often characterized as a passive talent, such

as improvements to existing abilities, added
resistances, or new ongoing effects like auras.
Others are features like innate spellcasting abilities,
options that require it to take a bonus action, or
even grant a monster Legendary Actions!

Action. A talent that provides the creature with the
use of an action, such as a breath attack or spell like
ability. Some actions can be used each turn while
others have charges or limits per day.

Reaction. A talent that provides the creature with
the use of a reaction.

Legendary Action. A talent that provides the
creature with the use of a legendary action.
Legendary actions will always come with a cost.

TALENT DESCRIPTIONS
Below is the format for talent descriptions:

MONSTER NAME

The name of the monster followed by its CR and
the number of talents it can haves. A list of talents
available to that monster will be shown below it.

Type: The talent type (Trait, Action, Reaction, or
Legendary Action).

Talent Cost: The count value of the talent. If this
entry is absent, it means the talent counts as 1
talent. Otherwise, some talents have a cost of 2

or 3. This means they count as 2 or 3 talents if
you take it. For example, the death kiss can have

a maximum of 4 talents. It if acquires the talent
Lightning Blood Splash, which costs 2 talents, this
means the death kiss can only have 2 more talents.
If it acquires Improved Multiattack, which also costs
2, then it would end up with only those 2 talents.
Prerequisite: This could be a monster type, a
certain feature or ability, another talent or talents.
This entry is absent if a talent has no prerequisite.

How MANY TALENTS DOES IT HAVE?
The number of talents a creature has is equal

to one third the creature’s CR plus one,

rounded down. Consult the table below for
exact details. Of course, as the DM you can choose
to give fewer or more talents. However, giving
more than what's listed below can be dangerous
unless you increase the creature's CR.

CREATURE NuUMBER CREATURE NuUMBER
CR OF TALENTS @R OF TALENTS
UpTto 1 1 16 6
2 1 1Y 6
3 2 18 7
4 2 19 7
5 2 20 7
6 3 21 8
7 3 22 8
8 3 23 8
9 4 24 9
10 4 25 9
11 4 26 5
12 5 27 10
13 5 28 10
14 5 29 10
15 6 30 11
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CHAPTER 1. VOLO'S GUIDE TO MONSTERS

his chapter contains the talents of creatures
found in the Volo's Guide to Monsters
supplement.

BANDERHOBB

The banderhobb (CR 5) can have a maximum of 2
talents.

COMBAT ADVANTAGE
Type: Trait.

Once during its turn when the banderhobb hits a
target with a weapon attack and has advantage on
the attack roll, it deals an extra 7 (2d6) damage.
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ENFEEBLING TONGUE
Type: Trait.

A creature that takes necrotic damage from the
banderhobb's tongue attack has disadvantage on
Strength checks and Strength saving throws until
the start of the banderhobb's next turn.

GIiaNT GuTtT
Type: Trait.

The banderhobb can have up to two Medium
creatures, one Medium and two Small creatures, or
four Small creatures swallowed at a time.

PoisoNous BITE
Type: Trait.




A creature that takes damage from the
banderhobb's bite attack is poisoned until the end
of the banderhobb's next turn.

BARGHEST

The barghest (CR 4) can have a maximum of 2
talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the barghest uses its action to cast a spell
that has a casting time of 1 action, it can make one
claws attack as a bonus action.

IMPROVED INNATE SPELLCASTING

Type: Action.

The barghest can innately cast the following spells
(Charisma spell save DC 12), requiring no material
components: 1/day (each): blink, mislead.

MULTIATTACK
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The barghest makes two attacks: one with its bite
and one with its claws.

SWIFT SHAPECHANGER
Type: Trait.

The barghest can take a bonus action to polymorph
into a Small goblin or back into its true form.

BEHOLDERS

DEATH KISS
The death kiss (CR 10) can have a maximum of 4
talents.

BLOOD SPURT
Type: Action.

The death kiss gains a Blood Spurt attack.

Blood Spurt. Ranged Weapon Attack +8 to hit, reach
60 ft., one target. Hit: 11 (2d10) lightning damage.
When the death kiss uses its multiattack, it can
replace one of its tentacle attacks with Blood Spurt.

IMPROVED MULTIATTACK
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The death kiss makes four tentacle attacks. Up
to four of these attacks can be replaced by Blood
Drain, one replacement per tentacle grappling a
creature.
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LEGENDARY ACTIONS

. 1

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The death kiss gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end
of another creature's turn. The death kiss regains
spent legendary actions at the start of its turn.
Hover. The death kiss moves up to its speed
without provoking opportunity attacks.
Tentacle. The death makes a tentacle attack.

LIGHTNING BLOOD SPLASH

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Each creature within 5 feet of the death kiss takes
5(1d10) lightning damage whenever the death
kiss is hit by a melee or ranged attack that deals
piercing or slashing damage.
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LiGHTNING-CHARGED TENTACLES
Type: Trait.

The death kiss's tentacle attacks deal an extra 1d6
lightning damage.

STUNNING BLOOD DRAIN

Type: Trait.

A creature that fails its saving throw against the
death kiss's Blood Drain by 5 or more is stunned
until the end of the death kiss' next turn.

i GAUTH

The gauth (CR 6) can have a maximum of 3 talents.

EXPLOSIVE DEATH THROES

Type: Trait.

When the gauth dies, the magical energy within

it explodes, and each creature within 20 feet of it
must make a DC 14 Dexterity saving throw, taking
18 (4d8) force damage on a failed save, or half as
much damage on a successful one.

EXTRA EYE RAY ATTACK

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the gauth uses its Eye Rays attack, it can
shoot one extra magical eye ray at random (reroll
duplicates).

OPPORTUNISTIC BITE

Type: Trait.

When a creature within 5 feet of the gauth fails its
saving throw against any of the gauth's eye rays,
the gauth can use a bonus action to make one bite
attack against the creature.



POTENT STUNNING GAZE

Type: Trait.

A creature that fails its saving throw against the
gauth's Stunning Gaze by 5 or more is stunned for

1 minute. A stunned creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself with a success.

SpasmMobpIc EYE RAy

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature the gauth can see hits the gauth
with an attack and is within 120 feet of the gauth,
the gauth shoots the creature with one of its eye
rays, chosen at random.

GAZER
The gazer (CR 1/2) can have 1 talent.

ExTRA EYE RAY ATTACK
Type: Trait.

When the gazer uses its Eye Rays attack, it can
shoot one extra magical eye ray at random (reroll
duplicates).

SpasMobpIc EYE Ray
Type: Reaction.

When a creature the gazer can see hits the gazer
with an attack and is within 60 feet of the gazer, the
gazer shoots the creature with one of its eye rays,
chosen at random.

BoDAK

The bodak (CR 6) can have a maximum of 3 talents.

BALEFUL MOAN
Type: Action.

Baleful Moan (Recharge after a Short or Long
Rest). Each creature within 30 feet of the bodak
that can hear its moan must succeed ona DC 13
Wisdom saving throw or become frightened for

1 minute. The target can repeat the saving throw
at the end of each of its turns, ending the effect on
itself on a success. If a creature's saving throw is
successful, the creature is immune to the bodak's
baleful moan for the next 24 hours.

DEBILITATING AURA OF ANNIHILATION

Type: Trait.

A creature that takes necrotic damage from the
bodak's Aura of Annihilation gains disadvantage on
melee attack rolls, Strength checks, and Dexterity
checks until the end of its next turn.
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DEBILITATING FIST

Type: Trait.

A creature that takes necrotic damage from the
bodak's fist attack gains disadvantage on melee
attack rolls, Strength checks, and Dexterity checks
until the end of the bodak's next turn.

GREATER AURA OF ANNIHILATION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The bodak can activate or deactivate this feature

as a bonus action. While active, the aura deals 10
necrotic damage to any creature that ends its turn
within 30 feet of the bodak. Undead and fiends
ignore this effect. This feature replaces the Bodak's
Aura of Annihilation.

SHRIVELING GAZE

BOGGLE
The boggle (CR 1/8) can have 1 talent.

HurL O1L GLOB
Type: Action.

Hurl Oil Glob (Recharge 4-6). The boggle hurls a
glob of oil at a space on the ground within 30 feet
of it. The oil is either slippery or sticky (boggle's
choice). It otherwise acts as an Qil Puddle. Ifa
creature is currently occupying the space, it must
succeed on a DC 11 Dexterity saving throw. On a
success, the creature avoids the oil glob and moves
to the safest space within 5 feet. On a failure, the
creature is unable to avoid the puddle and starts its
turn in the Oil Puddle.

Noxious O1L

Type: Trait.

A creature that fails its saving throw against the
bodak's Withering Gaze by 5 or more ages 1d4 x
10 years. The aging effect can be reversed with a
greater restoration spell, but only within 24 hours
of it occurring.
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Type: Trait.

The boggle can create nauseating oil using its
Boggle Oil feature.

Noxious Oil. While coated in noxious oil, the boggle
gains disadvantage to its Charisma checks. Any
creature other than a boggle that starts its turn
within 5 feet of the boggle must succeed ona DC 11
Constitution saving throw or be poisoned until the
start of the boggle's next turn.

CATOBLEPAS

The catoblepas (CR 5) can have a maximum of 2
talents.

DEBILITATING BITE

Type: Action.
The catoblepas gains a bite attack.

Debilitating Bite. Melee Weapon Attack: +7 to hit,
reach 5 ft, one target. Hit: 7 (1d6 + 4) piercing
damage. If the target is a creature, it must succeed
on a DC 16 Constitution saving throw against
disease or be poisoned until the disease is cured.



Every 24 hours that elapse, the target must repeat
the saving throw, reducing its hit point maximum
by 5 (1d10) on a failure . The disease is cured on a
success. The target dies if the disease reduces its hit
point maximum to 0. This reduction to the target's
hit point maximum lasts until the disease is cured.

EXTENDED DEATH RAY
Type: Trait.

The catoblepas can target creatures within 60 feet
of it with its Death Ray.

MULTIATTACK
Type: Action.

Prerequisite: Debilitating Bite.

Multiattack. The catoblepas makes two attacks:
one with its tail and one with its debilitating bite. It
can't make both attacks against the same target.

STAGGERING TAIL
Type: Trait.

A creature that fails its saving throw against the
catoblepas's Tail attack by 5 or more is stunned for
1 minute. A stunned creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself with a success.

CAVE FISHER

The cave fisher (CR 3) can have a maximum of 2
talents.

Acipic FILAMENT
Type: Trait.

A creature hit by the cave fisher's adhesive filament
takes 2 (1d4) acid damage. A creature grappled by
the cave fisher's adhesive filament takes 2 (1d4)
acid damage at the start of each of the cave fisher's
turns.



BITE

Type: Action.
The cave fisher gains a Bite attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target grappled by the cave fisher's adhesive
filament. Hit: 6 (1d6 + 3) slashing damage plus 2
(1d4) acid damage.

CHAMELEON CARAPACE

Type: Trait.

The cave fisher has advantage on Dexterity
(Stealth) checks made to hide.

HARDENED SKIN

Type: Trait.

The cave fisher is resistant to piercing and slashing
damage from nonmagical weapons that aren't
adamantine.

CHITINE

The chitine (CR 1/2) can have 1 talent.

PoisoN DAGGERS

Type: Trait.

A creature hit by the chitine's dagger attack must
succeed on a DC 11 Constitution saving throw or be
poisoned until the start of the chitine's next turn.

THROW WEB

Type: Action.
The chitine gains a throw web attack.

Throw Web (Recharge after a Short or Long
Rest). Ranged Weapon Attack: +4 to hit, range 30
ft., one Large or smaller creature. Hit: The target is
restrained by webbing. As an action, the target can
make a DC 11 Strength check, bursting the webbing
on a success. . The webbing can also be attacked
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and destroyed (AC 10; hp 5 hit points; vulnerability
to fire damage; and immunity to bludgeoning,
poison, and psychic damage).

CHOLDRITH
The choldrith (CR 3) can have a maximum of 2
talents.

BITE
Type: Action.

The choldrith gains a Bite attack.

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

LorTH'S BLESSING
Type: Reaction.

The choldrith gains Lolth's Blessing.

Lolth's Blessing (Recharge 5-6). When a chitine
within 30 feet of the choldrith hits a creature with a
melee attack, the choldrith grants that chitine a 10
(3d6) poison damage bonus to its damage roll.

LoLTH'S PROTECTION
Type: Action.

The choldrith gains Lolth's Protection.

Lolth's Protection (Recharge 5-6). The choldrith
becomes invisible until the end of its next turn. It
becomes visible if it attacks or casts a spell.

MULTIATTACK
Type: Action.

Prerequisite: Bite.

Multiattack. The choldrith makes two attacks: one
with its dagger and one with its bite.



CRANIUM RATS, SWARM OF

The swarm of cranium rats (CR 5) can have a
maximum of 2 talents.

BLINDING FLASH

Type: Action.

The swarm of cranium rats gains the Blinding Flash

feature.

Blinding Flash (Recharge 5-6). The swarm creates

an explosive flash of light from its brains in a 20-
foot radius. Any creature in that area and able

to see the bright light must succeed on a DC 10
Dexterity saving throw or be blinded until the end
of the swarm's next turn.

IMPROVED INNATE SPELLCASTING

Type: Trait.

The swarm’s spellcasting ability is Intelligence
(spell save DC 13). As long as it has more than half
of its hit points remaining, the swarm can innately

cast the following spells, requiring no components::

1/day (each): clairvoyance, fear, phantasmal force.

MAGIC RESISTANCE

Type: Action.
The swarm of cranium rats gains Magic Resistance.

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

MIND BLAST

Type: Action.

The swarm of cranium rats gains the Mind Blast
feature.

Mind Blast (Recharge after a Short or Long Rest).

The swarm magically emits psychic energy in a 30-
foot cone. Each creature in that area must succeed
on a DC 13 Intelligence saving throw or take 15
(3d8 + 2) psychic damage and be stunned for 1

minute. A creature can repeat the saving throw at
the end of each of its turns, ending the effect on
itself on a success.

DARKLINGS

The darkling (CR 1/2) and the darkling elder can
each have 1 talent.

AMBUSHER
Type: Trait.

Ambusher. The darkling has advantage on attack
rolls against any creature it has surprised.

PoisoN DAGGER
Type: Trait.

A creature hit by the darkling's dagger attack must
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succeed on a DC 11 Constitution saving throw or be
poisoned until the start of the darkling's next turn.

STEALTHY
Type: Trait.

Stealthy. On each of its turns, the darkling can use a
bonus action to take the Hide action.

DEEP SCION

The deep scion (CR 3) can have a maximum of 2
talents.

CUNNING ACTION

Type: Trait.

The deep scion can take a bonus action on each of
its turns in combat. This action can be used only to
take the Dash, Disengage, or Hide action.

CUNNING STRIKE

Type: Trait.

The deep scion deals an extra 3 (1d6) damage if it
had advantage on the attack roll.
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DECEITFUL

Type: Trait.

The deep scion has advantage on Charisma checks
when trying to pass itself as a different person.

In addition, creatures' Wisdom (Insight) checks
and Intelligence (Investigation) checks made
against the deep scion have disadvantage.

STAGGERING SCREECH

Type: Trait.

A creature that fails its saving throw against the
deep scions's Psychic Screech by 5 or more is
stunned for 1 minute. A stunned creature can
repeat the saving throw at the end of each of its
turns, ending the effect on itself with a success.

SWIFT SHAPECHANGER

Type: Trait.

The deep scion can take a bonus action to
polymorph into into a humanoid-piscine hybrid
form, or back into its true form. Its statistics,
other than its speed, are the same in each form.
Any equipment it is wearing or carrying isn’t
transformed. The deep scion reverts to its true
form if it dies.

DEMONS

BABAU

The babau (CR 4) can have a maximum of 2 talents.

CORROSIVE SLIME

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Corrosive Slime. A creature that touches the
babau or hits it with a melee attack while within 5
feet of it takes 5 (1d10) acid damage. In addition,



any nonmagical weapon that hits the babau
corrodes. After dealing damage, the weapon takes
a permanent and cumulative -1 penalty to damage
rolls. If its penalty drops to -5, the weapon is
destroyed.

When a creature hits the babau with a magical
weapon and deals damage, it must succeed on
a DC 13 Dexterity saving throw with advantage
on the roll. On a failed save, the weapon takes a
permanent and cumulative -1 penalty to damage
rolls. If its penalty drops to -5, the weapon is
destroyed.

Ammunition that hits the babau is destroyed after
dealing damage.

CORROSIVE WEAPONS

Type: Trait.

The babau's melee attacks deal an extra 4 (1d8)
acid damage.

IMPROVED INNATE SPELLCASTING

Type: Trait.

The babau can innately cast the following spells,
requiring no components: 1/day (each): polymorph
(self only), teleport (self only).

MAGIC RESISTANCE

Type: Trait.

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

PArRALYZING GAZE

Type: Trait.

A creature that fails its saving throw against the
babau's Weakening Gaze by 5 or more is paralyzed
for 1 minute. A paralyzed creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself with a success.

MAw DEMON

The maw demon (CR 1) can have 1 talent.

ABYSSAL BITE

Type: Trait.

The maw demon's bite scores a critical hit on a roll
of 19 or 20 except against fiends and undead.

ABYSSAL MAwW

Type: Trait.

A creature hit by a maw demon's bite attack has
disadvantage on its next attack roll until the start
of the maw demon's next turn. This feature has no
effect on fiends and undead.
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PAck TACTICS

Type: Trait.

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

SHOOSUVA

The shoosuva (CR 8) can have a maximum of 3
talents.

MAGIC RESISTANCE

Type: Trait.

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

PAck TACTICS

Type: Trait.

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

POUNCE
Type: Trait.

If the shoosuva moves at least 30 feet straight
toward a creature and then hits it with a bite attack
on the same turn, that target must succeed on a

DC 15 Strength saving throw or be knocked prone.
If the target is prone, the shoosuva can make one
raking claws attack against it as a bonus action.

Raking Claws. Melee Weapon Attack: +7 to hit,
reach 5 ft, one prone target. Hit: 9 (2d4 + 4)
slashing damage.

VENOMOUS STINGER
Type: Trait.

A creature takes 7 (2d6) poison damage at the
start of each of its turns while poisoned by the
shoosuva's tail stinger.

YEENOGHU'S L. AUGH
Type: Action.

Yeenoghu's Laugh (1/Day). The shoosuva emits an
unnerving hyena-like laugh. Each ally that is within
30 feet of it, can hear it, and is not already affected
by Yeenoghu's Laugh gains 5 temporary hit points.
All other creatures within 30 feet must succeed

on a DC 14 Wisdom saving throw or become
frightened for 1 minute. A creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's
saving throw is successful or the effect ends for it,
the creature is immune to the Yeenoghu's Laugh for
the next 24 hours.



DEVOURER

The devourer (CR 13) can have a maximum of 5
talents.

INNATE SPELLCASTING
Type: Trait.

The devourer's innate spellcasting ability is
Charisma (spell save DC 16). It can innately cast the
following spells, requiring no components:
1/day (each): confusion, ray of enfeeblement,
suggestion.
If a creature dies while imprisoned in the
devourer's ribcage, the devourer recovers all
expended spell slots.

INNATE SPELLCASTING [I
Type: Trait.

Prerequisite: Innate Spellcasting

The devourer’s can innately cast the following
spells (Charisma innate spellcasting ability is
Charisma (spell save DC 16). It can innately cast the
following spells, requiring no components:
1/day (each): create undead, planar binding.

If a creature dies while imprisoned in the
devourer's ribcage, the devourer recovers all
expended spell slots.

MAgic WEAPONS

OVERSIZED RIBCAGE Type: Trait.
Type: Trait. The devourer's weapon attacks are magical.

The devourer can imprison up to two humanoid
creatures at at time.

SouL WITHER

Type: Trait.
MAGIC RESISTANCE A creature that fails its saving throw against the
Type: Trait. devourer's Soul Rend by 5 or more is weakened

for 1 minute. A weakened creature deals only half
damage with weapon attacks that use Strength for
1 minute. The creature can repeat the saving throw
at the end of each of its turns, ending the effect on
itself on a success.

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

SPELL DEFLECT (3/DAY)
Type: Reaction.




Talent Cost: 2 (Counts as 2 Talents).

If the devourer has a creature imprisoned and
makes a successful saving throw against a spell,
or a spell attack misses it, the devourer causes
the spell to target the creature imprisoned in its
ribcage instead. If the spell forced a saving throw,
the imprisoned creature makes its own save. If
the spell was an attack, the attack roll is rerolled
against the imprisoned creature.

DINOSAURS

BRONTOSAURUS

The brontosarus (CR 5) can have a maximum of 2
talents.

GROUND SMASH

Type: Action.
The brontosaurus gains a Ground Smash attack.

Ground Smash (Recharge 5-6). The brontosaurus
slams the ground with its foot, triggering an earth
tremor. All other creatures on the ground within
30 feet of the brontosaurus must succeed on a

DC 16 Strength saving throw, taking 14 (2d8 +

5) bludgeoning damage and is knocked prone on

a failed save, or half as much damage and isn't
knocked prone on a successful on.

STUNNING STOMP

Type: Trait.

A creature that fails its saving throw against the
brontosaurus's Stomp by 5 or more is also stunned
until the end of the brontosaurus's next turn.

Ta1L SWEEP (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).
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The brontosaurus attempts to knock multiple
targets prone with one swing of its tail in a 20-foot
cube. Each creature within the area must make a
DC 16 Strength saving throw, taking 32 (6d8 + 5)
bludgeoning damage and is pushed up to 10 feet
away and knocked prone on a failed save, or half as
much damage and isn't pushed and knocked prone
on a successful one.

DEINONYCHUS
The deinonychus (CR 1) can have 1 talent.

CUNNING HUNTER
Type: Trait.

The deinonychus can take a bonus action on each of
its turns in combat. This action can be used only to
take the Dash or Hide action.

MANGLE
Type: Trait.

A Medium or smaller creature that is hit by the
deinonychus's bite attack is grappled (escape DC
12). Until this grapple ends, the target is restrained
and the deinonychus can automatically hit the
target with its bite but can't make bite attacks
against other targets.

DIMETRODON
The dimetrodon (CR 1/2) can have 1 talent.

HoLD BREATH
Type: Trait.

Hold Breath. The dimetrodon can hold its breath
for 15 minutes.




MANGLE
Type: Trait.

A Medium or smaller creature that is hit by the
dimetrodon's bite attack is grappled (escape

DC 12). Until this grapple ends, the target is
restrained and the dimetrodon can automatically
hit the target with its bite but can't make bite
attacks against other targets.

QUETZALCOATLUS
The quetzalcoatlus (CR 2) can have 1 talent.

FORCEFUL DIVE ATTACK
Type: Trait.

If the quetzalcoatlus is flying 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 and the target must succeed on a DC
12 Strength saving throw or be knocked prone.

SwoopP

Type: Trait.

The quetzalcoatlus gains a claws attack. Ifit flies
at least 30 feet and hits a Medium or smaller
creature with its claws attack, the creature is
grappled (escape DC 12) and restrained while the
quetzalcoatlus flies upward with it at half its speed.
While the quetzalcoatlus has a creature grappled,
it can fly up to a maximum height of 30 feet. The
quetzalcoatlus can take a bonus action to drop the
target from the air. If a dropped target strikes a
solid surface, the target is knocked prone and takes
3 (1d6) bludgeoning damage for every 10 feet it
was dropped. If the target is dropped at another
creature, that creature must succeed on a DC 12
Dexterity saving throw or take the same damage
and be knocked prone.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 9 (3d4 + 2) piercing damage.

STEGOSAURUS

The dimetrodon (CR 4) can have a maximum of 2
talents.

HARDENED HIDE
Type: Trait.

The stegosaurus is resistant to piercing and slashing
damage from nonmagical weapons.

TAIL STRIKE
Type: Reaction.

When a creature the stegosaurus can see starts
its turn within 10 feet of the stegosaurus, the
stegosaurus attacks it with its tail.

TarL SWEEP (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The stegosaurus attempts to knock multiple targets

CHAPTER 1. VoLO's GUIDE TO MONSTERS 19



prone with one swing of its tail. Each creature
within a 15 by 15 ft. space originating from the
stegosaurus must make a DC 15 Strength saving
throw, taking 26 (6d6 + 5) piercing damage and
is pushed up to 10 feet away and knocked prone
on a failed save, or half as much damage and isn't
pushed and knocked prone on a successful one.

DRAEGLOTH

The draegloth (CR 7) can have a maximum of 3
talents.

BATTLE CONCENTRATION
Type: Trait.

The draegloth has advantage on Constitution saving
throws that it makes to maintain concentration on
a spell when it takes damage.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

When the draegloth uses its action to cast a spell
that has a casting time of 1 action, it can make one
claws attack as a bonus action.

BRUISER
Type: Trait.

Bruiser. A creature that takes damage from the
draegloth's melee attack has disadvantage on its
next attack roll until the end of its next turn.

IMPROVED INNATE SPELLCASTING
Type: Trait.

The draegloth’s innate spellcasting ability is
Charisma(Charisma spell save DC 11). It can
innately cast the following spells, requiring no
components:

1/day (each): blight, mirror image.
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TETHERING WEB

Type: Trait.
Prerequisite: Web.

Tethering Web. As a bonus action, the draegloth
can pull a target restrained by its web into an
unoccupied space within 5 feet of the draegloth.

WEB

Type: Action.

Web (Recharge 5-6). Ranged Weapon Attack: +5 to
hit, range 30/60 ft., one Large or smaller creature.
Hit: The creature is restrained by webbing. As an
action, the restrained creature can make a DC 15
Strength check, bursting the webbing on a success.
The webbing can also be attacked and destroyed
(AC10; hp 5; vulnerability to fire damage; and
immunity to bludgeoning, poison, and psychic
damage).

FIRENEWTS

FIRENEWT WARRIOR

The firenewt (CR 1/2) can have 1 talent.

AURA OF FIRE

Type: Trait.

Any creature that starts its turn within 5 feet of the
firenewt warrior takes 2 (1d4) fire damage.

ENFLAME WEAPON

Type: Trait.

The firenewt warrior can take a bonus action

to spit flame on its weapon. For 1 minute, the
firenewt warrior's weapon deals an extra 1d4 fire
damage.



EXTENDED SPIT FIRE

WIDENED FIRE BURST

Type: Trait.

The firenewt warrior can spit fire at a creature
within 20 feet.

GIANT STRIDER

The giant strider (CR 1) can have 1 talent.

AURA OF FIRE

Type: Trait.

Any creature that starts its turn within 5 feet of the
firenewt warrior takes 2 (1d4) fire damage.

EXTENDED FIRE BURST

Type: Trait.

The range of the giant strider's fire burst is
increased to 90 feet.

Type: Trait.

Each creature in a 15-foot radius burst on the point
of impact are affected by the giant strider's fire
burst.

WARLOCK OF IMIX

The firenewt warlock of Imix (CR 1) can have 1
talent.

AURA OF FIRE
Type: Trait.

Any creature that starts its turn within 5 feet of the
firenewt takes 2 (1d4) fire damage.

ENFLAME WEAPON
Type: Trait.

The firenewt can take a bonus action to spit flame
on its weapon. For 1 minute, the firenewt warlock
of Imix's weapon deals an extra 1d4 fire damage.

FLAME WAVE (RECHARGE 6)
Type: Action.

Searing flames surge from the firenewt and burn
those around it. Each creature within 10 feet of it
must succeed on a DC 12 Dexterity saving throw,
taking 10 (3d6) fire damage on a failed save, or half
as much damage on a successful one.

WAR MAGIc
Type: Trait.

When the firenewt uses its action to cast a cantrip,
it can make one morningstar attack as a bonus
action.
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FLAIL SNAIL

The flail snail (CR 3) can have a maximum of 2
talents.

EXTENDED FLAIL TENTACLE

Type: Trait.

The snail's flail tentacle has a reach of 15 ft.

RECHARGING ANTIMAGIC SHELL

Type: Trait.

When determining if an additional effect might
occur after the snail succeeds on its saving throw

against a spell or a spell attack misses it, a roll of
3-4 Recharge the snail's Scintillating Shell feature.

REGENERATE FLAIL TENTACLES
Type: Trait.

The snail can use an action to regrow 1d4 tentacles,
up to a maximum of 5 tentacles.

REACTIVE SHELL DEFENSE

Type: Reaction.

Reactive Shell Defense. The flail snail withdraws
into its shell, gaining a +4 bonus to AC against an
attack that would hitit. To do so, the flail snail
must see the attacker. It retains the AC bonus until
it emerges. It can emerge from its shell as a bonus
action on its turn.

FROGHEMOTH

The froghemoth (CR 10) can have a maximum of 4
talents.

LEGENDARY ACTIONS

Type: Trait.
Talent Cost: 4 (Counts as 4 Talents).
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The froghemoth gains 3 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time and
only at the end of another creature's turn. The
froghemoth regains spent legendary actions at the
start of its turn.

Move. The froghemoth moves up to half its speed.

Kick. The froghemoth makes a kick attack (see
below).

Tentacle (Costs 2 Actions). The froghemoth
makes a tentacle attack.

Tongue (Costs 2 Actions). The froghemoth makes
a tongue attack (but can't use its bonus action to
make a bite attack if successful).

Kick. Melee Weapon Attack: +10 to hit, reach 5 ft,,
one target. Hit: 10 (1d8 + 6) bludgeoning damage,
and the target must succeed on a DC 18 Strength
saving throw or be knocked prone.

IMPROVED MULTIATTACK

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The froghemoth makes three attacks with its
tentacles. It can also use its tongue or bite.



VENOMOUS MAaw
Type: Trait.

A creature hit by the froghemoth's bite or
tongue attack takes an extra 5 (1d10) poison
damage.

THUNDEROUS CROAK (RECHARGE
5-6)
Type: Action.

The froghemoth emits a shrill, mind-wracking
screech. Each creature within 30 feet of

the froghemoth must succeed ona DC 17
Constitution saving throw or become deafened
until the end of the froghemoth's next turn. If
a target fails its saving throw by 5 or more, it is
also stunned while deafened this way.

If the froghemoth uses its Multiattack and
Thunderous Croak is available, it can use its
Thunderous Croak in place of its tongue or bite
attack.

Toxic SKIN

Type: Trait.

The froghemoth's skin excretes a highly toxic slime.
A creature that hits the froghemoth with a melee
weapon attack takes 4 (1d8) poison damage and
must succeed on a DC 17 Constitution saving throw
or is poisoned until the end of its next turn.

TENTACLE SLAM

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Tentacle Slam. The froghemoth slams creatures
grappled by it into each other or a solid

surface. Each creature must succeed on a DC 17
Constitution saving throw or take 20 (4d6 + 6)
bludgeoning damage and be stunned until the end
of the froghemoth's next turn. On a successful save,
the target takes half the bludgeoning damage and
isn't stunned.

(GIANTS

All giants can select from the talents listed below.

BOULDER
Type: Trait.
Prerequisite Rock action.

The missile from the giant's rock attack shatters
into many pieces when it lands, possibly hitting
those near the target. Any creature within 5 feet of
the target of the giant's rock attack must succeed
on a Dexterity saving throw, even if the giant misses
its target. The DC is equal to 8 plus the giant's
Strength modifier plus its proficiency bonus (see
MM page 8). On a failed save, the target takes half
as much damage of the rock attack hit.
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CLEAVING SWING (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Each creature within range of the giant's melee
weapon attack must make a Dexterity saving throw.
The DC is equal to 8 plus the giant's Strength
modifier plus its proficiency bonus (see MM page
8). On a failed save, the target takes damage equal
to the giant's melee weapon damage, or half as
much damage on a successful one.

CRUSHING STOMP
Type: Trait.

Prerequisite Stomp

A creature hit by the giant's Stomp attack is
grappled (escape DC is equal to the Strength saving
throw DC). Until this grapple ends, the target is
restrained and the giant can automatically hit the
target with its Stomp but can't use its Stomp against
other targets.

FLING
Type: Action.

One object held or creature that is smaller than the
giant and is grappled by the giant is thrown up to
60 feet towards a target space and knocked prone.
If a thrown target strikes a solid surface, the target
takes 3 (1d6) bludgeoning damage for every 10 feet
it was thrown plus the giant's strength modifier.

If the target is thrown at another creature, that
creature must succeed on a Dexterity saving throw.
The DC is equal to 8 plus the giant's Strength
modifier plus its proficiency bonus (see MM page
8). On a failed save, the target takes the same
damage and is knocked prone. When the giant
uses its Multiattack, the giant can use Fling in place
of one melee weapon attack.

POWER ATTACK

Type: Trait.
Prerequisite Must be using a heavy weapon.

Before the giant makes a melee weapon attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.
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STOMP
Type: Action.

The giant can take a bonus action to make a Stomp
attack. The giant can only target prone creatures
smaller than itself. The statistics of the kick depend
on the giant:

Cloud Giant Smiling One:

Stomp. Melee Weapon Attack: +12 to hit, reach 5 ft.,
one Large or smaller prone target. Hit: 17 (2d8 +
8) bludgeoning damage.

Fire Giant Dreadnought:

Stomp. Melee Weapon Attack: +13 to hit, reach 5
ft., one prone target smaller than the giant. Hit: 17
(2d8 + 8) bludgeoning damage.

Frost Giant Everlasting One:

Stomp. Melee Weapon Attack: +11 to hit, reach 5
ft., one prone target smaller than the giant. Hit: 16
(2d8 + 7) bludgeoning damage.



CLoub GIANT SMILING ONE
Mouth of Grolantor: The cloud giant smiling one (CR 11) can have a
Stomp. Melee Weapon Attack: +8 to hit, reach 5 ft, ~ maximum of 4 talents.

one prone target smaller than the giant. Hit: 14
(2d8 + 5) bludgeoning damage.

BATTLE MAGIC
Type: Trait.

Stone Giant Dreamwalker:

Stomp. Melee Weapon Attack: +10 to hit, reach 5 Talent Cost: 2 (Counts as 2 Talents).
ft., one prone target smaller than the giant. Hit: 15

(2d8 + 6) blud e When the giant uses its action to cast a spell that
+ udgeoning damage.

has a casting time of 1 action, it can make one
morningstar attack as a bonus action.

Storm Giant Quintessenth:

Stomp. Melee Weapon Attack: +14 to hit, reach 5

ft.,, one prone target smaller than the giant. Hit: 18 CUTTING WORDS

(2d8 + 9) bludgeoning damage. Type: Reaction.

Cutting Words (3/Day). When a creature that the
Rip EARTH giant can see within 60 feet of it makes an attack
roll, an ability check, or a damage roll, it rolls a d8
and subtract the die rolled from the creature’s roll.

Type: Trait.
Prerequisite Rock Action, Boulder

The giant can rip a huge chunk off the ground
nearby and use it as its rock attack, shattering into
many pieces upon impact. Any creature within 10
feet of the target of the giant's rock attack must
succeed on a Dexterity saving throw, even if the
giant misses its target. The DC is equal to 8 plus the
giant's Strength modifier plus its proficiency bonus
(see MM page 8). On a failed save, the target takes
half as much damage of the rock attack hit.

TREMBLING SLAM
Type: Action.

The giant strikes the ground with its melee weapon
or foot, triggering a short earth tremor. All other
creatures on the ground within 10 feet of the giant
that are smaller than the giant must succeed on a
Strength saving throw or be knocked prone. The
DC is equal to 8 plus the giant's Strength modifier
plus its proficiency bonus (see MM page 8).

When the giant uses its Multiattack and
Trembling Slam is available, the giant can use its
Trembling Slam in place of one melee weapon
attack.




It can choose to use this feature after the creature
makes its roll, but before the DM determines
whether the attack roll or ability check succeeds or
fails, or before the creature deals its damage. The
creature is immune if it can’t hear the giant or if it’s
immune to being charmed.

FOGSIGHT

Type: Trait.

The cloud giant's vision is not obscured by fog or
mists.

LEGENDARY ACTIONS

Type: Trait.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The giant moves up to half its speed.

Cantrip. The giant casts a cantrip.

Morning Star (Costs 2 Actions). The giant makes
a morningstar attack.

Casts Spell (Costs 1-3 Actions). The giant
expends a spell slot to cast a 1st-, 2nd-, or 3rd-
level spell that it has prepared. Doing so costs 1
legendary action per level of the spell.

MiSTS OF MEMNOR

Type: Trait.

The cloud giant constantly projects a magical aura
of thin bluish mist. A creature hostile to the cloud
giant that starts its turn within 10 feet of the cloud
giant must make a DC 15 Charisma saving throw,
unless the cloud giant is incapacitated. On a failure,
the target begins to giggle uncontrollably. It can't
take reactions or maintain concentration 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 but fall prone into fits
of laughter. At the end of the creature's turn,
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the effect ends. If a creature's saving throw is
successful, the creature is immune to the cloud
giant's mists of memnor for the next 24 hours.

SWIFT SHAPECHANGER
Type: Trait.

The giant can take a bonus action to polymorph
into into a beast or humanoid it has seen, or back
into its true form. Its statistics, other than its speed,
are the same in each form. Any equipment it is
wearing or carrying isn’t transformed. The giant
reverts to its true form if it dies.

FIRE GIANT DREADNOUGHT

The fire giant dreadnought (CR 14) can have a
maximum of 5 talents.

DoOUBLE SHIELD CLAP
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

If a creature is hit by both of the giant's fireshield
attacks in the same turn, it must succeed on a DC
21 Constitution saving throw or become stunned
until the end of its next turn.

FLAME MANTLE
Type: Trait.

Any creature that starts its turn within 5 feet of
the giant takes 5 (1d10) fire damage. In addition,
the giant's melee weapon attacks deal an extra 5
(1d10) fire damage.

FORGECALLER
Type: Trait.

Prerequisite Flame Mantle

The fire giant’s innate spellcasting ability is



Wisdom (spell save DC 13). The fire giant can
innately cast the following spells, requiring no
material components:

3/day: heat metal

attack from the giant when they move 5 feet or
more while within the giant's reach, and if the giant
hits a creature with an opportunity attack, the
target's speed is reduced to 0 until the end of the

1/day: flame strike current turn.
LEGENDARY ACTIONS WAVE OF FLAMES (RECHARGE 6)
Type: Trait. Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Move. The giant moves up to half its speed.
Measure Foe. The giant chooses a creature within
30 feet of it that it can see. Until the end of its
next turn, the giant has advantage on its next
melee weapon attack roll against the target.
Fireshield (Costs 2 Actions). The giant makes
a fireshield attack.

INDOMITABLE

Type: Trait.

Indomitable (1/Day). The giant rerolls a failed
saving throw. It must use the new roll.

FIRESHIELD THROW

Type: Action.

Fireshield Throw. The giant hurls its fireshield 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 21 Dexterity saving throw, taking
22 (4d6 + 8) bludgeoning damage plus 7 (2d6) fire
damage plus 7 (2d6) piercing damage on a failed
save, or half as much damage on a successful one.
Without its shield, the giant's AC is reduced by 2.
The giant will always keep one shield armed at a
time. The giant can use a bonus action to pick up a
thrown shield from a space within 5 feet of it.

THREATENING

Type: Trait.

Threatening. Creatures provoke an opportunity

Prerequisite Forgecaller

Searing flames surge from the fire giant and
incinerate those around it. Each creature within
20 feet of it must make a DC 13 Dexterity saving
throw. On a failed save, the target takes 45 (13d6)
fire damage and catches fire. On a successful save,
the target takes half as much damage and doesn't
catch fire.

FrROST GIANT EVERLASTING
ONE

The frost giant everlasting one (CR 12) can have a
maximum of 5 talents.

FROST MANTLE
Type: Trait.

Any creature that starts its turn within 5 feet of
the giant takes 5 (1d10) cold damage. In addition,
the giant's melee weapon attacks deal an extra 5
(1d10) cold damage.

ICE SHAPER
Type: Trait.

Prerequisite Frost Mantle

The frost giant’s innate spell-casting ability is Cha-
risma (spell save DC 13). The frost giant can innate-
ly cast the following spells, requiring no material
components:

3/day: armor of agathys
1/day: wall of ice
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LEGENDARY ACTIONS

Type: Trait.
Talent Cost: 4 (Counts as 4 Talents).

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

Detect. The giant makes a Wisdom (Perception)
check.
Move. The giant moves up to half its speed.
Greataxe (Costs 2 Actions). The giant makes
a greataxe attack.

CHAPTER 1. VoLO's GUIDE TO MONSTERS

MONSTROUS REGENERATION

Type: Trait.

Monstrous Regeneration. The giant regains 15 hit
points at the start of its turn. If the giant takes acid
or fire damage, this trait doesn’t function at the
start of its next turn. The giant dies only if it starts
its turn with 0 hit points and doesn’t regenerate.

RECKLESS ATTACK

Type: Trait.

Reckless. At the start of its turn, the giant can gain
advantage on all melee weapon attack rolls during
that turn, but attack rolls against it have advantage
until the start of its next turn.

WINTER BrAsT (RECHARGE 6)

Type: Action.
Prerequisite Ice Shaper

The frost giant magically emits freezing ice in a 30-
foot cone. Each creature in that area must make a
DC 13 Strength saving throw, taking 31 (9d6) cold
damage and is restrained for 1 minute on a failed
save, or half as much damage and isn't restrained
on a successful one. While restrained in this way,
the creature, or another creature within 5 feet of it,
can make a DC 16 Strength check during its turn.
On a success, the creature is no longer restrained.

MoOUTH OF GROLANTOR
The hill giant mouth of Grolantor (CR 6) can have a
maximum of 3 talents.

BRUISER

Type: Trait.

Bruiser. A creature that takes damage from the
giant's melee attack has disadvantage on its next
attack roll until the end of its next turn.

GROLANTOR'S GLARE

Type: Reaction.

Grolantor's Glare. When a creature attacks the



giant, and the creature is Medium or smaller and
within 30 feet and visible to the giant, the creature
must succeed on a DC 11 Wisdom saving throw. On
a failed save, the attacker is frightened until the end
of the giant's next turn.

GROLANTOR'S IMPOSITION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The giant has advantage on melee attack rolls
against Medium or smaller creatures.

STAGGERING BLOW

Type: Trait.

If the giant's fist attack roll against a target
succeeds by 5 or more, the target must succeed on
a DC 16 Constitution saving throw. On a failed save,
the target is stunned until the end of the giant's
next turn.

STONE GIANT DREAM-
WALKER

The stone giant dreamwalker (CR 10) can have a
maximum of 4 talents.

AURA OF EARTH

Type: Trait.

Any creature that starts its turn within 5 feet of the
giant must make a DC 17 Constitution saving throw
or be blinded until the end of the stone giant's

next turn by the dirt and soil that swirls constantly
around the stone giant. Stone giants and creatures
from the elemental plane of earth are immune to
this effect.

DREAMWALKER'S BREATH

Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Dreamwalker's Breath (Recharge 6). The giant
exhales tranquilizing gas in a 30-foot cube. Each
creature in that area must succeed on a DC 17
Wisdom saving throw. On a failed save, a target
falls unconscious. While unconscious, the target is
dreaming and cannot be woken. The unconscious
target can repeat the saving throw at the end of
each of its turns. On a success, the effect ends on
the target.

DREAMWEAVER

Type: Trait.

The stone giant’s innate spellcasting ability is
Charisma (spell save DC 13). The giant can innately
cast the following spells, requiring no material
components:

3/day: catnap, sleep

1/day: phantasmal killer

RUNECARVER

Type: Trait.
Prerequisite Aura of Earth

The stone giant’s innate spellcasting ability is
Wisdom (spell save DC 13). The giant can innately
cast the following spells, requiring no material
components:

3/day: meld into stone

2/day: maximilian's earthen grasp (EE)

1/day: stone shape

RUNE OF TREMOR (RECHARGE 6)

Type: Action.
Prerequisite Runecarver

The stone giant targets a point it can see within
120 feet. A violent spout of churned earth and
stone erupts in a 20-foot cube centered on that
point. Each creature in that area must make a DC
13 Dexterity saving throw. A creature takes 26
(4d12) bludgeoning damage and is knocked prone
on a failed save, or half as much damage and is not
knocked prone on a successful one.
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STAGGERING BLOW
Type: Trait.

If the giant's greatclub or rock attack roll
against a target succeeds by 5 or more, the
target must succeed on a DC 18 Constitution
saving throw. On a failed save, the target is
stunned until the end of the giant's next turn.

STORM GIANT QUINTES-
SENT

The stone giant quintessent (CR 16) can have
a maximum of 6 talents.

EXTRA LEGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The giant can take 1 extra legendary action
before the start of its next turn. The giant can
retake this talent up one additional time. The
extra legendary action stacks.

HowLiNg WINDS (RECHARGE 6)
Type: Action.

Prerequisite Storm Mantle

The storm giant magically emits a powerful
electrified gusts of wind in a 60 foot cone.

Each creature in that area must make a DC 17
Strength saving throw. On a failed save, the target
takes 17 (5d6) bludgeoning damage and 17 (5d6)
lightning damage and is pushed up to 20 feet away
and is knocked prone. On a successful save, the
target takes half as much damage and isn't knocked
prone.

LiGHTNING VEIL (RECHARGE 5-6)

jr

Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Lightning Veil (Recharge 5-6). The giant chooses
a creature within 60 feet of it. At the start of each
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of the target's turns, the target and each creature
within 15 feet of the target takes 22 (4d10)
lightning damage. The creature can make a DC
17 Wisdom saving throw at the end of each of its
turns, ending the effect on a success.

SHOCKING THUNDERBOLT

Type: Trait.

If a creature fails its saving throw against giant's
thunderbolt by 5 or more, the target is paralyzed
for 1 minute. The paralyzed target can make a DC
18 Constitution saving throw at the end of each of
its turns. On a success, the effect ends on the target.



STUNNING SWORD
Type: Trait.

If the giant's lightning sword attack roll against

a target succeeds by 5 or more, the target must
succeed on a DC 22 Constitution saving throw. On a
failed save, the target is stunned until the end of the
giant's next turn.

STORM MANTLE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Any creature that starts its turn within 10 feet

of the giant takes 10 (3d6) lightning damage. In
addition, the giant's lightning sword deal an extra
10 (3d6) thunder damage.

THUNDER C1AP (RECHARGE 6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).
Prerequisite Storm Mantle

The storm giant magically causes lightning and
thunder to erupt within its vicinity. Each creature
within 30 feet of it must make a DC 17 Constitution
saving throw. On a failed save, the target takes

24 (7d6) lightning damage and 24 (7d6) thunder
damage and is stunned until the end of the storm
giant's next turn. On a successful save, the target
takes half as much damage and isn't stunned.

THUNDER JAVELIN (RECHARGE 5-6)
Type: Trait.

As a bonus action, the giant charges its Wind Javelin
with lightning energy. After the javelin hits the
target, a burst of lightning explodes in the target's
vicinity. The target and each creature within 10
feet of it must succeed on a DC 17 Dexterity saving
throw, taking 13 (3d8) lightning damage on a failed
save, or half as much damage on a successful one.

GIRALLON

The girallon (CR 4) can have a maximum of 2
talents.

MAUL
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Once per turn, when a Large or smaller creature

is hit by two of the girallon's claw attacks in the
same turn, it is grappled (escape DC 14). Until

this grapple ends, the target is restrained and the
girallon can automatically hit the target with two of
its claw attacks but can't use two of its claw attacks
against other targets.

FRENZIED BERSERKER
Type: Trait.

While the girallon has less than full hit points,

the girallon gains advantage on all melee weapon
attack rolls and all Intelligence, Wisdom, and
Charisma saving throws, but attack rolls against it
have advantage.
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RELENTLESS (RECHARGE AFTER A SHORT
OoR LoNG REST)

Type: Trait.

If the girallon takes 20 damage or less that would
reduce it to 0 hit points, it is reduced to 1 hit point
instead.

TERRIFYING ROAR (RECHARGE 5-6)

Type: Action.

The girallon emits a horrifying roar. Each creature
within 60 feet that can hear its roar must succeed
on a DC 13 Wisdom saving throw or be frightened
for one minute. A frightened creature can repeat
the saving throw at the end of each of its turns,
ending the effect on itself on a success.

When the girallon uses Multiattack and Terrifying
Roar is available, the girallon can use Terrifying
Roar in place of its bite.

(GNOLLS

FLIND

The flind (CR 9) can have a maximum of 4 talents.

COMMAND RETALIATE

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Command Retaliate. In response to a creature
missing the flind with a melee attack and the
attacker is visible to the flind, it can target an ally
within 5 feet of the creature. If the ally can see
and hear the flind, it uses its reaction to make one
melee weapon attack against the creature with
advantage on the attack roll.

DISTRACTING STRIKE

Type: Action.

32 CHAPTER 1. VoLO's GUIDE TO MONSTERS

Talent Cost: 2 (Counts as 2 Talents).

Distracting Strike (1/Turn). When the flind hits

a creature with a weapon attack, the next attack
roll against the target by an attacker other than the
flind has advantage if the attack is made before the
start of the flind's next turn.

EXTENDED FLAIL ATTACKS
Type: Trait.

The reach of the flind's flail attacks is increased to
10 feet.

INDOMITABLE
Type: Trait.

Indomitable (1/Day). The flind rerolls a failed
saving throw. It must use the new roll.

MANEUVER ALLIES
Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the flind that can hear it can each
use their reaction to move up to half their speed
without provoking opportunity attacks.

PREY ON THE WEAK
Type: Trait.

The flind has advantage on its first attack roll made
each turn against a creature that doesn't have all

of its hit points or is impaired by any negative
condition (frightened, incapacitated, poisoned,
restrained, etc.).

YEENOGHU'S COMMAND
Type: Action.

Command. The flind targets a gnoll ally it can see
within 30 feet of it that can see and hear the flind.
The gnoll ally uses its reaction to move up to half its
speed and make one bite attack.



GNoOLL FLEsSH GNAWER

PACK ATTACK

The gnoll flesh gnawer (CR 1) can have 1 talent.

IMPROVED RAMPAGE

Type: Trait.

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 its speed and make a
bite attack.

PACK ATTACK

Type: Trait.

The gnoll deals an extra 3 (1d6) damage with its
melee weapon attacks against a creature if at least
two of the gnoll's allies are within 5 feet of the
target and the allies are not incapacitated.

REND

Type: Trait.

If a creature is hit by both of the gnoll's shortsword
attacks in the same turn, it takes an extra 3 (1d6)
slashing damage.

RusHING BITE

Type: Trait.

When the gnoll uses its multiattack action, it can
use Sudden Rush in place of its two shortsword
attacks.

GNoLL HUNTER

The gnoll hunter (CR 1/2) can have 1 talent.

IMPROVED RAMPAGE

Type: Trait.

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 its speed and make a
bite attack.

Type: Trait.

The gnoll deals an extra 3 (1d6) damage with its
melee weapon attacks against a creature if at least
two of the gnoll's allies are within 5 feet of the
target and the allies are not incapacitated.

SHARPSHOOTER

Type: Trait.

The gnoll's ranged weapon attacks ignore half
cover and three-quarters cover and attacking at
long range doesn't impose disadvantage on the
gnoll's ranged weapon attack rolls.

STEADY AIM

Type: Action.

Steady Aim (3/Day). As a bonus action, the gnoll
takes careful aim at a creature it can see within
range of its ranged weapon. Until the end of its
turn, the gnoll deals an an extra 3 (1d6) damage
with its ranged weapon attack against the target.
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GNoOLL WITHERLING

The gnoll witherling (CR 1/4) can have 1 talent.

DEBILITATING BITE

Type: Trait.

A creature hit by the witherling's bite attack must
succeed on a DC 11 Constitution saving throw
against disease or become poisoned until the
disease is cured. For every 24 hours that elapses,
the target must repeat the saving throw, reducing
its hit point maximum by 2 (1d4) on a failure. The
disease is cured on a success. The target dies if the
disease reduces its hit point maximum to 0. This
reduction to the target's hit point maximum lasts
until the disease is cured.

IMPROVED RAMPAGE

Type: Trait.
When the witherling reduces a creature to 0
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hit points with a melee attack on its turn, the
witherling can take a bonus action to move up to its
speed and make a bite attack.

IMPROVED VENGEFUL STRIKE

Type: Reaction.
This feature replaces Vengeful Strike.

Improved Vengeful Strike. In response to a gnoll
being reduced to 0 hit points within 30 feet of
the witherling, the witherling moves up to half its
speed and makes a melee attack.

UNDEAD HUSK

Type: Trait.

The witherling is resistant to piercing damage from
nonmagical weapons.

GRUNG

The grung (CR varies) can have 1 talent. The grung
elite warrior and grung wildling can also select
from the talents listed below.

NOXIOUS SKIN

Type: Trait.

Any creature that starts its turn while poisoned
from the grung's poisonous skin takes 2 (1d4)
poison damage.

GRUNG RuUsH

Type: Action.

The grung can take a bonus action to move up to
its speed (possibly using its standing leap feature)
toward an enemy that it can see or hear. If it ends
up within 5 feet of that enemy, it can make one
melee weapon attack. If the grung hits, the target
must make a DC 8 Strength saving throw or be
knocked prone. If the grung misses its attack, it



immediately ends it turn and all attacks made
against the grung have advantage until the start of
its next turn.

SpasmMobpic Hop

Type: Reaction.

When a creature the grung can see moves within 5
feet of the grung, the grung moves up to its speed
without provoking opportunity attacks.

GRrRUNG ELITE WARRIOR

The grung (CR 2) can have 1 talent.

SHARPSHOOTER

Type: Trait.

The grung's ranged weapon attacks ignore half

cover and three-quarters cover and attacking at
long range doesn't impose disadvantage on the

grung's ranged weapon attack rolls.

STEADY AIM
Type: Action.

Steady Aim (3 /Day). As a bonus action,
the grung takes careful aim at a creature it
can see within range of its ranged weapon.
Until the end of its turn, the grung deals an
an extra 3 (1d6) damage with its ranged
weapon attack against the target.

GRUNG WILDLING
The grung (CR 1) can have 1 talent.

BATTLE MAGIC
Type: Trait.

When the grung uses its action to cast a
spell that has a casting time of 1 action,

it can make one melee weapon attack as a bonus
action.

GUARD DRAKE
The guard drake (CR 2) can have 1 talent.

NATURAL IMMUNITY
Type: Trait.

The guard drake has immunity to acid, cold, fire,
lightning, or poison based on the dragon it was
created from (i.e. acid from black dragon, fire from
red dragon, etc.).

POUNCE
Type: Trait.

If the guard drake moves at least 20 feet straight
toward a creature and then hits it with a bite attack
on the same turn, that target must succeed on a DC
13 Strength saving throw or be knocked prone.
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TAILWHIP (RECHARGE 5-6)

Type: Reaction.

When a creature the guard drake can see and is
within 5 feet of the guard drake hits the guard
drake with an attack, the guard drake attacks the
creature with its tail.

HAaGs

ANNIS HAG

The annis hag (CR 6) can have a maximum of 3
talents.

DECEITFUL

Type: Trait.

The annis hag has advantage on Charisma checks
when trying to pass herself as a different person.

In addition, creatures' Wisdom (Insight) checks
and Intelligence (Investigation) checks made
against the annis hag have disadvantage.

DESPAIRING CACKLE

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Despairing Cackle (Recharge 5-6). Each creature
within 30 feet of the annis and able to hear the
annis must succeed on a DC 13 Wisdom saving
throw. On a failed save, the target takes 11 (2d8 +
2) psychic damage, drops whatever it is holding,
and becomes frightened for one minute. While
frightened in this way, a creature must take the
Dash action and move away from the annis by the
safest available route on each of its turns, unless
there is nowhere to move, in which case it needn't
take the Dash action. If the creature ends its turn
in a location where it doesn't have line of sight to
the annis, the creature can repeat the saving throw.
On a success, the effect ends. If a creature's saving
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throw is successful or the effect ends for it, the
creature is immune to the annis's Despairing Cackle
for the next 24 hours.

IMPROVED INNATE SPELLCASTING
Type: Trait.

The annis hag's spellcasting ability is Charisma
(spell save DC 13). The hag can innately cast the
following spells, requiring no material components:
3/day (each): heat metal, hold person

MOUNTAIN STALKER
Type: Trait.

The annis hag has advantage on Wisdom




(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in craggy, hillside,
or mountainous terrain.

SHAPECHANGER
Type: Trait.

The annis hag can use an action to polymorph into
a Large or smaller beast or giant of CR 5 or lower,
or back into its true form.

Sz.AM FOE

of each of its turns. On a success, the effect ends on
the target.

IcE SHIELD (3/DAY)
Type: Reaction.

The bheur hag creates a sheet of hard ice that adds
4 to its AC against one melee attack that would hit
it. The sheet of ice melts or shatters immediately
after. To do so, the bheur hag must see the attacker.

IMPROVED INNATE SPELLCASTING

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Slam Foe. The annis hag slams a creature grappled
by it into another creature it can see within 5 feet of
it or a solid surface. Each creature must succeed on
a DC 16 Strength saving throw or take 36 (9d6 + 5)
bludgeoning damage and be stunned until the end
of the annis hag's next turn. On a successful save,
the target takes half the bludgeoning damage and
isn't stunned.

BHEUR HAG

The bheur hag (CR 7) can have a maximum of 3
talents.

AURA OF FrROST
Type: Trait.

Any creature that starts its turn within 5 feet of the
bheur hag takes 5 (1d10) cold damage.

FrREEZING TOUCH
Type: Trait.

Prerequisite: Numbing Touch.

If a creature fails its saving throw against bheur
hag's numbing touch by 5 or more, the target is
paralyzed for 1 minute. The paralyzed target can
make a DC 14 Constitution saving throw at the end

Type: Trait.

The bheur hag's spellcasting ability is Charisma
(spell save DC 13). The bheur hag can innately
cast the following spells, requiring no material
components:

At will (each): armor of Agathys, Snilloc's snowball
swarm

1/day: investiture of ice

NUMBING TOUCH
Type: Action.

Numbing Touch. Melee Spell Attack: +6 to hit,
reach 5 ft,, one creature. Hit: 10 (3d6) cold damage
and the creature must make a DC 14 Constitution
saving throw or the target becomes vulnerable

to cold, its speed is halved, it can't take reactions,
and it can take either an action or a bonus action
on its turn, not both. The effects last for 1 minute.
A creature can repeat the saving throw at the end
of each of its turns, ending the effect on itself on a
success. On a successful save, a creature takes half
as much damage and suffers no other effects.

NUMBING CACKLE
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Numbing Cackle (Recharge 5-6). The bheur hag
makes a chilling cackle. Each creature that isn't
immune to cold within 30 feet of the hag and

able to hear the hag must succeed on a DC 14
Constitution saving throw. On a failed save, a target
becomes vulnerable to cold, its speed is halved, it
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can't take reactions, and it can take either an action
or a bonus action on its turn, not both. The effects
last for 1 minute. A creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success. On a successful save, a
creature takes half as much damage and suffers no
other effects.

HOBGOBLINS

HoBGOBLIN DEVASTATOR

The hobgoblin devastator (CR 4) can have a
maximum of 2 talents.

BATTLE MaAcic (z/DAY)

Type: Trait.

When the hobgoblin uses its action to cast a spell
that has a casting time of 1 action, it can make one
melee weapon attack as a bonus action.

DEVASTATING SPELL (1/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the hobgoblin casts a spell from the 1st-level
slot, it can choose to make this spell deal maximum
damage.

DISTRACTING MAGIC

Type: Trait.

When the hobgoblin hits a creature with a
damaging spell attack, the next attack roll made
against the target before the end of its next turn
has advantage.

TacTticaL Magic (3/DAY)
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Type: Trait.

When the hobgoblin uses its action to cast a spell,
it can use a bonus action to take the Dash or
Disengage action.

HOBGOBLIN [IRON SHADOW
The hobgoblin iron shadow (CR 2) can have 1
talent.

COMBAT ADVANTAGE
Type: Trait.

Once during its turn when the hobgoblin hits a
target with a weapon attack and has advantage on
the attack roll, it deals an extra 3 (1d6) damage.

Po1soN DARTS
Type: Trait.

A creature hit by the hobgoblin's dart attack must




succeed on a DC 12 Constitution saving throw or
become poisoned until the end of its next turn.

SHADOW STRIKE

Type: Trait.

After the hobgoblin uses Shadow Jaunt, it then has
advantage on the first melee attack it makes before
the end of the turn.

Ki-RIN

The ki-rin (CR 12) can have a maximum of 5
talents.

AURA OF RADIANCE

Type: Trait.

A hostile creature that starts its turn within 5 feet
of the ki-rin takes 4 (1d8) radiant damage.

Diving CHARGE

Type: Action.

Diving Charge. If the ki-rin is flying and dives at
least 20 feet straight toward a target and then hits
it with a horn attack on the same turn, the target
takes an extra 9 (2d8) piercing damage. If the
target is a creature, it must succeed ona DC 17
Strength saving throw or be knocked prone.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The ki-rin can take 1 extra legendary action before
the start of its next turn. The ki-rin can retake
this talent up to one additional time. The extra
legendary action stacks.

FLYBY

Type: Trait.

The ki-rin doesn't provoke opportunity attacks
when it flies out of an enemy's reach.
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LLEGENDARY SPELL

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).
The ki-rin gains a new legendary action option.

Casts Spell (Costs 1-3 Actions). The ki-rin
expends a spell slot to cast a 1st-, 2nd-, or 3rd-
level spell that it has prepared. Doing so costs 1
legendary action per level of the spell.

RADIANT WEAPONS

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The ki-rin's melee weapon attacks deal an extra 4
(1d8) radiant damage.

SMITE EviL

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the ki-rin hits an evil creature with a melee
weapon attack, it can expend one spell slot to deal
radiant damage to the target, in addition to the
weapon's damage. The extra damage is 2d8 for a
1st-level spell slot, plus 1d8 for each spell level
higher than 1st, to a maximum of 5d8. The damage
increases by 1d8 if the target is an undead or a
fiend, to a maximum of 6d8. If the target is a non-
evil creature, the target receives no extra radiant
damage.

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

The ki-rin can take a bonus action to cast a spell
that has a casting time of 1 action.

KOBOLDS

All kobolds can select from the talents below.

PACK ATTACK

Type: Trait.
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The kobold deals an extra 2 (1d4) damage with its
melee weapon attacks against a creature if at least
two of the kobold's allies are within 5 feet of the
target and the allies are not incapacitated.

SHIFTY
Type: Trait.

The kobold can take a bonus action to take the
Disengage action.

KOBOLD DRAGONSHIELD
The kobold dragonshield (CR 1) can have 1 talent.

PROTECTION
Type: Reaction.

When a creature the kobold can see attacks a target
other than itself within 5 feet of it, the kobold
imposes disadvantage on the attack roll.

SHIELD CHARGE
Type: Action.

The kobold gains a shield slam melee attack.

Shield Slam. Melee Weapon Attack: +3 to hit, reach
5 ft.,, one target. Hit: 3 (1d4 + 1) bludgeoning
damage.



In addition, if the kobold moves at least 10 feet
straight toward a target and then hits it with its
shield slam attack on the same turn, the target
takes an extra 2 (1d4) bludgeoning damage. If the
target is a Medium or smaller creature, it must
succeed on a DC 11 Strength saving throw or be
knocked prone.

KOBOLD INVENTOR
The kobold inventor (CR 1/4) can have 1 talent.

VOLATILE INVENTIONS

Type: Trait.

Volatile Inventions. When the kobold takes
damage that is not poison or psychic damage, roll
1d20. On aroll of 1 to 5, the kobold's invention
backpack explodes. All remaining weapon
inventions are instantly thrown at a random square
within 5 feet of the kobold.

KoBoLD SCALE SORCERER

The kobold scale sorcerer (CR 1) can have 1 talent.

TiaMaT's BREATH (1/DAY)
Type: Trait.

Tiamat's Breath (1/Day). The kobold chooses
from acid, cold, fire, lightning, or poison and
expends a spell slot. The kobold exhales energy of
the chosen type in a 30-foot cone. Each creature

in that area must make a DC 12 Dexterity saving
throw, taking 3d6 damage of the chosen energy
type per spell slot level on a failed save, or half as
much damage on a successful one.

KORRED

The korred (CR 7) can have a maximum of 3 talents.

FooL's DANCE
Type: Action.

Fool's Dance. The korred chooses a creature

it can see within 30 feet of it. The target must
make a DC 13 Wisdom saving throw. On a failed
save, it takes 13 (3d8) psychic damage and must
immediately use its reaction to perform a comical
dance (shuffling, tapping its feet, and capering) and
move as far as half its speed allows away from the
korred. This movement will provoke opportunity
attacks. On a successful save, the target takes half
as much damage and doesn’t dance and move away.
Creatures that can't be charmed are immune to this
feature.

FORCEFUL RoCK
Type: Trait.

A creature hit by a korred's rock attack while the
korred is on the ground must succeed on a DC 17
Strength or be knocked prone.

CHAPTER 1. VoLO's GUIDE TO MONSTERS 41



HAIR S1.AM

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Hair Slam. The korred slams a creature grappled
by its hair into another creature it can see within
30 feet of it or a solid surface. Each creature must
succeed on a DC 13 Strength saving throw or take
10 (1d8 + 6) bludgeoning damage, or 19 (3d8 + 6)
bludgeoning damage if the korred is on the ground,
and be stunned until the end of the korred's next
turn. On a successful save, the target takes half the
bludgeoning damage and isn't stunned.

If the korred uses multiattack, it can replace one of

its attacks with Hair Slam.

RHYME OF CALLING

Type: Trait.

Rhyme of Calling. The korred can use a bonus
action to target up to two creatures within 30 feet
of it that can hear it. Each target can use their
reaction to move up to half its speed without
provoking opportunity attacks.

STONE STRIDE

Type: Action.

Stone Stride. Once on its turn, the korred can use
10 feet of its movement to step magically into one
stone formation within its reach and emerge from
a second stone formation within 60 feet of the
first stone formation, appearing in an unoccupied
space within 5 feet of the second stone. Both stone
formations must be Large or bigger.
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STUNNING RoOcCK

SUNDERING BITE

Type: Trait.
Prerequisite: Forceful Rock

A creature that fails its Strength saving throw
against the korred's Forceful Rock feature by 5 or
more is stunned until the end of the korred's next
turn.

LEUCROTTA

The leucrotta (CR 3) can have a maximum of 2
talents.

ABYSSAL-BLOODED

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The leucrotta has damage resistance to cold; fire;
lightning; bludgeoning, piercing, and slashing from
nonmagical attacks and immunity to poison.

BONE BITE

Type: Trait.

Bone Bite. Once during its turn when the leucrotta
hits a creature with a bite attack and has advantage
on the attack roll, it deals an extra 4 (1d8). The
target must make a DC 14 Constitution saving
throw. On a failed save, the target has disadvantage
on ability checks, attack rolls, and saving throws,
can't take reactions, and can't move more than half
its speed until the end of the leucrotta's next turn.

REAR KICcK

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Rear Kick. When a creature moves within 5 feet of
the leucrotta and the leucrotta can see the creature,
the leucrotta can attack it with its hooves. If the
leucrotta hits, the target must succeed on a DC 14
Strength saving throw or be pushed 5 feet and be
knocked prone.

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Sundering Bite. If the leucrotta's bite attack roll
against a target succeeds by 5 or more, the Armor
Class (AC) of the armor or shield (determined
randomly) of the target takes a permanent and
cumulative -1 penalty. If its Armor Class drops to
0, the armor or shield is destroyed. If the armor or
shield is magical, the wearer must succeed on a DC
13 Wisdom saving throw. On a failed save, Armor
Class (AC) of the armor or shield (determined
randomly) takes a permanent and cumulative -1
penalty. If its Armor Class drops to 0, the armor or
shield is destroyed.

UNNERVING L.AUGH (RECHARGE 5-6)
Type: Action.

Unnerving Laugh (Recharge 5-6). The leucrotta
emits a demoralizing laugh-like hooting sound.
Each creature within 60 feet of the leucrotta and
can hear the leucrotta must succeed on a DC 12
Wisdom saving throw or become frightened for 1
minute. A frightened target can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success. If a target’s saving
throw is successful or the effect ends for it, the
target is immune to the leucrotta’s Unnerving
Laugh for the next 24 hours.

MEENLOCK

The meenlock (CR 2) can have 1 talent.

CoRRUPT THOUGHTS (RECHARGE 5-6)
Type: Action.

Corrupt Thoughts (Recharge 5-6). The meenlock
targets a humanoid creature within 30 feet of it.
The creature must succeed on a DC 11 Wisdom
saving throw. A nongood creature has disadvantage
on the saving throw. On a failed save, the creature
takes 14 (4d6) psychic damage and is cursed
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for 1 minute. Until the curse ends, the target has
disadvantage on Wisdom and Intelligence saving
throws, all ability checks, and the meenlock is
always invisible to it. On a successful save, the
creature takes only half as much damage and isn't
cursed.

HoRRrID LINK

Type: Trait.

Horrid Link. As a bonus action, the meenlock
targets a creature it can see within 30 feet of it.
Each time the meenlock takes damage, the target
takes 5 (1d10) psychic damage. This effect lasts
until the start of the meenlock's next turn.

SHADOW STRIKE

Type: Trait.

After the meenlock uses Shadow Teleport, it then
has advantage on the first melee attack it makes
before the end of the turn.

TwisTED THOUGHTS (RECHARGE 5-6)

Type: Action.

Twisted Thoughts (Recharge 5-6). The meenlock
chooses up to two humanoid creatures it can see
within 30 feet of it. Each target must succeed on a
DC 11 Intelligence saving throw. On a failed save,
the target must use its reaction to move up to half
its speed and make one weapon attack against a
creature of the meenlock's choice.

MINDFLAYERS

ALHOON

The alhoon (CR 10) can have a maximum of 4
talents.
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ARCANE TRADITION

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

The alhoon has mastered knowledge of one arcane
tradition from the wizard class of its choice. It
gains the features (whatever may apply) of that
arcane tradition as if the alhoon is a 16th level
Wizard.

ENSLIAVE HUMANOID (3/DAY)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The alhoon targets one incapacitated humanoid
creature it can see within 30 feet of it. The target
must succeed on a DC 16 Intelligence saving throw
or be magically charmed by the alhoon until the
alhoon dies or until it is on a different plane of
existence from the target. The charmed target is
under the alhoon's control and can't take reactions,
and the alhoon and the target can communicate
telepathically with each other over any distance.
Whenever the charmed target takes damage, the
target can repeat the saving throw. On a success,
the effect ends. No more than once every 24 hours,
the target can also repeat the saving throw when it
is at least 1 mile away from the alhoon.

FEAR AURA

Type: Trait.

A creature hostile to the alhoon that starts its

turn within 20 feet of the alhoon must make a

DC 15 Wisdom saving throw, unless the alhoon

is incapacitated. On a failed save, the target is
frightened until the start of its next turn. If a
creature's saving throw is successful, the creature
is immune to the alhoon's Fear Aura for the next 24
hours.

INNATE SPELLCASTER (PSIONICS)

Type: Trait.

The alhoon's innate spellcasting ability is
Intelligence (spell save DC 16). The alhoon can
innately cast the following spells, requiring no
material components:



3/day (each): misty step, suggestion

INNATE SPELLCASTER II (PSIONICS)

Type: Trait.
Prerequisite: Innate Spellcaster (Psionics).

The alhoon's innate spellcasting ability is
Intelligence (spell save DC 16). The alhoon can

PARALYZING TOUCH

Type: Action
Talent Cost: 2 (Counts as 2 Talents).

A creature that takes damage from the alhoon's

chilling grasp 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

innately cast the following spells, requiring no success.

material components:

1/day (each): confusion, telekinesis
PSIONIC SHIELD (3/DAY)
Type: Reaction.

LEGENDARY ACTIONS
Type: Trait.

The alhoon adds its Intelligence modifier (+4) to its
AC against one melee or ranged attack that would
hit it. To do so, the alhoon must see the

attacker.

Talent Cost: 4 (Counts as 4 Talents).

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

Cantrip. The alhoon casts a cantrip.

Chilling Grasp. The alhoon uses its Chilling Grasp.

Frightening Gaze (Costs 2 Actions). The alhoon
fixes its gaze on one creature it can see within
10 feet of it. The target must succeed on a DC 15
Wisdom saving throw against this magic or
become frightened for 1 minute. The frightened
target can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. If a target's saving throw is successful or
the effect ends for it, the target is immune to the
alhoon's gaze for the next 24 hours.

Disrupt Life (Costs 3 Actions). Each non-undead
creature within 20 feet of the alhoon must make a
DC 15 Constitution saving throw against this
magic, taking 17 (5d6) necrotic damage on a
failed save, or half as much damage on a successful
one.

L.LEGENDARY RESISTANCE
Type: Trait.

Legendary Resistance (1/Day). If the alhoon fails a
saving throw, it can choose to succeed instead.
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PsycHIC DEFENSE

Type: Trait.

As long as the alhoon is not incapacitated, it has
advantage to Intelligence, Wisdom, and Charisma
saving throws against paralysis and illusions, as
well as to resist being charmed, frightened, or
stunned.

SUMMON LESSER UNDEAD (1/DAY)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The alhoon summons 2d6 skeletons, 1d8 zombies,
1d4 shadows, 1d4 ghouls, 1d4 spectres, or 1d2
ghasts. A summoned undead appears in an
unoccupied space within 60 feet of the alhoon and
acts as an ally of the alhoon. It remains for one
minute, until it or the alhoon is destroyed, or until
the alhoon dismisses it as an action.

TELEPORT (3/DAY)

Type: Action.

The alhoon magically teleports, along with any
equipment it is wearing or carrying, up to 40 feet to
an unoccupied space it can see.

ELDER BRAIN

The elder brain (CR 14) can have a maximum of 5
talents.

EXTENDED MIND BLAST
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The elder brain's mind blast feature has a range of
90 ft.

EXTENDED TENTACLE
Type: Trait.

The elder brain's tentacle has a reach of 40 ft.

EXTRA L EGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The elder brain can take 1 extra legendary action
before the start of its next turn. The elder brain can
retake this talent up one additional time. The extra
legendary action stacks.

LEGENDARY SPELL
Type: Legendary Action.

Cast Spell (Costs 2 Actions). The elder brain
casts a spell.

INNATE SPELLCASTER (PSIONICS)
Type: Trait.

The elder brain's innate spellcasting ability is



Intelligence (spell save DC 18). The alhoon can
innately cast the following spells, requiring no
material components:

3/day: shield

1/day: telekinesis

INNATE SPELLCASTER II (PSIONICS)

Type: Trait.
Prerequisite: Innate Spellcaster (Psionics).
Talent Cost: 2 (Counts as 2 Talents).

The alhoon can innately cast the following spells,
requiring no material components:
1/day: psychic scream

MULTIATTACK
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The elder brain makes two tentacle attacks.

PsycHic THRUST (3/DAY)
Type: Reaction.

When a creature the elder brain is aware of
moves within 10 feet of the elder brain, the elder
brain projects a wave of psionic energy towards
the target. The target must succeed ona DC 18
Strength saving throw, taking 14 (2d8 + 5) psychic
damage and is pushed up to 20 feet away and
knocked prone on a failed save, or half as much
damage and isn't pushed or knocked prone on a
successful one.

TigHT GRASP
Type: Trait.

A creature has disadvantage on Strength and
Dexterity ability checks made to escape being
grappled by the elder brain's tentacle.

ULITHARID

The ulitharid (CR 9) can have a maximum of 4
talents.

ENSLAVE HUMANOID (3/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The ulitharid targets one incapacitated humanoid
creature it can see within 30 feet of it. The target
must succeed on a DC 17 Intelligence saving
throw or be magically charmed by the ulitharid
until the ulitharid dies or until it is on a different
plane of existence from the target. The charmed
target is under the ulitharid's control and can't
take reactions, and the ulitharid and the target can
communicate telepathically with each other over
any distance. Whenever the charmed target takes
damage, the target can repeat the saving throw. On
a success, the effect ends. No more than once every
24 hours, the target can also repeat the saving
throw when it is at least 1 mile away from the
ulitharid.

INDOMITABLE
Type: Trait.

Indomitable (2/Day). The ulitharid rerolls a failed
saving throw. It must use the new roll.

INNATE SPELLCASTER (PSIONICS)
Type: Trait.

The ulitharid's innate spellcasting ability is
Intelligence (spell save DC 17). The ulitharid can
innately cast the following spells, requiring no
material components:

At will (each): misty step, suggestion.

LEGENDARY ACTIONS
Type: Trait.

Talent Cost: 4 (Counts as 4 Talents).

The ulitharid gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The ulitharid regains spent
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The ulitharid adds its Intelligence modifier (+5)
to its AC against one melee or ranged attack that
would hit it. To do so, the ulitharid must see the
attacker.

PsycHIC DEFENSE
Type: Trait.

As long as the ulitharid is not incapacitated, it has
advantage to Intelligence, Wisdom, and Charisma
saving throws against paralysis and illusions, as
well as to resist being charmed, frightened, or
stunned.

PsycHic THRUST (3/DAY)
Type: Reaction.

When a creature the ulitharid is aware of moves
within 10 feet of the ulitharid, the ulitharid can
projects a wave of psionic energy towards the
target. The target must succeed ona DC 17
Strength saving throw, taking 9 (1d8 + 5) psychic
damage and is pushed up to 10 feet away and
knocked prone on a failed save, or half as much
damage and isn't pushed or knocked prone on a
successful one.

MINDWITNESS

The mindwitness (CR 5) can have a maximum of 2
talents.

legendary actions at the start of its turn.

Shift. The ulitharid moves up up to 10 feet without
provoking opportunity attacks. EXTENDED TENTAGLE
Tentacles (Costs 2 Actions). The ulitharid attacks ~ Type: Trait.
with its tentacles. The mindwitness's tentacle has a reach of 10 ft.
Cast Spell (Costs 2 Actions). The ulitharid
casts a spell.
Recharge Mind Blast (Costs 3 Actions,1/Day). EXTRACT BRAIN
The ulitharid recharges its Mind Blast feature. Type: Action.

Extract Brain. Melee Weapon Attack: +5 to hit,
reach 5 ft., one incapacitated humanoid grappled by
the mindwitness. Hit: 44 (8d10) piercing damage.
If this damage reduces the target to 0 hit points,

Ps1oNIC SHIELD (3/DAY)
Type: Reaction.
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the mindwitness Kills the target by extracting and
devouring its brain.

EvE Rays Sarvo (RECHARGES 5-6)

MORKOTH

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Eye Rays Salvo (Recharge 5-6). The mindwitness
shoots all six magical eye rays, choosing up to six
targets it can see within 120 feet of it.

MAGIC RESISTANCE

The morkoth (CR 11) can have a maximum of 4
talents.

ExPANDED HYPNOSIS CONE

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The morkoth's hypnosis attack extends to a 60-foot
cone.

EXTENDED TENTACLES

Type: Trait.

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

MIND BrAasT (RECHARGES 6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Mind Blast (Recharge 6). The mindwitness
magically emits psychic energy in a 30-foot cone.
Each creature in that area must succeed ona DC
13 Intelligence saving throw or take 11 (2d8 + 2)
psychic damage and be stunned 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.

SpasmMobpIc EYE RAy

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature the mindwitness can see hits the
mindwitness with an attack and is within 120 feet
of the mindwitness, the mindwitness can attack the
creature with one of its eye rays, chosen at random.

Type: Trait.

The morkoth's tentacles have a reach of 10 ft.
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LEGENDARY ACTIONS grappled by it into another creature or a solid
Type: Trait. surface within 5 feet. Each creature must

Talent Cost: 4 (Counts as 4 Talents). succeed on a DC 14 Constitution saving throw or
take 15 (3d8 + 2) bludgeoning damage and be
stunned until the end of the morkoth's next turn.
On a successful save, the target takes half the
bludgeoning damage and isn't stunned.

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

start of its turn. TicaT GRASP

Type: Trait.

Bite. The morkoth makes one bite attack.
Tentacles. The morkoth makes one attack with its

s A creature has disadvantage on Strength and
Hypnosis (Costs 2 Actions). The morkoth uses Dexterity ability checks made to escape being
Hypnosis. grappled by the morkoth's tentacles.

Cast Spell (Costs 1-3 Actions). The morkoth uses
a spell slot to cast a 1st-, 2nd-, or 3rd-level spell
that it has prepared. Doing so costs 1 legendary VENOMOUS BITE
action per level of the spell. Type: Trait.

A creature hit by a morkoth's bite attack must

succeed on a DC 14 Constitution saving throw or
MAGIC RESISTANCE become poisoned for 1 minute.

Type: Trait.

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

PoTENT HYPNOSIS

Type: Trait. N E O GI

Talent Cost: 2 (Counts as 2 Talents). Both neogi and neogi master can select from the
talents below.

A creature has disadvantage on saving throws
made against the morkoth's hypnosis attack.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

The morkoth can take a bonus action to cast a spell
that has a casting time of 1 action.

TENTACLE SLAM
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Tentacle Slam. The morkoth slams a creature
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ENSLAVE (3/DAY)
Type: Trait.

The neogi can use Enslave up to 3/day.

MAGIc RESISTANCE
Type: Trait.

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

VENOMOUS SPITTLE
Type: Action.

The neogi can use venomous spittle.

Venomous Spittle. Ranged Weapon Attack: +5 to
hit, reach 30 ft., one target. Hit: 7 (2d6) poison
damage and the target must succeed on a DC 12
Constitution saving throw or become poisoned for
one minute.

NEOGI

NEOGI MASTER

The neogi master (CR 4) can have a maximum of 2
talents.

BATTLE MAGIC

The neogi (CR 3) can have a maximum of 2 talents.

SPELLCASTING
Type: Trait.

Spellcasting. The neogi is a 2nd-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 finishes a short or long
rest. It knows the following warlock spells:

Cantrips (at will): eldritch blast (+2 bonus to each
damage roll), minor illusion
1stlevel (2/day): arms of Hadar, hex

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the neogi uses its action to cast a spell that
has a casting time of 1 action, it can make one claws
attack as a bonus action.

Por HATCHLINGS
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Pop Hatchlings (Recharge 5-6). In response to
taking bludgeoning, piercing, or slashing damage,
the neogi can release 1d4 neogi hatchlings. The
neogi hatchlings appear in unoccupied spaces
within 5 feet of the neogi and acts as its allies.

The neogi hatchlings act right after the neogi on
the same initiative count and fight until they're
destroyed. The neogi can only release up to a total
of 12 neogi hatchlings.
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NEOTHELID

The neothilid (CR 13) can have a maximum of 5
talents.

EXTENDED ACcID BREATH

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The neothelid exhales acid in a 90-foot cone.

EXTENDED TENTACLES

emanates from the neothelid's body. Any creature
that starts its turn within 10 feet of the neothelid
takes 4 (1d8) psychic damage.

RUBBERY HIDE

Type: Trait.

The neothelid has resistance to bludgeoning and
slashing damage from nonmagical attacks.

STAGGERING TAIL

Type: Trait.

The neothelid's tentacles have a reach of 20 ft.

LEGENDARY ACTIONS

Type: Trait.
Talent Cost: 4 (Counts as 4 Talents).

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

Slither. The neothelid moves up to half its speed.

Tail Slam. The neothelid makes one attack with its
tail (see Tail attack in Multiattack).

Tentacles (Costs 2 Actions). The neothelid makes
one attack with its tentacles.

Cast spell (Costs 3 Actions). The neothelid casts
a spell.

MULTIATTACK

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The neothelid makes two attacks: one with its
tentacles and one with its tail.

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

PsioNIc AURA

Type: Trait.

An aura of unstable psionic energy constantly
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Type: Trait.
Prerequisite: Multiattack.

If the neothelid's tail attack roll against a target
succeeds by 5 or more, the target must make a DC
21 Constitution saving throw or be stunned until
the end of the neothelid's next turn.

TAIL STRIKE

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature the neothelid can see starts

its turn within 15 feet of the neothelid, the
neothelid attacks it with its tail (see Tail attack in
Multiattack).

VITRIOLIC BREATH

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

A creature that fails its saving throw against the
neothelid's acid breath attack by 5 or more is
doused in acid and takes extra acid damage for
the next 3 turns. The target takes 10 (3d6) acid
damage at the start of the first turn, 7 (2d6) acid
damage at the start of the second, and 3 (1d6) acid
damage at the start of the third.

The effect ends if the target receives magical
healing.



NILBOG

The nilbog (CR 1) can have 1 talent.

CoMMAND FooL

Type: Trait.

Command Fool. As a bonus action, the nilbog
targets one creature charmed by it that the nilbog
can see within 30 feet of it. If the target can see

or hear the nilbog, the target can use its reaction
to make one melee attack against a target of the
nilbog's choice.

MULTIATTACK

Type: Trait.

The nilbog makes two melee attacks or two ranged
attacks.

PROTECTIVE FOOL

Type: Reaction.

When the nilbog is hit by an attack, one creature
within 5 feet of the nilbog that is charmed by it

must use its reaction to be hit by the attack instead.

ORCS

All orcs can select from the talents below.

FRENZIED BERSERKER
Type: Trait.

While the orc has less than full hit points, the orc
gains advantage on all melee weapon attack rolls
and all Intelligence, Wisdom, and Charisma saving
throws, but attack rolls against it have advantage.

POwWER ATTACK
Type: Trait.

Prerequisite: Must be using a heavy weapon.

Before the orc makes a melee weapon attack, it can
choose to take a -5 penalty to the attack roll. If the
attack hits, it adds +10 to the attack's damage.
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RELENTLESS ENDURANCE (1/DAY)

ORcC BLADE OF ILNEVAL

Type: Trait.

When the orc is reduced to 0 hit points but not
killed outright, it can drop to 1 hit point instead.

RUSHER

Type: Trait.

Rusher. The orc can take a bonus action to move
up to its speed toward a hostile creature that it can
see. If the orc ends its movement within 5 feet of
the target, the orc can make a melee weapon attack
against it.

SEcoND WIND (1/DAY)

Type: Action.

Second Wind. The orc can take a bonus action to
regain hit points equal to 1d10 plus its number of
Hit Dice.
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The orc blade of ilneval (CR 4) can have a maximum
of 2 talents.

ILNEVAL'S MANEUVER
Type: Trait.

IIneval's Maneuver. When the orc hits a creature
with a melee weapon attack, it can use a bonus
action to choose one allied orc that can hear it.
The allied orc can then use its reaction to move up
to half its speed without provoking opportunity
attacks from the target of its attack.

ILNEVAL'S OPENING
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

IIneval's Opening. When the orc hits a creature
with a melee weapon attack, it can use a bonus
action to choose one allied orc that can hear it
within 5 feet of the target of its attack. The allied



orc can then use its reaction to make one melee
weapon attack at the target.

Orc C1Aw oOF LuTHIC

REND

The orc claw of Luthic (CR 2) can have 1 talent.

LutHIC'S GIFT (RECHARGES AFTER A
SHORT OR LONG REST)

Type: Trait.

Luthic's Gift (Recharges after a Short or Long
Rest). As a bonus action, the orc wills its arms,
hands, and fingernails to suddenly elongate to
monstrous proportions. The orc's claw attacks
reach extend to 10 feet. This effect lasts for 1
minute.

T

Type: Trait.

If a creature is hit by at least two of the orc's claw
attacks in the same turn, it takes an extra 4 (1d8)
slashing damage.

ORrRc HAND OF YURTRUS

The orc hand of Yurtrus (CR 2) can have 1 talent.

CORRUPTED FORM
Type: Trait.

Corrupted Form. A creature that touches the orc
or hits it with a melee attack while within 5 feet of
it must make a DC 13 Constitution saving throw.
On a failed save, the creature takes 7 (2d6) poison
damage and becomes poisoned for 1 minute. While
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poisoned, the target can't regain hit points. On a
success, the creature takes half as much damage
and isn't poisoned. A creature poisoned by this
effect can repeat the save at the end of each of its
turn, ending the effect on itself on a success.

MULTIATTACK

Type: Trait.

The orc makes two scimitar attacks. It can replace
one of these attacks with Touch of the White Hand.

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

ORrRc NURTURED ONE

The orc nurtured one of Yurtrus (CR 1/4) can have
1 talent.

PoTENT CARRIER

Type: Trait.

A creature has disadvantage to its saving throw
against the orc's Corrupted Carrier feature if it is
within 5 feet of the orc when it explodes.

Orc RED FANG

The orc red fang of Shargaas (CR 3) can have a
maximum of 2 talents.

COMBAT ADVANTAGE

Type: Trait.

Once during its turn when the orc hits a target with
a weapon attack and has advantage on the attack
roll, it deals an extra 3 (1d6) damage.

SWIFT VEIL OF SHARGAAS

Type: Trait.

The orc can use a bonus action to cast darkness
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without any components. Wisdom is its
spellcasting ability.

TANARUKK

The Tanarukk (CR 5) can have a maximum of 2
talents.

CLEAVING SWING (RECHARGES 5-6)
Type: Trait.

Cleaving Swing (Recharges 5-6). Each creature
within 5 feet of the tanarukk must succeed on a
DC 15 Dexterity saving throw, taking 11 (2d6 + 4)
slashing damage on a failed save, or half as much
damage on a successful one.

FEARSOME CHARGE
Type: Trait.

If the tanarukk moves at least 10 feet straight
toward a target and then hits it with a greatsword
attack on the same turn, the target takes an extra 7
(2d6) 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 tanarukk's next
turn.

NATURALLY INSIDIOUS
Type: Trait.

The tanarukk has advantage on all Charisma checks
when lying, intimidating and manipulating others
to further its agenda or for self-preservation.

QUICKLING
The quickling (CR 1) can have 1 talent.

INNATE SPELLCASTER
Type: Trait.




The quickling's innate spellcasting ability is
Wisdom (spell save DC 11). The quickling can
innately cast the following spells, requiring no
material components:

At will (each): disguise self, silent image, vicious
mockery.

1st level: hex

StAaB FooT

Type: Trait.

Stab Foot. Once per turn when the quickling hits
a Large or smaller humanoid creature with a
dagger attack and deals damage, it can reduce the
speed of the target by 10 feet until the start of the
quickling's next turn.

SwarM TACTICS

Type: Trait.

Swarm Tactics. The quickling pack lord has
advantage on an attack roll against a creature if at
least two of the quickling's allies is within 5 feet of
the creature and the allies aren't incapacitated.

REDCAP

The redcap (CR 3) can have a maximum of 2 talents.

Dip CAP IN BLOOD

Type: Trait.

Dip Cap in Blood. As a bonus action, the redcap
dips its cap in a space where a creature took
bludgeoning, piercing, or slashing damage and was
reduced to 0 hit points within the past hour. For 1
minute, the redcap has advantage on melee attack
rolls against any creature that doesn't have all its
hit points.

Go FOR THE KILL

Type: Trait.

Go for the Kill. As a bonus action, the redcap can

move up to its speed toward a hostile creature that
it can see that doesn't have all its hit points.

REAPING SICKLE
Type: Trait.

Reaping Sickle. Any wicked sickle attack roll the
redcap makes against a creature that doesn't have
all its hit points is a critical hit on a roll of 19 or 20
on ad20.

STAGGERING BooT
Type: Trait.

A creature that fails its saving throw against the
redcaps's Ironbound Pursuit attack by 5 or more is
stunned for 1 minute. A stunned creature can
repeat the saving throw at the end of each of its
turns, ending the effect on itself with a success.
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STEALTHY

Type: Trait.

Stealthy. On each of its turns, the redcap can use a
bonus action to take the Hide action.

SEA SPAWN

The sea spawn (CR 1) can have 1 talent.

DEFENSIVE QUILLS

Type: Trait.
Prerequisite: Piscine Anatomy (Poison Quills).

Defensive Quills. A creature that touches the sea
spawn or hits it with a melee attack while within 5
feet of it gets pricked by a quill and takes 3 (1d6)
piercing damage and must succeed ona DC 12
Constitution saving throw or become poisoned

until a creature takes an action to remove the quill.

INK CLOUD

Type: Action.
Prerequisite: Piscine Anatomy (Tentacle).

Ink Cloud (Recharges after a Short or Long
Rest). A 10- foot-radius cloud of ink extends all
around the sea spawn if it is underwater. The
area is heavily obscured for 1 minute, although
a significant current can disperse the ink. After

oy
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releasing the ink, the sea spawn can use the Dash
action as a bonus action.

LIGHTNING DISCHARGE

Type: Action.

Lightning Discharge (Recharges 5-6). The sea
spawn discharges electricity that shocks targets
around it. Each creature within 10 feet of the sea
spawn must succeed on a DC 12 Constitution
saving throw. On a failed save, the target takes 9
(2d8) lightning damage and is stunned until the
end of its next turn. On a successful save, the target
takes half as much damage and isn't stunned.

VENOMOUS BITE

Type: Trait.
Prerequisite: Piscine Anatomy (Bite).

A creature hit by a sea spawn's bite attack must
succeed on a DC 12 Constitution saving throw,
taking 9 (2d8) poison damage on a failed save, or
half as much damage on a successful one.

SHADOW MASTIFF

The shadow mastiff (CR 1) can have 1 talent.

FADE INTO SHADOW (1/DAY)

Type: Reaction.

When in dim light or darkness and a creature the
shadow mastiff can see attacks the shadow mastiff,
the shadow mastiff can take the Hide action.

THROAT BITE

Type: Trait.

Throat Bite. If the shadow mastiff hits a prone
creature, the hit is automatically a critical hit.



PAack TACTICS

Type: Trait.

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

TERRIFYING HowL (RECHARGES 5-6)

Type: Action.

Terrifying Howl (Recharges 5-6). The shadow
mastiff emits a horrific howl. Any beast or
humanoid within 300 feet of the mastiff and
able to hear its howl must succeed ona DC 11
Wisdom saving throw or be frightened for |
minute. A frightened target can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success. If a target's saving
throw is successful or the effect ends for it,

the target is immune to any shadow mastiff's
Terrifying Howl for the next 24 hours.

SLITHERING TRACKER

The slithering tracker (CR 3) can have a
maximum of 2 talents.

BLOOD SUSTENANCE

Type: Trait.

Once per turn, the slithering tracker regains 3
(1d6) hit points when it deals necrotic damage
to a creature.

BLOOD-DRAINING SLAM

Type: Trait.

A creature hit by the slithering tracker's slam
attack must succeed on a DC 13 Constitution
saving throw or take 5 (1d10) necrotic damage.

MULTIATTACK

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The slithering tracker makes two attacks: one with
its slam and one with Life Leech.

PSEUDOPOD
Type: Trait.

The slithering tracker's slam attack has a reach of
10 ft.

SPAWN OF KYUSS

The spawn of Kyuss (CR 5) can have a maximum of
2 talents.

EXTENDED BURROWING WORM
Type: Trait.

The worm can launch itself from the Spawn of
Kyuss at one humanoid that the spawn can see
within 15 feet of it.




FEAR AURA

Type: Trait.

Fear Aura. Any creature that starts its turn within
10 feet of the spawn of kyuss must succeed on a
DC 11 Wisdom saving throw or be frightened until
the start of the creature's next turn. If a creature's
saving throw is successful, the creature is immune
to the Fear aura for the next 24 hours.

INFESTED FORM

Type: Trait.

Infested Form. A creature that touches the spawn
or hits it with a melee attack while within 5 feet
of it must make a DC 11 Dexterity saving throw
or become infected by a worm (see effects of
Burrowing Worm).

NAUSEATING PRESENCE

Type: Trait.

Nauseating Presence. Any creature that starts
its turn within 5 feet of the spawn of kyuss must
succeed on a DC 15 Constitution saving throw or
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become poisoned until the start of the creature's
next turn. Ifa creature's saving throw is successful,
the creature is immune to the Nauseating Presence
for the next 24 hours.

TwiN BURROWING WORMS
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

When the spawn of Kyuss uses its Burrowing Worm
feature, it launches up to two wormes.

WORMBURST
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Wormburst (Recharge 5-6). The spawn of kyuss
expels worms from its body, striking creatures
around it. Each creature within 10 feet of it must
succeed on a DC 15 Dexterity saving throw. On a
failed save, 1d4 + 1 worms latches on the target's
skin (see effects of Burrowing Worm).

TLINCALLI

The tlincalli (CR 5) can have a maximum of 2
talents.

EXTENDED SPIKED CHAIN
Type: Trait.

The tlincalli's spiked chain attack's reach extends to
15 feet.

HARDENED SKIN
Type: Trait.

The tlincalli is resistant to piercing and slashing
damage from nonmagical weapons that aren't
adamantine.

IMPROVED MULTIATTACK
Type: Action.




Talent Cost: 2 (Counts as 2 Talents).

The tlincalli makes three attacks: one with its
longsword or spiked chain, one with its foreclaws, and
one with its sting.

Foreclaws. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 8 (2d4 + 3) piercing damage.

REEL

Type: Trait.

The tlincalli can use a bonus action to pull a Medium
or smaller creature grappled by it up to 5 feet straight
toward it.

STENCH

Type: Trait.

Stench. Any creature that starts its turn within

5 feet of the tlincalli must succeed on a DC 14
Constitution saving throw or become poisoned
until the start of the creature's next turn. Ifa
creature's saving throw is successful, the creature
is immune to the Stench for the next 24 hours.

TRAPPER

The trapper (CR 3) can have a maximum of 2
talents.

AMBUSHER

Type: Trait.

Ambusher. The trapper has advantage on attack
rolls against any creature it has surprised.

GLUTTONOUS

Type: Trait.

Ambusher. The trapper can smother up to two
Medium or smaller creatures at a time.

MULTIATTACK

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The trapper makes two attacks: one with Smother
and one with its tail. It can't use its tail attack
against a grappled target.

Tail. Melee Weapon Attack: +5 to hit, reach 5 ft.,, one
target. Hit: 10 (2d6 + 3) bludgeoning damage.

RUBBERY HIDE

Type: Trait.

The trapper has resistance to bludgeoning and
slashing damage from nonmagical attacks.

VARGOUILLE

The vargouille (CR 1) can have 1 talent.

FLYBY

Type: Trait.

The vargouille doesn't provoke opportunity attacks
when it flies out of an enemy's reach.




L.ouD SHRIEKER

Type: Trait.

The vargouille's Stunning Shriek has a range of 60
feet.

PoisoNous BITE

Type: Trait.

A creature that takes damage from the vargouille's
bite attack is poisoned until the end of the
vargouille's next turn.

VENOMOUS SPITTLE

Type: Action.

Venomous Spittle. Ranged Weapon
Attack: +4 to hit, reach 30 ft,, one target. Hit: 7
(2d6) poison damage.

VEGEPYGMIES

Both vegepygmies can select from the talents
below. The vegepygmy (CR 1/4) can have 1 talent.

AMBUSHER

Type: Trait.

Ambusher. The vegepygmy has advantage on
attack rolls against any creature it has surprised.

HipE WiTHIN PLANTS

Type: Trait.

The vegepygmy can use a bonus action to take
the Hide action while in any terrain with ample
obscuring plant life.

INNATE SPELLCASTER

Type: Trait.
The vegepygmy's innate spellcasting ability is
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Wisdom (spell save DC 11). The vegepygmy can
innately cast the following spells, requiring no
material components:

At will (each): poison spray, thorn whip

1/day: entangle

VEGEPYGMY CHIEF

The vegepygmy chief (CR 2) can have 1 talent.

PARALYZING SPORES

Type: Trait.

A creature that fails its saving throw against the
vegepygmy's Spores by 5 or more is also paralyzed
while poisoned.

Woob WoAD

The wood woad (CR 5) can have a maximum of 2
talents.

AMBUSHER

Type: Trait.

Ambusher. The wood woad has advantage on
attack rolls against any creature it has surprised.

Hipe WITHIN PLANTS

Type: Trait.

The wood woad can use a bonus action to take
the Hide action while in any terrain with ample
obscuring plant life.

INNATE SPELLCASTER

Type: Trait.

The wood woad's innate spellcasting ability is
Wisdom (spell save DC 12). The wood woad can



innately cast the following spells, requiring no bludgeoning damage, and immunity to poison and
material components: psychic damage.

At will (each): poison spray, thorn whip

2/day: entangle, goodberry

1/day: moonbeam SHANK

Type: Reaction.

Shank. If a creature within 5 feet of the xvart is
knocked prone, the xvart makes a short sword
attack at the creature.

ROOTED
Type: Trait.

Rooted. The wood woad has advantage on ability
checks and saving throws made against being
knocked prone, pulled, or shoved.

TREE STRIDING ATTACK XVART WARLO CK
i peliEts The xvart warlock of Raxivort (CR 1) can have 1
After the wood woad uses Tree Stride, it then has talent.

advantage on the first melee attack it makes before
the end of the turn.

Rax1ivORT'Ss COMMAND
Type: Reaction.

Raxivort’s Command. The xvart can use an action

XVARTS

Both xvarts can select from the talents below. The
xvart (CR 1/8) can have 1 talent.

COMBAT ADVANTAGE
Type: Trait.

Once during its turn when the xvart hits a target
with a weapon attack and has advantage on the
attack roll, it deals an extra 3 (1d6) damage.

CAST NET
Type: Action.

Cast Net (Recharges after a Short or Long Rest).
Ranged Weapon Attack: +4 to hit, range 5/15 ft.,
one Large or smaller target. Hit: The creature is
restrained. As an action, the restrained creature can
make a DC 15 Strength check, escaping from the net
on a success. The effect ends if the net is destroyed.
The net has AC 10, 5 hit points, resistance to
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to choose one allied beast (bat and rat types only)
it can see within 30 feet of it. If the target can see
or hear the xvart, the target can use its reaction to
move up to half their speed and make one melee
attack.

YETH HOUND

The yeth hound (CR 4) can have a maximum of 2
talents.

MAGIC RESISTANCE

Type: Trait.

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

MIND-WRACKING BAYING

Type: Trait.

A creature that fails its saving throw against the
yeth hound's Baleful Baying takes 7 (2d6) psychic
damage.

PAack TACTICS

Type: Trait.

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

POUNCE

Type: Trait.

If the yeth hound moves at least 20 feet straight
toward a creature and then hits it with a bite attack
on the same turn, that target must succeed on a DC
14 Strength saving throw or be knocked prone.
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THROAT BITE
Type: Trait.

Throat Bite. If the yeth hound hits a prone
creature, the hit is automatically a critical hit.

YUAN-TI

YUAN-TI ANATHEMA

The anathema (CR 12) can have a maximum of 5
talents.

AcCIDIC SKIN
Type: Trait.

The anathema secretes acid from its body. A
creature that isn't a yuan-ti that touches the
anathema or hits it with a melee attack while
within 5 feet of it takes 4 (1d8) acid damage. In
addition, the melee attacks of the anathema deal an
extra 7 (2d6) acid damage.

DEBILITATING POISON
Type: Trait.

A creature that takes poison damage from the
anathema's bite attack must make a DC 16
Constitution saving throw or be poisoned for 1
minute.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The anathema gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end

of another creature's turn. The anathema regains

spent legendary actions at the start of its turn.

Slither. The anathema moves up to its half its speed
without provoking opportunity attacks.

Claw. The anathema makes a claw attack.



Tail Slam (Costs 2 Actions). The anathema makes
a tail slam attack (see Tail Slam below).

Command Yuan-ti (Costs 3 Actions). The
anathema chooses up to three allied yuan-ti it can
see within 60 feet of it. If the target can see and
hear the anathema, the target can use its reaction

to move up to half its speed and make one weapon

attack.

Tail Slam. Melee Weapon Attack: +10 to hit, reach
15 ft.,, one Large or smaller creature. Hit: 16 (3d6 +
6) bludgeoning damage plus 7 (2d6) acid damage,
and the target must succeed on a DC 18 Strength
saving throw or be knocked prone.

LLEGENDARY RESISTANCE

Type: Trait.

Legendary Resistance (1/Day). If the anathema
fails a saving throw, it can choose to succeed
instead.

PARALYZING OPHIDIOPHOBIA

Type: Trait.

A creature that fails its saving throw against the
anathema's Ophidiophobia Aura by 5 or more is
also paralyzed while frightened this way.

Poi1soN BREATH (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Poison Breath (Recharge 5-6). The anathema's
serpentine heads exhales poison in an 60-foot line
that is 5 feet wide. Each creature in that line must
make a DC 16 Constitution saving throw, taking 35
(10d6) poison damage on a failed save, or half as
much damage on a successful one.

When the anathema uses its Multiattack and
Poison Breath is available, it can use Poison Breath
in place of Flurry of Bites.

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

-]

g

The anathema can take a bonus action to cast a
spell that has a casting time of 1 action.

TaiL SwirPE (RECHARGE 5-6)
Type: Action.

Tail Swipe (Recharge 5-6). The anathema violently
swings its tail around, knocking targets down.
Each creature within 15 feet of the anathema must
succeed on a DC 18 Strength saving throw, taking
16 (3d6 + 6) bludgeoning damage and is knocked
prone on a failed save, or half as much damage
and isn't knocked prone on a successful one. The
anathema can't use Tail Swipe if it has a creature
grappled with its Constrict feature.

When the anathema uses its Multiattack and Tail
Swipe is available, it can use Tail Swipe in place of
one melee attack.
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YUAN-TI BROODGUARD

The yuan-ti broodguard (CR 2) can have 1 talent.

AcCIDIC SKIN

Type: Trait.

The broodguard secretes acid from its body. A
creature that isn't a yuan-ti that touches the
broodguard or hits it with a melee attack while
within 5 feet of it takes 2 (1d4) acid damage. In
addition, the melee attacks of the broodguard deal
an extra 3 (1d6) acid damage.

CHAMELEON POWER

Type: Trait.

The broodguard can naturally change the
coloration of its scales to match its surroundings.
As aresult, it has advantage on Dexterity (Stealth)
checks made to Hide.

VENOMOUS BITE

Type: Trait.

The broodguard's bite deals an extra 4 (1d8)
poison damage.

YUuAN-TI MIND WHISPERER

The yuan-ti mind whisperer (CR 4) can have a
maximum of 2 talents.

AcCIDIC SKIN

Type: Trait.

The yuan-ti secretes acid from its body. A creature
that isn't a yuan-ti that touches the yuan-ti or hits it
with a melee attack while within 5 feet of it takes 2
(1d4) acid damage. In addition, the melee attacks
of the yuan-ti deal an extra 3 (1d6) acid damage.

DEBILITATING POISON

Type: Trait.
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A creature that takes poison damage from the yuan-
ti's bite attack must make a DC 11 Constitution
saving throw or be poisoned for 1 minute.

MIND POISON
Type: Trait.

A creature that takes psychic damage from the
yuan-ti's Mind Fangs feature gains disadvantage to
Intelligence, Wisdom, and Charisma ability checks
and saving throws until the end of the yuan-ti's
next turn.

SWIFT SPELLCASTER (2/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The yuan-ti can take a bonus action to cast a spell
that has a casting time of 1 action.

YUAN-TI NIGHTMARE
SPEAKER

The yuan-ti nightmare speaker (CR 4) can have a
maximum of 2 talents.

AcCIDIC SKIN
Type: Trait.

The yuan-ti secretes acid from its body. A creature
that isn't a yuan-ti that touches the yuan-ti or hits it
with a melee attack while within 5 feet of it takes 2
(1d4) acid damage. In addition, the melee attacks
of the yuan-ti deal an extra 3 (1d6) acid damage.

DEADLY NIGHTMARE
Type: Trait.

A creature that fails its saving throw against the
yuan-ti's Invoke Nightmare by 5 or more has its hit
points reduced to 0.



SAPPING POISON creature can make a DC 13 Wisdom saving throw
Type: Trait. at the end of each of its turns, ending the effect on
itself on a success.

A creature that takes necrotic damage from the
yuan-ti's Death Fangs feature gains disadvantage to
Strength, Dexterity, and Constitution ability checks
and saving throws until the end of the yuan-ti's SWIFT S_PELLCASTER (2/DAY)
next turn. Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The yuan-ti can take a bonus action to cast a spell
that has a casting time of 1 action.

SWIFT SPELLCASTER (2/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The yuan-ti can take a bonus action to cast a spell
that has a casting time of 1 action.

YUAN-TI P1IT MASTER

The yuan-ti pit master (CR 5) can have a maximum
of 2 talents.

COMMAND SERPENT
Type: Action.

Command Serpent. The yuan-ti chooses one beast
(serpent-type only) it can see within 60 feet of it. If
the target can see and hear the yuan-ti, the target
can use its reaction to move up to half its speed and
make one melee weapon attack.

When the yuan-ti uses its Multiattack, it can use
Command Serpent in place of one of its bite attacks.

DEBILITATING POISON
Type: Trait.

A creature that takes poison damage from the yuan-
ti's bite attack must make a DC 12 Constitution
saving throw or be poisoned for 1 minute.

MERRSHAULK'S NIGHTMARE
Type: Trait.

A creature that awakens from Merrshaulk's
Slumber is frightened for 1 minute. A frightened
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his chapter contains the talents of creatures
found in the Volo's Guide to Monsters
supplement.

ALLIP

The allip (CR 5) can have a maximum of 2 talents.

AURA OF INSANITY

Type: Trait.

When a creature starts its turn within 30 feet of the
allip and is able to hear the allip, the creature must

succeed on a DC 14 Charisma saving throw, unless
the allip is incapacitated.
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On a failed save, the creature can't take reactions until
the start of its next turn and rolls a d10 to determine
what it does during that turn. On 1-4, the creature
does nothing except mutter words incoherently.

On 5-7, the creature takes no action but uses all its
movement to move in a random direction. On 8-10,
the creature makes one melee attack against a random
creature, or it does nothing if no creature is within
reach.

FADE INTO THE ETHER (3/DAY)

Type: Reaction.

In response to being hit by an attack and the
allip can see the attacker, the allip shifts into the
Ethereal Plane and back, causing the attack to
attack to miss.




FLYBY

Type: Trait.

The allip doesn't provoke opportunity attacks when
it flies out of an enemy's reach.

FRIGHTFUL PRESENCE

Type: Action.

Each creature of the allip's choice that is within 60
feet of the allip and aware of it must succeed on a
DC 13 Wisdom saving throw or become frightened
for 1 minute. A frightened creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success. If a creature's
saving throw is successful or the effect ends for

it, the creature is immune to the allip's Frightful
Presence for the next 24 hours.

TOUCH OF INSANITY

Type: Trait.

A creature that takes psychic damage from the
allip's Maddening Touch attack must succeed on

a DC 14 Charisma saving throw. On a failed save,
the creature can't take reactions until the start of
its next turn and rolls a d10 to determine what it
does during that turn. On 1-4, the creature does
nothing except mutter words incoherently. On 5-7,
the creature takes no action but uses all its movement
to move in a random direction. On 8-10, the creature
makes one melee attack against a random creature, or
it does nothing if no creature is within reach.

ASTRAL DREADNOUGHT

The astral dreadnought (CR 21) can have a
maximum of 8 talents.

CRUSHING TAIL

Type: Trait.
Prerequisite: Improved Multiattack

If the astral dreadnought's tail attack roll against a
target succeeds by 5 or more, the target must make

a DC 24 Constitution saving throw or be stunned
and knocked prone until the end of the astral
dreadnought's next turn.

DEVASTATING ROAR (RECHARGE 5-6)
Type: Action.

Talent Cost: 3 (Counts as 3 Talents).

The astral dreadnought emits a magical roar.
Each creature within 240 feet that can hear its
roar must succeed on a DC 22 Wisdom saving
throw. On a failed save, the target takes 18 (4d8)
psychic damage and 18 (4d8) thunder damage
and is deafened and frightened for one minute. If
a creature fails its saving throw by 5 or more, the
creature is also paralyzed while frightened this
way. A frightened creature can repeat the saving
throw at the end of each of its turns, ending both
effects on itself on a success. On a successful save,
the target takes half as much damage and isn't
deafened or frightened.

When the astral dreadnought uses Multiattack
and Devastating Roar is available, the astral
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dreadnought can use Devastating Roar in place of
its bite.

EXTRA LEGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The astral dreadnought can take 1 extra legendary
action before the start of its next turn. The

astral dreadnought can retake this talent up one
additional time. The extra legendary action stacks.

IMPROVED MULTIATTACK
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).
Prerequisite: Tail Slam

Multiattack. The astral dreadnought makes four
attacks: one with its bite, two with its claws, and
one with its tail.

Tail Slam. Melee Weapon Attack: +16 to hit, reach
20 ft, one target. Hit: 25 (3d10 + 9) bludgeoning
damage.

REDIRECT CENTRAL EYE
Type: Reaction.

Talent Cost: 2 (Counts as 2 Talents).

When a creature the astral dreadnought can see but
isn't within its anti-magic cone casts a spell or uses
a magical item but before it takes effect, the astral
dreadnought turns its opened eye facing towards
the creature.

RESISTANT ARMOR PLATING
Type: Trait.

The astral dreadnought is resistant to cold, fire, and
lightning damage.

SQUEEZE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).
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Squeeze. If a Huge or smaller creature is hit

by the astral dreadnought's claw, it is grappled
(escape DC 19). Until this grapple ends, the
target is restrained, the astral dreadnought can
automatically hit the target with its claw, but can't
use this claw against other targets.

SUNDERING CLAW
Type: Trait.

If the astral dreadnought's claw attack roll against

a target succeeds by 5 or more, and the target is
wearing armor or a shield, the target must make a
DC 24 Strength saving throw. If the target's armor
or shield is magical, the target gains advantage on
the saving throw. On a failed save, target's armor
or shield (chosen randomly) takes a permanent and
cumulative -1 penalty to the AC it offers. Armor
reduced to an AC of 10 or a shield that drops to a +0
bonus is destroyed.

THICK ARMOR PLATING
Type: Trait.

The astral dreadnought is resistant to bludgeoning,
piercing, and slashing damage from nonmagical
attacks that aren't adamantine.

BALHANNOTH

The balhannoth (CR 11) can have a maximum of 4
talents.

ANTIMAGIC GRASP
Type: Trait.

Antimagic Grasp. A creature grappled by the
balhannoth functions as if caught within an area of
antimagic, as in the antimagic field spell.

AURA OF DIMENSIONAL L.LOCK
Type: Trait.

Aura of Dimensional Lock. As a bonus action,
the balhannoth can create an aura of dimensional



lock around it. Other creatures can’t teleport to or
from a space within 60 feet of the balhannoth. Any
attempt to do so is wasted.

The balhannoth can take a bonus action to dismiss
the aura.

DEVOUR MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Devour Magic. A creature that takes damage
from a balhannoth's bite attack must make a DC
16 Wisdom saving throw or have one of its magic
items lose all magical properties for 1 hour. If the
object is a charged item, it also loses 1d6 charges.
Determine the affected item randomly, ignoring
single-use items such as potions and scrolls.

DWEOMERSIGHT

Type: Trait.

Dweomersight. The balhannoth can sense the

presence of magic within 120 feet of it. If it can
sense magic in this way, the balhannoth can use

its action to see a faint aura around any visible
creature or object in the area that bears magic,
and learns its school and level of magic, if any. The
balhannoth's dweomersight can penetrate most
barriers, but it is blocked by 10 feet of stone, 10
inches of common metal, a thin sheet of lead, or 30

feet of wood or dirt.

ENTICING PRESENCE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Enticing Presence. Any non-balhannoth creature
that starts its turn within 60 feet of the balhannoth
must make a DC 14 Wisdom saving throw. On a
failed save, the creature becomes charmed by

the balhannoth for 1 minute. While charmed by

the balhannoth, a target is incapacitated. If the
charmed target is more than 5 feet away from the
balhannoth, the target can take the Dash action on
its turn to move toward the balhannoth by the most
direct route. It doesn't avoid opportunity attacks,
but before moving into damaging terrain, such as
lava or a pit, and whenever it takes damage from

a source other than the balhannoth, a target can
repeat the saving throw.

A creature can repeat the saving throw at the end
of each of its turns, ending the effect on itself on a
success. If a creature's saving throw is successful
or the effect ends for it, the creature is immune to
the balhannoth's Enticing Presence for the next 24
hours.

EXTRA LEGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The balhannoth can take 1 extra legendary action
before the start of its next turn. The balhannoth
can retake this talent up one additional time. The
extra legendary action stacks.

STONE CAMOUFLAGE
Type: Trait.
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Stone Camouflage. The balhannoth has advantage BONECLAW
on Dexterity (Stealth) checks made to hide inrocky  The boneclaw (CR 12) can have a maximum of 5

terrain. talents.

THICK ARMOR PLATING HUNGRY DARKNESS (RECHARGE 5-6)
Type: Trait. Type: Action.

The balhannoth is resistant to bludgeoning, Talent Cost: 2 (Counts as 2 Talents).

piercing, and slashing damage from nonmagical

B s G Hungry Darkness (Recharge 5-6). The boneclaw

creates a magical darkness identical to the darkness
spell, except the boneclaw can see through it. This
effect lasts for 1 minute. Any creature that starts

its turn within this area of darkness takes 5 (1d10)
necrotic damage. When a creature moves into or
BERBALANG within the area, it takes 5 (1d10) necrotic damage
The berbalang (CR 2) can have 1 talent. for every 5 feet it travels. The boneclaw is immune
to any damage caused by hungry darkness.

DARK SECRET
Type: Action.

Dark Secret (Recharges after the berbalang casts
speak with the dead). The berbalang chooses a
creature within 30 feet of it and shares a dark,
shocking secret about it. Each ally of the target
within 30 feet of the berbalang that can hear it
must succeed on a DC 13 Wisdom saving throw or
be stunned until the end of the berbalang's next
turn.

FLYBY
Type: Trait.

The berbalang doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

PORTENT
Type: Trait.

Portent (Recharges after the berbalang casts
speak with the dead). When the berbalang or a
creature it can see makes an attack roll, a saving
throw, or an ability check, the berbalang can roll a
d20 and choose to use this roll in place of the attack
roll, saving throw, or ability check.
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INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The boneclaw’s innate
spellcasting ability is Wisdom (spell save DC 14).
The boneclaw can innately cast the following spells,
requiring no components:

At-will: darkness

1/day: fear.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The boneclaw gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end
of another creature's turn. The boneclaw regains
spent legendary actions at the start of its turn.
Move. The boneclaw moves up to half its speed.
Claw (Costs 2 Actions). The boneclaw makes a
piercing claw attack.
Shadow Jump (Costs 3 Actions). The boneclaw
uses Shadow Jump.

MADDENING SHRIEK (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The boneclaw emits an unearthly shriek. Each
creature within 60 feet that can hear it must
succeed on a DC 14 Wisdom saving throw. On
a failed save, the target takes 11 (2d10) psychic
damage and is stunned until the end of the
boneclaw's next turn. On a successful save,
the target takes half as much damage and isn't
stunned but can't use reactions until the end of the
boneclaw's next turn.

When the boneclaw uses Multiattack and
Maddening Shriek is available, the boneclaw can
make two claw attacks and use Maddening Shriek.

SHADOW SHIFT

Type: Reaction.

Shadow Shift. While in dim light or in darkness
and a creature the boneclaw can see moves within
5 feet of the boneclaw, the boneclaw can move up

to half its speed without provoking opportunity
attacks.

SHADOW STEP
Type: Trait.

Shadow Step. While in dim light or darkness, the
boneclaw can teleport as a bonus action up to 60
feet to an unoccupied space it can see that is also

in dim light or darkness. It then has advantage on
the first melee attack it makes before the end of the
turn.

SLASHING Craws (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Slashing Claws (Recharge 5-6). The boneclaw
moves up to its walking speed in a straight line and
targets each creature within 15 feet of it during

its movement. Each target must succeed on a DC
16 Dexterity saving throw or take 20 (3d10 + 4)
slashing damage. If a target made an opportunity
attack against the boneclaw when it used Slashing
Claws, it gains disadvantage to the saving throw.

CADAVER COLLECTOR

The cadaver collector (CR 14) can have a maximum
of 5 talents.

CRUSHING STRIDE (RECHARGES 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Crushing Stride (Recharges 5-6). The cadaver
collector moves up to its speed in a straight line.
During this move, it can enter Large or smaller
creatures' spaces. A creature whose space the
cadaver collector enters must succeed on a DC
18 Dexterity saving throw. On a successful save,
the creature is pushed 5 feet to the nearest space
out of the cadaver collector's path. On a failed
save, the creature falls prone and takes 18 (3d8
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+ 5) bludgeoning damage and 16 (3d10) necrotic
damage. If the cadaver collector remains in

the prone creature's space, the creature is also
restrained until it's no longer in the same space as
the cadaver collector. While restrained in this way,
the creature, or another creature within 5 feet of it,
can make a DC 18 Strength check. On a success, the
creature is shunted to an unoccupied space of its
choice within 5 feet of the cadaver collector and is
no longer restrained.

HAYMAKER

Type: Trait.

[f the cadaver collector's slam attack roll against a
target succeeds by 5 or more, the target must make
a DC 18 Constitution saving throw or be knocked
unconscious until the end of the cadaver collector's
next turn.

IMPALE

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Impale. The cadaver collector attempts to impale

a creature it has grappled. The creature must
succeed on a DC 18 Strength saving throw or

take 14 (2d8 + 5) piercing damage and 9 (2d8)
necrotic damage and be restrained (escape DC 15).
While restrained, the target takes 9 (2d8) piercing
damage and 9 (2d8) necrotic damage at the start of
each of its turns. The cadaver collector can impale
up to 8 Medium creatures, 1 Large and 6 Medium
creatures, 2 Large and 4 Medium creatures, 3 Large
and 2 Medium creatures, or 4 Large creatures.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The cadaver collector moves up to half its
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speed.

Slam (Costs 2 Actions). The cadaver collector
makes a slam attack.

Recharge Paralyzing Breath (Costs 3 Actions,1/
Day). The cadaver collector recharges its
Paralyzing Breath.

Whirling Limbs (Costs 3 Actions). The cadaver
collector moves up to half its walking speed in a
straight line and targets each creature within 10
feet of it during its movement. Each target must
succeed on a DC 18 Dexterity saving throw or take
18 (3d8 + 5) bludgeoning damage and 16 (3d10)
necrotic damage.

MAcic IMMUNITY [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The cadaver collector is immune to 1st level spells,
but not to cantrips.



MAacic IMMuNITY II

EXTENDED TENTACLE

Type: Trait.
Prerequisite Magic Immunity |

The cadaver collector is immune to spells of 2nd
level and below, but not to cantrips.

MAacic IMmunNITY III

Type: Trait.
Prerequisite Magic Immunity [, Magic Immunity II

The cadaver collector is immune to spells of 3rd
level and below, but not to cantrips.

TREMBLING SLAM

Type: Action.

Trembling Slam. The cadaver collector pounds
the ground, triggering a short earth tremor. All
other creatures on the ground within 10 feet of
the cadaver collector that are Medium or smaller
than the cadaver collector must succeed on a DC
18 Strength saving throw or be knocked prone.
When the cadaver collector uses its Multiattack,
the cadaver collector can use its Trembling Slam in
place of one slam attack.

UNSTOPPABLE

Type: Trait.

The cadaver collector deals triple damage against
objects and structures. In addition, the cadaver
collector can move through the space of a Large or
smaller hostile creature. All opportunity attacks
made against the cadaver collector by the creatures
whose spaces the cadaver collector entered have
disadvantage.

CHOKER

The choker (CR 1) can have 1 talent.

Type: Trait.
The choker's tentacle attack has a reach of 15 ft.

RUBBERY HIDE
Type: Trait.

The choker has resistance to bludgeoning and
slashing damage from nonmagical attacks.

STONE CAMOUFLAGE
Type: Trait.

Stone Camouflage. The choker has advantage on
Dexterity (Stealth) checks made to hide in rocky
terrain.

CLOCKWORKS

BRONZE ScouTtT

The bronze scout (CR 1) can have 1 talent.

STUNNING BITE
Type: Trait.

If the bronze scout's bite attack roll against a target
succeeds by 5 or more and the target is a creature,
the target must make a DC 13 Constitution saving
throw or be stunned until the end of the bronze
scout's next turn.

EXPANDED LLIGHTNING FLARE
Type: Trait.

The bronze scout's Lightning Flare feature has a
range of 20 ft.

MAcic WEAPONS
Type: Trait.
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Magic Weapons. The bronze scout's weapon
attacks are magical.

IRON COBRA

The iron cobra (CR 4) can have a maximum of 2
talents.

DEADLY BITE

Type: Trait.

If the iron cobra's bite attack roll against a
target succeeds by 5 or more, the target gains
disadvantage to the bite's saving throw that turn.

QUICK REFLEXES
Type: Trait.

The iron cobra has advantage on Initiative rolls and
Dexterity saving throws.

LIGHTFOOTED

Type: Trait.

Lightfooted. The iron cobra can take the Dash or
Disengage action as a bonus action on each of its
turns.

MAGgic WEAPONS

Type: Trait.

Magic Weapons. The iron cobra's weapon attacks
are magical.

OAKEN BOLTER

The oaken bolter (CR 5) can have a maximum of 2
talents.
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LiGHTNING-CHARGED

Type: Trait.

The oaken bolter's weapon attacks deal an extra 5
(1d10) lightning damage.

MAGgic WEAPONS

Type: Trait.

Magic Weapons. The oaken bolter's weapon
attacks are magical.

P1ERCING BoLT (RECHARGES 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The oaken bolter shoots a bolt forward in a line,
which is 5 foot wide and 60 feet long, before
disappearing. The bolt passes harmlessly through
objects, ignoring cover. Each creature in that line
must make a DC 15 Dexterity saving throw. On a
failed save, a creature takes 15 (2d10 + 4) piercing
damage, or half as much damage on a successful
one.

WIDENED EXPLOSIVE BOLT




Type: Trait.

The explosive range of the oaken bolter's Explosive
Bolt attack is increased to 30 feet.

STONE DEFENDER

The stone defender (CR 4) can have a maximum of
2 talents.

Macic WEAPONS

Type: Trait.

Magic Weapons. The stone defender's weapon
attacks are magical.

QUICK STOMP

Type: Trait.

The stone defender can use quick stomp as a bonus
action.

Quick Stomp. Melee Weapon Attack: +6 to hit,
reach 5 ft,, one prone target. Hit: 6 (1d4 + 4)
bludgeoning damage.

SHIELD CHARGE

Type: Trait.

If the stone defender moves at least 10 feet straight
toward a target and then hits it with a slam attack
on the same turn, the target takes an extra 7 (2d6)
bludgeoning damage and if the target is Large

or smaller; it is knocked prone. If the targetis a
creature, it must succeed on a DC 15 Constitution
saving throw or be stunned until the end of the
stone defender's next turn.

SHIELDS UP (RECHARGES 5-6)

Type: Action.

Shields Up. The stone defender chooses a creature
it can see. Until the start of the stone defender's
next turn, the stone defender can't be targeted
directly by an attack or spell made by the target.
All other attacks made by other creatures against

the stone defender are made with disadvantage.
In addition, the stone defender has advantage on
ability checks and saving throws made against
being knocked prone or shoved.

CORPSE FLOWER

The corpse flower (CR 8) can have a maximum of 3
talents.

CORPSE SPRAY (RECHARGES 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Corpse Spray (Recharges 5-6). The corpse flower
consumes up to four humanoid corpses and
discharges a powerful jet of putrid body fluids
and bones in a 30-foot cone. Each creature in that
area must succeed on a DC 14 Constitution saving
throw. On a failed save, a target takes 2d6 piercing
damage and 2d6 necrotic damage for each corpse
consumed by the corpse flower and the target is
incapacitated until the end of the corpse flower's
next turn. On a successful save, a target takes half
as much damage and isn't incapacitated.

EXTENDED TENTACLE
Type: Trait.

The corpse flower's tentacle attack has a reach of
15 ft.

EXTRA CORPSE CONSUMPTION
Type: Trait.

When the corpse flower has at least two humanoid
corpses in its body, the corpse flower can use a
bonus action to digest up to two humanoid corpses
and regain 22 (4d10) hit points. Any equipment on
the corpses is expelled from the corpse flower in its
space.
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EXTRA CORPSE ANIMATION

EXTRA CORPSES

Type: Trait.

When the corpse flower has at least two humanoid
corpses in its body, the corpse flower can use a
bonus action to animate up to two dead humanoids
in its body, turning them into zombies. The zombies
appear in unoccupied spaces within 5 feet of the
corpse flower and act immediately after it in the
initiative order. The zombies act as allies of the
corpse flower but aren't under its control, and

the flower’s stench clings to the zombies (see the
Stench of Death trait).
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Type: Trait.

When first encountered, a corpse flower contains
the corpses of 1d6 + 6 humanoids. A corpse
flower can hold the remains of up to twelve dead
humanoids.

NOXIOUS STENCH OF DEATH
Type: Trait.

A creature that fails its saving throw against the
corpse flower's Stench of Death also takes 3 (1d6 )
poison damage.




WIDENED STENCH OF DEATH
Type: Trait.

The range of the corpse flower's Stench of
Death is increased to 15 feet.

DEATHILOCKS

DEATHLOCK

The deathlock (CR 4) can have a maximum of 2
talents.

AGONIZING BLAST
Type: Trait.

Agonizing Blast. When the deathlock casts
eldritch blast, it adds its Charisma modifier
(+3) to the damage it deals on a hit.

AURA OF CHILLING COLD

Type: Trait.

Aura of Chilling Cold. Any creature that starts its
turn within 5 feet of the deathlock takes 2 (1d4)
cold damage and can't take reactions until the start
of its next turn.

MAGIC RESISTANCE

Type: Trait.

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

WAR MAGIC

Type: Trait.

War Magic. When the deathlock uses its action to
cast a cantrip, it can make one deathly claw attack
as a bonus action.

DEATHLOCK MASTERMIND
The deathlock mastermind (CR 8) can have a
maximum of 3 talents.

AGONIZING BLAST
Type: Trait.

Agonizing Blast. When the deathlock casts eldritch
blast, it adds its Charisma modifier (+3) to the
damage it deals on a hit.

AURA OF CHILLING COLD
Type: Trait.

Aura of Chilling Cold. Any creature that starts its
turn within 5 feet of the deathlock takes 3 (1d6)
cold damage and can't take reactions until the start
of its next turn.

BATTLE MAGIC
Type: Trait.

Prerequisite: War Magic.
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Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the deathlock uses its action to
cast a spell that has a casting time of 1 action, it can
make one deathly claw attack as a bonus action.

EXTRA GRAVE BOLT

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The deathlock can choose up to three targets when
using its Grave Bolts attack.

MAGIC RESISTANCE

Type: Trait.

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

WAR MAGIC

Type: Trait.

War Magic. When the deathlock uses its action
to cast a cantrip, it can make one deathly claw or
grave bolts attack as a bonus action.

DEATHLOCK WIGHT

The deathlock wight (CR 3) can have a maximum of
2 talents.

AURA OF CHILLING COLD

Type: Trait.

Aura of Chilling Cold. Any creature that starts its
turn within 5 feet of the wight takes 2 (1d4) cold
damage and can't take reactions until the start of its
next turn.

EXTRA GRAVE BOLT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).
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The wight can choose up to two targets when using
its Grave Bolt attack.

FROSTFELL TOUCHED

Type: Trait.

Frostfell Touched. The wight is immune to cold.
In addition, the wight deals an extra 3 (1d6) cold
damage with its melee weapon attacks.

LUNGING STRIKE

Type: Trait.

Lunging Strike. If the wight has already moved
up to its speed and an enemy creature the wight
can see is within 10 feet of the wight, it can take

a bonus action to move 5 feet. If the wight ends
within 5 feet of the target as a result of this action,
it gains advantage on its next attack made against
the target this turn.

TERRIFYING GLARE

Type: Action.

Terrifying Glare. The wight targets one creature it
can see within 30 feet of it. If the target can see the
wight, the target must succeed on a DC 13 Wisdom
saving throw or be magically frightened until the
end of the wight's next turn. The frightened target
is paralyzed.

When the wight uses Multiattack, it can use
Terrifying Glare in place of one Grave Bolt attack.

DEMONS

NATURALLY INSIDIOUS

Type: Trait.

The demon has advantage on all Charisma
(Deception) and Charisma (Intimidate) checks.



ALKILITH
The alkilith (CR 11) can have a maximum of 4
talents.

EXTENDED TENTACLE
Type: Trait.

The alkilith's tentacle attack has a reach of 20 ft.

IMPROVED MULTIATTACK
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Multiattack. The alkilith makes four tentacle
attacks.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The alkilith's Wisdom score
is increased to 14. The alkilith’s innate spellcasting
ability is Wisdom (spell save DC 14). The alkilith
can innately cast the following spells, requiring no
components:

At-will: detect magic

3/day: stinking cloud

1/day each: contagion, magic circle.

INNATE SPELLCASTING I
Type: Trait.

Prerequisite: Innate Spellcasting.

Innate Spellcasting II. The alkilith's Wisdom score
is increased to 14. The alkilith can innately cast
the following spells (Wisdom spell save DC 14),
requiring no components:

3/day: dispel magic

1/day each: hold monster.

INNATE SPELLCASTING III
Type: Trait.

Prerequisite: Innate Spellcasting II.

Innate Spellcasting I1II. The alkilith's Wisdom
score is increased to 14. The alkilith can innately
cast the following spells (Wisdom spell save DC 14),

requiring no components:
1/day each: cloudkill, enervation.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Slither. The alkilith moves up to half its speed
without provoking opportunity attacks.

Tentacle (Costs 2 Actions). The alkilith makes a
tentacle attack.

Guided Madness (Costs 3 Actions). The alkilith
chooses one creature within 30 feet of it that it
can see that is subjected to its foment madness's
confusion. The target must use its reaction to
move up to half its speed and make a melee
weapon attack against a creature of the alkilith's
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choice within 30 feet of the alkilith that the alkilith
can see.

VITRIOLIC TENTACLES

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Vitriolic Tentacles. A creature that takes acid
damage from the alkilith's tentacle attack must
succeed on a DC 16 Dexterity saving throw. On
a failed save, the target takes 9 (2d6 + 2) acid
damage at the start of its next turn, and 5 (1d6 + 1)
acid damage at the start of the turn following that.
This effect does not stack even if the target takes
multiple tentacle hits from the alkilith, but each
failed save means the target is affected by a new
application.

The effect ends if the target receives magical
healing.

ARMANITE

The armanite (CR 7) can have a maximum of 3
talents.

CHARGE

Type: Trait.

[f the armanite moves at least 10 feet straight
toward a target and then hits it with a hooves
attack on the same turn and the target is a Large
or smaller creature, the target must succeed must
succeed on a DC 16 Strength saving
knocked prone.

throw or be

GRABBING CLAWS
Type: Trait.

Grabbing Claws. A Large or smaller creature that is
hit by the armanite's claws is grappled (escape DC
15). Until this grapple ends, the target is restrained
and the armanite can automatically hit the target
with its claws but can't attack other targets with its
claws.

FORKED LLIGHTNING LLANCE
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Forked Lightning Lance. When the armanite uses
its Lightning Lance, it looses up to two bolts of
lightning. The bolts of lightning cannot overlap
with each other.

REAR KICK
Type: Reaction.

Talent Cost: 2 (Counts as 2 Talents).

Rear Kick. When a creature moves within 5 feet of
the armanite and the armanite can see the creature,
the armanite can attack it with its hooves. If the
armanite hits, the target must succeed on a DC 16
Strength saving throw or be pushed 5 feet and be
knocked prone.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by the
armanite's hooves, claws, and serrated tail attacks
in the same turn must succeed ona DC 16
Constitution saving throw or be stunned for 1
minute. A stunned creature can
repeat the saving throw at
the end of each of its turns,
ending the effect on itself on a
success.



WoOUNDING TAIL

FRENZIED BERSERKER

Type: Trait.

Wounding Tail. Once per turn, when the armanite
hits a creature with its serrated tail, it can wound
the target. At the start of each of the wounded
creature's turns, it takes 5 (1d10) necrotic damage
for each time the armanite has wounded it, and it
can then make a DC 16 Constitution saving throw,
ending the effect of all such wounds on itself on a
success. Alternatively, the wounded creature, or

a creature within 5 feet of it, can use an action to
make a DC 16 Wisdom (Medicine) check, ending
the effect of such wounds on it on a success The
wound also ends if the target receives magical
healing.

BUlLEZAU

The bulezau (CR 3) can have a maximum of 2
talents.

EXTENDED BARBED TAIL

Type: Trait.

The bulezau's barbed tail attack has a reach of 10 ft.

Type: Trait.

Frenzied Berserker. While the bulezau has less
than full hit points, the bulezau gains advantage on
all melee weapon attack rolls and all Intelligence,
Wisdom, and Charisma saving throws, but attack
rolls against it have advantage.

MULTIATTACK

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Multiattack. The bulezau makes two attacks: one
with its barbed tail and one gore.

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

NoOX10US ROTTING PRESENCE

Type: Trait.

A creature that takes necrotic damage from a
bulezau's Rotting Presence is also poisoned until
the start of its next turn.
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RUSHER

Type: Trait.

Rusher. The bulezau can take a bonus action to
move up to its speed toward a hostile creature that
it can see. If the bulezau ends its movement within
5 feet of the target, the bulezau can make a melee
weapon attack against it.

DYBBUK

The dybbuk (CR 4) can have a maximum of 2
talents.

DyBBUK'S GIFT (RECHARGE 5-6)

Type: Action.

Dybbuk's Gift. The dybbuk chooses a creature it
can see within 30 feet of it. The creature must
succeed on a DC 12 Charisma saving throw. On a
failed save, the target becomes magically enraged
and gains advantage on all melee weapon attack
rolls, but attack rolls against it have advantage. In
addition, the target always uses its action to make a
melee weapon attack against the nearest creature,
friend or foe. If there are two or more creatures
near it, the target chooses randomly. This effect
lasts for 1 minute. An enraged creature can repeat
the saving throw at the end of each of its turns,
ending the effect on itself on a success.

FLYBY

Type: Trait.

Flyby. The dybbuk doesn't provoke opportunity
attacks when it flies out of an enemy's reach.

MIND-RENDING MIST

Type: Trait.

Mind-Rending Mist. The dybbuk can use a bonus
action to discharge a thin greenish mist around

it that lasts for 1 minute. Any creature that

starts its turn within 10 feet of the dybbuk must
succeed on a DC 12 Wisdom saving throw or take
9 (2d8) psychic damage and gains disadvantage to
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Intelligence, Wisdom, and Charisma saving throws
and ability checks until the start of its next turn.

MULTIATTACK
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Multiattack. The dybbuk makes two tendril
attacks.

VoMmiIT BiLE (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Vomit Bile (Recharge 5-6). The dybbuk discharges
a stream of necrotic bile in a 15-foot line that is 5
feet wide. Each creature in that line must succeed
on a DC 13 Constitution saving throw. On a failed
save, a target takes 21 (6d6) necrotic damage

and is poisoned for 1 minute. On a successful

save, a target takes half as much damage and isn't
poisoned.

MAUREZHI

The maurezhi (CR 7) can have a maximum of 3
talents.

CoMMAND GHOUL
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Command Ghoul. The maurezhi can use a bonus
action to target a ghoul or ghast it can see within 60
feet of it. If the target can hear the maurezhi, the
target can move up to its speed or make one melee
weapon attack as a reaction.

MANEUVER GHOULS
Type: Action.

Maneuver Ghouls. Up to four ghouls and/or ghasts
within 60 feet of the maurezhi that can hear the



P—
maurezhi can each use their reaction to move up
to half their speed without provoking opportunity
attacks.

If the maurezhi uses Multiattack, it can use
Maneuver Ghouls in place of one of its attacks.

RAISE EXTRA GHOUL

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Raise Ghouls (Recharge 5-6). The maurezhi
targets up to two dead ghouls or ghasts it can see
within 30 feet of it. The target is revived with all its
hit points.

SuMMON GHoULS (1/DAY)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

A maurezhi summons 2d4 ghouls or 1d4 ghasts. A
summoned ghoul appears in an unoccupied space

\
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within 60 feet of the maurezhi, acts as an ally of
the maurezhi and has no talents. It remains for one
hour, until it or the maurezhi dies.

STENCH
Type: Trait.

Stench. Any creature that starts its turn within

5 feet of the maurezhi must succeed ona DC 12
Constitution saving throw or be poisoned until the
start of its next turn. On a successful saving throw,
the creature is immune to the maurezhi's or any
ghast's Stench for 24 hours.

TURNING DEFIANCE
Type: Trait.

Turning Defiance. Any ghasts and ghouls within
60 feet of the maurezhi have advantage on saving
throws against effects that turn undead.
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VaMPIRIC BITE

Type: Trait.

Vampiric Bite. If a creature is hit by a Maurezhi's
bite and has its Charisma score reduced, the
Maurezhi regains hit points equal to the amount
reduced.

MOLYDEUS

The molydeus (CR 21) can have a maximum of 8
talents.

DANGING DEMONIC WEAPON (1/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Dancing Demonic Weapon (1/Day). The molydeus
can use a bonus action to toss its demonic weapon
into the air. When it does so, the demonic weapon
begins to hover, flies up to 60 feet, and attacks
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one creature of its choice within 5 feet of it. The
demonic weapon uses the molydeus's attack roll
and ability score modifier to damage rolls.

While the demonic weapon hovers, the molydeus
can use a bonus action to cause it to fly up to 60
feet to another spot within 60 feet of it. As part of
the same bonus action, it can cause the demonic
weapon to attack one creature within 5 feet of it.

After the hovering demonic weapon attacks for
the fourth time, it flies up to 60 feet and tries to
return to the molydeus's hand. If it has no hands
free, it falls to the ground at its feet. If the demonic
weapon has no unobstructed path to the molydeus,
it moves as close to the molydeus as it can and
then falls to the ground. It also ceases to hover if
the molydeus grasps it or moves more than 60 feet
away from it.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The molydeus can take 1 extra legendary action

3




before the start of its next turn. The molydeus can
retake this talent up one additional time. The extra
legendary action stacks.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The molydeus’s innate
spellcasting ability is Charisma (spell save DC 22).
[t can innately cast the following spells, requiring
no material components:

At-will: invisibility, charm person

3/day: suggestion, fear

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting.

Innate Spellcasting II. The molydeus’s innate
spellcasting ability is Charisma (spell save DC 22).
[t can innately cast the following spells, requiring
no material components:

3/day: fly, vampiric touch

1/day: divine word

FRIGHTFUL PRESENCE

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Frightful Presence. Each creature of the
molydeus's choice that is within 120 feet of the
molydeus and aware of it must succeed on a DC 22
Wisdom saving throw or become frightened for 1
minute. A creature can repeat the saving throw
at the end of each of its turns, ending the effect on
itself on a success. If a creature's saving throw is
successful or the effect ends for it, the creature is
immune to the molydeus's Frightful Presence for
the next 24 hours.

When the molydeus uses Multiattack, it can also
use its Frightful Presence.

PIERCING STRIKES

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Piercing Strikes. If the molydeus hits a target

with its demonic weapon and deals damage to it,
the molydeus gains advantage to its next demonic
weapon attack roll against the same target until the
end of its next turn.

REACTIVE TELEPORT (2/DAY)
Type: Reaction.

When a creature the molydeus can see targets the
molydeus with an attack, the molydeus can uses its
teleport.

RUTHLESS PRESENCE
Type: Trait.

Ruthless Presence. Any demon with CR 15 or less
within 60 feet of the molydeus and can see and
hear the molydeus has advantage to saving throws
against being charmed and frightened.

SuMMON DEMON (1/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

A molydeus summons 1d4+1 vrocks, 1d3+1 hez-
rous, 1d3 glabrezus, 1d2 nalfeshnees, one marilith,
or one goristro. A summoned demon appears in an
unoccupied space within 60 feet of the molydeus,
acts as an ally of the molydeus, has no talents, and
can't summon other demons. It remains for one
minute, until it or the molydeus dies, or until the
molydeus dismisses it as an action.

Two-HEADED
Type: Trait.

Two-Headed. The molydeus has advantage on
Wisdom (Perception) checks and on saving
throws against being blinded, charmed, deafened,
frightened, stunned, and knocked unconscious.
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NABASSU

The nabassu (CR 15) can have a maximum of 6
talents.

COMBAT ADVANTAGE

Type: Trait.

Once during its turn when the nabassu hits a target
with a weapon attack and has advantage on the
attack roll, it deals an extra 10 (3d6) damage.

FLYBY

Type: Trait.

Flyby. The nabassu doesn't provoke opportunity
attacks when it flies out of an enemy's reach.

HoRRrID LINK

Type: Trait.
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Talent Cost: 2 (Counts as 2 Talents).

Horrid Link. As a bonus action, the nabassu targets
a creature it can see within 30 feet of it. Each time
the nabassu takes damage, the target takes 11
(2d10) psychic damage. This effect lasts until the
start of the nabassu's next turn.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The nabassu’s innate
spellcasting ability is Charisma (spell save DC 16).
[t can innately cast the following spells, requiring
no material components:

At-will: darkness, silence

3/day: dispel magic

1/day: enervation

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The nabassu moves up to half its speed
without provoking opportunity attacks.

Claws (Costs 2 Actions). The nabassu attacks with
its claws.

Gaze (Costs 3 Actions). The nabassu uses its Soul-
Stealing Gaze.

REGENERATION

Type: Trait.

Regeneration. The nabassu regains 10 hit points
at the start of its turn. If the nabassu takes acid
or radiant damage, this trait doesn’t function at
the start of its next turn. The nabassu dies only
if it starts its turn with 0 hit points and doesn’t
regenerate.

SuMMON DEMON (1/DAY)

Type: Action.



Talent Cost: 2 (Counts as 2 Talents).

A nabassu summons 1d3 vrocks, 1d2 hezrous, or
one glabrezu. A summoned demon appears in an
unoccupied space within 60 feet of the nabassu,
acts as an ally of the nabassu, has no talents, and
can't summon other demons. It remains for one
minute, until it or the nabassu dies, or until the
nabassu dismisses it as an action.

VAMPIRIC SHADOWS

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Vampiric Shadows. Any creature that starts its
turn within 10 feet of the nabassu and is in dim
light takes 5 (1d10) necrotic damage. The nabassu
regains hit points equal to the damage taken by the
creature.

RUTTERKIN

The rutterkin (CR 2) can have 1 talent.

DARKNESS

Type: Trait.

Darkness. The rutterkin can innately cast darkness.

SwarM TACTICS

Type: Trait.

Swarm Tactics. The rutterkin has advantage on an
attack roll against a creature if at least two other
allied demons are within 5 feet of the creature and
the allies aren't incapacitated.

DEATH THROES

Type: Trait.

Death Throes. When the rutterkin dies, it explodes,
and each creature within 5 feet of it must make a
DC 13 Constitution saving throw, taking 10 (3d6)
poison damage on a failed save, or half as much
damage on a successful one.

SIBRIEX

The sibriex (CR 18) can have a maximum of 7
talents.

CHAIN S1AM
Type: Action.

Prerequisite: Snaring Chains.
Talent Cost: 2 (Counts as 2 Talents).

Chain Slam. The sibriex slams a creature grappled
by its chain into another creature it can see within
30 feet of it or a solid surface. Each creature must
succeed on a DC 17 Strength saving throw or
take 20 (2d12 + 7) bludgeoning damage and be
stunned until the end of the sibriex's next turn.
On a successful save, the target takes half the
bludgeoning damage and isn't stunned.

If the sibriex uses multiattack, it can replace one of
its attacks with Chain Slam.

EXTENDED CHAINS
Type: Trait.

The sibriex's chain attack has a reach of 20 ft.

IMPROVED WARP CREATURE
Type: Trait.

The sibriex's warp creature feature can target up to
four creatures.

EXTRA LEGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The sibriex can take 1 extra legendary action before
the start of its next turn. The sibriex can retake this
talent up one additional time. The extra legendary
action stacks.

FOrRM OF MADNESS
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Form of Madness. When a creature starts its turn
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within 30 feet of the sibriex and is able to see the
sibriex, the sibriex can magically force it to make a
DC 21 Charisma saving throw, unless the sibriex is
incapacitated.

On a successful save, the creature is immune to
the sibriex's form of madness for 24 hours. On a
failed saving throw, the creature’s mind becomes
warped and twisted, and believes the sibriex is an
example of the perfect physical form. The creature
gains disadvantage to Intelligence, Wisdom, and
Charisma ability checks and saving throws made
against the sibriex. A creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success.

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 sibriex until
the start of its next turn, when it can avert its eyes
again. If the creature looks at the sibriex in the
meantime, it must immediately make the save.

MAGgic WEAPONS

Type: Trait.

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

SNARING CHAINS

Type: Trait.

A creature hit by the sibriex's chain attack is
grappled (escape DC 17).

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Swift Spellcaster (3/Day). The sibriex can take a
bonus action to cast a spell that has a casting time
of 1 action.

VoMiIT BiLE (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Vomit Bile. The sibriex discharges a stream of
noxious bile in a 60-foot line that is 5 feet wide.
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Each creature in that line must succeed on a DC 20
Dexterity saving throw. On a failed save, a target
takes 35 (10d6) acid damage. On a successful save,
a target takes half as much damage.

WASTRILITH

The wastrilith (CR 13) can have a maximum of 5
talents.

IMPALING CLAWS
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Impaling Claws. If a Large or smaller creature is
hit by the wastrilith's claw, the target must succeed
on a DC 17 Strength saving throw or take an extra
13 (2d12) piercing damage and be impaled by

the wastrilith's claw. While impaled, the target

is grappled (escape DC 14). Until the grapple

ends, the target is restrained, the wastrilith can
automatically hit the target with its claw, and the
wastrilith can't use this claw against other targets.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The wastrilith’s innate
spellcasting ability is Intelligence (spell save
DC 17). It can innately cast the following spells,
requiring no material components:

At-will: darkness, suggestion

3/day: dispel magic

INNATE SPELLCASTING II
Type: Trait.

Prerequisite: Innate Spellcasting.

Innate Spellcasting II. The wastrilith’s spellcasting
ability is Intelligence (spell save DC 17). It can
innately cast the following spells, requiring no
material components:

At-will: tongues

3/day each: blight, fear



1/day each: telekinesis, teleport

INsiDIOUS POISON

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Insidious Poison. The wastrilith chooses one
creature within 30 feet that is poisoned by the
wastrilith's corrupted water. The target must make
a DC 17 Wisdom saving throw. On a failed save, the
creature uses its reaction to make a melee weapon
attack against a creature of wastrilith's choice that
wastrilith can see.

When the wastrilith uses Multiattack, it can
replace Grasping Spout with Insidious Poison.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Slither. The wastrilith moves up to half its speed
without provoking opportunity attacks.

Claws (Costs 2 Actions). The wastrilith attacks
with its claws.

Sput (Costs 3 Actions). The wastrilith uses its
Grasping Spout.

MAGIC WEAPONS

Type: Trait.

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

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Prerequisite: Innate Spellcasting.
Talent Cost: 3 (Counts as 3 Talents).

The wastrilith can take a bonus action to cast a
spell that has a casting time of 1 action.

VENOMOUS MAaw

Type: Trait.

A creature hit by the wastrilith's bite attack takes
an extra 6 (1d12) poison damage.

DEMON LLORDS

BAPHOMET

Baphomet (CR 23) can have a maximum of 8
talents.

BRUISER

Type: Trait.

Bruiser. A creature that takes damage from
Baphomet's melee attack has disadvantage on its
next attack roll until the end of its next turn.
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CLEAVING SWING (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Cleaving Swing (Recharge 5-6). Each creature
within 15 feet of Baphomet must make a DC 25
Dexterity saving throw. The target takes 21 (2d10
+ 10) slashing damage on a failed save, or half as
much damage on a successful one.

DEVASTATING BELLOW (RECHARGE 5-6)
Type: Action.

Talent Cost: 3 (Counts as 3 Talents).

Devastating Bellow (Recharge 5-6). Baphomet
unleashes a magical, thundering bellow. Each
creature within 60 feet that can hear Baphomet
must succeed on a DC 23 Constitution saving
throw. Creatures within 30 feet of Baphomet gain
disadvantage on their saving throws. On a failed
save, the target takes 33 (6d10) thunder damage
and is stunned and deafened for 1 minute. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
on a success. On a successful save, the target takes
half as much damage and isn't stunned or deafened.

When Baphomet uses Multiattack and Bellow is
available, Baphomet can use Bellow in place of his
bite.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Baphomet can take 1 extra legendary action before
the start of his next turn. Baphomet can retake this
talent up one additional time. The extra legendary
action stacks.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Baphomet’s innate
spellcasting ability is Charisma (spell save DC 18).
He can innately cast the following spells, requiring
no material components:

At-will: detect evil and good, passwall
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1/day: symbol (fear)

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Baphomet is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Baphomet is immune to spells of 2nd level and
below, but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Baphomet is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Baphomet is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

NATURAL CUNNING

Type: Trait.

Natural Cunning. Baphomet has advantage on
Wisdom (Survival) checks made to track creatures.
Baphomet also can't get lost and can't be surprised.

STUNNING CHARGE

Type: Trait.

A creature that fails its saving throw against
Baphomet's Charge by 5 or more is also stunned
until the end of Baphomet's next turn.



SUDDEN STOMP

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 10 feet of
Baphomet, Baphomet can choose to attack it with
his Quick Stomp.

Quick Stomp. Melee Weapon Attack: +17 to hit,
reach 10 ft., one creature. Hit: 17 (2d6 + 10)
bludgeoning damage and the target must succeed
on a DC 25 Strength saving throw or be knocked
prone.

SuMMON DEMON (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Baphomet summons
2d4 bulezaus or 1 goristro. A summoned demon
appears in an unoccupied space within 60 feet

of Baphomet, acts as an ally of Baphomet, has

no talents, and can't summon other demons. [t
remains for one minute, until it or Baphomet dies,
or until Baphomet dismisses it as an action.

TrRAMPLE (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Trample (Recharge 5-6). Baphomet moves up

to his speed in a straight line. During this move,
Baphomet can enter Large or smaller creatures’
spaces. A creature whose space Baphomet enters
must succeed on a DC 25 Dexterity saving throw.
On a successful save, the creature is pushed 5 feet
to the nearest space out of Baphomet's path. On a
failed save, the creature falls prone and takes 26
(3d10 + 10) bludgeoning damage. If Baphomet
remains in the prone creature's space, the creature
is also restrained until it's no longer in the same
space as Baphomet. While restrained in this way,
the creature, or another creature within 5 feet of it,
can make a DC 25 Strength check. On a success, the
creature is shunted to an unoccupied space of its
choice within 5 feet of Baphomet and is no longer
restrained.

DEMOGORGON

Demogorgon (CR 26) can have a maximum of 9
talents.

CONSTRICT
Type: Trait.

A Huge or smaller creature hit by Demogorgon's
tentacle attack is also grappled (escape DC 25).
Until this grapple ends, the target is restrained and
Demogorgon can automatically hit the target with
its tentacle attack but can't use one of its tentacle
attacks against other targets.

CRIPPLING BLOW
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).



Crippling Blow. Once during its turn when
Demogorgon hits a creature with a melee attack
and has advantage on the attack roll, the target
must make a DC 25 Constitution saving throw. On
a failed save, the target has disadvantage on ability
checks, attack rolls, and saving throws, can't take
reactions, and can't move more than half its speed
for 1 minute. A crippled creature can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success. Alternatively,

the crippled creature, or a creature within 5 feet
of it, can use an action to make a DC 25 Wisdom
(Medicine) check, ending the effect on a success.
The wound also ends if the target receives magical
healing.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Demogorgon can take 1 extra legendary action
before the start of his next turn. Demogorgon can
retake this talent up one additional time. The extra
legendary action stacks.

FLING

Type: Action.
Prerequisite: Constrict.

One Large or smaller object held or creature
grappled by Demogorgon takes 28 (3d12 + 9)
bludgeoning damage and is thrown up to 60 feet
and knocked prone. If a thrown target strikes a
solid surface, the target takes 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. If the
target is thrown at another creature, that creature
must succeed on a DC 25 Dexterity saving throw or
take the same damage and be knocked prone.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Demogorgon'’s innate
spellcasting ability is Charisma (spell save DC 23).
Demogorgon can innately cast the following spells,
requiring no material components:

At-will: blight, detect evil and good
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3/day: dominate person

INNATE SPELLCASTING II
Type: Trait.

Prerequisite Innate Spellcasting

Innate Spellcasting. Demogorgon'’s innate
spellcasting ability is Charisma (spell save DC 23).
Demogorgon can innately cast the following spells,
requiring no material components:

3/day each: contagion, fly

1/day: symbol (death)

IMPROVED MULTIATTACK
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Multiattack. Demogorgon makes three attacks: two
with its tentacles and one with its tail.

Tail. Melee Weapon Attack: +17 to hit, reach 15 ft.,
one target. Hit: 20 (2d10 + 9) bludgeoning damage
plus 11 (2d10) necrotic damage.

MAacic IMMUNITY [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Demogorgon is immune to 1st level spells, but not
to cantrips.

MAcic IMMuNITY 11
Type: Trait.

Prerequisite Magic Immunity |

Demogorgon is immune to spells of 2nd level and
below, but not to cantrips.

MAcic IMMuNITY III
Type: Trait.

Prerequisite Magic Immunity [, Magic Immunity Il

Demogorgon is immune to spells of 3rd level and
below, but not to cantrips.



MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Demogorgon is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE I

Type: Trait.
Prerequisite Magic Weapon Resistance |

Demogorgon is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

MAGIc WEAPON RESISTANCE [II

Type: Trait.
Prerequisite Magic Weapon Resistance I & II

Demogorgon is resistant to bludgeoning, piercing,
and slashing damage from +3 magical weapons or
weaker.

REGENERATION

Type: Trait.

Regeneration. Demogorgon regains 10 hit points
at the start of his turn. If Demogorgon takes acid
or radiant damage, this trait doesn’t function at
the start of his next turn. Demogorgon dies only
if he starts his turn with 0 hit points and doesn’t
regenerate.

SuMMON DEMON (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Demogorgon summons 1d6+1 vrocks, 1d4+1
hezrous, 1d4 glabrezus, 1d3 nalfeshnees, 1d2
mariliths, 1d2 goristros, or 1 balor. A summoned
demon appears in an unoccupied space within 60
feet of Demogorgon, acts as an ally of Demogorgon,
has no talents, and can't summon other demons.

[t remains for one minute, until it or Demogorgon

dies, or until Demogorgon dismisses it as an action.

TAIL SL.AM
Type: Trait.

If Demogorgon's tail attack roll against a target
succeeds by 5 or more, the target must make a DC
24 Strength saving throw or be knocked prone.

Ta1L S1AP
Type: Reaction.

Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 15 feet of
Demogorgon, Demogorgon can choose to attack it
with its tail.

Tail. Melee Weapon Attack: +17 to hit, reach 15 ft.,
one target. Hit: 20 (2d10 + 9) bludgeoning damage
plus 11 (2d10) necrotic damage.

TAIL SWEEP (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Tail Sweep (Recharge 5-6). Each creature within
15 feet of Demogorgon must make a DC 25
Dexterity saving throw. The target takes 20 (2d10
+ 9) bludgeoning damage plus 11 (2d10) necrotic
damage on a failed save, or half as much damage on
a successful one.

TENTACLE ROT
Type: Trait.

Demogorgon's tentacle attack deals an extra 5
(1d10) necrotic damage.

TENTACLE SLAM
Type: Action.

Prerequisite: Constrict.

Tentacle Slam. Demogorgon slams creatures
grappled by him into each other or a solid

surface. Each creature must succeed on a DC 25
Constitution saving throw or take 28 (3d12 + 9)
bludgeoning damage and be stunned until the end
of Demogorgon's next turn. On a successful save,
the target takes half the bludgeoning damage and
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isn't stunned.

Two-HEADED BATTLE CASTER

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Demogorgon can cast a spell in place of one of

his tentacle attacks. In addition, he can maintain
concentration on up to two spells. If Demogorgon
casts a third spell that requires concentration
while already maintaining concentraion on two
other spells, one of the two previous spells ends
(Demogorgon's choice). If Demogorgon is required
to make a Constitution saving throw to maintain
concentration, it must make a separate saving
throw for each spell.

VAMPIRIC STRIKES

Type: Trait.

Demogorgon regains hit points equal to the
necrotic damage dealt by its melee attacks.

Fraz-URB’'LUU

Fraz-Urb’luu (CR 23) can have a maximum of 8
talents.
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EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Fraz-Urb’luu can take 1 extra legendary action
before the start of his next turn. Fraz-Urb’luu can
retake this talent up one additional time. The extra
legendary action stacks.

FLYBY

Type: Trait.

Flyby. Fraz-Urb’luu doesn't provoke opportunity
attacks when it flies out of an enemy's reach.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Fraz-Urb’luu’s innate
spellcasting ability is Charisma (spell save DC 23).
Fraz-Urb’luu can innately cast the following spells,
requiring no material components:

At-will: detect evil and good

3/day each: blight, teleport

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting

Innate Spellcasting. Fraz-Urb’luu’s innate
spellcasting ability is Charisma (spell save DC 23).
Fraz-Urb’luu can innately cast the following spells,
requiring no material components:

3/day each: synaptic static, telekinesis

1/day: symbol (discord)

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Fraz-Urb’luu is immune to 1st level spells, but not
to cantrips.



MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Fraz-Urb’luu is immune to spells of 2nd level and
below, but not to cantrips.

MAcic IMMuNITY 111

Type: Trait.
Prerequisite Magic Immunity [ & II

Fraz-Urb’luu is immune to spells of 3rd level and
below, but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Fraz-Urb’luu is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE I

Type: Trait.
Prerequisite Magic Weapon Resistance |

Fraz-Urb'luu is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

MISDIRECT ATTACK (3/DAY)

Type: Reaction.

When a creature Fraz-Urb’luu can see targets
Fraz-Urb’luu with an attack, Fraz-Urb’luu uses his
reaction to project a magical illusion that makes
himself momentarily appear to be in a space within
5 feet of his location. If another creature is in that
space, the attack targets that creature instead. If
there is no creature in that space, the attack roll
against Fraz-Urb'luu has disadvantage.

SuMMON DEMON (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Fraz-Urb’'luu summons
1d4+1 vrocks, 1 nabassu, or 1 nalfeshnee. A
summoned demon appears in an unoccupied space
within 60 feet of Fraz-Urb’luu, acts as an ally of
Fraz-Urb’luy, has no talents, and can't summon
other demons. It remains for one minute, until it or
Fraz-Urb’luu dies, or until Fraz-Urb’luu dismisses it
as an action.

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Fraz-Urb’luu can take a bonus action to cast a spell
that has a casting time of 1 action.

WORD OF DiscORD (RECHARGE 5-6)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Word of Discord (Recharge 5-6). Each creature
within 60 feet of Fraz-Urb’luu and can hear Fraz-
Urb’luu must succeed on a DC 23 Charisma saving
throw. On a failed save, a target takes 35 (6d8 +
8) psychic damage and must use its reaction to
make a melee weapon attack against one creature
of Fraz-Urb’luu's choice that Fraz-Urb’luu can see.
On a successful save, the target takes half as much
damage. Constructs, demons, and undead are
immune to this effect.

GrAZ'ZT

Graz'zt (CR 24) can have a maximum of 9 talents.

AURA OF DEBAUCHERY

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Aura of Debauchery. Any creature that starts
its turn within 30 feet of Graz'zt must make a DC
23 Wisdom saving throw. On a failed save, the

creature becomes charmed by Graz'zt for 1 minute
or until the creature is farther than 30 feet away
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from it. While charmed, the creature can't take
reactions and roll 1d10 once to determine what
the creature does during each of its turns while
charmed:

e On aroll of 1-2, the creature uses it movement to
move to the closest creature it can reach. If there
is more than one creature, it chooses the creature
with the highest Charisma. When the creature
is within 5 feet of its target, it uses its action to
by throwing itself at, embracing, and kissing the
target.
e On a roll of 3-4, the creature uses its action to
drop everything it is holding and strip off all of its
clothing. If it is wearing armor, it spends its turn
trying to get out of its armor. The creature must
still abide by the time required to doff armor.
e On a roll of 5-6, the creature uses its action to
eat and/or drink the nearest thing that is edible to
it, other than Graz'zt. If nothing edible is within
reach, it uses its movement to move toward the
nearest edible object it can see within 20 feet. If
there is more than one edible object, it always
chooses what it perceives as the most delicious or
indulgent one. Otherwise, it will eat any object,
such as dirt, or even resort to cannibalism (but it
will not eat itself).
e On a roll of 7-8, the creature uses its action to
wound itself with a sharp implement or asphyxiate
itself.
e On a roll of 9-0, the creature uses its action to fall
prone, roll on the ground, caress and touch itself,
and be in absolute bliss.

The charmed target can repeat the saving throw
at the end of each of its turns, ending the effect
on itself on a success. On a successful save, the
creature becomes immune to Graz'zt's Aura of
Debauchery for 24 hours.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Graz'zt can take 1 extra legendary action before the
start of his next turn. Graz'zt can retake this talent
up one additional time. The extra legendary action
stacks.
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INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Graz'zt's innate spellcasting
ability is Charisma (spell save DC 23). Graz'zt can
innately cast the following spells, requiring no
material components:

At-will: detect evil and good

3/day each: blight, charm monster

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting.

Innate Spellcasting. Graz'zt's innate spellcasting
ability is Charisma (spell save DC 23). Graz'zt can
innately cast the following spells, requiring no
material components:

3/day each: power word pain, synaptic static
1/day: imprison



INSTINCTIVE CHARM (3/DAY)

SuMMON DEMON (1/DAY)

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Instinctive Charm (3/Day). Graz'zt tries to
magically divert an attack made against him,
provided that the attacker is within 30 feet of hin
and visible to him. Graz'zt must decide to do so
before the attack hits or misses.

The attacker must make a DC 23 Wisdom saving
throw. On a failed save, the attacker targets the
creature closest to it, other than Graz'zt or itself. If
multiple creatures are closest, the attacker chooses
which one to target.

MAgIic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Graz'zt is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Graz'zt is immune to spells of 2nd level and below,
but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Graz'zt is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE I

Type: Trait.
Prerequisite Magic Weapon Resistance |

Graz'zt is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Graz'zt summons 3d4
babau, 1d3 glabrezu, or 2d4 babau + 1 glabrezu. A
summoned demon appears in an unoccupied space
within 60 feet of Graz'zt, acts as an ally of Graz'zt,
has no talents, and can't summon other demons. It
remains for one minute, until it or Graz'zt dies, or
until Graz'zt dismisses it as an action.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Graz'zt can take a bonus action to cast a spell that
has a casting time of 1 action.

WORD OF FEAR
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Word of Fear. Graz'zt inspires dread by sneer and
word. As a bonus action, Graz'zt chooses a creature
it can see within 60 feet of it that can hear Graz'zt.
The target must succeed on a DC 23 Wisdom saving
throw or become frightened of Graz'zt for 1 minute.
If a target fails its saving throw by 5 or more, it is
also paralyzed while frightened. The frightened
target can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success.

[UIBLEX

Tuiblex (CR 23) can have a maximum of 8 talents.

CONSTRICT
Type: Trait.

Constrict. When Juiblex hits a Huge or smaller
creature with its acid lash, it is grappled (escape
DC 22). Until this grapple ends, the target is
restrained, Juiblex can automatically hit the target
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available, Juiblex can use Eject Slime in place of one
of its acid lash attacks.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Juiblex’s innate spellcasting
ability is Charisma (spell save DC 18). Juiblex can
innately cast the following spells, requiring no
material components:

At-will: detect evil and good

3/day: dispel magic, vitriolic sphere

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting.

Innate Spellcasting. Juiblex’s innate spellcasting
ability is Charisma (spell save DC 18). Juiblex can
innately cast the following spells, requiring no
material components:

3/day: hold monster

1/day: symbol (insanity)

with its acid lash, but can't use this acid lash against

other targets.
MAgic IMMUNITY |

Type: Trait.
EXTENDED ACID [LASH Talent Cost: 2 (Counts as 2 Talents).
Typesiiaie Juiblex is immune to 1st level spells, but not to
Juiblex's acid lash attack has a reach of 15 ft. cantrips.
EXTRA LEGENDARY ACTION MAgic IMMUNITY II
Type: Trait. Type: Trait.
Talent Cost: 2 (Counts as 2 Talents). Prerequisite Magic Immunity |

Juiblex can take 1 extra legendary action before the  Juiblex is immune to spells of 2nd level and below,
start of his next turn. Juiblex can retake this talent  but not to cantrips.

up one additional time. The extra legendary action

stacks.

MAGIC WEAPON RESISTANCE [

Type: Trait.
IMPROVED MULTIATTACK

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Juiblex is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
When Juiblex uses Multiattack and Eject Slime is weaker.

Talent Cost: 2 (Counts as 2 Talents).
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MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Juiblex is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

SLIME GLOBS (RECHARGE 6)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Slime Globs (Recharge 6). Juiblex spews out
1d4+1 large globs of corrosive slime at different
points within 60 feet of it. Each creature in a
5-foot-radius sphere centered on any of the points
must make a DC 21 Dexterity saving throw. On a
failure, the target takes 55 (10d10) acid damage. A
creature can only take this damage once this turn,
regardless of how many times it gets hit by the
slime burst. Unless the target avoids taking any of
this damage, any metal armor worn by the target
takes a permanent -1 penalty to the AC it offers,
and any metal weapon it is carrying or wearing
takes a permanent -1 penalty to damage rolls. The
penalty worsens each time a target is subjected to
this effect. If the penalty on an object drops to -5,
the object is destroyed.

SpawN O0zE (RECHARGE 5-6)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Spawn Ooze (Recharge 5-6). As a bonus action,
Juiblex summons 1d4 gray oozes, 1d2 ochre jellies,
or 1 black pudding. A summoned ooze appears in
an unoccupied space within 5 feet of Juiblex, acts as
an ally of Juiblex and has no talents. It remains for
one minute, until it or Juiblex dies, or until Juiblex
dismisses it as an action.

SuMmMON DEMON (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Ooze (1/Day). Juiblex summons 1d4+1
hezrous, 1d2 alkiliths, or 1d2 hezrous and 1

alkilith. A summoned demon appears in an
unoccupied space within 60 feet of Juiblex, acts as
an ally of Juiblex, has no talents, and can't summon
other demons. It remains for one minute, until it
or Juiblex dies, or until Juiblex dismisses it as an
action.

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Juiblex can take a bonus action to cast a spell that
has a casting time of 1 action.

ViTrRIOLIC [LASH

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Vitriolic Tentacles. A creature that takes acid
damage from Juiblex's acid lash attack must
succeed on a DC 21 Dexterity saving throw. On
a failed save, the target takes 14 (2d6 + 7) acid
damage at the start of its next turn, and 10 (1d6
+ 7) acid damage at the start of the turn following
that. This effect does not stack even if the target
takes multiple acid lash attacks from Juiblex, but
each failed save means the target is affected by a
new application.

The effect ends if the target receives magical
healing.

ORcCuUS

Orcus (CR 26) can have a maximum of 9 talents.

ARMY OF UNDEAD

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The combined average hit points of undead Orcus
can summon with his wand is increased to 750.

CHAPTER 2. MORDENKAINEN'S TOME OF FOES

101



AURA OF ANNIHILATION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Aura of Annihilation. Orcus can activate or
deactivate this feature as a bonus action. While
active, the aura deals 10 necrotic damage to any
creature that ends its turn within 30 feet of Orcus.
Undead and fiends ignore this effect.

DOOMSTRIKE

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Doomstrike. If Orcus's wand of orcus melee attack
roll against a target succeeds by 5 or more, the
target must make a DC 24 Constitution saving

throw or have its hit points reduced to 0. Undead
and fiends ignore this effect.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Orcus can take 1 extra legendary action before the
start of his next turn. Orcus can retake this talent
up one additional time. The extra legendary action
stacks.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Orcus’s innate spellcasting
ability is Charisma (spell save DC 23). Orcus can
innately cast the following spells, requiring no
material components:

At-will: blight, detect evil and good

3/day each: negative energy flood, telekinesis

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting

Innate Spellcasting. Orcus’s innate spellcasting
ability is Charisma (spell save DC 23). Orcus can
innately cast the following spells, requiring no
material components:

3/day each: enervate, teleport

1/day: symbol (death)

IMPROVED MULTIATTACK

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Multiattack. Orcus makes three attacks: two with
his Wand of Orcus and one with his tail.

LORD OF UNDEATH

Type: Trait.

Lord of Undeath. A mortal creature slain by Orcus
rises as a wraith at the start of Orcus's next turn.
It acts as an ally of Orcus and has no talents. It



remains for one minute, until it or Orcus dies, or
until Orcus dismisses it as an action.

MAgIic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Orcus is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Orcus is immune to spells of 2nd level and below,
but not to cantrips.

MAacic IMMuNITY 111

Type: Trait.
Prerequisite Magic Immunity [, Magic Immunity Il

Orcus is immune to spells of 3rd level and below,
but not to cantrips.

MAGIC WEAPON RESISTANCE I

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Orcus is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Orcus is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

MAGIc WEAPON RESISTANCE [II

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Orcus is resistant to bludgeoning, piercing, and
slashing damage from +3 magical weapons or
weaker.

NECROTIC BURST (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Necrotic Burst (Recharge 5-6). Each nonundead
creature within 30 feet of Orcus must make a DC
23 Constitution saving throw. The target takes
26 (4d12) necrotic damage on a failed save, or
half as much damage on a successful one. Undead
creatures within 30 feet of Orcus gain 13 (2d12)
temporary hit points.

If Orcus uses Multiattack and Necrotic Burst is
available, it can use Necrotic Burst in place of one
Wand of Orcus attack.

REGENERATION
Type: Trait.

Regeneration. Orcus regains 10 hit points at the
start of his turn. If Orcus takes acid or radiant
damage, this trait doesn’t function at the start of his
next turn. Orcus dies only if he starts his turn with
0 hit points and doesn’t regenerate.

SuMMON DEMON (1/DAY)
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Orcus summons 4d6
dybbuks, 2d6 maurezhis, 1d3 devourers, 1d3 nal-
feshnees, 1d2 mariliths, or 1 balor. A summoned
demon appears in an unoccupied space within 60
feet of Orcus, acts as an ally of Orcus, has no talents,
and can't summon other demons. It remains for one
minute, until it or Orcus dies, or until Orcus dis-
misses it as an action.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).
Swift Spellcaster (3/Day). Orcus can take a bonus
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action to cast a spell that has a casting time of 1
action.

TAIL SLAM

Type: Trait.

If Orcus's tail attack roll against a target succeeds
by 5 or more, the target must make a DC 24
Strength saving throw or be knocked prone.

TAIL SLAP

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 10 feet of Orcus,
Orcus can choose to attack it with its tail.

YEENOGHU

Yeenoghu (CR 24) can have a maximum of 9 talents.

AURA OF BUTCHERY

Type: Trait.

When a creature within 30 feet of Yeenoghu sees
Yeenoghu or an ally of Yeenoghu deal damage with
a melee weapon attack, the target must succeed
with a DC 17 Wisdom saving throw or become
frightened until the end of Yeenoghu's next turn.

On a successful save, the creature becomes
immune to Yeenoghu's Aura of Butchery for 24
hours.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Yeenoghu can take 1 extra legendary action before
the start of his next turn. Yeenoghu can retake this
talent up one additional time. The extra legendary
action stacks.
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Frair STorM (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Flail Storm (Recharge 5-6). Each creature within
15 feet of Yeenoghu must make a DC 24 Dexterity
saving throw. On a failed save, the target takes 15
(1d12 + 9) bludgeoning damage and is subjected to
one additional effect, chosen at random:

1. The attack deals an extra 13 (2d12) bludgeoning
damage.
2. The target must succeed on a DC 17 Constitution
saving throw or be paralyzed until the start of
Yeenoghu'’s next turn.
3. The target must succeed on a DC 17 Wisdom
saving throw or be affected by the confusion spell
until the start of Yeenoghu’s next turn.

If Yeenoghu uses Multiattack and Flail Storm is
available, it can use Flail Storm in place of one flail
attack.

HowL OF SAVAGERY (RECHARGE 6)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Howl of Savagery. Yeenoghu unleashes a horrific
howl as a bonus action. Each gnoll within 60 feet of



him can move up to half its speed and make a bite
attack with advantage on the roll as a reaction.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Yeenoghu'’s innate
spellcasting ability is Charisma (spell save DC 17).
Yeenoghu can innately cast the following spells,
requiring no material components:

At-will: detect evil and good

3/day each: blight, telekinesis

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting.

Innate Spellcasting. Yeenoghu’s innate
spellcasting ability is Charisma (spell save DC 17).
Yeenoghu can innately cast the following spells,
requiring no material components:

3/day: power word stun

1/day: symbol (pain)

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Yeenoghu is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Yeenoghu is immune to spells of 2nd level and
below, but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Yeenoghu is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Yeenoghu is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

SuMMON DEMON (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Yeenoghu summons
1d6 shoosuva or 1d4 glabrezu or 1d4 shoosuva

+ 1d2 glabrezu. A summoned demon appears in
an unoccupied space within 60 feet of Yeenoghu,
acts as an ally of Yeenoghu, has no talents, and
can't summon other demons. It remains for one
minute, until it or Yeenoghu dies, or until Yeenoghu
dismisses it as an action.

SuMMON GNOLLS (1/DAY)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Summon Gnolls (1/Day). Yeenoghu summons 2d6
gnoll flesh gnawers, 1d6 gnoll pack lords, 1d4 gnoll
fang of yeenoghus, and 1 flind. A summoned gnoll
appears in an unoccupied space within 60 feet of
Yeenoghu, acts as an ally of Yeenoghu and has no
talents. It remains until it or Yeenoghu dies, or until
Yeenoghu dismisses it as an action.

SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Swift Spellcaster (3/Day). Yeenoghu can take a
bonus action to cast a spell that has a casting time
of 1 action.
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/ZUGGTMOY

Zuggtmoy (CR 23) can have a maximum of 8
talents.

CONSTRICT

Type: Trait.

Constrict. When Zuggtmoy hits a Huge or smaller
creature with its pseudopod, it is grappled (escape
DC 21). Until this grapple ends, the target is
restrained, Zuggtmoy can automatically hit the
target with its pseudopod, but can't use this
pseudopod against other targets.

EXTENDED PSEUDOPOD

Type: Trait.
Zuggtmoy's pseudopod attack has a reach of 15 ft.
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EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Zuggtmoy can take 1 extra legendary action before
the start of his next turn. Zuggtmoy can retake this
talent up one additional time. The extra legendary
action stacks.

FraiLing PSEUDOPODS (RECHARGE 5-6

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Flailing Pseudopods (Recharge 5-6). Each
creature within reach of Zuggtmoy's pseudopod
attack must make a DC 21 Dexterity saving throw.
The target takes 30 (4d8 + 12) bludgeoning
damage plus 18 (4d8) poison damage on a failed
save, or half as much damage on a successful one.

FLING

Type: Action.
Prerequisite: Constrict.

One Large or smaller object held or creature
grappled by Zuggtmoy is thrown up to 60 feet

and knocked prone. If a thrown target strikes a
solid surface, the target takes 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. If the
target is thrown at another creature, that creature
must succeed on a DC 21 Dexterity saving throw or
take the same damage and be knocked prone.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Zuggtmoy’s innate
spellcasting ability is Charisma (spell save DC 17).
Zuggtmoy can innately cast the following spells,
requiring no material components:

At-will: detect evil and good

3/day each: blight, contagion

INNATE SPELLCASTING II

Type: Trait.

Prerequisite Innate Spellcasting.



Innate Spellcasting. Zuggtmoy’s innate
spellcasting ability is Charisma (spell save DC 17).
Zuggtmoy can innately cast the following spells,
requiring no material components:

3/day: wall of thorns

1/day: symbol (death)

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Zuggtmoy is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

0 hit points and doesn’t regenerate.

SumMMON DEMON (1/DAY)
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

Summon Demon (1/Day). Zuggtmoy summons
2d4 vrocks. A summoned demon appears in an
unoccupied space within 60 feet of Zuggtmoy,

acts as an ally of Zuggtmoy, has no talents, and

can't summon other demons. It remains for one
minute, until it or Zuggtmoy dies, or until Zuggtmoy
dismisses it as an action.

SUMMON SHAMBLERS (1/DAY)

Type: Trait.
Prerequisite Magic Immunity [

Zuggtmoy is immune to spells of 2nd level and
below, but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Zuggtmoy is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Zuggtmoy is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

REGENERATION

Type: Trait.

Regeneration. Zuggtmoy regains 10 hit points

at the start of her turn while in contact with the
ground. If Zuggtmoy takes acid or radiant damage,
this trait doesn’t function at the start of her next
turn. Zuggtmoy dies only if she starts her turn with

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Summon Shamblers (1/Day). Zuggtmoy summons
1d4+1 spore-infested shambling mounds. A
summoned shambling mound appears in an
unoccupied space within 60 feet of Zuggtmoy,

acts as an ally of Zuggtmoy and has no talents.

[t remains until it or Zuggtmoy dies, or until
Zuggtmoy dismisses it as an action.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Swift Spellcaster (3/Day). Zuggtmoy can take a
bonus action to cast a spell that has a casting time
of 1 action.

Toxic AuRrRA
Type: Trait.

Toxic Aura. Zuggtmoy can activate or deactivate
this feature as a bonus action. While active, the aura
deals 10 poison damage to any creature that ends
its turn within 20 feet of Zuggtmoy.
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DERRO

DERRO

Derro (CR 1/4) can have 1 talent.

MADNESS

QUICK JAB

Type: Trait.

When the derro successfully knocks a target prone
with its hooked spear; it can take a bonus action to
make a hooked spear attack against it.

RECKLESS

Type: Trait.

Madness. The derro has advantage on saving
throws against being charmed and frightened and
on ability checks made against Wisdom (Insight)
ability checks.

MARK THE TARGET

Type: Trait.

A creature hit by the derro's melee weapon attack
is marked until the end of the derro's next turn.
This effect ends early if the derro is incapacitated
or it dies, or if someone else marks the target.
While it is within 5 feet of the derro, a creature
marked by the derro has disadvantage on any
attack roll that doesn't target the derro.

108

Type: Trait.

Reckless. At the start of its turn, the derro can gain
advantage on all melee weapon attack rolls during
that turn, but attack rolls against it have advantage
until the start of its next turn.

DERRO SAVANT

Derro (CR 3) can have a maximum of 2 talents.

FAVORED BY DIIRINKA

Type: Trait.

Favored by Diirinka (Recharges after a Short
or Long Rest). If the derro fails a saving throw or




misses with an attack roll, it can roll 2d4 and add it
to the total, possibly changing the outcome.

MADNESS

Type: Trait.

Madness. The derro has advantage on saving
throws against being charmed and frightened and
on ability checks made against Wisdom (Insight)
ability checks.

UNPREDICTABLE MAGIC

Type: Reaction.

Unpredictable Magic (Recharges after a Short or
Long Rest). The derro imposes disadvantage to a
creature's saving throw against a spell it cast this
turn. It must decide to use this feature before the
saving throw is rolled.

WAR MAGIC

Type: Trait.

War Magic. When the derro uses its action to cast
a cantrip, it can make one melee attack as a bonus
action.

DEVILS

NATURALLY INSIDIOUS

Type: Trait.

The devil has advantage on all Charisma checks
when lying, intimidating and manipulating others
to further its agenda or for self-preservation.

ABISHAI, BLACK

The black abishai (CR 7) can have a maximum of 3
talents.

AciD BREATH (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Acid Breath (Recharge 5-6). The black abishai
exhales acid in an 30-foot line that is 5 feet wide.
Each creature in that line must make a DC 13
Dexterity saving throw, taking 31 (7d8) acid
damage on a failed save, or half as much damage on
a successful one.

FLYBY
Type: Trait.

Flyby. The black abishai doesn't provoke
opportunity attacks when it flies out of an enemy's
reach.

HuNGRY DARKNESS (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The black abishai creates a magical darkness
identical to the darkness spell, except the black
abishai can see through it. This effect lasts for 1
minute. Any creature that starts its turn within this
area of darkness takes 4 (1d8) necrotic damage.
When a creature moves into or within the area, it
takes 4 (1d8) necrotic damage for every 5 feet it
travels. The black abishai is immune to the damage
from hungry darkness.

SHADOW SHIFT
Type: Reaction.

Shadow Shift. While in dim light or in darkness and
a creature the black abishai can see moves within 5
feet of the black abishai, the black abishai can move
up to half its speed without provoking opportunity

attacks.

SHADOW STEP
Type: Trait.

Shadow Step. While in dim light or darkness, the
black abishai can teleport as a bonus action up to
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60 feet to an unoccupied space it can see that is
also in dim light or darkness. It then has advantage
on the first melee attack it makes before the end of
the turn.

TAIL STINGER

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 5 feet of the black
abishai and the black abishai can see the creature,
the black abishai can choose to attack it with its tail
stinger.

Tail Stinger. Melee Weapon Attack: +6 to hit, reach
5 ft,, one target. Hit: 5 (1d4 + 3) piercing damage
plus 4 (1d8) acid damage and the creature gains
vulnerability to acid until the end of the black
abishai's next turn.

ABISHAI, BLUE

The blue abishai (CR 17) can have a maximum of 6
talents.

FLYBY

Type: Trait.

Flyby. The blue abishai doesn't provoke
opportunity attacks when it flies out of an enemy's
reach.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Detect. The blue abishai makes a Wisdom
(Perception) check.
Bash. The blue abishai attacks with its quarterstaff.
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Bite (Costs 2 Actions). The blue abishai attacks
with its bite.

Cast Spell (Costs 1-3 Actions). The blue abishai
uses a spell slot to cast a 1st-, 2nd-, or 3rd-
level spell that it has prepared. Doing so costs 1
legendary action per level of the spell.

LIGHTNING BREATH (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Lightning Breath (Recharge 5-6). The blue abishai
exhales lightning in an 30-foot line that is 5 feet
wide. Each creature in that line must make a DC 16
Dexterity saving throw, taking 55 (10d10) lightning
damage on a failed save, or half as much damage on
a successful one.

LIGHTNING-CHARGED STAFF
Type: Trait.

The blue abishai's quarterstaff attack deals an extra
7 (2d6) lightning damage.

LiGHTNING VEIL (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Lightning Veil (Recharge 5-6). The blue abishai
chooses a target within 60 feet of it. At the start
of each of the target's turns, the target and each
creature within 15 feet of the target takes 16
(3d10) lightning damage. The creature can make a
DC 16 Wisdom saving throw at the end of each of
its turns, ending the effect on a success.

STAFF OF SHOCKING
Type: Trait.

Prerequisite: Lightning-Charged Staff

If the blue abishai's quarterstaff attack roll against
a target succeeds by 5 or more, the target must
make a DC 16 Constitution saving throw or be
stunned and paralyzed until the end of the blue
abishai's next turn.



SWIFT SPELLCASTER (3/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

The blue abishai can take a bonus action to cast a
spell that has a casting time of 1 action.

TAIL STINGER

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 5 feet of the blue
abishai and the blue abishai can see the creature,
the blue abishai can choose to attack it with its tail
stinger.

Tail Stinger. Melee Weapon Attack: +8 to hit, reach
5 ft, one target. Hit: 5 (1d4 + 3) piercing damage
plus 4 (1d8) lightning damage and the creature
gains vulnerability to lightning until the end of the
blue abishai's next turn.

ABISHAI, GREEN

LEGENDARY ACTIONS

The green abishai (CR 15) can have a maximum of
6 talents.

AGGRAVATING BLADE

Type: Trait.
Prerequisite: Venomous Sword

Deadly. If the green abishai hits a poisoned
creature with its longsword, the hit is automatically
a critical hit.

FLYBY

Type: Trait.

Flyby. The green abishai doesn't provoke
opportunity attacks when it flies out of an enemy's
reach.

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Detect. The green abishai makes a Wisdom
(Perception) check.

Slash. The green abishai attacks with its longsword.

Claws (Costs 2 Actions). The green abishai attacks
with its claws.

Cast Spell (Costs 3 Actions). The green abishai
casts a spell.

Po1sON BREATH (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Poison Breath (Recharge 5-6). The green

abishai exhales poisonous gas in a 15-foot cone.
Each creature in that area must make a DC 16
Constitution saving throw, taking 49 (14d6) poison
damage on a failed save, or half as much damage on
a successful one.
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SWIFT SPELLCASTER (3/DAY)
Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

The green abishai can take a bonus action to cast a
spell that has a casting time of 1 action.

TAIL STINGER

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 5 feet of the green
abishai and the green abishai can see the creature,
the green abishai can choose to attack it with its tail
stinger.

Tail Stinger. Melee Weapon Attack: +8 to hit, reach
5 ft,, one target. Hit: 5 (1d4 + 3) piercing damage
plus 4 (1d8) poison damage and the creature gains
vulnerability to poison until the end of the green
abishai's next turn.

VENOMOUS BLADE

Type: Trait.

The green abishai's longsword attack deals an extra
7 (2d6) poison damage.

ABISHAI, RED

The red abishai (CR 19) can have a maximum of 7
talents.

INNATE SPELLCASTING

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Innate Spellcasting. The red abishai’s innate
spellcasting ability is Charisma (spell save DC 21).
The red abishai can innately cast the following
spells, requiring no material components:

At-will: command, charm person, suggestion
3/day each: dominate person, fear, flame strike
1/day each: divine word, fire storm
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FIRE BREATH (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Fire Breath (Recharge 5-6). The red abishai
exhales fire in a 15-foot cone. Each creature in that
area must make a DC 18 Dexterity saving throw,
taking 63 (18d6) fire damage on a failed save, or
half as much damage on a successful one.

FLAMING MORNINGSTAR
Type: Trait.

The red abishai's morningstar attack deals an extra
11 (2d10) fire damage.

FLYBY
Type: Trait.

Flyby. The red abishai doesn't provoke opportunity
attacks when it flies out of an enemy's reach.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The red abishai gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end

of another creature's turn. The red abishai regains
spent legendary actions at the start of its turn.

Detect. The red abishai makes a Wisdom
(Perception) check.

Bash. The red abishai attacks with its morningstar.

Bite (Costs 2 Actions). The red abishai makes a
bite attack.

Command Fanataics (Costs 3 Actions). The red
abishai chooses up to four of its allies within 60
feet of it that can see it. Each target can use its
reaction to move up to half its speed and make one
weapon attack.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.




Talent Cost: 3 (Counts as 3 Talents).

The red abishai can take a bonus action to cast a
spell that has a casting time of 1 action.

TAIL STINGER

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 5 feet of the red
abishai and the red abishai can see the creature,
the red abishai can choose to attack it with its tail
stinger.

Tail Stinger. Melee Weapon Attack: +12 to hit,
reach 5 ft,, one target. Hit: 5 (1d4 + 3) piercing
damage plus 4 (1d8) fire damage and the creature
gains vulnerability to fire until the end of the red
abishai's next turn.

ABISHAI, WHITE

The white abishai (CR 6) can have a maximum of 3
talents.

CorDp BREATH (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Cold Breath (Recharge 5-6). The white abishai
exhales an icy blast in a 15-foot cone. Each creature
in that area 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.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The red abishai’s innate
spellcasting ability is Charisma (spell save DC 12).
The red abishai can innately cast the following
spells, requiring no material components:

At-will: charm person, command, detect magic
1/day each: ice storm

FLYBY
Type: Trait.

Flyby. The white abishai doesn't provoke
opportunity attacks when it flies out of an enemy's
reach.

FrROST BLADE
Type: Trait.

The white abishai's longsword attack deals an extra
3 (1d6) cold damage.

RAGE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Rage (Recharges after a Short or Long Rest).

As a bonus action, the white abishai can enter a
rage at the start of its turn. The rage lasts for 1
minute or until the white abishai is incapacitated.
While raging, the white abishai gains the following
benefits:

e The white abishai has advantage on Strength
checks and Strength saving throws

e When it makes a melee weapon attack, the white
abishai gains a +2 bonus to the damage roll.

e The white abishai has resistance to bludgeoning,
piercing, and slashing damage.

TAIL STINGER
Type: Reaction.

Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 5 feet of the white
abishai and the white abishai can see the creature,
the white abishai can choose to attack it with its tail
stinger.

Tail Stinger. Melee Weapon Attack: +6 to hit, reach
5 ft,, one target. Hit: 5 (1d4 + 3) piercing damage
plus 3 (1d6) cold damage and the creature gains
vulnerability to cold until the end of the white
abishai's next turn.
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AMNIZU

The amnizu (CR 18) can have a maximum of 7
talents.

AURA OF TYRANNY

Type: Trait.

Aura of Tyranny. An ally that is within 30 feet

of the amnizu and can see and hear the amnizu
and has less hit points than the amnizu has
advantage to saving throws against being charmed
and frightened, provided that the amnizu isn't
incapacitated.

EXTENDED WHIP

Type: Trait.

The amnizu's Taskmaster Whip attack has a reach
of 15 ft.

IMPROVED POISON MIND

Type: Trait.

The amnizu's Poison Mind can target up to three
creatures.

LLEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The amnizu moves up to half its speed
without provoking opportunity attacks.

Beguile. The amnizu casts charm person or
command.

Whip (Costs 2 Actions). The amnizu attacks with
its Taskmaster Whip.

Disruptive Touch (Costs 2 Actions). The amnizu
makes a Disruptive Touch attack.

Fireball (Costs 3 Actions). The amnizu casts
fireball.
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SPUR ALLIES
Type: Trait.

Spur Allies. As a bonus action, the amnizu targets
up to two allies within 30 feet that can see and hear
the amnizu and must have less hit points than the
amnizu. The target takes 3 (1d6) psychic damage
and uses its reaction to make one melee attack with
advantage on the roll.

SuMMON DEVIL (1/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Summon Devil (1/Day). An amnizu summons 2d4
bearded devils or 1d4 barbed devils. A summoned
devil appears in an unoccupied space within 60 feet
of the amnizu, acts as an ally of the amnizu, has no
talents, and can't summon other devils. It remains
for one minute, until it or the amnizu dies, or until
the amnizu dismisses it as an action.

SWIFT SPELLCASTER (3/DAY)
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

The amnizu can take a bonus action to cast a spell
that has a casting time of 1 action.

VExing WHIP
Type: Trait.

A creature hit by the amnizu's Taskmaster Whip
attack gains disadvantage to ability checks, attack
rolls, and saving throws until the end of the the
amnizu's next turn.

HEILLFIRE ENGINE

The hellfire engine (CR 16) can have a maximum of
6 talents.




BURST OF SPEED (RECHARGE 6)

Type: Trait.

The hellfire engine can take a bonus action to
increase its speed to 80 until the end of the turn.

DEATH THROES

Type: Trait.

Death Throes. When the hellfire engine dies,

it explodes, and each creature within 60 feet of

it must make a DC 20 Dexterity saving throw,
taking 21 (6d6) fire damage and 21 (6d6) thunder
damage on a failed save, or half as much damage
on a successful one. Creatures within 30 feet of the
hellfire engine gain disadvantage on their saving
throws against this effect.

HELLFIRE SHIELD

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

At the start of each of the hellfire engine's turns,
each creature within 5 feet of it takes 5 (1d10) fire
damage, and flammable objects in the aura that
aren't being worn or carried ignite. A creature that
touches the hellfire engine or hits it with a melee
attack while within 5 feet of it takes 5 (1d10) fire
damage.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The hellfire engine gains 3 legendary actions,

choosing from the options below. Only one

legendary action option can be used at a time and

only at the end of another creature's turn. The

hellfire engine regains spent legendary actions at

the start of its turn.

Move. The hellfire engine moves up to half its
speed.

Hellish Weapon (Costs 2 Actions). The hellfire
engine makes a Bonemelt Sprayer, Lightning Flail,
or Thunder Cannon attack.

MAGIc IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The hellfire engine is immune to 1st level spells,
but not to cantrips.

MAacic IMMuNITY II

Type: Trait.
Prerequisite Magic Immunity |

The hellfire engine is immune to spells of 2nd level
and below, but not to cantrips.

MAacic IMMuNITY III

Type: Trait.
Prerequisite Magic Immunity I, Magic Immunity II

The hellfire engine is immune to spells of 3rd level
and below, but not to cantrips.

THUNDEROUS BELLOW (RECHARGE 5-6)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Thunderous Bellow (Recharge 5-6). As a bonus
action, the hellfire engine unleashes a magical,
thundering bellow. Each creature within 60 feet
that can hear the hellfire engine must succeed on a
DC 20 Constitution saving throw. Creatures within
30 feet of the hellfire engine gain disadvantage on
their saving throws. On a failed save, the target
takes 22 (4d10) thunder damage and is deafened
for 1 minute. If a creature fails its saving throw
by 5 or more, the creature is also stunned. A
deafened or stunned creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success. On a successful save,
the target takes half as much damage and isn't
deafened.

UNSTOPPABLE

Type: Trait.

The hellfire engine deals triple damage against
objects and structures. In addition, the hellfire
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engine can move through the space of a Large or
smaller hostile creature. All opportunity attacks
made against the hellfire engine by the creatures
whose spaces the hellfire engine entered have
disadvantage.

MERREGON

The merregon (CR 4) can have a maximum of 2
talents.

LEGION DEVIL DEFENSE

Type: Trait.

The merregon gains advantage to Strength and
Dexterity saving throws if it is within 5 feet of an
allied merregon that isn't incapacitated.

LEGION DEVIL FORMATION

Type: Reaction.

When a hostile creature the merregon can see
moves within 5 feet of the merregon, the merregon
can move up to its speed without provoking
opportunity attacks. It must be able to end in a
space within 5 feet of an allied merregon that isn't
incapacitated.

LEGION DEVIL PHALANX

Type: Trait.
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The merregon gains +2 AC if it is within 5 feet of an
allied merregon that isn't incapacitated.

MARTIAL ADVANTAGE

Type: Trait.

Martial Advantage. Once per turn, the merregon
can deal an extra 7 (2d6) damage to a creature

it hits with a weapon attack if that creature is
within 5 feet of an ally of the merregon that isn't
incapacitated.

PARRY

Type: Reaction.

The merregon adds 3 to its AC against one melee
attack that would hit it. To do so, the merregon
must see the attacker and be wielding a melee
weapon.

NARZUGON

The narzugon (CR 13) can have a maximum of 5
talents.

AURA OF FIRE

Type: Trait.

Any creature that starts its turn within 10 feet of
the narzugon takes 5 (1d10) fire damage.

AURA OF PROTECTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

When the narzugon or an ally of the narzugon
within 10 feet of the narzugon makes a saving
throw, the creature gains advantage to the saving
throw.

CoMMAND DEVIL

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).



Command Devil. As a bonus action, the narzugon
targets one devil ally with CR 12 or below it can
see within 30 feet of it and gives it a telepathic
command. The target can use its reaction to move
up to half its speed and make one weapon attack.

COMMAND STEED

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Command Steed. As a bonus action, the narzugon
can command the nightmare it is mounted on. The
target can use its reaction to move up to half its
speed and make one hooves attack or use Ethereal
Stride.

HELLFIRE SMITE (3/DAY)

Type: Trait.

Hellfire Smite (3/Day). As a bonus action, when
the narzugon hits a creature with a weapon attack,
it can deal an extra 11 (2d10) fire damage and the
target becomes vulnerable to fire until the end of
the narzugon's next turn.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The narzugon'’s innate
spellcasting ability is Charisma (spell save DC 17,
+9 to hit with spell attacks). The narzugon can
innately cast the following spells, requiring no
material components:

At-will: command, hellish rebuke, scorching ray
1/day each: contagion, dominate person

INDOMITABLE

Type: Trait.

Indomitable (1/Day). The narzugon rerolls a failed
saving throw. It must use the new roll.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The narzugon gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end
of another creature's turn. The narzugon regains
spent legendary actions at the start of its turn.
Move. The narzugon moves up to half its speed.
Hellish Command (Costs 2 Actions). The
narzugon uses Infernal Command or Terrifying
Command.
Lance (Costs 2 Actions). The narzugon makes a
Hellfire Lance attack.

MOUNTED CHARGE
Type: Trait.

Charge. When mounted on its steed and the
narzugon moves at least 10 feet in a straight line
right before attacking a creature and hits it with a
Hellfire Lance attack, the narguzon deals an extra
6 (1d12) weapon damage. In addition, the target
must make a DC 18 Strength saving throw or be
knocked prone.
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NUPPERIBO

The nupperibo (CR 1/2) can have 1 talent.

BLooOD FRENZY

Type: Trait.

Blood Frenzy. The nupperibo has advantage on
melee attack rolls against any creature that doesn't
have all its hit points.

FEAR AURA

Type: Trait.

A creature, other than a devil, hostile to the
nupperibo that starts its turn within 10 feet of
two nupperibo must make a DC 11 Wisdom saving
throw, unless the nupperibos are incapacitated.
On a failed save, the target is frightened until

the start of its next turn. If a creature's saving
throw is successful, the creature is immune to the
nupperibo's Fear Aura for the next 24 hours.

RAVENOUS

Type: Trait.

Ravenous. The nupperibo can take a bonus action
to make one bite attack against a creature that
doesn't have all its hit points. Attacks against the
nupperibo have advantage until the start of the
nupperibo's next turn.

ORTHON

The nupperibo (CR 10) can have a maximum of 4
talents.

CLOSE QUARTERS SHOOTING

Type: Trait.

Close Quarters Shooting. Making a ranged attack
roll while within 5 feet of an enemy doesn’t impose
disadvantage on the orthon's roll. In addition, if
the orthon hits a creature within 5 feet of it with a
ranged attack on its turn, that creature can’t take
reactions until the end of the orthon's turn.
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INNATE SPELLCASTING
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Innate Spellcasting. The orthon’s innate
spellcasting ability is Charisma (spell save DC

15, +7 to hit with spell attacks). The orthon can
innately cast the following spells, requiring no
material components:

At-will: hunter's mark

1/day each: conjure volley, steel wind strike, teleport

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The orthon gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The orthon regains spent

legendary actions at the start of its turn.

Move. The orthon moves up to half its speed
without provoking opportunity attacks.

Infernal Attack (Costs 2 Actions). The orthon
makes an Infernal Dagger or Infernal Crossbow
attack.

MAGGOT BURST

Type: Trait.

A creature that takes damage from the orthon's
Explosive Retribution is infested with 1d4 maggots.
At the start of each of the target’s turns, the target
takes 1d6 piercing damage per maggot infesting
it. Applying fire to the bite wound before the end
of the target’s next turn deals 1 fire damage to the
target and kills these maggots. After this time, the
maggots are too far under the skin to be burned.

If a target infested by maggots ends its turn with
0 hit points, it dies as the maggots burrow into its
heart and kills it. Any effect that cures disease Kkills
all maggots infesting the target.

SHARPSHOOTER

Type: Trait.

Sharpshooter. The orthon's ranged weapon
attacks ignore half cover and three-quarters



cover and attacking at long range doesn't impose
disadvantage on the orthon's ranged weapon attack
rolls.

StAY FOE
Type: Trait.
Slay Foe (1/Turn). The orthon deals an extra 9

(2d8) damage with its weapon attack if it hits a
creature that doesn't have all its hit points.

SKIRMISHER

Type: Reaction.

Skirmisher. When an enemy the orthon can see
ends its turn within 5 feet of it, the orthon can
move up to half its speed. This movement doesn’t
provoke opportunity attacks.

STEADY AIM

Type: Trait.

Steady Aim (3/Day). As a bonus action, the orthon
takes careful aim at a creature it can see within
range of its ranged weapon. Until the end of its
turn, the orthon deals an extra 10 damage with its
ranged weapon attacks against the target.

DEVILS, ARCH-

BAEL

Bael (CR 19) can have a maximum of 7 talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When Bael uses his action to cast
a spell that has a casting time of 1 action, he can
make one melee attack as a bonus action.

BRONZE GENERAL
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Bronze General. Bael learns five maneuvers and
gains five d10 superiority dice from the Fighter
class's Battle Master archetype. Bael's Maneuver
ability is Strength (Maneuver save DC 21).

CLEAVING SWING (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Cleaving Swing (Recharge 5-6). Each creature
within 20 feet of Bael must succeed on a DC

21 Dexterity saving throw, taking 16 (2d8 + 7)
piercing damage plus 13 (3d8) necrotic damage
on a failed save, or half as much damage on a
successful one.




CRIPPLING BLOW

Type: Trait.

Crippling Blow. Once during its turn when

Bael hits a creature with a melee attack and has
advantage on the attack roll, the target must make
a DC 21 Constitution saving throw. On a failed save,
the target becomes crippled. A crippled target has
disadvantage on ability checks, attack rolls, and
saving throws, can't take reactions, and can't move
more than half its speed for 1 minute. A crippled
target can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a
success. Alternatively, the crippled creature, or

a creature within 5 feet of it, can use an action to
make a DC 21 Wisdom (Medicine) check, ending
the effect on a success. The wound also ends if the
target receives magical healing.

ENMITY

Type: Trait.

Enmity. If Bael takes damage from a creature, it
gains advantage on its next melee weapon attack
against that creature until the end of Bael's next
turn.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Bael can take 1 extra legendary action before the
start of his next turn. Bael can retake this talent
up one additional time. The extra legendary action
stacks.

MAgIic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Bael is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.

Prerequisite Magic Immunity [
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Bael is immune to spells of 2nd level and below, but
not to cantrips.

MAGIic WEAPON RESISTANCE I
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Bael is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

MAGcic WEAPON RESISTANCE II
Type: Trait.

Prerequisite Magic Weapon Resistance |

Bael is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

RUPTURE
Type: Trait.

Rupture. If Bael's Hellish Morningstar attack roll
against a target succeeds by 5 or more, the target
must succeed on a DC 21 Constitution saving throw.
On a failed save, the target starts to bleed and takes
an extra 13 (3d8) necrotic damage at the start

of each of its turns. This effect does not stack. A
bleeding creature can repeat the saving throw at
the end of each of its turns, ending the effect on
itself on a success.

SuMMON DEVIL (1/DAY)
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

Summon Devil (1/Day). Bael summons 1d4 + 1
barbed devils. A summoned devil appears in an
unoccupied space within 60 feet of Bael, acts as an
ally of Bael, has no talents, and can't summon other
devils. It remains for one minute, until it or Bael
dies, or until Bael dismisses it as an action.



GERYON

Geryon (CR 22) can have a maximum of 8 talents.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Geryon can take 1 extra legendary action before the
start of his next turn. Geryon can retake this talent
up one additional time. The extra legendary action
stacks.

FERAL INSTINCT

Type: Trait.

Feral Instinct. Geryon has advantage on initiative
rolls. Additionally, if Geryon is surprised at the
beginning of combat and isn’t incapacitated, it can
act normally on its first turn.

Go FOR THE KILL

Type: Trait.

Go for the Kill. As a bonus action, Geryon can move
up to its speed toward a hostile creature that it can
see that doesn't have all its hit points.

HoRN OF DEVASTATION (RECHARGE 6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Horn of Devastation (Costs 3 Actions). Geryon
can blow his horn to emit a thunderous blast in

a 60-foot cone that is audible 1200 feet away.
Each creature in the cone must make a DC 23
Constitution saving throw. Creatures in the cone
within 30 feet of Geryon have disadvantage on
their saving throws. On a failed save, a creature
takes 35 (10d6) thunder damage and is deafened
for 1 minute. On a successful save, a creature
takes half as much damage and isn't deafened.
Creatures and objects made of glass or crystal
have disadvantage on the saving throw and take 70
(20d6) thunder damage instead of 35 (10d6).

MAacic IMMUNITY [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Geryon is immune to 1st level spells, but not to
cantrips.

MAgic IMMUNITY I
Type: Trait.

Prerequisite Magic Immunity I

Geryon is immune to spells of 2nd level and below,
but not to cantrips.

MAcic WEAPON RESISTANCE [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Geryon is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

Macic WEAPON RESISTANCE [I
Type: Trait.

Prerequisite Magic Weapon Resistance |

Geryon is resistant to bludgeoning, piercing, and
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slashing damage from +2 magical weapons or
weaker.

NATURAL CUNNING

Type: Trait.

Natural Cunning. Geryon has advantage on
Wisdom (Survival) checks made to track creatures.
Geryon also can't get lost and can't be surprised.

PENETRATING STING

Type: Trait.

Penetrating Sting. If Geryon's Stinger attack roll
against a target succeeds by 5 or more, the target
gains disadvantage to the Stinger's Constitution
saving throw.

SAVAGE BATTLE CRrY (1/DAY)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Savage Battle Cry (1/Day). As a bonus action,
Geryon can unleash a terrifying battle cry. Up to ten
other creatures of Geryon's choice within 60 feet of
it that can hear it gain advantage on attack rolls and
saving throws until the start of its next turn. All
other creatures within 60 feet must succeed on a
DC 23 Wisdom saving throw or become frightened
for 1 minute. A creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success.

SUDDEN STING

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 20 feet of Geryon
and Geryon can see the creature, Geryon can
choose to attack it with its stinger.

SuMMON DEVIL (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).
Summon Devil (1/Day). Geryon summons 2d3
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bone devils, 1d2 erinyes, or 1 ice devil, or 1d3 bone
devils + 1 erinyes. A summoned devil appears in an
unoccupied space within 60 feet of Geryon, acts as
an ally of Geryon, has no talents, and can't summon
other devils. It remains for one minute, until it

or Geryon dies, or until Geryon dismisses it as an
action.

TaiL SwirE (RECHARGE 5-6)

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Tail Swipe (Recharge 5-6). Each creature within
20 feet of Geryon must make a DC 24 Strength
saving throw. The target takes 15 (2d6 + 9)
bludgeoning damage and is knocked prone on
a failed save, or half as much damage and isn't
knocked prone on a successful one.

If Geryon uses Multiattack and Tail Swipe is
available, he can use Tail Swipe in place of his
stinger.

HUTIJIN

Hutijin (CR 21) can have a maximum of 8 talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When Hutijin uses his action to cast
a spell that has a casting time of 1 action, he can
make one melee attack as a bonus action.

EXTRA LEGENDARY ACTION

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Hutijin can take 1 extra legendary action before the
start of his next turn. Hutijin can retake this talent

up one additional time. The extra legendary action
stacks.



FLYBY

MAGIC WEAPON RESISTANCE I

Type: Trait.

Flyby. Hutijin doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

HELLFIRE GAZE

Type: Legendary Action.
Talent Cost: 3 (Counts as 3 Talents).

Hellfire Gaze (Costs 3 Actions). Hutijin's eyes
project intense fiery energy in a 60-foot line that
is 5 feet wide. Each creature in that line must
make a DC 22 Dexterity saving throw, taking
21 (6d6) fire damage on a failed save, or half as
much damage on a successful one. If this damage
reduces the target to 0 hit points, it is
disintegrated. A disintegrated creature and
everything it is wearing and carrying, except
magic items, are reduced to a pile of fine ash and
slag. The creature can be restored to life only by
means of a true resurrection or a wish spell.

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Hutijin is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Hutijin is immune to spells of 2nd level and below,
but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Hutijin is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

Type: Trait.
Prerequisite Magic Weapon Resistance |

Hutijin is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by at least
three of Hutijin's melee attacks in the same turn
must succeed on a DC 23 Constitution saving throw
or be stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

SuMMON DEVIL (1/DAY)
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

Summon Devil (1/Day). Hutijin summons 1d3
horned devils, 1d2 ice devils, or 1 pit fiend. A
summoned devil appears in an unoccupied space
within 60 feet of Hutijin, acts as an ally of Hutijin,
has no talents, and can't summon other devils. It
remains for one minute, until it or Hutijin dies, or
until Hutijin dismisses it as an action.

TaiL SwirE (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Tail Swipe (Recharge 5-6). Each creature within
10 feet of Hutijin must make a DC 23 Strength
saving throw, taking 19 (2d10 + 8) bludgeoning
damage and is knocked prone on a failed save, or
half as much damage and isn't knocked prone on a
successful one.

If Hutijin uses Multiattack and Tail Swipe is
available, he can use Tail Swipe in place of his tail
attack.
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MoOLOCH CONFUSION
Moloch (CR 21) can have a maximum of 8 talents. Type: Legendary Action.

Confusion (Costs 2 Actions). Moloch casts

confusion.
BATTLE MAGIC
Type: Trait.
Talent Cost: 2 (Counts as 2 Talents). EXTRA L EGENDARY ACTION
Type: Trait.

Battle Magic. When Moloch uses his action to cast
a spell that has a casting time of 1 action, he can Talent Cost: 2 (Counts as 2 Talents).

makslonemeleeiiiackasa bonus action. Moloch can take 1 extra legendary action before the

start of his next turn. Moloch can retake this talent
up one additional time. The extra legendary action

CHOKE HoLD stacks.

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).
FLING

Type: Action.

If a Large or smaller creature is hit by Moloch's
claw, that creature is grappled (escape DC 18).
Until this grapple ends, the creature is restrained Prerequisite: Choke Hold.

and Moloch can automatically hit the target with its One Large or smaller object held or creature

claw but can't use this claw attacks against other grappled by Moloch takes 17 (2d8 + 8) bludgeoning
el damage and is thrown up to 60 feet and knocked
prone. If a thrown target strikes a solid surface,

the target takes 3 (1d6) bludgeoning damage for
every 10 feet it was thrown. If the target is thrown
at another creature, that creature must succeed on
a DC 23 Dexterity saving throw or take the same
damage and be knocked prone.

MAacic IMMUNITY [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Moloch is immune to 1st level spells, but not to
cantrips.

MAacic IMMuNITY II
Type: Trait.

Prerequisite Magic Immunity I

Moloch is immune to spells of 2nd level and below,
but not to cantrips.

MAcic WEAPON RESISTANCE [
Type: Trait.
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Talent Cost: 2 (Counts as 2 Talents).

Moloch is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Moloch is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

RAVAGING ASSAULT

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by at least
three of Moloch's melee attacks in the same turn
must succeed on a DC 23 Constitution saving throw
or be stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

WALL OF FIRE

Type: Legendary Action.
Talent Cost: 2 (Counts as 2 Talents).

Confusion (Costs 2 Actions). Moloch casts
wall of fire.

WHIRLING TAI1LS (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Moloch rapidly swings his vicious Many-Tailed
Whip in deadly arc around him as he moves toward
his foes.

Whirling Tails (Recharge 5-6). Moloch moves

up to its walking speed in a straight line and
targets each creature within 15 feet of it during
its movement. Each target must succeed on a DC
23 Dexterity saving throw or take 13 (2d4 + 8)
slashing damage plus 11 (2d10) lightning damage
on a failed save, or half as much damage on a

successful one.

TITIVILUS

Titivilus (CR 16) can have a maximum of 6 talents.

AURA OF INFLUENCE
Type: Trait.

Any creature that starts its turn within 10 feet of
Titivilus has disadvantage to saving throws made
against being charmed or frightened until the start
of its next turn.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When Titivilus uses his action to cast
a spell that has a casting time of 1 action, he can
make one melee attack as a bonus action.

EXTRA LEGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Titivilus can take 1 extra legendary action before
the start of his next turn. Titivilus can retake this
talent up one additional time. The extra legendary
action stacks.

FLYBY
Type: Trait.

Flyby. Titivilus doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. Titivilus’s innate spellcasting
ability is Charisma (spell save DC 21). Titivilus

can innately cast the following spells, requiring no
material components:

At-will: fear
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1/day each: mass suggestion

MAgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Titivilus is immune to 1st level spells, but not to
cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Titivilus is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

SuMMON DEVIL (1/DAY)

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

Summon Devil (1/Day). Titivilus summons 3d6
spined devils, 2d6 bearded devils, or 1 erinyes. A
summoned devil appears in an unoccupied space
within 60 feet of Titivilus, acts as an ally of Titivilus,
has no talents, and can't summon other devils. It
remains for one minute, until it or Titivilus dies, or
until Titivilus dismisses it as an action.

WORD OF DiscORD (RECHARGE 5-6)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Word of Discord (Recharge 5-6). Each creature
within 60 feet of Titivilus and can hear Titivilus
must succeed on a DC 21 Charisma saving throw.
On a failed save, a target takes 25 (4d8 + 7) psychic
damage and must use its reaction to make a melee
weapon attack against one creature of Titivilus's
choice that Titivilus can see. On a successful save,
the target takes half as much damage. Constructs,
devils, and undead are immune to this effect.
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/. ARIEL

Zariel (CR 26) can have a maximum of 9 talents.

AURA OF HELLFIRE

Type: Trait.

Any creature that isn't immune to fire that starts
its turn within 10 feet of Zariel takes 5 (1d10) fire
damage and becomes vulnerable to fire until the
start of its next turn.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When Zariel uses her action to cast
a spell that has a casting time of 1 action, she can
make one melee attack as a bonus action.

DANGING SWORD OF ZARIEL (1/DAY)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Zariel can use a bonus action to toss her longsword
into the air. When she does so, the longsword
begins to hover, flies up to 120 feet, and attacks
one creature of its choice within 5 feet of it. The
longsword uses Zariel's attack roll and ability score
modifier to damage rolls.

While the longsword hovers, Zariel can use a
bonus action to cause it to fly up to 120 feet to
another spot within 120 feet of her. As part of the
same bonus action, she can cause the longsword to
attack one creature within 5 feet of it.

After the hovering longsword attacks for the
sixth time, it flies up to 120 feet and tries to return
to Zariel's hand. If she has no hands free, it falls
to the ground at its feet. If the longsword has no
unobstructed path to Zariel, it moves as close to
Zariel as it can and then falls to the ground. It also
ceases to hover if Zariel grasps it or moves more
than 120 feet away from it.

FiErRYy WING SHIELD

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).



Zariel folds her wings to form a flaming shield
against a would-be attacker. She adds 5 to her AC
against one melee attack that would hit it. To do so,
Zariel must see the attacker. If the attack results

in a miss due to this feature, the attacking creature
takes 14 (4d6) fire damage.

FIREBALL
Type: Legendary Action.

Talent Cost: 2 (Counts as 2 Talents).
Fireball (Costs 3 Actions). Zariel casts fireball.

Framing CoLuMN (RECHARGE 5-6)

slashing damage plus 36 (8d8) fire damage on a
failed save, or half as much damage on a successful
one.

EXTRA L EGENDARY ACTION
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Zariel can take 1 extra legendary action before the
start of her next turn. Zariel can retake this talent
up one additional time. The extra legendary action
stacks.

FLYBY

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Zariel flies and spins rapidly, striking all around her
with her longsword.

Flaming Column (Recharge 5-6). Zariel moves

up to her flying speed in a straight line and targets
each creature within 10 feet of her during her
movement. This move doesn't provoke opportunity
attacks. Each target must succeed on a DC 24
Dexterity saving throw or take 19 (2d10 + 8)

Type: Trait.

Flyby. Zariel doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

HELLFIRE SMITE (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Hellfire Smite (3/Day). As a bonus action,
when Zariel hits a creature with a weapon
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attack, she can deal an extra 13 (3d8) fire damage.
If the target isn't immune to fire, it becomes

vulnerable to fire until the end of Zariel's next turn.

HELLFIRE WAVE (RECHARGE 6)

Type: Legendary Action.
Talent Cost: 2 (Counts as 2 Talents).

Hellfire Wave (Costs 3 Actions). Strong waves
of hellish flames surge from Zariel and incinerate
all those around her. Each creature within 20
feet of her must succeed on a DC 26 Dexterity
saving throw, taking 28 (8d6) fire damage on a

failed save, or half as much damage on a successful

one. Whether a creature saves or fails, it becomes
vulnerable to fire until the end of Zariel's next
turn, unless it is immune to fire.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. Zariel’s innate spellcasting
ability is Charisma (spell save DC 23). Zariel can
innately cast the following spells, requiring no
material components:

At-will: command, detect magic, hunter's mark
3/day: greater invisibility (self only)

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting

Innate Spellcasting. Zariel’s innate spellcasting
ability is Charisma (spell save DC 23). Zariel can
innately cast the following spells, requiring no
material components:

3/day: dominate person

1/day each: fire storm, symbol (death or fear only)

MAgic IMMUNITY [

MAcic IMMuNITY 11

Type: Trait.
Prerequisite Magic Immunity [

Zariel is immune to spells of 2nd level and below,
but not to cantrips.

MAacic IMMuNITY 111

Type: Trait.
Prerequisite Magic Immunity [, Magic Immunity Il

Zariel is immune to spells of 3rd level and below,
but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Zariel is resistant to bludgeoning, piercing, and
slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

Zariel is resistant to bludgeoning, piercing, and
slashing damage from +2 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE [II

Type: Trait.
Prerequisite Magic Weapon Resistance I & II

Zariel is resistant to bludgeoning, piercing, and
slashing damage from +3 magical weapons or
weaker.

VORPAL STRIKES

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Zariel is immune to 1st level spells, but not to
cantrips.
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Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Zariel's longsword attacks ignore resistance to
slashing damage. In addition, when Zariel attacks
a creature that has at least one head with a



longsword attack and rolls a 20 on the attack roll,

it cuts off one of the creature's heads. The creature
dies if it can't survive without the lost head. A
creature is immune to this effect if it is immune

to slashing damage, doesn't have or need a head,
has legendary actions, or the GM decides that the
creature is too big for its head to be cut off with
Zariel's longsword. Such a creature instead takes an
extra 27 (6d8) slashing damage from the hit.

DRrROW

All types of drow can have the following talents:

MAGIC RESISTANCE
Type: Trait.

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

MAacic WEAPONS
Type: Trait.

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

SKIRMISHER
Type: Reaction.

Skirmisher. When an enemy the drow can see ends
its turn within 5 feet of it, the drow can move up
to half its speed. This movement doesn’t provoke
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opportunity attacks.

SUBTERRANEAN STALKER

Type: Trait.

The drow has advantage on Wisdom (Perception),
Wisdom (Survival) checks, and Dexterity (Stealth)

checks while in natural subterranean surroundings.

DROW ARACHNOMANCER

The Arachnomancer (CR 13) can have a maximum
of 5 talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the drow uses its action to
cast a spell that has a casting time of 1 action, it can
make one melee attack as a bonus action.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The drow moves up to half its speed
without provoking opportunity attacks.

Cantrip. The drow casts a cantrip.

Poisonous Attack (Costs 2 Actions). The drow
makes a Poisonous Touch (Humanoid Form only)
or Bite attack (Giant Spider Form Only).

PoisoN IMMUNITY

Type: Trait.

The drow is immune to poison.

WEB OF A THOUSAND SPIDERS (1/DAY)

Type: Action.
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Talent Cost: 2 (Counts as 2 Talents).

Web of a Thousand Spiders (1/Day). The drow
conjures a ball of web filled with tiny venomous
spiders that explodes at a point it can see within

60 feet of it and blankets the area in webs. Each
creature in a 20-foot-radius sphere centered on
that point must succeed on a DC 16 Strength saving
throw. On a failed save, the target is restrained by
the web. The area becomes difficult terrain for the
duration. When a creature moves into or within the
area, it must succeed on a DC 16 Strength saving
throw or become restrained by the webbing. Any
creature that starts its turn within the web takes
15 (6d4) poison damage at the start of each of

the drow's turns. A restrained creature can use

an action to perform a DC 16 Strength (Athletics)
or Dexterity (Acrobatics) check, ending the effect
on itself on a success. The webbing can also be
attacked and destroyed (AC 10; hp 5 per 5 foot
square; vulnerability to fire damage; immunity to
bludgeoning, poison, and psychic damage).

DROW FAVORED CONSORT

The drow favored consort (CR 18) can have a
maximum of 7 talents.

ARCANE DEFLECTION

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Arcane Deflection. When the drow is hit by an
attack or fails a saving throw, it gains a +2 bonus

to its AC against that attack or a +4 bonus to that
saving throw. When it uses this feature, the drow
can't cast spells other than cantrips until the end of
its next turn.

BATTLE CONCENTRATION

Type: Trait.

Battle Concentration. The drow has advantage
on Constitution saving throws that it makes to
maintain concentration on a spell when it takes
damage.



LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The drow moves up to half its speed
without provoking opportunity attacks.

Cantrip. The drow casts a cantrip.

Scimitar (Costs 2 Actions). The drow attacks with
its scimitar.

Cast Spell (Costs 1-3 Actions). The drow uses a
spell slot to cast a 1st-, 2nd-, or 3rd-level spell that
it has prepared. Doing so costs 1 legendary action
per level of the spell.

OPPORTUNITY SPELL

Type: Reaction.

Opportunity Spell. When a hostile creature's
movement provokes an opportunity attack from
the drow, it can cast a spell at the creature, rather
than making an opportunity attack. The spell must
have a casting time of 1 action and must target only
that creature.

PowER SURGE (3/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Power Surge (3/Day). Once per turn when the
drow deals damage to a creature or object with a
wizard spell, it can choose to deal an extra 10 (3d6)
force damage to that target.

TacTicaL WIT

Type: Trait.

Tactical Wit. The drow has a +4 bonus to its
initiative rolls.

DrRoOwW HOUSE CAPTAIN

The drow house captain (CR 9) can have a
maximum of 4 talents.

BATTLE TACTICIAN
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Tactician. The drow learns three maneuvers
and gains four d8 superiority dice from the Fighter
class's Battle Master archetype. The drow's
Maneuver ability is Dexterity (Maneuver save DC
16).

DISTRACING STRIKE
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Distracting Strike (1/Turn). When the drow hits

a creature with a weapon attack, the next attack
roll against the target by an attacker other than the
drow has advantage if the attack is made before the
start of the drow's next turn.

MANEUVER ALLIES (RECHARGE 5-6)

Type: Action.
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Maneuver Allies (Recharge 5-6). Up to four allies
within 60 feet of this drow that can hear him can
each use their reaction to move up to half their
speed without provoking opportunity attacks.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Command. The drow targets one ally he can see
within 30 feet of him. If the target can see or hear
the drow, the target can use its reaction to make
one melee attack.

Move. The drow moves up to half his speed
without provoking opportunity attacks.

Drow Magic. The drow casts a spell from his list of
innate spells.

Attack (Costs 2 Actions). The drow makes a melee
or ranged weapon attack.

DROW INQUISITOR

The drow inquisitor (CR 14) can have a maximum
of 5 talents.

AURA OF JUDGEMENT

Type: Trait.
Prerequisite: Dreadful Strikes.

Aura of Judgement. A creature hostile to the drow
that is within 15 feet of the drow has disadvantage
on saving throws against being frightened,
provided that the drow isn't incapacitated.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the drow uses its action to
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cast a spell that has a casting time of 1 action, it can
make one melee attack as a bonus action.

DREADFUL STRIKES

Type: Trait.
Prerequisite: Dreadful Strikes.
Talent Cost: 2 (Counts as 2 Talents).

Dreadful Strikes. When a creature takes necrotic
damage from the drow's death lance attack, it must
make a DC 18 Wisdom saving throw or become
frightened until the end of the drow's next turn.

GLARE OF RECKONING

Type: Action.

Glare of Reckoning. The drow targets one
frightened creature she can see within 30 feet of
her. The target must make a DC 18 Wisdom saving
throw. On a failure, the target is paralyzed until
the drow deals damage to it, or until the end of the
drow's next turn.

If the drow uses Multiattack, it can use Glare of
Reckoning in place of one death lance attack.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The drow moves up to half her speed
without provoking opportunity attacks.

Lance (Costs 2 Actions). The drow attacks with
her Death Lance.

Cast Spell (Costs 1-3 Actions). The drow uses a
spell slot to cast a 1st-, 2nd-, or 3rd-level spell that
she has prepared. Doing so costs 1 legendary
action per level of the spell.

SMITE

Type: Trait.



Talent Cost: 3 (Counts as 3 Talents).

Smite. As a bonus action, when the drow hits a
creature with a weapon attack, she can expend a
1st level spell slot to deal 9 (2d8) necrotic damage
to the target. If the drow expends a spell slot of 2nd
level or higher, the extra damage increases by 1d8
for each level above 1st (maximum 5d8).

DRrROW MATRON MOTHER

The drow matron mother (CR 20) can have a
maximum of 7 talents.

AURA OF LOLTH'S FAVORED

Type: Trait.

Aura of Lolth's Favored. A demon, drow, or spider
ally that is within 30 feet of this drow and can

see and hear her has advantage to saving throws
against being charmed and frightened, provided
that this drow isn't incapacitated.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the drow uses her action to
cast a spell that has a casting time of 1 action, she
can make one melee attack as a bonus action.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The drow can take 1 extra legendary action before

the start of her next turn. The drow can retake this
talent up one additional time. The extra legendary
action stacks.

INSIDIOUS POISON

Type: Legendary Action.

Prerequisite Poisonous Tentacles

Insidious Poison. The drow chooses one creature
within 30 feet that she has poisoned. The target
must make a DC 20 Wisdom saving throw. On a
failed save, the creature uses its reaction to make
a melee weapon attack against a creature of the
drow's choice that the drow can see.

MAcic IMMUNITY [
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The drow is immune to 1st level spells, but not to
cantrips.

MAcic IMMuNITY 11
Type: Trait.

Prerequisite Magic Immunity |

The drow is immune to spells of 2nd level and
below, but not to cantrips.

PO1SONOUS TENTACLES
Type: Reaction.

Talent Cost: 3 (Counts as 3 Talents).

Poisonous Tentacles. A creature hit by the drow's
tentacle rod attack takes an extra 10 (3d6) poison
damage and is poisoned until the end of the drow's
next turn.

WEB OF A THOUSAND SPIDERS (2/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Web of a Thousand Spiders (2/Day). The drow
conjures a ball of web filled with tiny venomous
spiders that explodes at a point she can see within
60 feet of her and blankets the area in webs. Each
creature in a 20-foot-radius sphere centered on
that point must succeed on a DC 16 Strength saving
throw. On a failed save, the target is restrained by
the web. The area becomes difficult terrain for the
duration. When a creature moves into or within the
area, it must succeed on a DC 19 Strength saving
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throw or become restrained by the webbing. Any its 5-foot cubes of darkness created by its shadow

creature that starts its turn within the web takes sword, each of which explodes in a burst of necrotic
15 (6d4) poison damage at the start of each of energy. Each creature except the drow within 5 feet
the drow's turns. A restrained creature can use of a dismissed 5-foot cube of darkness must make
an action to perform a DC 19 Strength (Athletics) a DC 13 Constitution saving throw, taking 10 (3d6)
or Dexterity (Acrobatics) check, ending the effect necrotic damage on a failed save, or half as much

on itself on a success. The webbing can also be as damage on a successful one. A creature can take
attacked and destroyed (AC 10; hp 5 per 5 foot this damage multiple times if each time it is struck
square; vulnerability to fire damage; immunity to from a different burst.

bludgeoning, poison, and psychic damage).

STUNNING DARKNESS

Type: Trait.

When a creature takes 30 or more necrotic damage
D ROW SHAD OWBLADE in a single turn from the drow's attacks, it must
The drow shadowblade (CR 11) can have a make a DC 13 Constitution saving throw or become

stunned until the end of the drow's next turn.

maximum of 4 talents.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the drow uses its action to
cast a spell that has a casting time of 1 action, it can
make one melee attack as a bonus action.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The drow gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The drow regains spent

legendary actions at the start of its turn.

Move. The drow moves up to half its speed
without provoking opportunity attacks.

Darkness. The drow casts darkness.

Attack (Costs 2 Actions). The drow attacks with
its shadow sword or hand crossbow.

SHADOW BURST (1/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).
Shadow Burst (1/Day). The drow can dismiss all of
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DWARVES, DUERGAR

DUERGAR DESPOT

The duergar despot (CR 12) can have a maximum
of 5 talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the duergar uses its action to
cast a spell that has a casting time of 1 action, it can
make one melee attack as a bonus action.

BRUISER

Type: Trait.

Bruiser. A creature that takes damage from the
duergar's melee attack has disadvantage on its next
attack roll until the end of its next turn.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

GREATER PsycHICc ENGINE

Type: Trait.

When the duergar suffers a critical hit or is reduced
to 0 hit points, psychic energy erupts from its frame
to deal 21 (6d6) psychic damage to each creature
within 10 feet of it..

HAYMAKER

Type: Trait.

If the duergar's melee attack roll against a target
succeeds by 5 or more, the target must make a
DC 17 Constitution saving throw or be knocked
unconscious until the end of the duergar's next
turn.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The duergar gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The duergar regains spent

legendary actions at the start of its turn.

Charge. The duergar moves up to its speed.

Stomp (Costs 2 Actions). The duergar attacks with
its stomping foot.

Iron Fist (Costs 3 Actions). The duergar attacks
with its iron fist.

RoCKET PUNCH (RECHARGE 5-6)
Type: Action.

The duergar can unleash its iron fist as a magically-
propelled projectile.

Rocket Punch (Recharge 5-6). Melee or
Ranged Weapon Attack: +9 to hit, reach 5 ft. or
range 30/120 ft., one target. Hit: 23 (4d8 + 5)
bludgeoning damage. If the target is a Large or
smaller creature, it must make a successful DC 17
Strength saving throw or be thrown up to 30 feet
away in a straight line. The target lands prone and
then takes 10 (3d6) bludgeoning damage. The
rocket fist flies back and reattaches itself to the
duergar's arm at the end of its turn.

When the duergar uses its Multiattack, it can use
Rocket Punch in place of one of its iron fist attacks.

RoOCKET J[JuMP (RECHARGE 5-6)
Type: Action.

Rocket Jump (Recharge 5-6). As a bonus action,
the duergar can propel itself upward by using its
rocket-propelled boot, gaining a fly speed of 40 feet
until the end of the turn.

Additionally, if the duergar flies at least 10 feet
in a straight line right before attacking a creature
with its iron fist, the duergar deals an extra 9 (2d8)
bludgeoning damage. If the target is a Large or
smaller creature, it must make a successful DC 17
Strength saving throw or be thrown up to 30 feet
away in a straight line. The target lands prone and
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then takes 10 (3d6) bludgeoning damage.

SUBTERRANEAN STALKER
Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

DUERGAR HAMMERER

The duergar hammerer (CR 2) can have 1 talent.

MAcic WEAPONS
Type: Trait.

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

THICK ARMOR PLATING
Type: Trait.

The hammerer is resistant to bludgeoning, piercing,
and slashing damage from nonmagical attacks that
aren't adamantine.

TREMBLING SLAM (RECHARGE 5-6)

Type: Action.

Trembling Slam (Recharge 5-6). The hammerer
pounds the ground with both of its limbs, triggering
a short earth tremor. All other creatures on the
ground within 10 feet of the hammerer that are
Medium or smaller must succeed ona DC 13
Strength saving throw or be knocked prone.

STAGGERING BLOW
Type: Trait.

Staggering Blow. If the hammerer's hammer
attack roll against a target succeeds by 5 or more,
the target must make a DC 13 Constitution saving
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throw or be stunned until the end of the duergar's
next turn.

DUERGAR KAVALRACHNI
The duergar kavalrachni (CR 2) can have 1 talent.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

MOUNTED ADVANTAGE

Type: Trait.

Mounted Advantage. While mounted, the duergar
has advantage on melee attack rolls against a
Medium or smaller creature standing on the
ground.

MOUNTED CHARGE

Type: Trait.

Mounted Charge. If the duergar, while mounted,
moves at least 10 feet straight toward a creature
and then hits it with a melee attack on the same
turn, the target takes an extra 3 (1d6) weapon
damage and must succeed on a DC 12 Strength
saving throw or be knocked prone.

RIDE-BY ATTACK

Type: Trait.

Ride-by Attack. If the duergar hits a creature with
a melee attack, the duergar and its mount doesn't
provoke opportunity attacks from that creature
when it moves out of its reach.

SUBTERRANEAN STALKER

Type: Trait.

The duergar has advantage on Wisdom



(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

DUERGAR MIND MASTER

The duergar mind master (CR 2) can have 1 talent.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

MAss MIND MASTERITY (1/DAY)

Type: Action.

Mass Mind Mastery (1/Day). The duergar targets
up to three creatures it can see within 60 feet of it.
Each target must succeed on a DC 12 Intelligence
saving throw, or the duergar causes it to use its
reaction either to make one weapon attack against
another creature the duergar can see or to move
up to 10 feet in a direction of the duergar’s choice.
Creatures that can’t be charmed are immune to this
effect.

MIND STAB (3/DAY)

Type: Trait.

Mind Stab (3/Day). When the duergar hits a
creature with its mind-poison dagger, the duergar
can attempt to disrupt its mental faculties. The
target must succeed on a DC 12 Constitution saving
throw or be stunned until the end of the duergar's
next turn.

SUBTERRANEAN STALKER

Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

DUERGAR SCREAMER

The duergar screamer (CR 3) can have a maximum
of 2 talents.

EXTENDED SONIC SCREAM
Type: Trait.

The range of the screamer's sonic scream is
increased to a 20-foot cube.

MAacic WEAPONS
Type: Trait.

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

SIEGE MONSTER
Type: Trait.

Siege Monster. The hammerer deals double
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damage to objects and structures.

STUNNING SCREAM
Type: Trait.

A creature that fails its saving throw against the
screamer's Sonic Scream by 5 or more is also
stunned until the end of screamer's next turn.

THICK ARMOR PLATING

Type: Trait.

The hammerer is resistant to bludgeoning, piercing,
and slashing damage from nonmagical attacks that
aren't adamantine.

DUERGAR SOULBLADE

The duergar soulblade (CR 1) can have 1 talent.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

FORCE BLow

Type: Trait.

If the duergar's soulblade attack roll against a
target succeeds by 5 or more or if the duergar had
advantage on its soulblade attack roll and hits,
the target must make a DC 13 Constitution saving
throw or be knocked prone.

SUBTERRANEAN STALKER

Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.
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DUERGAR STONE GUARD

The duergar stone guard (CR 2) can have 1 talent.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

MARTIAL ADVANTAGE

Type: Trait.

Martial Advantage. Once per turn, the duergar
can deal an extra 7 (2d6) damage to a creature it
hits with a weapon attack if that creature is within
5 feet of an ally of a duergar that has phalanx
formation and isn't incapacitated.

PARRY

Type: Reaction.

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

PHALANX DEFENSE

Type: Trait.

The duergar gains advantage to Strength and
Dexterity saving throws if it is within 5 feet of an
allied duergar that has phalanx formation and isn't
incapacitated.

SUBTERRANEAN STALKER

Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.



DUERGAR WARLORD

The duergar warlord (CR 6) can have a maximum
of 3 talents.

BATTLE TACTICIAN

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Tactician. The duergar learns three
maneuvers and gains four d8 superiority dice from
the Fighter class's Battle Master archetype. The
duergar's Maneuver ability is Dexterity (Maneuver
save DC 16).

DISTRACTING STRIKE

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Distracting Strike (1/Turn). When the duergar
hits a creature with a weapon attack, the next
attack roll against the target by an attacker other
than the duergar has advantage if the attack is
made before the start of the duergar's next turn.

DUERGAR IMMUNITY

Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

MANEUVER ALLIES (RECHARGE 5-6)

Type: Action.

Maneuver Allies (Recharge 5-6). Up to four allies
within 60 feet of this duergar that can hear him
can each use their reaction to move up to half their
speed without provoking opportunity attacks.

MARTIAL ADVANTAGE

Type: Trait.
Prerequisite: Phalanx Formation

Martial Advantage. Once per turn, the duergar
can deal an extra 10 (3d6) damage to a creature it
hits with a weapon attack if that creature is within

5 feet of an ally of a duergar that has phalanx
formation and isn't incapacitated.

PHALANX FORMATION
Type: Trait.

Phalanx Formation. The duergar has advantage
on attack rolls and Dexterity saving throws while
standing within 5 feet of a duergar ally wielding a
shield.

SUBTERRANEAN STALKER
Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

DUERGAR XARRORN

The duergar xarrorn (CR 2) can have 1 talent.

DUERGAR IMMUNITY
Type: Trait.

The duergar is immune to lllusions, paralysis, and
poison.

IMMOLATING BLOW
Type: Trait.

If the duergar's fire lance attack roll against a
target succeeds by 5 or more or if the duergar had
advantage on its fire lance attack roll and hits, the
target must make a DC 13 Dexterity saving throw
or it catches fire. Until someone takes an action

to douse the fire, the creature takes 3 (1d6) fire
damage at the start of each of its turns.

IMMOLATING SPRAY
Type: Trait.

A creature that fails its saving throw against the
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duergar's fire spray by 5 or more must make a DC
12 Dexterity saving throw or it catches fire. Until
someone takes an action to douse the fire, the
creature takes 7 (2d6) fire damage at the start of
each of its turns.

SUBTERRANEAN STALKER

Type: Trait.

The duergar has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

EIDOLON

EIDOLON

The eidolon (CR 12) can have a maximum of 5
talents.

AURA OF DECAY

Type: Trait.

Aura of Decay. Any creature that starts its turn
within 5 feet of the eidolon takes 5 (1d10) necrotic
damage.

DESSICATING TOUCH

Type: Trait.
Prerequisite: Withering Touch

Dessicating Touch. If the eidolon's withering touch
attack roll against a target succeeds by 5 or more,
the target must make a DC 15 Constitution saving
throw or age 1d4 x 10 years. The aging effect can
be reversed with a greater restoration spell, but
only within 24 hours of it occurring.

FADE INTO THE ETHER (3/DAY)
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Type: Reaction.

In response to being hit by an attack and the
eidolon can see the attacker, the eidolon shifts into
the Ethereal Plane and back, causing the attack to
attack to miss.

FLYBY

Type: Trait.

The eidolon doesn't provoke an opportunity attack
when it flies out of an enemy's reach.

MULTIATTACK

Type: Action.
Prerequisite: Withering Touch
Talent Cost: 2 (Counts as 2 Talents).

Multiattack.The eidolon uses its Divine Dread and
makes one attack with its Withering Touch.

WITHERING TOUCH

Type: Action.
The eidolon gains a Withering Touch attack.

Withering Touch. Melee Weapon Attack: +8 to hit,
reach 5 ft,, one target. Hit: 24 (6d6 + 3) necrotic
damage.

SACRED STATUE

The following talents can be utilized while the
eidolon is occupying the sacred statue. Note
that the eidolon can only have a total of 5 talents,
including its own and the sacred statue's.

CRUSHING STRIDE (RECHARGES 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Crushing Stride (Recharges 5-6). The sacred
statue moves up to its speed in a straight line.
During this move, it can enter Large or smaller
creatures' spaces. A creature whose space the



sacred statue enters must succeed ona DC 16
Dexterity saving throw. On a successful save, the
creature is pushed 5 feet to the nearest space

out of the sacred statue's path. On a failed save,
the creature falls prone and takes 43 (6d12 + 4)
bludgeoning damage. If the sacred statue remains
in the prone creature's space, the creature is also
restrained until it's no longer in the same space as
the sacred statue. While restrained in this way, the
creature, or another creature within 5 feet of it,
can make a DC 16 Strength check. On a success, the
creature is shunted to an unoccupied space of its
choice within 5 feet of the sacred statue and is no
longer restrained.

MAGIc IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The sacred statue is immune to 1st level spells, but
not to cantrips.

MAcic IMMuNITY 11

Type: Trait.
Prerequisite: Magic Immunity

The sacred statue is immune to spells of 2nd level
and below, but not to cantrips.

TREMBLING SLAM

Type: Action.

Trembling Slam. The sacred statue pounds the
ground, triggering a short earth tremor. All other
creatures on the ground within 10 feet of the
sacred statue that are Medium or smaller than the
sacred statue must succeed on a DC 16 Strength
saving throw or be knocked prone. When the
sacred statue uses its Multiattack, the sacred statue
can use its Trembling Slam in place of one slam
attack.

UNSTOPPABLE

Type: Trait.

The sacred statue deals triple damage against
objects and structures. In addition, the sacred

statue can move through the space of a Large or
smaller hostile creature. All opportunity attacks
made against the sacred statue by the creatures
whose spaces the sacred statue entered have
disadvantage.

STAGGERING BLOW
Type: Trait.

Prerequisite: Sacred Statue

If the sacred statue's weapon attack roll against a
target succeeds by 5 or more, the target must make
a DC 16 Constitution saving throw or be stunned
until the end of the sacred statue's next turn.




E1LADRIN

All types of eladrin can choose from the following
talents:

CLOSE QUARTERS SHOOTING

Type: Trait.

Close Quarters Shooting. Making a ranged attack
roll while within 5 feet of an enemy doesn’t impose
disadvantage on the eladrin's roll. In addition, if
the eladrin hit a creature within 5 feet of it with

a ranged attack on its turn, that creature
can’t take reactions until the end of the
eladrin's turn.

MAacic WEAPONS
Type: Trait.

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

SHARPSHOOTER
Type: Trait.

Sharpshooter. The
eladrin's ranged
weapon attacks ignore
half cover and three-
quarters cover and ¢
attacking at long range F
doesn't impose :
disadvantage
on the eladrin's
ranged weapon
attack rolls.

SKIRMISHER

N~
-‘-—v-

Type: Reaction.

Skirmisher. When an enemy the eladrin can see
ends its turn within 5 feet of it, the eladrin can
move up to half his speed. This movement doesn’t
provoke opportunity attacks.
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STEADY AIM

Type: Trait.

Steady Aim (3/Day). As a bonus action, the eladrin
takes careful aim at a creature it can see within
range of its ranged weapon. Until the end of its
turn, the eladrin deals an extra 10 damage with its
ranged weapon attacks against the target.

WOODILAND STALKER

Type: Trait.

The eladrin has advantage on Wisdom

(Perception), Wisdom (Survival) checks, and

Dexterity (Stealth) checks while in natural
woodland surroundings.

4

AUTUMN ELADRIN
The autumn eladrin (CR 10) can
have a maximum of 4 talents.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the eladrin uses its
agtion to cast a spell that has a casting time
of 1 action, it can make one melee attack as
‘\a bonus action.

b
.

- BEGUILING STRIKE
Type: Trait.

Beguiling Strike. When the
eladrin hits a creature with a weapon
attack, it can choose to deal no damage. The
creature gains disadvantage to its saving throws
against being charmed and enchantment spells
until the end of the eladrin's next turn.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The eladrin’s innate



spellcasting ability is Charisma (spell save DC 16).
The eladrin can innately cast the following spells,
requiring no material components:

At-will: hold person, suggestion

3/day: beacon of good hope

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma
(spell save DC 16). The

eladrin can innately cast the
following spells, requiring

no material components:
1/day each: heroes'’s feast,

hold monster

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4
Talents).

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

Move. The eladrin
moves up to half its speed
without provoking opportunity attacks.
Pacify. The eladrin casts calm emotions or sleep.
Attack (Costs 2 Actions). The eladrin makes a
longsword or longbow attack.

SPRING ELADRIN

The spring eladrin (CR 10) can have a maximum of
4 talents.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save DC 16).
The eladrin can innately cast the following spells,
requiring no material components:

At-will: heroism, invisibility

3/day: compulsion

INNATE SPELLCASTING II
Type: Trait.

Prerequisite: Innate Spellcasting

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save
DC 16). The eladrin can innately cast the
following spells, requiring no material

components:
1/day each: heroes's
I ,4 feast, mass suggestion

INSTINCTIVE

CHARM (3/DAY)
Type: Reaction.

Talent Cost: 2 (Counts as
2 Talents).

Instinctive Charm (3/
Day). The eladrin tries to
magically divert an attack
made against it, provided
that the attacker is within 30
feet of it and visible to it. The eladrin must decide
to do so before the attack hits or misses.

The attacker must make a DC 16 Wisdom saving
throw. On a failed save, the attacker targets the
creature closest to it, other than eladrin or itself. If
multiple creatures are closest, the attacker chooses
which one to target.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).
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The eladrin gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The eladrin regains spent
legendary actions at the start of its turn.

Move. The eladrin moves up to half its speed
without provoking opportunity attacks.

Captivate. The eladrin casts charm person or
Tasha's hideous laughter.

Attack. The eladrin makes a longsword or longbow
attack.

SUMMER EIADRIN

The summer eladrin (CR 10) can have a maximum
of 4 talents.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save DC 16).
The eladrin can innately cast the following spells,
requiring no material components:

At-will: bane, hunter's mark

3/day: hellish rebuke

“SWE OF FOES

INNATE SPELLCASTING [I
Type: Trait.

Prerequisite: Innate Spellcasting

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save DC 16).
The eladrin can innately cast the following spells,
requiring no material components:

1/day each: fireball, haste

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Move. The eladrin moves up to half its speed
without provoking opportunity attacks.

Attack. The eladrin makes a longsword or longbow
attack.

Wrathful Glare. The eladrin targets one frightened
creature it can see within 30 feet of it. The target
must make a DC 16 Wisdom saving throw. On a
failure, the target is paralyzed until the eladrin
deals damage to it, or until the end of the eladrin's
next turn.

FIERY SMITE (3/DAY)

Type: Trait.

Fiery Smite (3/Day). As a bonus action, when the
eladrin hits a creature with a weapon attack, it can
deal an extra 13 (3d8) fire damage and the target
gains disadvantage to being frightened until the
end of the eladrin's next turn.



WINTER EILADRIN

The winter eladrin (CR 10) can have a maximum of
4 talents.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save DC 16).
The eladrin can innately cast the following spells,
requiring no material components:

At-will: sanctuary, silence

3/day: Snilloc's snowball swarm

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting

Innate Spellcasting. The eladrin’s innate
spellcasting ability is Charisma (spell save DC 16).

The eladrin can innately cast the following spells,
requiring no material components:
1/day each: enervation, sleet storm

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The eladrin gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The eladrin regains spent

legendary actions at the start of its turn.

Move. The eladrin moves up to half its speed
without provoking opportunity attacks.

Attack. The eladrin makes a longsword or longbow
attack.

Gust of Wind. The eladrin casts gust of wind.

FREEZING SMITE (3/DAY)
Type: Trait.

Freezing Smite (3/Day). As a bonus action, when
the eladrin hits a creature with a weapon attack, it
can deal an extra 13 (3d8) cold damage and if the
target isn't immune to cold, it must succeed on a
DC 16 Constitution saving throw. On a failed save,
the creature's speed its speed is halved, it can't
take reactions, and it can take either an action or a
bonus action on its turn, not both. The effects last
until the start of the eladrin's next turn.
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E1DER FIEMENTALS

All elder elementals can choose from the following
talents:

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The elder elemental can take 1 extra legendary
action before the start of her next turn. The elder
elemental can retake this talent up one additional
time. The extra legendary action stacks.

MAGIc IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The elder elemental is immune to 1st level spells,
but not to cantrips.

MAcic IMMuNITY II

Type: Trait.
Prerequisite Magic Immunity |

The elder elemental is immune to spells of 2nd
level and below, but not to cantrips.

MAacic IMmuNITY III

Type: Trait.
Prerequisite Magic Immunity [, Magic Immunity II

The elder elemental is immune to spells of 3rd level
and below, but not to cantrips.

MAGIC WEAPON RESISTANCE |

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The elder elemental is resistant to bludgeoning,
piercing, and slashing damage from +1 magical
weapons or weaker.
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MAGIC WEAPON RESISTANCE II

Type: Trait.
Prerequisite Magic Weapon Resistance |

The elder elemental is resistant to bludgeoning,
piercing, and slashing damage from +2 magical
weapons or weaker.

MAGICc WEAPON RESISTANCE III

Type: Trait.
Prerequisite Magic Weapon Resistance I & II

The elder elemental is resistant to bludgeoning,
piercing, and slashing damage from +3 magical
weapons or weaker.

UNSTOPPABLE

Type: Trait.

The elder elemental deals triple damage against
objects and structures. In addition, the elder
elemental can move through the space of a Huge or
smaller hostile creature. All opportunity attacks
made against the elder elemental by the creatures
whose spaces the elder elemental entered have
disadvantage.

LEVIATHAN

The leviathan (CR 20) can have a maximum of 7
talents.

STUNNING SLAM

Type: Trait.

Stunning Slam. If the leviathan's slam attack roll
against a target succeeds by 5 or more, the target
must make a DC 24 Constitution saving throw or be
stunned until the end of the leviathan's next turn.

WATER [ET (RECHARGE 5-6)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Water Jet. The leviathan magically shoots water in
a 120-foot line that is 10 feet wide. Each creature



in that line must make a DC 24 Dexterity saving
throw. On a failure, a target takes 42 (12d6)
bludgeoning damage and, if it is Huge or smaller, is
pushed up to 40 feet away from the leviathan and
knocked prone. On a success, a target takes half
the bludgeoning damage, but is neither pushed nor
knocked prone.

WHIPPING TAIL

Type: Trait.

Whipping Tail. If the leviathan's tail attack roll
against a target succeeds by 5 or more, the target
must make a DC 24 Strength saving throw or be
thrown up to 60 feet in a random direction and
knocked prone. If a thrown target strikes a solid
surface, the target takes 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. If the
target is thrown at another creature, that creature
must succeed on a DC 24 Dexterity saving throw or
take the same damage and be knocked prone.

WHIrLPOOL (1/DAY)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Whirlpool (1/day). The leviathan swims rapidly

in circles in an area at least 100 feet square and 50
feet deep, causing a whirlpool to form in the center
of the area. The whirlpool forms a vortex that is

10 feet wide at the base, up to 100 feet wide at the
top, 50 feet tall, and lasts for 1 minute. Any creature
or object, except the leviathan, in the water and
within 50 feet of the vortex is pulled 10 feet toward
it. A creature can swim away from the vortex by
succeeding on a DC 24 Strength (Athletics) check.

When a creature enters the vortex for the first
time on a turn or starts its turn there, it must make
a DC 24 Strength saving throw. On a failed save,
the creature takes 23 (3d8 + 10) bludgeoning
damage and is caught in the vortex until it ends. On
a success, the creature takes half damage and isn’t
caught in the vortex. A creature caught in the vortex
can use its action to try to swim away from the
vortex as described above, but it has disadvantage
on the Strength (Athletics) check to do so.

The first time each turn that an object enters the
vortex, the object takes 23 (3d8 + 10) bludgeoning
damage. This damage occurs each round it remains
in the vortex.



PHOENIX much damage on a successful one.

The phoenix (CR 16) can have a maximum of 6
talents.

GRABBING TALONS
Type: Trait.
AURA OF FIRE

: Grabbing Talons. A Huge or smaller creature that
Type: Trait.

is hit by the phoenix's talons is grappled (escape DC
Any creature that starts its turn within 20 feet of 14). Until this grapple ends, the target is restrained
the phoenix takes 5 (1d10) fire damage. and the phoenix can automatically hit the target
with its talons but can't attack other targets with its
talons.

FIRE BREATH (RECHARGE 5-6)
Type: Action.

METEOR STRIKE (1/DAY)

Talent Cost: 3 (Counts as 3 Talents). TypEttion

Fire Breath (Recharge 5-6). The phoenix exhales
fire in a 60-foot cone. Each creature in that area

must make a DC 20 Dexterity saving throw, taking ~ Meteor Strike (1/Day). While flying, the phoenix
63 (18d6) fire damage on a failed save, or half as dives at least 40 feet toward a target space on the

Talent Cost: 3 (Counts as 3 Talents).




ground, creating a massive explosion 60 feet in
diameter centered on the phoenix. This sprays rock
and fire in all directions and forms a crater the size
of the explosion. Each creature within 30 feet of
the target space must succeed on a DC 20 Strength
saving throw, taking 28 (8d6) fire damage and 28
(8d6) bludgeoning damage and is knocked prone
on a failed save, or half as much damage and is not
knocked prone on a successful one. Additionally,
the ground in that area becomes difficult terrain
and is engulfed in flames that last for ten minutes.
Any creature that starts its turn in the area while it
is still in flames takes 10 (3d6) fire damage. Each
5-foot-square portion of the area requires at least
30 minutes to clear by hand.

ELDER TEMPEST

The tempest (CR 23) can have a maximum of 8
talents.

AURA OF LIGHTNING

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Aura of Lightning. Any creature that starts its turn
within 30 feet of the tempest must make a DC 20
Dexterity saving throw or take 16 (3d10) lightning
damage.

SHOCKING [LIGHTNING

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

If a creature fails its saving throw against the
tempest's lightning strike by 5 or more, it is also
paralyzed until the end of the tempest's next turn.

STUNNING SLAM

Type: Trait.

Stunning Slam. If the tempest's thunderous slam
attack roll against a target succeeds by 5 or more,
the target must make a DC 21 Constitution saving

throw or be stunned until the end of the tempest's
next turn.

WHIRLWIND (RECHARGES AFTER A SHORT

OR LoNG REST)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Whirlwind (Recharges after a Short of Long
rest). The tempest casts whirlwind. The spell
lasts for 1 minute and the tempest doesn't need to
concentrate on maintaining the spell.

/. ARATAN

The zaratan (CR 22) can have a maximum of 8
talents.

CRUSHING STOMP
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Crushing Stomp. The zaratan scores a critical hit if
it hits a prone creature with its stomp attack.

FORCEFUL BLOWS
Type: Trait.

Forceful Blows. If the zaratan's stomp attack roll
or spit rock attack against a target succeeds by 5
or more, the target must make a DC 25 Strength
saving throw or be knocked prone.

GuLr
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Gulp. If the zaratan's bite attack roll against a target
succeeds by 5 or more, the target must make a DC
25 Strength saving throw or be swallowed. While
swallowed, the target is blinded and restrained,

it has total cover against attacks and other effects
outside the zaratan, and it takes 28 (8d6) acid
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damage at the start of each of the zaratan's turns. A
zaratan can have up to four Medium or smaller, two
Large creature, or one Large and two Medium or
smaller creatures swallowed at a time.

If the zaratan takes 40 damage or more on a single
turn from the swallowed creature, the zaratan must
succeed on a DC 20 Constitution saving throw at
the end of that turn or regurgitate the creature,
which falls prone in a space within 10 feet of the
zaratan. If the zaratan dies, a swallowed creature is
no longer restrained by it and can escape from the
corpse by using 20 feet of movement, exiting prone.

TREMBLING STOMP

Type: Action.

The zaratan stomps the ground forcefully,
triggering a short earth tremor. All other creatures
on the ground within 30 feet of the zaratan that are
smaller than the zaratan must succeed on a DC 25
Strength saving throw or be knocked prone.

When the zaratan uses Multiattack, the zaratan
can use its Trembling Stomp in place of its stomp
attack.

E1LEMENTAL MYRMI-
DONS

AIR MYRMIDON

The air elemental myrmidon (CR 7) can have a
maximum of 3 talents.




FLYBY strikes an object, such as a wall or floor, the target
Type: Trait. takes an extra 5 (1d6 + 2) bludgeoning damage.

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

The myrmidon doesn't provoke opportunity attacks
when it flies out of an enemy's reach.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The myrmidon’s Charisma
is increased to 14. The myrmidon's innate
spellcasting ability is Charisma (spell save DC 13).
The myrmidon can innately cast the following

spells, requiring no material components: EARTH MYRM IDON

At-will: thunderwave, zephyr strike The earth elemental myrmidon (CR 7) can have a
3/day: gust of wind maximum of 3 talents.

INNATE SPELLCASTING II
Type: Trait.

Prerequisite: Innate Spellcasting

Innate Spellcasting. The myrmidon’s Charisma
is increased to 16. The myrmidon’s innate
spellcasting ability is Charisma (spell save DC 14).
The myrmidon can innately cast the following
spells, requiring no material components:

3/day: warding wind

1/day: storm sphere, steel wind strike

SHOCKING FLAIL
Type: Trait.

The myrmidon's flail attack deals an extra 4 (1d8)
lightning damage.

WHIRLWIND BLAST
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Whirlwind Blast (Recharge 6). The myrmidon
unleashes sudden violent winds in a 10-foot radius
circle centered on itself. Each creature in the area
other than the myrmidon must make a DC 13
Strength saving throw. On a failure, the target takes
11 (2d8 + 2) bludgeoning damage and is flung up
to 10 feet away from the myrmidon in a random
direction and knocked prone. If a thrown target
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INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The myrmidon’s Charisma
is increased to 14. The myrmidon's innate
spellcasting ability is Charisma (spell save DC 13).
The myrmidon can innately cast the following
spells, requiring no material components:

At-will: earth tremor, shield

3/day: spike growth

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting

Innate Spellcasting. The myrmidon’s Charisma
is increased to 16. The myrmidon’s innate
spellcasting ability is Charisma (spell save DC 14).
The myrmidon can innately cast the following
spells, requiring no material components:

3/day: Maximimilian's earthen grasp

1/day: erupting earth, wall of sand

ROOTED

Type: Trait.

Rooted. The myrmidon has advantage on ability
checks and saving throws made against being
knocked prone, pulled, or shoved.

SPEW SAND

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Spew Sand (Recharge 5-6). The myrmidon
exhales sand in a 15-foot cube. Each creature in
that area must make a DC 14 Dexterity saving
throw or be blinded and deafened for 1 minute. A
creature can take an action to rinse their eyes and
ears with water to regain their sight. Creatures
that don't rely on their eyes or ears to sense their
surroundings are immune to this effect.

STAGGERING BLOW

Type: Trait.
Staggering Blow. If the myrmidon's maul attack
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roll against a target succeeds by 5 or more,

the target must make a DC 15 Constitution
saving throw or be stunned until the end of the
myrmidon's next turn.

FIRE MYRMIDON

The fire elemental myrmidon (CR 7) can have a
maximum of 3 talents.

BACKDRAFT

Type: Trait.

A creature that hits the myrmidon with a melee
attack while within 5 feet of it takes 5 (1d10) fire
damage.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The myrmidon’s Charisma
is increased to 14. The myrmidon's innate
spellcasting ability is Charisma (spell save DC 13).
The myrmidon can innately cast the following
spells, requiring no material components:

At-will: burning hands, hellish rebuke

3/day: scorching ray

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting

Innate Spellcasting. The myrmidon’s Charisma
is increased to 16. The myrmidon’s innate
spellcasting ability is Charisma (spell save DC 14).
The myrmidon can innately cast the following
spells, requiring no material components:

3/day: flaming sphere

1/day: fireball, fire shield

SEARING STRIKE

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).
Searing Strike (Recharge 5-6). As a bonus action,



the myrmidon deals an extra 11 (2d10) fire damage
when it hits a target with its scimitar attack. If the
target is a creature that is not immune to fire, it
must succeed on a DC 14 Dexterity saving throw.
On a failed save, a creature catches fire, taking 5
(1d10) fire damage at the end of each of its turns.
An affected creature or another creature within 5
feet of it can take an action to extinguish the fire.

TRAILBLAZER

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Trailblazer. The myrmidon leaves in its wake a
wall of fire that is 3 feet wide, 5 feet long, and 5 feet
high. The myrmidon can create a wall up to 40 feet
long if it moves up to its speed, or up to 80 feet long
if it takes the Dash action. The wall is opaque and
lasts until the start of the myrmidon's next turn.
When the wall appears, each creature within its

area must make a DC 13 Dexterity saving throw.

On a failed save, a creature takes 11 (2d10) fire
damage, or half as much damage on a successful
save.

The wall of fire deals 5 (1d10) fire damage to
each creature that ends its turn within 5 feet of it.
A creature takes the same damage when it enters
the wall for the first time on a turn or ends its turn
there.

WATER MYRMIDON

The water elemental myrmidon (CR 7) can have a
maximum of 3 talents.

AURA OF FrROST
Type: Trait.

Any creature that starts its turn within 5 feet of the




myrmidon hag takes 5 (1d10) cold damage.

FREEZING SMITE (3/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Freezing Smite (Recharge 5-6). As a bonus
action, the myrmidon deals an extra 11 (2d10)
cold damage when it hits a target with its trident
attack. If the target is a creature that is not immune
to cold, it must succeed on a DC 15 Constitution
saving throw. On a failed save, a creature can't use
reactions, its speed is halved, and it can' t make
more than one attack on its turn. In addition, the
creature can use either an action or a bonus action
on its turn, but not both. These effects lasts until
the end of the myrmidon's next turn.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The myrmidon’s Charisma
is increased to 14. The myrmidon's innate
spellcasting ability is Charisma (spell save DC 13).
The myrmidon can innately cast the following
spells, requiring no material components:

At-will: ice knife, armor of Agathys

3/day: Snilloc's snowball swarm

INNATE SPELLCASTING II

Type: Trait.
Prerequisite: Innate Spellcasting

Innate Spellcasting. The myrmidon’s Charisma
is increased to 16. The myrmidon’s innate
spellcasting ability is Charisma (spell save DC 14).
The myrmidon can innately cast the following
spells, requiring no material components:

3/day: lesser restoration

1/day: tidal wave, ice storm

WATER [ET (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Water Jet. The myrmidon magically shoots
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water in a 30-foot line that is 5 feet wide. Each
creature in that line must make a DC 14 Dexterity
saving throw. On a failure, a target takes 14 (4d6)
bludgeoning damage and, if it is Medium or smaller,
is pushed up to 20 feet away from the myrmidon
and knocked prone. On a success, a target takes half
the bludgeoning damage, but is neither pushed nor
knocked prone.

(GIFF

GIFF

The giff (CR 3) can have a maximum of 2 talents.

CLOSE QUARTERS SHOOTING
Type: Trait.

Close Quarters Shooting. Making a ranged attack




roll while within 5 feet of an enemy doesn’t impose
disadvantage on the giff's roll. In addition, if the
giff hit a creature within 5 feet of it with a ranged
attack on its turn, that creature can’t take reactions
until the end of this turn.

SHARPSHOOTER

Type: Trait.

Sharpshooter. The giff's ranged weapon attacks
ignore half cover and three-quarters cover

and attacking at long range doesn't impose
disadvantage on the giff's ranged weapon attack
rolls.

SKIRMISHER

Type: Reaction.

Skirmisher. When an enemy the giff can see ends
its turn within 5 feet of it, the giff can move up to
half his speed. This movement doesn’t provoke
opportunity attacks.

STEADY AIM

Type: Trait.

Steady Aim (3/Day). As a bonus action, the giff
takes careful aim at a creature it can see within
range of its ranged weapon. Until the end of its
turn, the giff deals an extra 10 damage with its
ranged weapon attacks against the target.

(GITHYANKI

G1THYANKI GISH

The githyanki gish (CR 10) can have a maximum of
4 talents.

DAZE (3/DAY)
Type: Trait.

As a bonus action, the githyanki chooses a creature
within 5 feet of it. The target must succeed on an
DC 15 Intelligence saving throw or the target can't
take any action except move up to half of its speed
until the end of the githyanki's next turn.

Eco WHiIP (RECHARGE 5-6)
Type: Action.

Ego Whip (Recharges 5-6). One creature the
githyanki can see within 60 feet of it must make a
DC 15 Intelligence saving throw. On a failed save,
the creature takes 13 (3d8) psychic damage, and
it is filled with self-doubt, leaving it able to use
its action on its next turn only to take the Dodge,
Disengage, or Hide action. On a successful saving
throw, the target takes half as much damage.

GITHYANKI WILLPOWER
Type: Trait.

The githyanki has advantage to all Intelligence,
Wisdom, and Charisma saving throws against being
charmed and frightened.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Move. The githyanki moves up to half its speed
without provoking opportunity attacks.

Cantrip. The githyanki casts a cantrip.

Longsword (Costs 2 Actions). The githyanki
attacks with its longsword.

Cast Spell (Costs 1-3 Actions). The githyanki uses
a spell slot to cast a 1st-, 2nd-, or 3rd-level spell
that it has prepared. Doing so costs 1 legendary
action per level of the spell.
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PsycHIC BLAST (RECHARGE 6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Psychic Blast (Recharge 6). The githyanki
unleashes devastating psychic energy in a 60-foot
cone. Each creature in that area must make a DC 15
Intelligence saving throw, taking 36 (8d8) psychic
damage on a failed save, or half as much damage on
a successful one.

STRENGTH OF THE MIND (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Strength of the Mind (3/Day). As a bonus action,
the githyanki can telekinetically lash out at a
creature it can see within 20 feet. The target must
succeed on a DC 15 Strength saving throw. On

a failed save, the target takes 10 (2d6 + 3) force
damage and is telekinetically moved 15 feet directly
toward the githyanki or away from the githyanki
(githyanki's choice). On a successful save, it takes
half as much damage and isn’t moved.
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SYNAPTIC STRIKE (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Synaptic Strike (3/Day). As a bonus action, the
githyanki deals an extra 15 (3d8 + 2) psychic
damage when it hits a target with its longsword
attack. The target must succeed on a DC 15
Constitution saving throw or be stunned. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
with a success.

TERRIFYING STRIKES
Type: Trait.

Terrifying Strike. As a bonus action, the githyanki
deals an extra 4 (1d8) psychic damage when it
hits a target with its longsword attack. The target
must succeed on a DC 15 Wisdom saving throw or
become frightened until the end of your next turn.
On a successful save, the creature isn’t frightened
and is immune to the githyanki's Terrifying Strikes
for 24 hours.

UNDERMINE ABILITY (3/DAY)
Type: Reaction.

Undermine Ability (3/Day). When a creature

the githyanki can see within 30 feet of it makes

an ability check, attack, or damage roll but before
the outcome is determined, it can roll a d8 and
reduce the result of the creature's roll by the
number rolled. If the creature fails in its ability
check or attack roll or deals no damage because of
this feature, it takes psychic damage equal to the
number rolled by the githyanki.

GITHYANKI KITH'RAK

The githyanki kith'rak (CR 12) can have a maximum
of 5 talents.



DAZE (3/DAY)

LEGENDARY ACTIONS

Type: Trait.

As a bonus action, the githyanki chooses a creature
within 5 feet of it. The target must succeed on an
DC 15 Intelligence saving throw or the target can't
take any action except move up to half of its speed
until the end of the githyanki's next turn.

DISTRACTING STRIKE

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Distracting Strike (1/Turn). When the githyanki
hits a creature with a weapon attack, the next
attack roll against the target by an attacker other
than the githyanki has advantage if the attack is
made before the start of the githyanki's next turn.

GITHYANKI WILLPOWER

Type: Trait.

The githyanki has advantage to all Intelligence,
Wisdom, and Charisma saving throws against being
charmed and frightened.

INDOMITABLE

Type: Trait.

Indomitable (1/Day). The githyanki rerolls a failed
saving throw. It must use the new roll.

MANEUVER ALLIES

Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the githyanki that can hear it can
each use their reaction to move up to half their
speed without provoking opportunity attacks.

POWER ATTACK

Type: Trait.

Before the githyanki makes a greatsword attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Move. The githyanki moves up to half its speed
without provoking opportunity attacks.

Command Ally. The githyanki targets one ally it
can see within 30 feet of it. If the target can see or
hear the githyanki, the target can make one melee
weapon attack using its reaction and has
advantage on the attack roll.

Greatsword (Costs 2 Actions). The githyanki
attacks with its greatsword.

STRENGTH OF THE MIND (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Strength of the Mind (3/Day). As a bonus action,
the githyanki can telekinetically lash out at a
creature it can see within 20 feet. The target must
succeed on a DC 15 Strength saving throw. On

a failed save, the target takes 10 (2d6 + 3) force
damage and is telekinetically moved 15 feet directly
toward the githyanki or away from the githyanki
(githyanki's choice). On a successful save, it takes
half as much damage and isn’t moved.

TERRIFYING STRIKES
Type: Trait.

Terrifying Strike. As a bonus action, the githyanki
deals an extra 4 (1d8) psychic damage when it
hits a target with its longsword attack. The target
must succeed on a DC 15 Wisdom saving throw or
become frightened until the end of your next turn.
On a successful save, the creature isn’t frightened
and is immune to your Terrifying Strike for 24
hours.

UNDERMINE ABILITY (3/DAY)
Type: Reaction.
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Undermine Ability (3/Day). When a creature the outcome is determined, it can roll a d8 and

the githyanki can see within 30 feet of it makes reduce the result of the creature's roll by the

an ability check, attack, or damage roll but before number rolled. If the creature fails in its ability
check or attack roll or deals no damage because of
this feature, it takes psychic damage equal to the
number rolled by the githyanki.

GITHYANKI SUPREME

COMMANDER

The githyanki kith'rak (CR 14) can have a maximum
of 5 talents.

BATTLE TACTICIAN
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Tactician. The githyanki learns three
maneuvers and gains four d8 superiority dice from
the Fighter class's Battle Master archetype. The
githzerai's Maneuver ability is Dexterity (Maneuver
save DC 17).

DAZE (3/DAY)
Type: Trait.

As a bonus action, the githyanki chooses a creature
within 5 feet of it. The target must succeed on an
DC 16 Intelligence saving throw or the target can't
take any action except move up to half of its speed
until the end of the githyanki's next turn.

DISTRACTING STRIKE
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Distracting Strike (1/Turn). When the githyanki
hits a creature with a weapon attack, the next
attack roll against the target by an attacker other
than the githyanki has advantage if the attack is
made before the start of the githyanki's next turn.

-

Eco WHiP (RECHARGE 5-6)
Type: Action.
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Ego Whip (Recharges 5-6). One creature the
githyanki can see within 60 feet of it must make a
DC 16 Intelligence saving throw. On a failed save,
the creature takes 13 (3d8) psychic damage, and
it is filled with self-doubt, leaving it able to use
its action on its next turn only to take the Dodge,
Disengage, or Hide action. On a successful saving
throw, the target takes half as much damage.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The githyanki can take 1 extra legendary action
before the start of its next turn. The githyanki can
retake this talent one additional time. The extra
legendary action stacks.

GITHYANKI WILLPOWER

Type: Trait.

The githyanki has advantage to all Intelligence,
Wisdom, and Charisma saving throws against being
charmed and frightened.

LEGENDARY RESISTANCE (2/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

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

MANEUVER ALLIES

Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the githyanki that can hear it can
each use their reaction to move up to half their
speed without provoking opportunity attacks.

MAGIC WEAPONS

Type: Trait.

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

POWER ATTACK
Type: Trait.

Before the githyanki makes a greatsword attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.

PsycHIC BLAST (RECHARGE 6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Psychic Blast (Recharge 6). The githyanki
unleashes devastating psychic energy in a 60-foot
cone. Each creature in that area must make a DC 16
Intelligence saving throw, taking 36 (8d8) psychic
damage on a failed save, or half as much damage on
a successful one.

PsycHic CrusH (1/DAY)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Psychic Crush (1/Day). The githyanki creates a
20-foot cube of psychic energy within 120 feet

of it. Each creature in that area must make a DC
16 Intelligence saving throw. On a failed save, the
target takes 45 (10d8) psychic damage and is
stunned until the end of the githyanki's next turn.
On a successful save, the target takes half as much
damage.

STRENGTH OF THE MIND (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Strength of the Mind (3/Day). As a bonus action,
the githyanki can telekinetically lash out at a
creature it can see within 20 feet. The target must
succeed on a DC 16 Strength saving throw. On

a failed save, the target takes 13 (3d6 + 3) force
damage and is telekinetically moved 15 feet directly
toward the githyanki or away from the githyanki
(githyanki's choice). On a successful save, it takes
half as much damage and isn’t moved.
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TERRIFYING STRIKES

Type: Trait.

Terrifying Strike. As a bonus action, the githyanki
deals an extra 9 (2d8) psychic damage when it
hits a target with its longsword attack. The target
must succeed on a DC 16 Wisdom saving throw or
become frightened until the end of your next turn.
On a successful save, the creature isn’t frightened
and is immune to your Terrifying Strike for 24
hours.

UNDERMINE ABILITY (3/DAY)

Type: Reaction.

Undermine Ability (3/Day). When a creature

the githyanki can see within 30 feet of it makes

an ability check, attack, or damage roll but before
the outcome is determined, it can roll a d8 and
reduce the result of the creature's roll by the
number rolled. If the creature fails in its ability
check or attack roll or deals no damage because of
this feature, it takes psychic damage equal to the
number rolled by the githyanki.

ORDENKAINEN'S TOME OF FOES

GITHZERAI

GITHZERAI ANARCH

The githzerai anarch (CR 16) can have a maximum
of 6 talents.

AUGMENTED DEFENSES

Type: Reaction.

Augmented Defenses. When the githzerai or

a creature it can see within 30 feet of it takes
damage, it can roll a d12 and reduce the amount of
damage taken by the number rolled.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the githzerai uses its action to
cast a spell that has a casting time of 1 action, it can
make one unarmered strike as a bonus action.

DEFENDED MIND

Type: Trait.
Defended Mind. The githzerai has advantage to all

N Intelligence, Wisdom, and Charisma saving throws

against paralysis and being stunned.

DISTRACTING HAZE

#" Type: Action.

" Distracting Haze. One creature the githzerai

can see within 60 feet of it must make a DC 18
Intelligence saving throw. On a failed save, the
target takes 22 (4d10) psychic damage and can’t
see anything more than 10 feet from it until
the githzerai's concentration is broken (as if
concentrating on a spell). On a successful save, it
takes half as much damage.

When the githzerai uses Multiattack, it can also
use Distracting Haze.

EXTRA LEGENDARY ACTION

Type: Trait.



Talent Cost: 2 (Counts as 2 Talents).

The githzerai can take 1 extra legendary action
before the start of her next turn. The githyanki can
retake this talent up one additional time. The extra
legendary action stacks.

IRON MIND (3/DAY)

Type: Reaction.

Iron Mind. When the githzerai takes damage, it can
gains resistance to that type of damage until the
end of the turn.

LEGENDARY RESISTANCE (2/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

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

MAGIC WEAPONS

Type: Trait.

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

MIND STORM

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Mind Storm (1/Day). The githzerai chooses a point
it can see within 60 feet of it. Each creature in a
20-foot-radius sphere centered on that point must
make a DC 15 Wisdom saving throw. On a failed
save, the target takes 36 (8d8) psychic damage and
suffers disadvantage on all saving throws until the
end of the githzerai's next turn. On a successful
save, a creature takes half as much damage.

SYNAPTIC STRIKE (5/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Synaptic Strike (5/Day). As a bonus action, the

githzerai deals an extra 18 (3d8 + 5) psychic
damage when it hits a target with its unarmed
strike. The target must succeed ona DC 18
Constitution saving throw or be stunned. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
with a success.

TrACE CHANCE (RECHARGE 5-6)
Type: Trait.

Trace Chance (Recharge 5-6). As a bonus action,
the githzerai chooses a target it can see within 30
feet of it. The githzerai gains advantage on the next
melee attack roll it makes against the target and if
it hits, it is a critical hit.

GITHZERAI ENILIGHTENED

The githzerai enlightened (CR 10) can have a
maximum of 4 talents.

AUGMENTED DEFENSES
Type: Reaction.

Augmented Defenses. When the githzerai or

a creature it can see within 30 feet of it takes
damage, it can roll a d10 and reduce the amount of
damage taken by the number rolled.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the githzerai uses its action to
cast a spell that has a casting time of 1 action, it can
make one unarmered strike as a bonus action.

DEFENDED MIND
Type: Trait.

Defended Mind. The githzerai has advantage to all
Intelligence, Wisdom, and Charisma saving throws
against paralysis and being stunned.
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LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Move. The githzerai moves up to half its speed
without provoking opportunity attacks.

Strike (Costs 2 Actions). The githzerai makes one
unarmed strike.

Cast Spell (Costs 3 Actions). The githzerai casts a
spell.

IRON MIND (3/DAY)
Type: Reaction.

Iron Mind. When the githzerai takes damage, it
gains resistance to that type of damage until the
end of the turn.

SYNAPTIC STRIKE (4/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Synaptic Strike (4/Day). As a bonus action, the
githzerai deals an extra 17 (3d8 + 4) psychic
damage when it hits a target with its unarmed
strike. The target must succeed ona DC 16
Constitution saving throw or be stunned. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
with a success.

TrRACE CHANCE (RECHARGE 5-6)

Type: Trait.

Trace Chance (Recharge 5-6). As a bonus action,
the githzerai chooses a target it can see within 30
feet of it. The githzerai gains advantage on the next
melee attack roll it makes against the target and if
it hits, it is a critical hit.
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GRAY RENDER

The gray render (CR 12) can have a maximum of 5
talents.

BRUISER
Type: Trait.

Bruiser. A creature that takes damage from the
gray render's melee attack has disadvantage on its
next attack roll until the end of its next turn.

Craw SwiPE (RECHARGE 4-6)
Type: Action.

Claw Swipe (Recharge 4-6). The gray render



slashes a 10-foot cube with its claws. Each creature
in that area must succeed on a DC 16 Dexterity
saving throw or take 13 (2d8 + 4) slashing damage.

When the gray render uses Multiattack and Claw
Swipe is available, it can use Claw Swipe in place of
one of its claws.

GRABBING CLAWS

Type: Trait.

Grabbing Claws. A Large or smaller creature

that is hit by the gray render's claws is grappled
(escape DC 14). Until this grapple ends, the target
is restrained and the gray render can automatically
hit the target with its claws but can't attack other
targets with one of its claws.

HARROWING ROAR (RECHARGE 6)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Harrowing Roar (Recharge 6). The gray render
emits a loud, bloodcurdling roar. Each creature,
other than its master, within 60 feet of the gray
render that can hear the gray render must succeed
on a DC 20 Wisdom saving throw or be frightened
and deafened for 1 minute. While frightened, the
creature can't use reactions, its speed is halved, and
it can't make more than one attack on its turn. In
addition, the creature can use either an action or a
bonus action on its turn, but not both. The creature
can repeat the saving throw at the end of each of its
turns, ending the effects on itself with a successful
save. A target that successfully saves is immune to
the Harrowing Roar of all gray renders for the next
24 hours.

IRON HIDE

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The gray render is resistant to bludgeoning,
piercing, and slashing damage from nonmagical
weapons that aren't adamantine.

KEEN SIGHT AND SMELL
Type: Trait.

Keen Sight and Smell. The gray render has
advantage on Wisdom (Perception) checks that rely
on sight or smell.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Move. The gray render moves up to half its speed.

Claws (Costs 2 Actions). The gray render attacks
with its claws.

Bite (Costs 3 Actions). The gray render attacks
with its bite.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by the gray
render's bite and two claw attacks in the same turn
must succeed on a DC 16 Constitution saving throw
or be stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

HOwWLER

The howler (CR 8) can have a maximum of 3
talents.

KEEN SMELL
Type: Trait.

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

CHAPTER 2. MORDENKAINEN'S TOME OF FOES 163



MAGIC RESISTANCE

Type: Trait.

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

PorsoNouUs QUILLS

Type: Trait.

Poisonous Quills. A creature that touches the
howler or hits it with a melee attack while within
5 feet of it gets pricked by a quill and takes 4 (1d8)
piercing damage and must succeed ona DC 13
Constitution saving throw or become poisoned
until a creature takes an action to remove the quill.

POUNCE

Type: Trait.

If the howler moves at least 10 feet straight toward
a creature and then hits it with a bite attack on the

same turn, that target must succeed on a DC 14
Strength saving throw or be knocked prone. If the
target is prone, the howler can make one raking
claws attack against it as a bonus action.

Raking Claws. Melee Weapon Attack: +6 to hit,
reach 5 ft, one prone target. Hit: 8 (2d4 + 3)
slashing damage.

QuiLL SPRAY (#/DAY)
Type: Action.

Prerequisite: Poisonous Quills

Quill Spray (3/Day). The howler sprays poisonous
quills in a 15-foot cube. Each creature in that area
must succeed on a DC 13 Constitution saving throw.
On a failed saving throw, a target takes 7 (1d8 +

3) piercing damage and becomes poisoned until a
creature takes an action to remove the quill. On a
succcess, a creature takes half as much damage and
isn't poisoned.
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STENCH

Type: Trait.

Stench. Any creature that starts its turn within

5 feet of the howler must succeed on a DC 13
Constitution saving throw or become poisoned
until the start of the creature's next turn. Ifa
creature's saving throw is successful, the creature
is immune to the howler's Stench for the next 24
hours.

KRUTHIKS

A young (CR 1/8) and adult kruthik (CR 2) can
have a maximum of 1 talent each. All kruthiks can
choose from the following talents:

HARDENED SKIN

Type: Trait.

The kruthik is resistant to piercing and slashing
damage from nonmagical weapons that aren't
adamantine.

STENCH

Type: Trait.

Stench. Any creature that starts its turn within

5 feet of the kruthik must succeed on a DC 14
Constitution saving throw or become poisoned
until the start of the creature's next turn. Ifa
creature's saving throw is successful, the creature
is immune to the Stench for the next 24 hours.

SUBTERRANEAN STALKER

Type: Trait.

The kruthik has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

KRUTHIK HivE L.ORD

The kruthik hive lord (CR 5) can have a maximum
of 2 talents.

FOR THE SWARM
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

For the Swarm. As a bonus action, the kruthik
targets one allied young or adult kruthik it can see
within 30 feet of it. If the target can see or hear the
kruthik, the target can use its reaction to move up
to half its speed and make one melee attack with
advantage on the roll. All attacks against the target
have advantage until the start of the kruthik's next
turn.

IMPROVED MULTIATTACK
Type: Trait.

When the kruthik hits a creature with two stab
attacks on the same turn, the kruthik can take a
bonus action to make one madibles attack.

Mandibles. Melee Weapon Attack: +7 to hit, reach 5
ft., one target. Hit: 9 (2d4 + 4) slashing damage.

POUNCE
Type: Trait.

If the kruthik moves at least 10 feet straight toward
a creature and then hits it with a bite attack on the
same turn, that target must succeed on a DC 15
Strength saving throw or be knocked prone.

MARUT

The marut (CR 25) can have a maximum of 9
talents.

AXIOMATIC SMITE (3/DAY)
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).
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Axiomatic Smite (3/Day). As a bonus action, when
marut hits a chaotic creature with a melee attack, it
can deal an extra 20 radiant damage and the target
must succeed on a DC 20 Constitution saving throw
or be stunned until the end of the marut’s next

turn.

AxioMATIC WEAPONS

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Axiomatic Weapons. The marut deals an extra 10
force damage against chaotic creatures.

FLYBY

Type: Trait.

Flyby. The marut doesn't provoke opportunity
attacks when it flies out of an enemy's reach.
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INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The innate marut’s
spellcasting ability is Intelligence (spell save DC
20). the marut can innately cast the following
spells, requiring no material components:
At-will: misty step, suggestion

3/day: fear, enervation

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting

Innate Spellcasting. The innate marut’s
spellcasting ability is Intelligence (spell save DC
20). the marut can innately cast the following
spells, requiring no material components:
3/day: hold monster, locate creature

1/day each: divine word, geas



INNATE SPELLCASTING III

Type: Trait.

Prerequisite Innate Spellcasting , Innate
Spellcasting I1

Innate Spellcasting. the marut’s spellcasting
ability is Intelligence (spell save DC 20). the marut
can innately cast the following spells, requiring no
material components:

3/day: banish, zone of truth

1/day each: destructive wave, symbol (stunning)

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Teleport. The marut magically teleports, along
with any equipment it is wearing and carrying, to

an unoccupied space it can see within 30 feet of it.

Slam (Costs 2 Actions). The marut makes one
unerring slam attack.
Justify (Costs 3 Actions). The marut uses Justify.

Macgic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The marut is immune to 1st level spells, but not to
cantrips.

MAgic IMMuUNITY I

Type: Trait.
Prerequisite Magic Immunity [

The marut is immune to spells of 2nd level and
below, but not to cantrips.

MAacic IMMuNITY III

Type: Trait.

Prerequisite Magic Immunity [, Magic Immunity II

The marut is immune to spells of 3rd level and
below, but not to cantrips.

MAGIC WEAPON RESISTANCE [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The marut is resistant to bludgeoning, piercing,
and slashing damage from +1 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE I

Type: Trait.
Prerequisite Magic Weapon Resistance |

The marut is resistant to bludgeoning, piercing,
and slashing damage from +2 magical weapons or
weaker.

MAGIC WEAPON RESISTANCE [II

Type: Trait.
Prerequisite Magic Weapon Resistance [ & 1]

The marut is resistant to bludgeoning, piercing,
and slashing damage from +3 magical weapons or
weaker.

SPELL REFLECTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Spell Reflection. If the marut makes a successful
saving throw against a spell, is immune to a spell,
or a spell attack misses it, the marut can choose
another creature (including the spellcaster) it can
see within 30 feet of it. The spell targets the chosen
creature instead of the marut. 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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MEAZEL

The meazel (CR 1) can have a maximum of 1 talent.

ASSASSINATE

Type: Trait.

Assassinate. During its first turn, the meazel has
advantage on attack rolls against any creature
that hasn't taken a turn. Any hit the meazel scores
against a surprised creature is a critical hit.

COMBAT ADVANTAGE

Type: Trait.

Once during its turn when the meazel hits a target
with a weapon attack and has advantage on the
attack roll, it deals an extra 7 (2d6) damage.

Z
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CUNNING ACTION

Type: Trait.

Cunning Action. The meazel can take the Dash,
Disengage, or Hide action as a bonus action on each
of its turns.

EvASION
Type: Trait.

Evasion. If the meazel is subjected to an effect

that allows it to make a Dexterity saving throw to
take only half damage, the meazel instead takes no
damage if it succeeds on the saving throw, and only
half damage if it fails.

NAGPA

The nagpa (CR 17) can have a maximum of 6
talents.

ALTER ENERGY TYPE (1/TURN)

Type: Trait.

Alter Energy Type (1/Turn). When the nagpa
casts a spell with a spell slot and the spell deals
acid, cold, fire, force, lightning, necrotic, radiant,
or thunder damage, it can substitute that damage
with one other type from that list.

ALTER SAVING THROW (3/DAY)

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Alter Saving Throw (3/Day). When the nagpa
casts a spell with a spell slot and the spell requires

a saving throw, it can change the saving throw from
one ability score to another of its choice.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the nagpa uses its action to
cast a spell that has a casting time of 1 action, it can



make one melee weapon attack as a bonus action.

DeADLY SECRETS (RECHARGE 6)

Type: Reaction.
Talent Cost: 3 (Counts as 3 Talents).

Deadly Secrets (Recharge 6). The nagpa chooses
one creature it can see within 60 feet of it. Each ally
of the creature within 60 feet of the nagpa and can
hear the nagpa must succeed on a DC 20 Wisdom
saving throw. On a failed save, each target ally takes
13 (3d8) psychic damage and must use its reaction
to move up to half its speed towards the creature
chosen by the nagpa and if it is within range, make
one melee weapon attack against it. Otherwise, the
target ally must make a ranged weapon attack or
ranged spell attack against the creature chosen by
the nagpa, if possible. On a successful save, a target
ally takes half as much damage. Constructs and
undead are immune to this effect.

INSTINCTIVE CHARM (3/DAY)

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Instinctive Charm (3/Day). The nagpa tries to
magically divert an attack made against it, provided
that the attacker is within 30 feet of it and visible to
it. The nagpa must decide to do so before the attack
hits or misses.

The attacker must make a DC 20 Wisdom saving
throw. On a failed save, the attacker targets the
creature closest to it, other than the nagpa or
itself. If multiple creatures are closest, the attacker
chooses which one to target.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Staff. The nagpa attacks with its staff.
Teleport. The nagpa magically teleports, along

with any equipment it is wearing and carrying, to
an unoccupied space it can see within 30 feet of it.
Corrupted Puppet (Costs 2 Actions). The nagpa
targets one creature it has charmed and can see
within 60 feet of it. The nagpa causes it to use its
reaction either to make one weapon attack against
another creature the nagpa can see or to move up
to 10 feet in a direction of the nagpa’s choice.
Cast Spell (Costs 1-3 Actions). The nagpa uses
a spell slot to cast a 1st-, 2nd-, or 3rd-level spell
that it has prepared. Doing so costs 1 legendary
action per level of the spell.

NATURALLY INSIDIOUS
Type: Trait.

The nagpa has advantage on all Charisma checks
when lying, intimidating and manipulating others
to further its agenda or for self-preservation.

STAFF OF CORRUPTION
Type: Trait.

Staff of Corruption. A creature hit by the nagpa's
staff attack takes an extra 7 (2d6) psychic damage
and gains disadvantage to saving throws against
being charmed and paralyzed until the end of the
nagpa's next turn.

NIGHTWALKER

The nightwalker (CR 20) can have a maximum of 7
talents.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The nightwalker gains 3 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time and
only at the end of another creature's turn. The
nightwalker regains spent legendary actions at the
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start of its turn.
Move. The nightwalker moves up to half its speed.

Enervate (Costs 2 Actions). The nightwalker uses

its Enervating Focus.
Recharge Doom (Costs 3 Actions). The
nightwalker recharges its Finger of Doom.

CREATE WRAITH

Type: Trait.

A creature reduced to 0 hit points from damage
dealt by the nightwalker dies and rises as a wraith

under the control of the nightwalker at the start of

the nightwalker's next turn.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The nightwalker’s Charisma
is increased to 16. Its innate spellcasting ability

is Charisma (spell save DC 17). The nightwalker
can innately cast the following spells, requiring no
material components:

At-will: charm person, detect evil and good

3/day each: dispel magic, negative energy flood

INNATE SPELLCASTING II

Type: Trait.
Prerequisite Innate Spellcasting

Innate Spellcasting. The nightwalker’s Charisma
is increased to 16. Its innate spellcasting ability

is Charisma (spell save DC 17). The nightwalker
can innately cast the following spells, requiring no
material components:

3/day each: telekinesis, teleport

1/day each: power word kill, symbol (death)

MAcic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The nightwalker is immune to 1st level spells, but
not to cantrips.
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MAGICc WEAPON RESISTANCE I
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The nightwalker is resistant to bludgeoning,
piercing, and slashing damage from +1 magical
weapons or weaker.

ROTTING PRESENCE
Type: Trait.

Any creature that takes necrotic damage from

the nightwalker's Annihilating Aura has all of its
carried food and liquid consumables (i.e. food
rations, water, potions, etc.) become spoiled, rotten,
and rendered unusable.

SICKENING GrLooM (RECHARGE 6)
Type: Action.

Talent Cost: 3 (Counts as 3 Talents).



Sickening Gloom (Recharge 6). Tendrils of
negative energy surge from the nightwalker and
strike those around it. Each creature within 30
feet of it must succeed on a DC 21 Constitution
saving throw. On a failed save, the target takes 22
(5d8) necrotic damage and have its Strength score
reduced by 1d6. The target dies if this reduces
its Strength to 0. Otherwise, the reduction lasts
until the target finishes a short or long rest. On

a successful save, a creature takes half as much
damage.

SUNDER ARMOR

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Sunder Armor. The nightwalker points at one
creature it can see within 15 feet of it. The armor or
shield (nightwalker's choice) of the target takes a
permanent and cumulative -1 penalty. If its Armor
Class drops to 0, the armor or shield is destroyed.
If the armor or shield is magical, the wearer must
succeed on a DC 21 Wisdom saving throw. On a
failed save, Armor Class (AC) of the armor or shield
(determined randomly) takes a permanent and
cumulative -1 penalty. If its Armor Class drops to 0,
the armor or shield is destroyed.

When the nightwalker uses Multiattack, it can use
Sunder Armor in place of its Enervating Focus.

WIDENED ANNIHILATING AURA

Type: Trait.

The range of the nightwalker's annihilating aura is
increased to 40 feet.

OBLEX

OBLEX SPAWN

The oblex spawn (CR 1/4) can have a maximum of
1 talent.

FALSE APPEARANCE

Type: Trait.

False Appearance. While the ooze remains
motionless, it is indistinguishable from an oily pool
or wet rock.

SPIDER CLIMB

Type: Trait.

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




ADULT OBLEX

ELDER OBLEX

The adult oblex (CR 5) can have a maximum of 2
talents.

ADHESIVE

The elder oblex (CR 10) can have a maximum of 4
talents.

ADHESIVE

Type: Trait.

Adhesive. The oblex adheres to anything that
touches it. A Huge or smaller creature adhered
to the oblex is also grappled by it (escape DC 9).
Ability checks made to escape this grapple have
disadvantage.

DISCONCERTING PSEUDOPOD

Type: Trait.

Adhesive. The oblex adheres to anything that
touches it. A Huge or smaller creature adhered
to the oblex is also grappled by it (escape DC 12).
Ability checks made to escape this grapple have
disadvantage.

BATTLE MAGIC

Type: Trait.

Disconcerting Pseudopod. A creature that takes
psychic damage from an oblex's pseudopod attack
gains disadvantage to Wisdom saving throws until
the end of the Oblex's next turn.

EXTENDED PSEUDOPOD

Type: Trait.
The oblex's pseudopod attack has a reach of 10 ft.

SPIDER CLIMB

Type: Trait.

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

STUNNING PSEUDOPOD

Type: Trait.

Stunning Pseudopod. If the oblex's pseudopod
attack roll against a target succeeds by 5 or
more, the target must make a DC 15 Constitution
saving throw or be stunned until the end of the
pseudopod's next turn.
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Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the oblex uses its action to
cast a spell, it can make one pseudopod attack as a
bonus action.

DISCONCERTING PSEUDOPOD

Type: Trait.

Disconcerting Pseudopod. A creature that takes
psychic damage from an oblex's pseudopod attack
gains disadvantage to Wisdom saving throws until
the end of the Oblex's next turn.

EXTENDED PSEUDOPOD

Type: Trait.
The oblex's pseudopod attack has a reach of 15 ft.

PsycHIC REPRISAL

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Psychic Reprisal. In response to taking damage
from a creature within 5 feet of it, the oblex makes
a pseudopod attack against the creature.

SPIDER CLIMB

Type: Trait.
Spider Climb. The oblex can climb difficult



surfaces, including upside down on ceilings,
without needing to make an ability check.

STUNNING PSEUDOPOD

Type: Trait.

Stunning Pseudopod. If the oblex's pseudopod
attack roll against a target succeeds by 5 or
more, the target must make a DC 15 Constitution
saving throw or be stunned until the end of the
pseudopod's next turn.

OGRES

OGRE BATTERING RAM

The ogre battering ram (CR 4) can have a
maximum of 2 talents.

CHARGING RAM

Type: Trait.

If the ogre moves at least 10 feet straight toward a
creature and then hits it with a bash attack on the
same turn, that target must succeed on a DC 14
Strength saving throw or be knocked prone.

POWER ATTACK

Type: Trait.

Before the ogre makes a melee weapon attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.

SToMP

Type: Trait.

The ogre can take a bonus action to make a Stomp
attack against a prone target.

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

STAGGERING BLOwW

Type: Trait.

Staggering Blow. If the ogre's bash attack roll
against a target succeeds by 5 or more, the target
must make a DC 14 Constitution saving throw or be
stunned until the end of the ogre's next turn.

OcGRrRE BorLT . AUNCHER

The ogre battering ram (CR 2) can have a maximum
of 1 talent.

CLOSE QUARTERS SHOOTING
Type: Trait.

Close Quarters Shooting. Making a ranged attack
roll while within 5 feet of an enemy doesn’t impose
disadvantage on the ogre's roll. In addition, if the
ogre hit a creature within 5 feet of it with a ranged
attack on its turn, that creature can’t take reactions
until the end of this turn.

STEADY AIM
Type: Trait.
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Steady Aim (3/Day). As a bonus action, the ogre
takes careful aim at a creature it can see within
range of its ranged weapon. Until the end of its
turn, the ogre deals an extra 10 damage with its
ranged weapon attacks against the target.

STUNNING PUNCH

Type: Trait.

Stunning Punch. If the ogre's fist attack roll against
a target succeeds by 5 or more, the target must
make a DC 14 Constitution saving throw or be
stunned until the end of the ogre's next turn.

OGRE CHAIN BRUTE

The ogre battering ram (CR 3) can have a maximum
of 2 talents.

CHAIN LoopPr

Type: Action.

Chain Loop. Melee Weapon Attack: +6 to hit, reach
10 ft., one target. Hit: 13 (2d8 + 4) bludgeoning
damage, and the target is grappled (escape DC 14).
If the target is a Huge or smaller creature, it must
succeed on a Strength contest against the ogre or
be pulled up to 10 feet toward the ogre.

POWER ATTACK

Type: Trait.

Before the ogre makes a melee weapon attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.

STOoMP

Type: Trait.

The ogre can take a bonus action to make a Stomp
attack against a prone target.

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

WIDENED CHAIN SWEEP
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Type: Trait.

The ogre's chain sweep reach is increased to 15
feet.

OGRE HowDAH

The ogre howdah (CR 2) can have a maximum of 1
talent.

POWER ATTACK

Type: Trait.

Before the ogre makes a melee weapon attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.

STAGGERING BLow

Type: Trait.

Staggering Blow. If the ogre's mace attack roll
against a target succeeds by 5 or more, the target
must make a DC 14 Constitution saving throw or be
stunned until the end of the ogre's next turn.

STOMP

Type: Trait.

The ogre can take a bonus action to make a Stomp
attack against a prone target.

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



RETRIEVER

The retriever (CR 14) can have a maximum of 5
talents.

DEADLY LLEAP
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Deadly Leap. If the retriever jumps at least 15 feet
as part of its movement, it can then use this action
to land on its feet in a space that contains one or
more other creatures. Each creature in the area
must succeed on a DC 19 Strength saving throw. On
a failed save, a creature takes 42 (8d8 + 6) slashing
damage and is knocked prone. On a successful
saving save, a creature takes half as much damage,
isn't knocked prone, and is pushed 5 feet out of the
retriever's space into an unoccupied space of the
creature's choice. If no unoccupied space is with

in range, the creature instead falls prone in the
retriever's space.

LLEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The retriever gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The retriever regains spent

legendary actions at the start of its turn.

Move. The retriever moves up to half its speed
without provoking opportunity attacks.

Web. The retriever casts web, if available.

Slash (Costs 2 Actions). The retriever attacks
with its foreleg.

Beam (Costs 2 Actions). The retriever uses its
force beam.

MAcic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The retriever is immune to 1st level spells, but not
to cantrips.

MAacic IMMuNITY II
Type: Trait.

Prerequisite Magic Immunity |

The retriever is immune to spells of 2nd level and
below, but not to cantrips.

MAacic IMMuNITY [II
Type: Trait.

Prerequisite Magic Immunity I, Magic Immunity II

The retriever is immune to spells of 3rd level and
below, but not to cantrips.

MAacic WEAPONS
Type: Trait.

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

CHAPTER 2. MORDENKAINEN'S TOME OF FOES 175



SUBTERRANEAN STALKER

Type: Trait.

The retriever has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

SALAMANDER, FROST

The frost salamander (CR 9) can have a maximum
of 4 talents.
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AURA OF FrROST
Type: Trait.

Any creature that starts its turn within 10 feet of
the salamander takes 5 (1d10) cold damage.

IcE CAMOUFLAGE
Type: Trait.

Ice Camouflage. The salamander has advantage
on Dexterity (Stealth) checks made to hide in icy
terrain.

KEEN SMELL
Type: Trait.

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

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The salamander gains 3 legendary actions,

choosing from the options below. Only one

legendary action option can be used at a time and

only at the end of another creature's turn. The

salamander regains spent legendary actions at the

start of its turn.

Move. The salamander moves up to half its speed.

Claw (Costs 2 Actions). The salamander makes a
claw attack.

Tail (Costs 2 Actions). The salamander makes a
tail attack (see Tail Slap).

MANGLE
Type: Trait.

A Large or smaller creature that is hit by the
salamander's bite attack is grappled (escape DC
15). Until this grapple ends, the target is restrained
and the salamander can automatically hit the target
with its bite but can't make bite attacks against
other targets.



RAVAGING ASSAULT

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by the
salamander's bite and at least two claw attacks

in the same turn must succeed ona DC 17
Constitution saving throw or be stunned for 1
minute. A stunned creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success.

TAIL SLAP

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

When a creature moves within 15 feet of the frost
salamander, the frost salamander can choose to
attack it with its tail.

Tail. Melee Weapon Attack: +9 to hit, reach 15 ft.,
one target. Hit: 18 (3d8 + 5) bludgeoning damage
plus 5 (1d10) cold damage.

TAI1L SWEEP (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The salamander attempts to knock multiple
targets prone with one swing of its tail in a 15-foot
cube. Each creature within the area must make a
DC 17 Strength saving throw, taking 18 (3d8 + 5)
bludgeoning damage and 5 (1d10) cold damage
and is pushed up to 10 feet away and knocked
prone on a failed save, or half as much damage and
isn't pushed or knocked prone on a successful one.

SHADAR-KAI

GLoOM WEAVER

The gloom weaver (CR 9) can have a maximum of 4
talents.

GUARDIAN STRIKE
Type: Reaction.

Guardian Strike: If an enemy within 5 feet of the
gloom weaver attacks a target other than the gloom
weaver, that enemy provokes an opportunity attack
from the gloom weaver.

HuNGRrRY DARKNESS (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The gloom weaver creates a magical darkness
identical to the darkness spell, except the gloom
weaver can see through it. This effect lasts for 1
minute. Any creature that starts its turn within this
area of darkness takes 5 (1d10) necrotic damage.
When a creature moves into or within the area, it
takes 5 (1d10) necrotic damage for every 5 feet it
travels. The gloom weaver is immune to the hungry
darkness's damage.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The gloom weaver gains 3 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time and
only at the end of another creature's turn. The
gloom weaver regains spent legendary actions at
the start of its turn.
Move. The gloom weaver moves up to half its speed
without provoking opportunity attacks.
Darkness. The gloom weaver casts darkness.
Spear (Costs 2 Actions). The gloom weaver
attacks with its shadow spear.

MAGIC RESISTANCE
Type: Trait.

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

SHADOW JUMP
Type: Trait.
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Shadow Jump. As a bonus action, the gloom weaver
can teleport up to 30 feet to an unoccupied space

it can see. Both the space it teleports from and

the space it teleports to must be in dim light or
darkness. The gloom weaver can use this ability
between the weapon attacks of another action it
takes.

MAacic WEAPONS
Type: Trait.

Magic Weapons. The gloom weaver's weapon
attacks are magical.

SHADE STRIKE

Type: Trait.

Shade Strike (1/Turn). While in dim light or
darkness, when the gloom weaver hits a target with
a weapon attack, the gloom weaver can use a bonus
action to magically deal an extra 26 (4d12) necrotic
damage to the target. In addition, the target must
make a DC 16 Wisdom saving throw or be blinded

until the end of the gloom weaver's next turn.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
gloom weaver can take the Hide action as a bonus
action.

SHADOW DANCER

The gloom weaver (CR 7) can have a maximum of 3
talents.

EXTENDED SPIKED CHAIN
Type: Trait.

The shadow dancer's spiked chain attack has a
reach of 15 ft.



GUARDIAN STRIKE

Type: Reaction.

Guardian Strike: If an enemy within 5 feet of
the shadow dancer attacks a target other than
the shadow dancer, that enemy provokes an
opportunity attack from the shadow dancer.

INNATE SPELLCASTING

Type: Trait.

Innate Spellcasting. The shadow dancer’s innate
spellcasting ability is Charisma (spell save DC 12).
It can innately cast the following spells, requiring

no material components:

At-will: darkness, silence

3/day: dispel magic

1/day: enervation

MAGgICc RESISTANCE

Type: Trait.

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

MAGgic WEAPONS

Type: Trait.

Magic Weapons. The shadow dancer's weapon
attacks are magical.

SHADE STRIKE

Type: Trait.

Shade Strike (1/Turn). While in dim light or
darkness, when the shadow dancer hits a target
with a weapon attack, the shadow dancer can use a
bonus action to magically deal an extra 26 (4d12)
necrotic damage to the target. In addition, the
target must make a DC 12 Wisdom saving throw

or be blinded until the end of the shadow dancer's
next turn.

SHADOW STEALTH

Type: Trait.

Shadow Stealth. While in dim light or darkness, the
shadow dancer can take the Hide action as a bonus
action.

SoUL MONGER

The soul monger (CR 11) can have a maximum of 4
talents.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the soul monger uses its action
to cast a spell, it can make one melee weapon
attack as a bonus action.

HuNcRrRY DARKNESS (RECHARGE 5-6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The soul monger creates a magical darkness
identical to the darkness spell, except the soul
monger can see through it. This effect lasts for 1
minute. Any creature that starts its turn within this
area of darkness takes 5 (1d10) necrotic damage.
When a creature moves into or within the area, it
takes 5 (1d10) necrotic damage for every 5 feet it
travels. The soul monger is immune to the damage
of hungry darkness.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The soul monger gains 3 legendary actions,
choosing from the options below. Only one
legendary action option can be used at a time and
only at the end of another creature's turn. The soul
monger regains spent legendary actions at the start
of its turn.
Move. The soul monger moves up to half its speed
without provoking opportunity attacks.
Darkness. The soul monger casts darkness.
Dagger (Costs 2 Actions). The soul monger
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attacks with its shadow spear.

MAGIC RESISTANCE
Type: Trait.

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

MAcic WEAPONS
Type: Trait.

Magic Weapons. The soul monger's weapon
attacks are magical.

SHADE STRIKE
Type: Trait.

Shade Strike (1/Turn). While in dim light or
darkness, when the soul monger hits a target with
a weapon attack, the soul monger can use a bonus
action to magically deal an extra 26 (4d12) necrotic
damage to the target. In addition, the target must
make a DC 16 Wisdom saving throw or be blinded
until the end of the soul monger's next turn.

SHADOW JUMP
Type: Trait.

Shadow Jump. As a bonus action, the soul monger
can teleport up to 30 feet to an unoccupied space
it can see. Both the space it teleports from and

the space it teleports to must be in dim light or
darkness. The soul monger can use this ability
between the weapon attacks of another action it
takes.

SHADOW STEALTH
Type: Trait.
Shadow Stealth. While in dim light or darkness, the

soul monger can take the Hide action as a bonus
action.
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SKULK
The skulk (CR 1/2) can have a maximum of 1 talent.

AMBUSH HUNTER
Type: Trait.

If the skulk surprises a creature and hits it with an
attack during the first round of combat, the target
takes an extra 7 (2d6) damage from the attack. In
addition, once per turn the skulk deals an extra

3 (1d6) damage when it hits a target with a slam
attack and has advantage on the attack roll.

CUNNING ACTION
Type: Trait.

The skulk can take a bonus action on each of its
turns in combat. This action can be used only to
take the Dash, Disengage, or Hide action.

SKULL . ORD

The skulk (CR 15) can have a maximum of 6 talents.

AURA OF DESPAIR
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

A creature hostile to the skull lord that starts its
turn within 20 feet of the skull lord must make

a DC 18 Wisdom saving throw, unless the skull

lord is incapacitated. On a failed save, the target

is frightened until the start of its next turn. The
target is unable to perform any actions except move
at half its speed while frightened in this way. If a
creature's saving throw is successful, the creature
is immune to the skull lord's Aura of Despair for the
next 24 hours.



CoMMAND UNDEAD
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

The skull lord takes a bonus action to target an
allied undead creature with CR 5 or less it can

see within 60 feet and telepathically gives it a
command. The target uses its reaction to move up
to its speed and make one melee or ranged attack.

CONSUME UNDEAD
Type: Action.

The skull lord takes a bonus action to target an
allied undead creature of CR 5 or less it can see
within 30 feet and destroys it. The skull lord can
choose from the following effects:

e Regain 1d10 hit points per CR of the target (any
excess is added as temporary hit points)

e The next spell it casts until the end of its turn as if
one level higher per CR of the target (max 2 levels)
» Recover an expended spell slot or combined

level of spell slots equal to the CR of the target
(minimum of 1)

EXTRA LEGENDARY ACTION

7t G IMPROVED CONSUME UNDEAD

Talent Cost: 2 (Counts as 2 Talents). Type: Action.

Prerequisite: Legendary Actions. Prerequisite: Consume Undead.

The skull lord can take 1 additional legendary As Consume Undead, but the skull lord can also
action before the start of its next turn. The skull choose from the following effects:

lord can retake this talent up one additional time.

e Th t spell it casts until the end of its t if
The additional legendary action stacks. © T s .

one level higher per CR of the target (max 4 levels)
e Gain advantage to its next attack roll until the end

of its turn if the CR of the undead consumed is 4 or
IMPROVED SUMMON UNDEAD

higher
Type: Legendary Action.  Impose disadvantage to a target of a spell it casts
Summon Undead. Up to five ghouls, spectres, until the end of its turn if the CR of the undead
shadows, skeletons, and zombies appear in consumed is 5

unoccupied spaces within 30 feet of the skull lord
and remain until destroyed. Undead summoned in
this way roll initiative and act in the next available =~ MAGIC RESISTANCE
turn. The skull lord can have up to five undead Type: Trait.

summoned by this ability at a time.

Magic Resistance. The skull lord has advantage
on saving throws against spells and other magical
effects.
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MAGIC WEAPONS

AURA OF WRATH

Type: Trait.

Magic Weapons. The skull lord's weapon attacks
are magical.

TELEPORT
Type: Legendary Action.

The skull lord magically teleports, along with any
equipment it is wearing or carrying, up to 40 feet to
an unoccupied space it can see.

THREE-HEADED BATTLE CASTER
Type: Trait.

Talent Cost: 3 (Counts as 3 Talents).

Three-Headed Battle Caster. When the skull lord
uses Multiattack, the skull lord can cast a spell

in place of one of its melee weapon attacks. In
addition, it can maintain concentration on up to
three spells. If the skull lord casts a fourth spell that
requires concentration while already maintaining
concentraion on three other spells, one of the three
previous spells ends (skull lord's choice). If the
skull lord is required to make a Constitution saving
throw to maintain concentration, it must make a
separate saving throw for each spell.

SORROWSWORN

THE ANGRY

The Angry (CR 13) can have a maximum of 5
talents.

AGGRESSIVE

Type: Trait.

Aggressive. As a bonus action, the Angry can move
up to its speed toward a hostile creature that it can
see.
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Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Aura of Wrath. Any creature, other than
sorrowsworn, that starts its turn within 10 feet

of the Angry must make a DC 17 Wisdom saving
throw. On a failed save, the target moves up to half
its speed toward the nearest creature it can see

and make one melee weapon attack against it with
advantage on the roll. All attacks against the target
have advantage until the start of the target's next
turn. A creature that successfully saves is immune
to the Angry's Aura of Wrath for the next 24 hours.

EXTENDED HOOK
Type: Trait.

The reach of the Angry's hook attack is increased to
10 feet.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

The Angry gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The Angry regains spent

legendary actions at the start of its turn.

Charge. The Angry moves up to its speed.

Detect. The Angry makes a Wisdom (Perception)
check.

Hook (Costs 2 Actions). The Angry attacks with its
hook.

MAGIc RESISTANCE
Type: Trait.

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

MAcic WEAPONS
Type: Trait.

Magic Weapons. The Angry's weapon attacks are



magical.

REND
Type: Trait.

If a creature is hit by both of the Angry's hook
attacks in the same turn, it takes an extra 13 (2d12)
slashing damage.

RETALIATION
Type: Reaction.

Talent Cost: 2 (Counts as 2 Talents).

Retaliation. In response to taking damage from
a creature within 5 feet of the Angry, the Angry
makes a hook attack against the creature.

SHADOW JUMP
Type: Trait.

Shadow Jump. As a bonus action, the Angry can
teleport up to 30 feet to an unoccupied space it can
see. Both the space it teleports from and the space
it teleports to must be in dim light or darkness.
The Angry can use this ability between the weapon
attacks of another action it takes.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
Angry can take the Hide action as a bonus action.

SNARING HOOKS

Type: Trait.

Snaring Hooks. If a Medium or smaller creature

is hit by the Angry's hook, it is grappled (escape
DC 13). Until this grapple ends, the target is
restrained, the Angry can automatically hit the
target with its hook, but can't use this hook against
other targets.

WRATHFUL SCREAM (RECHARGE 5-6)

Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Wrathful Scream (Recharge 5-6). The Angry emits
a loud, bloodcurdling scream. Each creature, other
than sorrowsworn, within 60 feet of the Angry
that can hear the Angry must succeed ona DC 17
Wisdom saving throw, taking 19 (3d12) psychic
damage and be frightened for 1 minute on a failed
save, or half as much damage and isn't frightened
on a successful one. The creature can repeat the
saving throw at the end of each of its turns, ending
the effects on itself with a successful save. A target
that successfully saves is immune to the Wrathful
Scream of all Angry for the next 24 hours.

THE HUNGRY

The Hungry (CR 11) can have a maximum of 4
talents.

AGGRESSIVE
Type: Trait.

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

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Aura of Hunger. Any creature that starts its turn
within 10 feet of the Hungry must make a DC

15 Wisdom saving throw. On a failed save, the
creature gains 1 level of exhaustion. A creature
can reduce its exhaustion level by 1 if it spends its
turn eating something edible to it. A creature that
successfully saves is immune to the Hungry's Aura
of Hunger for the next 24 hours.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The Hungry gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The Hungry regains spent

legendary actions at the start of its turn.

Charge. The Hungry moves up to its speed.

Detect. The Hungry makes a Wisdom (Perception)
check.

Claws (Costs 2 Actions). The Hungry attacks with
its claws.

LIFELEECH

Type: Reaction.
Talent Cost: 2 (Counts as 2 Talents).

Lifeleech. When a creature within 30 feet of the
Hungry is targeted by a spell that allows the
creature to regain hit points, it instead targets the
Hungry. If the Hungry regains hit points as a result
of this, it gains three benefits until the end of its
next turn: it has advantage on attack rolls and
saving throws, and its bite deals an extra 22 (4d10)
necrotic damage on a hit.

MAGIC RESISTANCE

Type: Trait.

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

184 CHAPTER 2. MORDENKAINEN'S TOME OF FOES

MAacic WEAPONS
Type: Trait.

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

SHADOW JUMP
Type: Trait.

Shadow Jump. As a bonus action, the Hungry can
teleport up to 30 feet to an unoccupied space it can
see. Both the space it teleports from and the space
it teleports to must be in dim light or darkness. The
Hungry can use this ability between the weapon
attacks of another action it takes.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
Hungry can take the Hide action as a bonus action.

THE L. ONELY

The Lonely (CR 9) can have a maximum of 4 talents.

FADE INTO SHADOW (1/DAY)
Type: Reaction.

When in dim light or darkness and a creature the
Lonely can see attacks the Lonely, the Lonely can
take the Hide action.

IMPROVED PsycHIC L.LEECH
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Aura of Loneliness. Any creature, other than
sorrowsworn, that takes damage from its Psychic
Leech also becomes frightened. A frightened
creature that is within 30 feet of at least two
nonhostile creatures can make DC 15 Wisdom
saving throw at the end of each of its turns, ending
the effect on itself with a success. A creature that
successfully saves is immune to being frightened



from the Lonely's Psychic Leech for the next 24
hours.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

The Lonely gains 3 legendary actions, choosing

from the options below. Only one legendary action

option can be used at a time and only at the end of

another creature's turn. The Lonely regains spent

legendary actions at the start of its turn.

Charge. The Lonely moves up to its speed.

Detect. The Lonely makes a Wisdom (Perception)
check.

Harpoon (Costs 2 Actions). The Lonely attacks
with its Harpoon Arm.

QUuICcK REEL

Type: Trait.

Quick Reel. The Lonely can use a bonus action
to pull each creature grappled by it up to 25 feet
straight toward it.

MAGIC RESISTANCE

Type: Trait.

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

MAGgic WEAPONS

Type: Trait.

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

SHADOW JUMP
Type: Trait.

Shadow Jump. As a bonus action, the Lonely can
teleport up to 30 feet to an unoccupied space it can
see. Both the space it teleports from and the space
it teleports to must be in dim light or darkness.

The Lonely can use this ability between the weapon

attacks of another action it takes.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
Lonely can take the Hide action as a bonus action.

TENACIOUS PURSUER
Type: Reaction.

When a creature within 5 feet of the Lonely moves
more than 20 feet away from the Lonely and the
Lonely can see that creature, the Lonely moves up
to its speed to a space nearest to the creature.

THE LLOST

The Lost (CR 7) can have a maximum of 3 talents.

DISORIENTING AURA
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Disorienting Aura. Any creature, other than
sorrowsworn, that starts its turn within 10 feet of
the Lost must make a DC 13 Wisdom saving throw.
On a failed save, the creature becomes frightened.
While frightened in this way, the creature is blinded
and deafened. The creature can repeat the saving
throw at the end of each of its turns, ending the
effects on itself with a successful save. A creature
that successfully saves is immune to the Lost's
Disorienting Aura for the next 24 hours.

MAGIC RESISTANCE
Type: Trait.

Magic Resistance. The Lost has advantage on
saving throws against spells and other magical
effects.
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MAacic WEAPONS
Type: Trait.

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

SHADOW JUuMP
Type: Trait.

Shadow Jump. As a bonus action, the Lost can
teleport up to 30 feet to an unoccupied space it can
see. Both the space it teleports from and the space
it teleports to must be in dim light or darkness.
The Lost can use this ability between the weapon
attacks of another action it takes.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
Lost can take the Hide action as a bonus action.

THE WRETCHED
The Wreatched (CR 1/4) can have a maximum of 1
talent.

SHADOW JUMP
Type: Trait.

Shadow Jump. As a bonus action, the Lost can
teleport up to 30 feet to an unoccupied space it can
see. Both the space it teleports from and the space
it teleports to must be in dim light or darkness.
The Lost can use this ability between the weapon
attacks of another action it takes.

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
Lost can take the Hide action as a bonus action.
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STARSPAWN

STARSPAWN GRUE

The starspawn grue (CR 1/4) can have a maximum
of 1 talent.

MADNESS

Type: Trait.

Madness. The grue has advantage on saving
throws against being charmed and frightened and
on ability checks made against Wisdom (Insight)
ability checks.

PAcK ATTACK

Type: Trait.

Pack Attack. The grue deals an extra 3 (1d6)
damage with its melee weapon attacks against
a creature if at least two of the grue's allies are
within 5 feet of the target and the allies are not
incapacitated.

STARSPAWN HULK

The starspawn hulk (CR 10) can have a maximum
of 4 talents.

BRUISER

Type: Trait.

Bruiser. A creature that takes damage from the
hulk's melee attack has disadvantage on its next
attack roll until the end of its next turn.

DoOUBLE-FISTED SMASH (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Double-Fisted Smash (Recharge 5-6). Melee
Weapon Attack: +9 to hit, reach 10 ft., one target.



Hit: 32 (6d8 + 5) bludgeoning damage plus

18 (4d8) psychic damage, and the target must
succeed on a DC 17 Constitution saving throw
or be knocked unconscious for 1 minute. The
unconscious target repeats the saving throw if it
takes damage and at the end of each of its turns,
ending the effect on itself on a success.

GUARDIAN STRIKE

Type: Reaction.

Guardian Strike: If an enemy within 5 feet of

the hulk attacks a target other than the hulk, that
enemy provokes an opportunity attack from the
hulk.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Charge. The hulk moves up to its speed.

Shepherd. The hulk chooses an ally within 5
feet of it. The ally uses its reaction to move to a
space within 5 feet of the hulk without provoking
opportunity attacks.

Slam (Costs 2 Actions). The hulk makes a slam
attack.

POWER ATTACK
Type: Trait.

Before the hulk makes a melee weapon attack, it
can choose to take a -5 penalty to the attack roll. If
the attack hits, it adds +10 to the attack's damage.



FORCEFUL BLOWS

THREATENING

Type: Trait.

Forceful Blows. If the hulk's slam attack roll
against a target succeeds by 5 or more, the target
must make a DC 17 Strength saving throw or be
knocked prone.

STOMP

Type: Trait.

The hulk can take a bonus action to make a Stomp
attack against a prone target.

Stomp. Melee Weapon Attack: +6 to hit, reach 5
ft., one prone target. Hit: 9 (1d8 + 5) bludgeoning
damage.
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Type: Trait.

Threatening. Creatures provoke an opportunity
attack from the hulk when they move 5 feet or
more while within the hulk's reach, and if the hulk
hits a creature with an opportunity attack, the
target's speed is reduced to 0 until the end of the
current turn.

STARSPAWN [LARVA MAGE

The starspawn larva mage (CR 16) can have a
maximum of 6 talents.

BURROWING WORM

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Burrowing Worm. As a bonus action, the larva
mage can cause a worm to launch from it at one
humanoid that the larva mage can see within 10
feet of it. The worm latches onto the target’s skin
unless the target succeeds on a DC 13 Dexterity
saving throw. The worm is a Tiny undead with AC
6, 1 hit point, a 2 (-4) in every ability score, and

a speed of 1 foot. While on the target’s skin, the
worm can be killed by normal means or scraped off
using an action (the larva mage can use this action
to launch a scraped-off worm at a humanoid it can
see within 10 feet of the worm). Otherwise, the
worm burrows under the target’s skin at the end
of the target’s next turn, dealing 1 piercing damage
to it. At the end of each of its turns thereafter, the
target takes 7 (2d6) necrotic damage per worm
infesting it (maximum of 10d6). A worm-infested
target dies if it drops to 0 hit points, then rises 10
minutes later as a larva mage. If a worm-infested
creature is targeted by an effect that cures disease
or removes a curse, all the worms infesting it
wither away.

EXTRA LEGENDARY ACTION

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).



The larva mage can take 1 extra legendary action
before the start of her next turn. The larva mage

can retake this talent up one additional time. The
extra legendary action stacks.

FEAR AURA

Type: Trait.

Fear Aura. A creature that starts its turn within
10 feet of the larva mage must succeed on a DC

16 Wisdom saving throw or be frightened until
the start of the creature's next turn. If a creature's
saving throw is successful, the creature is immune
to the Fear aura for the next 24 hours.

INFESTED FORM

Type: Trait.

Infested Form. A creature that touches the larva
mage or hits it with a melee attack while within 5
feet of it must make a DC 19 Constitution saving
throw or become poisoned until the start of its next
turn.

REGENERATION

Type: Trait.

Regeneration. The larva mage regains 15 hit points
at the start of its turn if it has at least 1 hit point
and isn't in sunlight or a body of running water. If
the larva mage takes acid, fire, or radiant damage,
this trait doesn't function at the start of the larva
mage's next turn. The larva mage is destroyed only
if it starts its turn with 0 hit points and doesn't
regenerate.

LEGENDARY RESISTANCE (2/DAY)

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

MAcic WEAPONS
Type: Trait.

Magic Weapons. The larva mage's weapon attacks
are magical.

STARSPAWN MANGLER

The starspawn mangler (CR 5) can have a
maximum of 2 talents.

ASSASSINATE
Type: Trait.

Assassinate. During its first turn, the mangler has
advantage on attack rolls against any creature that
hasn't taken a turn. Any hit the mangler scores
against a surprised creature is a critical hit.

EVASION
Type: Trait.

Evasion. If the mangler is subjected to an effect
that allows it to make a Dexterity saving throw to
take only half damage, the mangler instead takes no
damage if it succeeds on the saving throw, and only
half damage if it fails.

FADE INTO SHADOW (1/DAY)

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

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

MAGIC RESISTANCE

Type: Trait.

Type: Reaction.

When in dim light or darkness and a creature the
mangler can see attacks the mangler, the mangler
can take the Hide action.

FLURRY RECHARGE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).
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Flurry Recharge. If the mangler hits a creature
with both its claws in the same turn, its Flurry of
Claws is recharged.

SPIDER CLIMB

Type: Trait.

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

STARSPAWN SEER

The starspawn seer (CR 13) can have a maximum
of 5 talents.

BATTLE COMMAND

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Battle Command. As a bonus action, the seer
targets one starspawn ally it can see within 30 feet
of it. If the target can see or hear the seer, the target
can use its reaction to make one melee attack or to
take the Dodge or Hide action.

DisTORTION BLAST (RECHARGE 5-6)

Type: Action.
Talent Cost: 3 (Counts as 3 Talents).

Distortion Blast (Recharge 5-6). The seer twists
and alters the space in 30-foot cube. Each creature
that isn't a starspawn in that area must make a

DC 19 Wisdom saving throw. On a failed save, a
creature takes 13 (3d8) force damage and 13 (3d8)
psychic damage and can't take any action except
move up to half of its speed until the end of the
seer's next turn. On a successful save, a creature
takes half as much damage.

FouL INSIGHT

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).
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Foul Insight. A starspawn that is within 10 feet of
the seer and can hear the seer and the seer isn't
incapacitated has advantage on ability checks,
attack rolls, and saving throws.

INNATE SPELLCASTER (PSIONICS)

Type: Trait.

The seer's innate spellcasting ability is Intelligence
(spell save DC 19). The seer can innately cast the
following spells, requiring no material components:
3/day (each): jump, misty step

1/day (each): plane shift, telekinesis

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Command. The seer targets one starspawn ally it
can see within 30 feet of it. If the target can see or
hear the seer, the target can use its reaction to
make one melee attack.

Teleport. The seer magically teleports, along
with any equipment it is wearing and carrying, to
an unoccupied space it can see within 30 feet of it.

Comet Staff (Costs 2 Actions). The seer makes
attacks with its comet staff.

Psychic Orb (Costs 2 Actions). The seer uses its
Psychic Orb.

MAGIC RESISTANCE

Type: Trait.

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

MAGICc WEAPONS

Type: Trait.

Magic Weapons. The larva mage's weapon attacks
are magical.



MANEUVER ALLIES

VENOMOUS BITE

Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the seer that can hear it can each
use their reaction to move up to half their speed
without provoking opportunity attacks.

STEEDERS

The female steeder (CR 1) and male steeder (CR
1/4) can have a maximum of 1 talent each.

SUBTERRANEAN STALKER

Type: Trait.

The steeder has advantage on Wisdom
(Perception), Wisdom (Survival) checks, and
Dexterity (Stealth) checks while in natural
subterranean surroundings.

Type: Trait.

A creature that takes poison damage from the
steeder's bite attack is also poisoned until the end
of the steeder's next turn.

STEEL PREDATOR

The steel predator (CR 16) can have a maximum of
6 talents.

ASSASSINATE
Type: Trait.

Assassinate. During its first turn, the steel predator
has advantage on attack rolls against any creature
that hasn't taken a turn. Any hit the steel predator
scores against a surprised creature is a critical hit.

COMBAT ADVANTAGE

Type: Trait.
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Once during its turn when the steel predator hits a
target with a weapon attack and has advantage on
the attack roll, it deals an extra 7 (2d6) damage.

CUNNING ACTION

Type: Trait.

Cunning Action. The steel predator can take the
Dash, Disengage, or Hide action as a bonus action
on each of its turns.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Charge. The steel predator moves up to its speed.

Transport. The steel predator casts dimension
door or plane shift, if available.

Bite (Costs 2 Actions). The steel predator
makes a bite attack.

MAGIic IMMUNITY [

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

The steel predator is immune to 1st level spells, but
not to cantrips.

MAacic IMMuNITY II

Type: Trait.
Prerequisite Magic Immunity |

The steel predator is immune to spells of 2nd level
and below, but not to cantrips.

MANGLE

Type: Trait.

A Large or smaller creature that is hit by the steel
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predator's bite attack is grappled (escape DC 17).
Until this grapple ends, the target is restrained and
the steel predator can automatically hit the target
with its bite but can't make bite attacks against
other targets.

POUNCE
Type: Trait.

If the steel predator moves at least 10 feet straight
toward a creature and then hits it with a bite or
claw attack on the same turn, that target must
succeed on a DC 20 Strength saving throw or be
knocked prone.

RAKING CLAWS
Type: Trait.

The steel predator can use a bonus action to use
raking claws against a creature it is grappling.

Raking Claws. Melee Weapon Attack: +12 to hit,
reach 5 ft,, one target. Hit: 21 (4d6 + 7) slashing
damage.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by the
steel predator's bite and two claw attacks in the
same turn must succeed on a DC 20 Constitution
saving throw or be stunned for 1 minute. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
on a success.

SUNDERING BITE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Sundering Bite. If the steel predator's bite attack
roll against a target succeeds by 5 or more,

the Armor Class (AC) of the armor or shield
(determined randomly) of the target takes a
permanent and cumulative -1 penalty. If its Armor
Class drops to 0, the armor or shield is destroyed.



[f the armor or shield is magical, the wearer must
succeed on a DC 20 Wisdom saving throw. On a
failed save, Armor Class (AC) of the armor or shield
(determined randomly) takes a permanent and
cumulative -1 penalty. If its Armor Class drops to 0,
the armor or shield is destroyed.

STONE CURSED

The stone cursed (CR 1) can have a maximum of 1
talent.

EVER VIGILANT

Type: Trait.

The stone cursed has advantage to Initiative rolls
and Wisdom (Perception) checks.

HARDENED SKIN

Type: Trait.

Hardened Skin. The stone cursed is resistant to

piercing and slashing damage from nonmagical
weapons that aren't adamantine.

SWORD WRAITHS

COMMANDER

The sword wraith commander (CR 8) can have a
maximum of 3 talents.

AURA OF DECAY
Type: Trait.

A creature that starts its turn within 5 feet of the
sword wraith takes 5 (1d10) necrotic damage

FADE INTO THE ETHER (3/DAY)

Type: Reaction.




In response to being hit by an attack and the sword
wraith can see the attacker, the sword wraith shifts
into the Ethereal Plane and back, causing the attack
to miss.

BATTLE TACTICIAN

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Tactician. The sword wraith learns three
maneuvers and gains four d8 superiority dice
from the Fighter class's Battle Master archetype.
The sword wraith's Maneuver ability is Dexterity
(Maneuver save DC 17).

MANEUVER ALLIES

Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the sword wraith that can hear it
can each use their reaction to move up to half their
speed without provoking opportunity attacks.

MAGgiIc WEAPONS

Type: Trait.

Magic Weapons. The sword wraith's weapon
attacks are magical.

NEcrROTIC WEAPONS

Type: Trait.

Magic Weapons. The sword wraith's weapon
attacks deal an extra 4 (1d8) necrotic damage.

WARRIOR

The sword wraith warrior (CR 3) can have a
maximum of 2 talents.

AURA OF DECAY

Type: Trait.

194 CHAPTER 2. MORDENKAINEN'S TOME OF FOES

A creature that starts its turn within 5 feet of the
sword wraith takes 5 (1d10) necrotic damage

FADE INTO THE ETHER (1/DAY)

Type: Reaction.

In response to being hit by an attack and the sword
wraith can see the attacker, the sword wraith shifts
into the Ethereal Plane and back, causing the attack
to miss.

MAGIc WEAPONS

Type: Trait.

Magic Weapons. The sword wraith's weapon
attacks are magical.

NEcrROTIC WEAPONS

Type: Trait.

Magic Weapons. The sword wraith's weapon
attacks deal an extra 4 (1d8) necrotic damage.

TORTLE

The tortle (CR 1/4) and the tortle druid (2) can
have a maximum of 1 talent each.

COLLECTED
Type: Trait.

The tortle has advantage on saving throws against
being frightened and maintaining concentration.

INSTINCTIVE SHELL DEFENSE (ONCE PER
SHORT OR L.ONG REST)

Type: Reaction.

In response to being hit by an attack and the
tortle can see the attacker, the tortle uses its Shell
Defense feature.



TouGH SHELL

Type: Trait.

While using Shell Defense, the tortle has resistance
to bludgeoning, piercing, and slashing attacks. In
addition, it can add +4 to any Dexterity saving
throw it makes against spells and attacks.

TROLLS

DIRE TROLL

The dire troll (CR 9) can have a maximum of 4
talents.

GRABBING CLAWS

Type: Trait.

Grabbing Claws. A Large or smaller creature that
is hit by the troll's claws is grappled (escape DC
16). Until this grapple ends, the target is restrained
and the troll can automatically hit the target with
its claws but can't attack other targets with one of
its claws.

IMPROVED MULTIATTACK
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

The troll makes six attacks, two with its bite and four
with its claws.

IMPROVED REGENERATION
Type: Trait.

The hit points regained by the troll at the start of its
turn is increased to 15.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Charge. The troll moves up to its speed.

Detect. The troll makes a Wisdom (Perception)
check.

Claw (Costs 2 Actions). The troll makes a claw
attack.

Whirlwind (Costs 3 Actions). The troll uses its
Whirlwind of Claws, if available.

POUNCE
Type: Trait.

If the troll moves at least 10 feet straight toward
a creature and then hits it with a melee weapon
attack on the same turn, that target must succeed
on a DC 19 Strength saving throw or be knocked
prone.
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RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by at least
three of the troll's melee weapon attacks in the
same turn must succeed on a DC 19 Constitution
saving throw or be stunned for 1 minute. A
stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself
on a success.

REND

Type: Trait.

Rend. If a creature is hit by both of the troll's claw
attacks in the same turn, it takes an extra 16 (3d6 +
6) slashing damage.

STENCH

Type: Trait.

Strench. The troll secretes extremely pungent oils
from its glands that can overwhelm its foes' senses
and cause nausea. A creature that starts its turn
within 5 feet of the troll must succeed on a DC 18
Constitution saving throw or be poisoned until the
start of its next turn. On a successful saving throw,
the creature is immune to the troll's Stench for 24
hours.

RoT TROLL

The rot troll (CR 9) can have a maximum of 4
talents.

GRABBING CLAWS

Type: Trait.

Grabbing Claws. A Large or smaller creature that
is hit by the troll's claws is grappled (escape DC
14). Until this grapple ends, the target is restrained
and the troll can automatically hit the target with
its claws but can't attack other targets with one of
its claws.

196 CHAPTER 2. MORDENKAINEN'S TOME OF FOES

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Charge. The troll moves up to its speed.

Detect. The troll makes a Wisdom (Perception)
check.

Claw (Costs 2 Actions). The troll makes a claw
attack.

POUNCE
Type: Trait.

If the troll moves at least 10 feet straight toward
a creature and then hits it with a melee weapon
attack on the same turn, that target must succeed
on a DC 17 Strength saving throw or be knocked
prone.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by all three
of the troll's melee weapon attacks in the same turn
must succeed on a DC 17 Constitution saving throw
or be stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

REND
Type: Trait.

Rend. If a creature is hit by both of the troll's claw
attacks in the same turn, it takes an extra 11 (2d6 +
4) slashing damage.

STENCH
Type: Trait.

Strench. The troll secretes extremely pungent oils



from its glands that can overwhelm its foes' senses
and cause nausea. A creature that starts its turn
within 5 feet of the troll must succeed on a DC 19
Constitution saving throw or be poisoned until the
start of its next turn. On a successful saving throw,
the creature is immune to the troll's Stench for 24
hours.

WIDENED RANCID DEGENERATION

Type: Trait.

The range of the troll's rancid degeneration is
increased to 10 feet.

SPIRIT TROLL

The spirit troll (CR 11) can have a maximum of 4
talents.

FADE INTO THE ETHER (3/DAY)

Type: Reaction.

In response to being hit by an attack and the
troll can see the attacker, the troll shifts into the
Ethereal Plane and back, causing the attack to miss.

IMPROVED REGENERATION

Type: Trait.

The hit points regained by the troll at the start of its
turn is increased to 15.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Charge. The troll moves up to its speed.
Detect. The troll makes a Wisdom (Perception)
check.

Claw (Costs 2 Actions). The troll makes a claw
attack.

Bite (Costs 3 Actions). The troll makes a bite
attack.

MAcic WEAPONS
Type: Trait.

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

POUNCE
Type: Trait.

If the troll moves at least 10 feet straight toward
a creature and then hits it with a melee weapon
attack on the same turn, that target must succeed
on a DC 19 Strength saving throw or be knocked
prone.
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PsycHIc BELLOW (RECHARGE 5-6)

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Psychic Bellow (Recharge 5-6). As a bonus action,
the troll unleashes a psionic-infused bellow. Each
creature within 30 feet of the troll that can hear
the troll must succeed on a DC 14 Wisdom saving
throw. Creatures within 15 feet of the troll have
disadvantage on their saving throws. On a failed
save, the target takes 22 (4d10) psychic damage
and is stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of
its turns, ending the effect on itself on a success.
On a successful save, the target takes half as much
damage.

RAVAGING ASSAULT

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by its two
claw attacks in the same turn must succeed on a
DC 15 Wisdom saving throw or be stunned for 1
minute. A stunned creature can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success.

REND

Type: Trait.

Rend. If a creature is hit by both of the troll's claw
attacks in the same turn, it takes an extra 14 (2d10
+ 3) psychic damage.

VENOM TROLL

The venom troll (CR 7) can have a maximum of 3
talents.
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GRABBING C1AWS
Type: Trait.

Grabbing Claws. A Large or smaller creature that
is hit by the troll's claws is grappled (escape DC
14). Until this grapple ends, the target is restrained
and the troll can automatically hit the target with
its claws but can't attack other targets with one of
its claws.

IMPROVED REGENERATION
Type: Trait.

The hit points regained by the troll at the start of its
turn is increased to 15.

POUNCE
Type: Trait.

[f the troll moves at least 10 feet straight toward
a creature and then hits it with a melee weapon
attack on the same turn, that target must succeed
on a DC 15 Strength saving throw or be knocked
prone.

RAVAGING ASSAULT
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Ravaging Assault. A creature that is hit by all three
of the troll's melee weapon attacks in the same turn
must succeed on a DC 15 Constitution saving throw
or be stunned for 1 minute. A stunned creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

REND
Type: Trait.

Rend. If a creature is hit by both of the troll's claw
attacks in the same turn, it takes an extra 11 (2d6 +
4) slashing damage.

STENCH
Type: Trait.

Strench. The troll secretes extremely pungent oils
from its glands that can overwhelm its foes' senses
and cause nausea. A creature that starts its turn



within 5 feet of the troll must succeed ona DC 16
Constitution saving throw or be poisoned until the
start of its next turn. On a successful saving throw,
the creature is immune to the troll's Stench for 24
hours.

WIDENED POISON SPLASH
Type: Trait.

The range of the troll's Poison Splash is increased
to 10 feet.

VAMPIRIC MIST

The vampiric mist (CR 3) can have a maximum of 2
talents.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The mist's innate spellcasting
ability is Wisdom (spell save DC 11). The mist can
innately cast the following spells, requiring no
material components:

At-will: charm person, mage hand

3/day each: invisibility, telekinesis STENC H_

Type: Trait.

Strench. A creature that starts its turn within
PARALYZING MIST 5 feet of the mist must succeed on a DC 13
Type: Trait. Constitution saving throw or be poisoned until the

start of its next turn. On a successful saving throw,
the creature is immune to the mist's Stench for 24
If a creature fails its saving throw against the mist's  hours.

Life Drain by 5 or more, it is also paralyzed until the

end of the mist's next turn.

Talent Cost: 2 (Counts as 2 Talents).

SHADOW STEALTH
Type: Trait.

Shadow Stealth. While in dim light or darkness, the
mist can take the Hide action as a bonus action.
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YUGOLOTHS

CANOLOTH

The canoloth (CR 8) can have a maximum of 3
talents.

BALEFUL YOWL (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Baleful Yowl (Recharge 5-6). The canoloth
unleashes a magical, bloodcurdling yowl. Each
creature that isn't a yugoloth within 30 feet of the
canoloth that can hear the canoloth must succeed
on a DC 14 Wisdom saving throw. On a failed save,
the target takes 16 (3d10) psychic damage and is
frightened for 1 minute. A frightened creature
can repeat the saving throw at the end of each of
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its turns, ending the effect on itself on a success.
On a successful save, the target takes half as much
damage.

When the canoloth uses Multiattack and Baleful
Yowl is available, it can use Baleful Yowl in place of
its tongue or bite attack.

EVER VIGILANT
Type: Trait.

The canoloth has advantage to Initiative rolls and
Wisdom (Perception) checks.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The canoloth's innate
spellcasting ability is Charisma (spell save DC 12).
The canoloth can innately cast the following spells,
requiring no material components:

At-will: darkness, detect good and evil, detect magic
3/day: dispel magic

PARALYZING TONGUE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

A creature hit by the canoloth's tongue attack must
succeed on a DC 14 Constitution saving throw or
be paralyzed for 1 minute. A paralyzed creature
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

TONGUE SLAM
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Tongue Slam. The canoloth slams a creature
grappled by it into a solid surface or another
creature. Each creature must succeed on a DC 15
Constitution saving throw or take 17 (2d12 + 4)
bludgeoning damage and be stunned until the end
of the canoloth's next turn. On a successful save, the
target takes half as much damage.

When the canoloth uses Multiattack, it can use
Tongue Slam in place of its tongue or bite attack.



DHERGOLOTH

The dhergoloth (CR 7) can have a maximum of 3
talents.

ALL AROUND VISION

Type: Trait.

All Around Vision. The dhergoloth can’t be
surprised while it isn't blinded or incapacitated.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the dhergoloth uses its action
to cast a spell, it can make one melee attack as a
bonus action.

CHATTER (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Chatter (Recharge 5-6). The dhergoloth rapidly
chatters and clacks its mandibles, creating a mind-
numbing noise. Each creature that isn't a yugoloth
within 30 feet of the dhergoloth that can hear

the dhegoloth must succeed on a DC 15 Wisdom
saving throw. On a failed save, the target can't
take actions except move up to half its speed for 1
minute. Affected creatures can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success. On a successful saving
throw, the creature is immune to the dhergoloth's
Chatter for 24 hours.

RECKILESS

Type: Trait.

Reckless. At the start of its turn, the dhergoloth can
gain advantage on all melee weapon attack rolls
during that turn, but attack rolls against it have
advantage until the start of its next turn.

SwWIFT TELEPORTER (2/DAY)

a teleport action.

TUNNELER
Type: Trait.

Tunneler. The dhergoloth gains a burrow speed of
15 ft. It can burrow through solid rock at half its
burrow speed and leaves a 5-foot-diameter tunnel
in its wake.

HYDROLOTH

The hydroloth (CR 9) can have a maximum of 4
talents.

EXTRA STEAL MEMORY

Type: Trait.

The dhergoloth can take a bonus action to perform

Type: Trait.

The hydroloth can use its Steal Memory feature one
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additional time per day.
The hydroloth can retake this talent one additional
time.

LEAP ATTACK
Type: Trait.

Leap Attack. If the hydroloth moves at least 20 feet
straight toward a target and then hits it with a claw
attack on the same turn, the target takes an extra 9
(2d8) slashing damage. If the target is a creature,

it must succeed on a DC 17 Strength saving throw
or be knocked prone. The hydroloth can move
through Medium or smaller creatures and objects
during this movement.

LEAP AWAY
Type: Reaction.

Leap Away. When an enemy the hydroloth can
see ends its turn within 5 feet of it, the hydroloth
can move up to its speed. This movement doesn’t

provoke opportunity attacks.

LEGENDARY ACTIONS

Type: Action.
Talent Cost: 4 (Counts as 4 Talents).

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

Leap. The hydroloth moves up to its speed without
provoking attacks. The hydroloth can move
through Medium or smaller creatures and objects
during this movement.

Claws (Costs 2 Actions). The hydroloth attacks
with its claws.

Phantasm (Costs 2 Actions). The hydroloth casts

crown of madness, fear, or phantasmal force.

PREY ON THE FEEBLE

Type: Trait.

Prey on the Feeble. The hydroloth has advantage
on attack rolls against a creature that has both
its Intelligence and Charisma scores temporarily
reduced to 5.

STUNNING CROAK (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Stunning Croak. (Recharge 5-6). The hydroloth
emits a magical stupefying croak. Each creature
not a yugoloth within 20 feet of the hydroloth and
can hear the hydroloth must succeed on a DC 15
Constitution saving throw or be stunned until the
end of its next turn. When the hydroloth uses
Multiattack and Stunning Croak is available, it can
use Stunning Croak in place of its bite attack.

SwIFT TELEPORTER (3/DAY)

Type: Trait.

The hydroloth can take a bonus action to perform a
teleport action.



VENOMOUS BITE

OINOLOTH

Type: Trait.

A creature hit by a hydroloth's bite attack must
succeed on a DC 15 Constitution saving throw or
become poisoned for 1 minute.

MERRENOLOTH

The merrenoloth (CR 3) can have a maximum of 2
talents.

BALEFUL OAR
Type: Trait.

A creature hit by a merrenoloth's oar takes an extra
5 (2d4) necrotic damage and gains disadvantage
on saving throws until the end of the merrenoloth's
next turn.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the merrenoloth uses its
action to cast a spell, it can make one melee attack
as a bonus action.

REGENERATION
Type: Trait.

Regeneration. As long as the merrenoloth is
touching any part of its ship, the merrenoloth
regains 10 hit points at the start of its turn. If the
merrenoloth takes acid or radiant damage, this trait
doesn’t function at the start of its next turn. The
merrenoloth dies only if it starts its turn with 0 hit
points and doesn’t regenerate.

UNCANNY SENSES
Type: Trait.

Uncanny Senses. As long as the merrenoloth
is touching any part of its ship and itisn't
incapacitated, the merrenoloth can’t be surprised.

The oinoloth (CR 12) can have a maximum of 5
talents.

AURA OF PESTILENCE
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Aura of Pestilence. Any creature that starts its
turn within 10 feet of the oinoloth takes 5 (1d10)
necrotic damage and is poisoned until the start of
its next turn.

BATTLE MAGIC
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the oinoloth uses its action
to cast a spell, it can make one melee attack as a
bonus action.

INNATE SPELLCASTING
Type: Trait.

Innate Spellcasting. The oinoloth's innate
spellcasting ability is Charisma (spell save DC 16).
The oinoloth can innately cast the following spells,
requiring no material components:

At-will: detect good and evil, stinking cloud

1/day: enervation

INNATE SPELLCASTING I
Type: Trait.

Prerequisite: Innate Spellcasting

Innate Spellcasting. The oinoloth's innate
spellcasting ability is Charisma (spell save DC 16).
The oinoloth can innately cast the following spells,
requiring no material components:

1/day each: harm, symbol (death)

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).
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The oinoloth gains 3 legendary actions, choosing
from the options below. Only one legendary action
option can be used at a time and only at the end of
another creature's turn. The oinoloth regains spent
legendary actions at the start of its turn.

Teleport. The oinoloth uses Teleport.
Claw (Costs 2 Actions). The oinoloth attacks
with its claws.
Gaze (Costs 2 Actions). The oinoloth uses its
Transfixing Gaze.
Cast Spell (Costs 3 Actions). The oinoloth casts a
spell.

RoTtTING CLAW

Type: Trait.
Talent Cost: 3 (Counts as 3 Talents).

Rotting Claw. A creature that takes necrotic
damage from the oinoloth's claw attack must
succeed on a DC 16 Constitution saving throw
against disease or become poisoned. At the end
of each of the poisoned target's turns, the target
must make a Constitution saving throw. If the
target succeeds on three of these saves, it is no
longer poisoned, and the effect ends. If the target
fails three of these saves, the target is no longer
poisoned but the creature's flesh starts to decay.
The creature has disadvantage on Charisma checks
and vulnerability to all damage until the disease is
cured.

SuMMON YucoLOTH (1/DAY)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

The oinoloth summons 1d3+1 mezzoloths, 1d2 dh-
ergoloths, 1d2 canoloths, or one nycaloth. A sum-
moned yugoloth appears in an unoccupied space
within 60 feet of the oinoloth, acts as an ally of the
oinoloth, has no talents, and can't summon other
yugoloths. It remains for one minute, until it or the
oinoloth dies, or until the oinoloth dismisses it as
an action.

SWIFT TELEPORTER (3/DAY)

Type: Trait.
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The oinoloth can take a bonus action to perform a
teleport action.

WORD OF ANTHRAXUS (1/DAY)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Word of Anthraxus. As a bonus action, the oinoloth
utters its master's unholy name and each creature
that isn't a yugoloth within 60 feet of the oinoloth
and can hear the oinoloth must succeed on a DC

16 Constitution saving throw or be subjected to a
random disease (as if failing its Constitution saving
throw three times in the contagion spell).

YAGNOLOTH

The yagnoloth (CR 11) can have a maximum of 4
talents.

Acip BREATH (RECHARGE 5-6)

Type: Action.
Talent Cost: 2 (Counts as 2 Talents).

Acid Breath (Recharge 5-6). The yagnoloth
exhales nauseating acid in an 15-cube. Each
creature in that area must make a DC 17
Constitution saving throw. On a failed save,
the creature takes 22 (5d8) acid damage and is
incapacitated until the end of the yagnoloth's next
turn. On a successful save, a creature takes half as
much damage.

If the yagnoloth uses Multiattack and Acid Breath
is available, it can use Acid Breath in place of one of
its massive arm attacks.

BATTLE MAGIC

Type: Trait.
Talent Cost: 2 (Counts as 2 Talents).

Battle Magic. When the yagnoloth uses its action
to cast a spell, it can make one melee attack as a
bonus action.



BATTLE TACTICIAN
Type: Trait.

Talent Cost: 2 (Counts as 2 Talents).

Battle Tactician. The yagnoloth learns three
maneuvers and gains four d8 superiority dice from
the Fighter class's Battle Master archetype. The
yagnoloth's Maneuver ability is Strength (Maneuver
save DC 16).

BRUISER
Type: Trait.

Bruiser. A creature that takes damage from the
yagnoloth's melee attack has disadvantage on its
next attack roll until the end of its next turn.

LEGENDARY ACTIONS
Type: Action.

Talent Cost: 4 (Counts as 4 Talents).

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

Teleport. The yagnoloth uses Teleport.

Elecrify (Costs 2 Actions). The yagnoloth uses
Electrified Touch.

Massive Arm (Costs 2 Actions). The yagnoloth
attacks with its Massive Arm.

Lightning Bolt (Costs 3 Actions). The yagnoloth
casts lightning bolt, if available.

INDOMINATABLE

Type: Trait.

Indomitable (1/Day). The yagnoloth rerolls a
failed saving throw. It must use the new roll.

MANEUVER ALLIES

Type: Action.

Maneuver Allies (Recharge 5-6). Up to three allies
within 60 feet of the yagnoloth that can hear it can
each use their reaction to move up to half their
speed without provoking opportunity attacks.

ToL-KENDAR (RECHARGE 6)
Type: Action.

Talent Cost: 2 (Counts as 2 Talents).

Tol-Kendar (Recharge 6). The yagnoloth magically
summons its tol-kendar, a huge and wicked-looking
15-foot polearm. The weapon appears instantly in
the yagnoloth's massive arm hand. The yagnoloth
moves up to its walking speed in a straight line and
targets each creature within 30 feet of it during

its movement. Each target must succeed on a DC

16 Dexterity saving throw or take 32 (8d6 + 4)
slashing damage. The tol-kendar disappears at the
end of the yagnoloth's turn.

WALLOP
Type: Trait.

If a creature fails its Constitution saving throw
against the yagnoloth's Massive Arm by 5 or more,
it is also knocked unconscious for 1 minute. An
unconscious creature 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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BEHOLDER, DEATH KISS

DEATH Klss ELDER

3: Large aberration, lawful evil

} Armor Class 16 (natural armor)
| Hit Points 204 (18d10 + 72)
| Speed 0 ft., fly 20 ft. (hover), swim 30 ft.

STR DEX CON INT WIS CHA
ISEZY AL E) | IES(E4) 2GRN ENEP)) 1A ((HL)
I ——
| Saving Throws Con +8, Wis +6
{ Skills Perception +6
| Damage Resistances lightning
| Condition Immunities prone
Senses darkvision 120 ft., passive Perception 16
| Languages Deep Speech, Undercommon
{ Challenge 12 (8,400 XP)
| I ————————
Lightning Blood Splash. Each creature within 5 feet of the death
| kiss takes 5 (1d10) lightning damage whenever the death kiss is hit
| by an attack that deals piercing or slashing damage.
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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 death kiss 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.

L.EGENDARY ACTIONS

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

Hover. The death kiss moves up to its speed without provoking
opportunity attacks.
Tentacle. The death kiss makes a tentacle attack.




A 5 == BONECLAW, ANCIENT
BONECLAW, ANCIENT

Large undead, chaotic evil

Armor Class 16 (natural armor)
Hit Points 178 (21d10 + 63)
Speed 40 ft.

STR DEX CON INT WIS CHA
20(+5) 16(#3) 16(+3) 13(+1) 15(2) 9(1)

Saving Throws Dex +8, Con +8, Wis +7

Skills Perception +7, Stealth +8

Damage Resistances cold, necrotic; bludgeoning, piercing, and
slashing from nonmagical attacks

| Condition Immunities charmed, exhaustion, frightened, paralyzed,

. poisoned '
Senses darkvision 60 ft., passive Perception 17
Languages Common plus the main language of its master

| Challenge 16 (15,000 XP)

| Rejuvenation. While its master lives, a destroyed boneclaw gains
a new body in 1d10 hours, with all its hit points. The new body
| appears within 1 mile of the boneclaw’s master.

Shadow Stealth. While in dim light or darkness, the boneclaw can
| take the Hide action as a bonus action.

: ACTIONS

Multiattack. The boneclaw makes two claw attacks.

Piercing Claw. Melee Weapon Attack: +10 to hit, reach 15 ft., one
| target. Hit: 21 (3d10 + 5) piercing damage. If the target is a creature,
| the boneclaw can pull the target up to 10 feet toward itself, and the
| target is grappled (escape DC 15). The boneclaw has two claws.
| While a claw grapples a target, the claw can attack only that target.

Shadow Jump. If the boneclaw is in dim light or darkness, each
creature of the boneclaw’s choice within 5 feet of it must succeed on
a DC 16 Constitution saving throw or take 34 (5d12 + 2) necrotic
damage.

The boneclaw then magically teleports up to 60 feet to an
unoccupied space it can see. It can bring one creature it's grappling,
| teleporting that creature to an unoccupied space it can see within

5 feet of its destination. The destination spaces of this teleportation

must be in dim light or darkness.

Hungry Darkness (Recharge 5-6). The boneclaw creates a magical
darkness identical to the darkness spell, except the boneclaw can
see through it. This effect lasts for 1 minute. Any creature that

starts its turn within this area of darkness takes 5 (1d10) necrotic
damage. When a creature moves into or within the area, it takes 5
(1d10) necrotic damage for every 5 feet it travels. The boneclaw is
immune to any damage caused by hungry darkness.

LLEGENDARY ACTIONS

The boneclaw gains 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and
| only at the end of another creature's turn. The boneclaw regains
spent legendary actions at the start of its turn.
Move. The boneclaw moves up to half its speed.
Claw (Costs 2 Actions). The boneclaw makes a piercing claw
attack.
| Shadow Jump (Costs 3 Actions). The boneclaw uses Shadow
Jump.

REACTIONS

Deadly Reach. In response to a visible enemy moving into its reach,
| the boneclaw makes one claw attack against that enemy. If the |
attack hits, the boneclaw can make a second claw attack against the
target.
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 BRONZE ScouT, GIANT ' IrON CoOBRA, GIANT
| Large construct, unaligned | Large construct, unaligned
Armor Class 14 (natural armor) | Armor Class 14 (natural armor)
| Hit Points 45 (6d10 + 12) | | Hit Points 105 (11d10 + 44)
| Speed 30 ft., burrow 30 ft. | | Speed 30 ft.
! STR DEX CON INT WIS CHA 4 STR DEX CON INT WIS CHA
G ER)  UEER) « IIDE2) . SE, 14 (+2) 1(-5) I 16(+3) 16(+3) 18(+4) 3(4) 10 (+0) 1(-5)
| Skills Perception +6, Stealth +7 || Skills Stealth +9
| Damage Immunities poison; bludgeoning, piercing, and slashing it Damage Immunities poison; bludgeoning, piercing, and slashing
| from nonmagical attacks that aren’t adamantine | | from nonmagical attacks that aren't adamantine |
| Condition Immunities charmed, exhaustion, frightened, paralyzed, | | Condition Immunities charmed, exhaustion, frightened, paralyzed, |
petrified, poisoned 3 petrified, poisoned

Senses darkvision 60 ft., passive Perception 16
Languages understands one language of its creator but can’t speak

Senses darkvision 60 ft., passive Perception 10
Languages understands one language of its creator but can’t speak

| Challenge 3 (700 XP) Challenge 6 (2,300 XP)

|
| Earth Armor. The bronze scout doesn’t provoke opportunity attacks | | Magic Resistance. The bronze scout has advantage on saving
| when it burrows. | | throws against spells and other magical effects.

Magic Resistance. The bronze scout has advantage on saving | ACTIONS

| | |
th inst spells and oth ical effects. . !
T R e S S e 81 CAL SRS | Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.

ACTIONS Hit: 10 (2d6 + 3) piercing damage. If the target is a creature, it must

. . | succeed on a DC 15 Constitution saving throw or suffer one random
| Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. B i bnlen e L i

| Hit: 8 (2d4 + 3) piercing damage plus 7 (2d6) lightning damage. If | [
| the bronze scout's bite attack roll against a target succeeds by 5or | | 1.Poison Damage: The target takes 27 (6d8) poison damage. :
| more and the target is a creature, the target must make a DC 13 | | 2. Confusion: On its next turn, the target must use its action to
Constitution saving throw or be stunned until the end of the bronze make one weapon attack against a random creature it can see within |
scout's next turn. |1 30 feet of it, using whatever weapon it has in hand and moving '
| beforehand if necessary to get in range. If it’s holding no weapon,

it makes an unarmed strike. If no creature is visible within 30 feet,

it takes the Dash action, moving toward the nearest creature. This

poison effect lasts for 1 minute. A poisoned target can repeat the
| saving throw at the end of each of its turns, ending the effect on itself |
| on a success.

|

! Lightning Flare (Recharges after a Short or Long Rest). Each |

| creature in contact with the ground within 20 feet of the bronze |
scout must make a DC 13 Dexterity saving throw, taking 21 (6d6) |

| lightning damage on a failed save, or half as much damage on a

| successful one.

| 3. Paralysis: The target is paralyzed for 1 minute. A poisoned 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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' Large construct, unaligned

Armor Class 17 (natural armor)

| Hit Points 114 (12d10 + 48)

| Speed 30 ft.
STR DEX CON INT WIS CHA
16(+3) 18(+4) 19(+4) 3(4) 10 (+0) 1(-5)

|
| Damage Immunities poison; bludgeoning, piercing, and slashing

from nonmagical attacks that aren’t adamantine

| Condition Immunities charmed, exhaustion, frightened, paralyzed,

petrified, poisoned

| Senses darkvision 60 ft., passive Perception 10

Languages understands one language of its creator but can’t speak

' Challenge 8 (3,900 XP)

| Magic Resistance. The bronze scout has advantage on saving
| throws against spells and other magical effects.

| Multiattack. The oaken bolter makes two lancing bolt attacks or one |

ACTIONS

'STONE DEFEN

lancing bolt attack and one harpoon attack.

| Lancing Bolt. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft.

or range 100/400 ft., one target. Hit: 20 (3d10 + 4) piercing damage
plus 5 (1d10) lightning damage.

| Harpoon. Ranged Weapon Attack: +7 to hit, range 50/200 ft., one

target. Hit: 15 (2d10 + 4) piercing damage plus 5 (1d10) lightning
damage, and the target is grappled (escape DC 13). While grappled
in this way, a creature’s speed isn't reduced, but it can move only in
directions that bring it closer to the oaken bolter. A creature takes

| 5(1d10) slashing damage if it escapes from the grapple or if it tries

and fails. As a bonus action, the oaken bolter can pull a creature

| grappled by it 20 feet closer. The oaken bolter can grapple only one
| creature at a time.

Explosive Bolt (Recharge 5-6). The oaken bolter launches an

| explosive charge at a point within 120 feet. Each creature within 20

feet of that point must make a DC 15 Dexterity saving throw, taking

| 28 (8d6) fire damage on a failed save, or half as much damage on a

successful one.

! Piercing Bolt (Recharge 5-6).The oaken bolter shoots a bolt
forward in a line, which is 5 foot wide and 60 feet long, before
disappearing. The bolt passes harmlessly through objects, ignoring
cover. Each creature in that line must make a DC 15 Dexterity

| saving throw. On a failed save, a creature takes 20 (3d10 + 4)
piercing damage plus 5 (1d10) lightning damage, or half as much
damage on a successful one.

S
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EAVY

| Large construct, unaligned

Armor Class 17 (natural armor)
| Hit Points 115 (11d10 + 55)
| Speed 30 ft.

STR
23 (+6)

DEX
10 (+0)

CON
21 (+5)

INT
3 (4)

WIS
14 (+2)

CHA
1(-5)

| Damage Immunities poison; bludgeoning, piercing, and slashing
| from nonmagical attacks that aren’t adamantine

Condition Immunities charmed, exhaustion, frightened, paralyzed,
petrified, poisoned
| Senses darkvision 60 ft., passive Perception 12

Languages understands one language of its creator but can’t speak
| Challenge 7 (2,900 XP)

|

i False Appearance. While the stone defender remains motionless
| against an uneven earthen or stone surface, it is indistinguishable
| from that surface.

| Magic Resistance. The bronze scout has advantage on saving
throws against spells and other magical effects.

ACTIONS

Slam. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 16 (3d6 + 6) bludgeoning damage, and if the target is Huge or
. smaller, it is knocked prone.

Shield Charge. If the stone defender moves at least 10 feet straight
toward a target and then hits it with a slam attack on the same
| turn, the target takes an extra 10 (3d6) bludgeoning damage and if
| the target is Huge or smaller, it is knocked prone. If the target is a
| creature, it must succeed on a DC 17 Constitution saving throw or
| be stunned until the end of the stone defender's next turn.

| REACTIONS

| Intercept Attack. In response to another creature within 5 feet of it

! being hit by an attack roll, the stone defender gives that creature a
+5 bonus to its AC against that attack, potentially causing a miss. To

| use this ability, the stone defender must be able to see the creature
and the attacker.
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Armor Class 13 (natural armor)
Hit Points 207 (18d12 + 90)
Speed 20 ft., climb 20 ft.

STR
18 (+4)

DEX
14 (+2)

CON
20 (+5)

INT
7(-2)

WIS
16 (+3)

CHA
3(4)

Condition Immunities blinded, deafened

Senses blindsight 120 ft. (blind beyond this radius), passive
Perception 13

Languages —

Challenge 15 (13,000 XP)

Corpses. When first encountered, a corpse flower contains the
corpses of 2d6 + 6 humanoids. A corpse flower can hold the remains
of up to eighteen dead humanoids. These remains have total cover
against attacks and other effects outside the corpse flower. If the
corpse flower dies, the corpses within it can be pulled free.

While it has at least one humanoid corpse in its body, the corpse
flower can use a bonus action to do one of the following:

« The corpse flower digests two humanoid corpse in its body and
instantly regains 22 (4d10) hit points. Nothing of the digested
body remains. Any equipment on the corpse is expelled from the
corpse flower in its space.

« The corpse flower animates two dead humanoids in its body,
turning them into zombies. The zombies appear in an unoccupied
space within 5 feet of the corpse flower and act immediately after
it in the initiative order. The zombies act as allies of the corpse
flower but aren't under its control, and the flower’s stench clings

to the zombies (see the Stench of Death trait).
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Spider Climb. The corpse flower can climb difficult surfaces,
including upside down on ceilings, without needing to make an
ability check.

Stench of Death. Each creature that starts its turn within 10 feet
of the corpse flower or one of its zombies must make a DC 14
Constitution saving throw, unless the creature is a construct or
undead. On a failed save, the creature is incapacitated until the
end of the turn. Creatures that are immune to poison damage or
the poisoned condition automatically succeed on this saving throw.
On a successful save, the creature is immune to the stench of all
corpse flowers for 24 hours.

AQCTIONS

Multiattack. The corpse flower makes three tentacle attacks and
uses Harvest the Dead, if applicable.

Tentacle. Melee Weapon Attack: +9 to hit, reach 15 ft., one target.
Hit: 14 (3d6 + 4) bludgeoning damage, and the target must succeed
on a DC 18 Constitution saving throw or take 21 (6d6) poison
damage.

Harvest the Dead. The corpse flower grabs one unsecured dead
humanoid within 10 feet of it and stuffs the corpse into itself, along
with any equipment the corpse is wearing or carrying. The remains
can be used with the Corpses trait.

Corpse Spray (Recharges 5-6). The corpse flower consumes up

to four humanoid corpses and discharges a powerful jet of putrid
body fluids and bones in a 30-foot cone. Each creature in that area
must succeed on a DC 18 Constitution saving throw. On a failed
save, a target takes 2d6 piercing damage and 2d6 necrotic damage
for each corpse consumed by the corpse flower and the target is
incapacitated until the end of the corpse flower's next turn. On

a successful save, a target takes half as much damage and isn't
incapacitated.

—
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CRANIUM RATS, SWARM OF

Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, grappled, paralyzed,
petrified, prone, restrained, stunned

| Senses darkvision 30 ft., passive Perception 11

Languages telepathy 30 ft.
Challenge 6 (2,300 XP)

Illumination. As a bonus action, the swarm can shed dim light from
its brains in a 5-foot radius, increase the illumination to bright light
in a 5- to 20-foot radius (and dim light for an additional number of
feet equal to the chosen radius), or extinguish the light.

Innate Spellcasting (Psionics). The swarm’s innate spellcasting
ability is Intelligence (spell save DC 14). As long as it has more than
half of its hit points remaining, the swarm can innately cast the

following spells, requiring no components:

At will: command, comprehend languages, detect thoughts
1/day each: clairvoyance, confusion, dominate monster; fear,
phantasmal force

Swarm. The swarm can occupy another creature’s space and vice
versa, and the swarm can move through any opening large enough

for a Tiny rat. The swarm can’t regain hit points or gain temporary hit

points.

' CRANIUM RATS, SWARM OF ELDER
| Medium swarm of Tiny beasts, lawful evil
Armor Class 12 (natural armor)
Hit Points 54 (12d8)
Speed 30 ft.
STR DEX CON INT WIS CHA
9(-1) 14(+2) 10(+0) 16(+3) 12(+1) 15(+2)

Telepathic Shroud. The swarm is immune to any effect that would
sense its emotions or read its thoughts, as well as to all divination
spells.

ACTIONS

Bites. Melee Weapon Attack: +5 to hit, reach O ft., one target in the
swarm’s space. Hit: 14 (4d6) piercing damage, or 7 (2d6) piercing
damage if the swarm has half of its hit points or fewer.

Mind Blast (Recharge after a Short or Long Rest). The swarm
magically emits psychic energy in a 30-foot cone. Each creature in
that area must succeed on a DC 14 Intelligence saving throw or take
15 (3d8 + 2) psychic damage and be stunned for minute. A creature
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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DEATHLOCKS

DEATHLOGK WARCASTER

Medium undead, neutral evil

| Armor Class 12 (15 with mage armor)

Hit Points 66 (12d8 + 12)

_ Speed 30 ft.
STR DEX CON INT WIS CHA
L @O) © L5 () W2 @) I EZ)y I2EED) 16 EED)

| Saving Throws Int +5, Cha +6

| Damage Resistances necrotic; bludgeoning, piercing, and slashing
| from nonmagical attacks that aren’t silvered

Damage Immunities poison

Condition Immunities exhaustion, poisoned

| Senses darkvision 60 ft., passive Perception 11
| Languages the languages it knew in life
| Challenge 6 (2,300 XP)

Innate Spellcasting. The deathlock’s innate spellcasting ability

| is Charisma (spell save DC 14). It can innately cast the following

spells, requiring no material components:

At will: detect magic, disguise self, mage armor

| Spellcasting. The deathlock is a 9th-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 finishes a short or long rest.

It knows the following warlock spells:

Cantrips (at will): chill touch, eldritch blast (2 beams, +3 bonus to
each damage roll), mage hand

| 1st-3rd level (2 5th-level slots): arms of Hadar; counterspell, dispel

magic, hold person, hunger of Hadar; invisibility, sickening
radiance, spider climb, synaptic static, vampiric touch

Turn Resistance. The deathlock has advantage on saving throws
against any effect that turns undead.

War Magic. When the deathlock uses its action to cast a cantrip, it
can make one deathly claw attack as a bonus action.

| ACTIONS

| Deathly Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one
! target Hit: 9 (2d6 T+ 2) necrotic damage

DEATHLOCK OVERLORD

Medium undead, neutral evil

Armor Class 13 (16 with mage armor)
Hit Points 137 (25d8 + 25)

Speed 30 ft.
STR DEX CON INT WIS CHA
11 (+0) 16 (+3) I2HEED) 15 E)  JWRIERD) 1 IS (E4D)

Saving Throws Int +7, Cha +9

| Skills Arcana +6, History +6, Perception +5

Damage Resistances necrotic; bludgeoning, piercing, and slashing
from nonmagical attacks that aren’t silvered

| Damage Immunities poison

Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 15
Languages the languages it knew in life
Challenge 14 (11,500 XP)

Battle Magic. When the deathlock uses its action to cast a spell that .
has a casting time of 1 action, it can make one deathly claw attack as |

| a bonus action.

Innate Spellcasting. The deathlock’s innate spellcasting ability

| is Charisma (spell save DC 17). It can innately cast the following
| spells, requiring no material components:

At will: detect magic, disguise self, mage armor

Spelicasting. The deathlock is a 15th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 17, +9 to hit with

| spell attacks). It regains its expended spell slots when it finishes a

short or long rest. It knows the following warlock spells:

Cantrips (at will): chill touch, eldritch blast (3 beams, +4 bonus to

each damage roll), mage hand

1st-3rd level (3 5th-level slots): arms of Hadar, banishment,
counterspell, dimension door, dispel magic, hold monster; hunger
of Hadar; invisibility, misty step, sickening radiance, spider climb,
synaptic static, vampiric touch

1/day: circle of death, finger of death, dominate monster

Turn Resistance. The deathlock has advantage on saving throws
against any effect that turns undead.

ACTIONS

| Deathly Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one

target. Hit: 13 (3d6 + 3 necrotic damage).

| Grave Bolts. Ranged Spell Attack: +7 to hit, range 120 ft., one or
| two targets. Hit: 18 (4d8) necrotic damage. If the target is Large

or smaller, it must succeed on a DC 17 Strength saving throw or
become restrained as shadowy tendrils wrap around it for 1 minute. |
A restrained target can use its action to repeat the saving throw,
ending the effect on itself on a success.

LLEGENDARY ACTIONS

The deathlock gains 3 legendary actions, choosing from the options |
below. Only one legendary action option can be used at a time and
only at the end of another creature's turn. The deathlock regains

| spent legendary actions at the start of its turn.

| Move. The deathlock moves up to half its speed.

| Claw. The deathlock makes a deathly claw attack.

Gravebolts (Costs 2 Actions). The deathlock uses Grave Bolts.

| Command (Costs 1-3 Actions). The deathlock chooses up to three
allies it an see within 30 feet of it. If the target can see and hear
the deathlock, the target can use its reaction to make one weapon
attack It costs 1 actlon per target




ARMANITE

DEMONS

RAVAGER

| Large fiend (demon), chaotic evil

Armor Class 17 (natural armor)
Hit Points 138 (12d10 + 72)

| Speed 60 ft.
STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 22 (+6) Sl ERY) A3 EH)

Damage Resistances cold, fire, lightning
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11
Languages Abyssal, telepathy 120 ft.

| Challenge 9 (5,000 XP)

| Magic Resistance. The armanite has advantage on saving throws

against spells and other magical effects.
Magic Weapons. The armanite’s weapon attacks are magical.

ACTIONS

Multiattack. The armanite makes three attacks: one with its hooves,
one with its claws, and one with its serrated tail. If the armanite hits :

a creature with all three of its attacks in the same turn, the target
must succeed on a DC 18 Constitution saving throw or be stunned
for 1 minute. A stunned creature can repeat the saving throw at the
end of each of its turns, ending the effect on itself on a success.

Hooves. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) bludgeoning damage.

| Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.

Hit: 11 (2d4 + 6) slashing damage.
Serrated Tail. Melee Weapon Attack: +10 to hit, reach 10 ft.,

| one target. Hit: 17 (2d10 + 6) slashing damage and if the target

| is a creature, it is wounded. At the start of each of the wounded
| creature's turns, it takes 5 (1d10) necrotic damage for each time
| the armanite has wounded it, and it can then make a DC 18

Constitution saving throw, ending the effect of all such wounds on

itself on a success. Alternatively, the wounded creature, or a creature |

within 5 feet of it, can use an action to make a DC 18 Wisdom
(Medicine) check, ending the effect of such wounds on it on a
success The wound also ends if the target receives magical healing.

| Lightning Lance (Recharge 5-6). The armanite looses a bolt of

lightning in a line 60 feet long and 10 feet wide. Each creature in

| the line must make a DC 16 Dexterity saving throw, taking 27 (6d8) |

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

ik T, M =

'DEVOURER, ELDER

Large fiend (demon), chaotic evil

| Armor Class 16 (natural armor)
| Hit Points 210 (20d10 + 100)

| Speed 30 ft.
i STR DEX CON INT WIS CHA
PNER)  IZEHD) o 2ALERS) IlALERZ)  JRAERL) T 17 (ERD)

|

| Damage Resistances cold, fire, lightning

| Damage Immunities poison

| Condition Immunities poisoned

| Senses darkvision 120 ft., passive Perception 11

| Languages Abyssal, telepathy 120 ft.

| Challenge 15 (13,000 XP) :

| Innate Spellcasting. The devourer's innate spellcasting ability is [
| Charisma (spell save DC 16). It can innately cast the following '
| spells, requiring no components:

1/day (each): confusion, create undead, planar binding, ray of
enfeeblement, suggestion

If a creature dies while imprisoned in the devourer's ribcage, the

| devourer recovers all expended spell slots.

| ACTIONS

| Multiattack. The devourer makes two claw attacks and can use
| either Imprison Soul or Soul Rend.

| Claw. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:
| 12 (2d6 + 5) slashing damage plus 21 (6d6) necrotic damage.

l Imprison Soul. The devourer chooses a living humanoid with 0 hit
| points that it can see within 30 feet of it. That creature is teleported
| inside the devourer’s ribcage and imprisoned there. A creature
imprisoned in this manner has disadvantage on death saving
throws. If it dies while imprisoned, the devourer regains 25 hit
points, immediately recharges Soul Rend, and gains an additional
action on its next turn. Additionally, at the start of its next turn, the
| devourer regurgitates the slain creature as a bonus action, and the
creature becomes an undead. If the victim had 2 or fewer Hit Dice,
it becomes a zombie. If it had 3 to 5 Hit Dice, it becomes a ghoul.
| Otherwise, it becomes a wight. A devourer can imprison only one
| creature at a time.

Soul Rend (Recharge 6). The devourer creates a vortex of life-
draining energy in a 20-foot radius centered on itself. Each

| humanoid in that area must make a DC 18 Constitution saving
throw, taking 44 (8d10) necrotic damage on a failed save, or half as
much damage on a successful one. Increase the damage by 10 for
each living humanoid with 0 hit points in that area.

|
| REACTIONS

If the devourer has a creature imprisoned and makes a
| successful saving throw against a spell, or a spell attack misses
| it, the spell targets the creature imprisoned in its ribcage
| instead. If the spell forced a saving throw, the imprisoned
creature makes its own save. If the spell was an attack, the
| attack roll is rerolled against the imprisoned creature.
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MAUREZHI GHOUL LORD

Large fiend (demon), chaotic evil

Armor Class 16 (natural armor)
Hit Points 150 (20d10 + 40)

Speed 40 ft.
STR DEX CON INT WIS CHA
SEY) A7 EY),  LANE2)N RIERD) - 1A ERD) G ED)
Skills Deception +6

Damage Resistances cold, fire, lightning, necrotic; bludgeoning,
piercing, and slashing from nonmagical attacks

Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal, Elvish, telepathy 120 ft.

Challenge 11 (7,200 XP)

Assume Form. The maurezhi can assume the appearance of any
Medium humanoid it has eaten. It remains in this form for 1d6 days,
during which time the form gradually decays until, when the effect
ends, the form sloughs from the demon’s body.

Command Ghoul. The maurezhi can use a bonus action to target
a ghoul or ghast it can see within 60 feet of it. If the target can hear
the maurezhi, the target must use its reaction to move up to its
speed or make one melee weapon attack.

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

ACTIONS

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

214
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Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit:

20 (3d10 + 4) piercing damage. If the target is a humanoid, its
Charisma score is reduced by 1d4. This reduction lasts until the
target finishes a short or long rest. The target dies if this reduces its
Charisma to 0. It rises 24 hours later as a ghoul, unless it has been
revived or its corpse has been destroyed.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit:
17 (3d8 + 4) slashing damage. If the target is a creature other than
an undead, it 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.

Raise Ghoul (Recharge 5-6). The maurezhi targets one dead ghoul
or ghast it can see within 30 feet of it. The target is revived with all
its hit points.

Summon Ghoul (1/Day). The maurezhi summons 2d4 ghouls or
1d4 ghasts. A summoned ghoul appears in an unoccupied space
within 60 feet of the maurezhi and acts as an ally of the maurezhi.
It remains for an hour, until it or the maurezhi dies, or until its
summoner dismisses it as an action.

LLEGENDARY ACTIONS

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

Charge. The maurezhi moves up to its speed.

Command. The maurezhi targets a ghoul or ghast it can see within
60 feet of it. If the target can hear the maurezhi, the target must
use its reaction to move up to its speed or make one melee
weapon attack.

Claws (Costs 2 Actions). The maurezhi attacks with its claws.



DEVILS

MERREGON LEGION CAPTAIN | MERREGON LEGIONNAIRE
| Medium fiend (demon), lawful evil i | | Medium fiend (demon), lawful evil
Armor Class 18 (natural armor, shield) | Armor Class 18 (natural armor, shield)
| Hit Points 123 (14d10 + 56) | | Hit Points 95 (10d10 + 40)
| Speed 30 ft. | Speed 30 ft.
STR DEX CON INT WIS CHA | . | STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 18(+4) 8(-1) 14(+2) 9(1) 18(+4) 14(+2) 18(+4) 6(-2) 13 (+1) 8(-1)
| Damage Resistances cold; bludgeoning, piercing, and slashing from | | Damage Resistances cold; bludgeoning, piercing, and slashing from |
nonmagical attacks that aren’t silvered | nonmagical attacks that aren't silvered
| Damage Immunities fire, poison | | Damage Immunities fire, poison
| Condition Immunities frightened, poisoned | | Condition Immunities frightened, poisoned
| Senses darkvision 60 ft., passive Perception 12 | Senses darkvision 60 ft., passive Perception 11
| Languages understands Infernal but can't speak, telepathy 120 ft. | Languages understands Infernal but can't speak, telepathy 120 ft.
| Challenge 8 (1,100 XP) | | Challenge 6 (2,300 XP)

| Battle Command. As a bonus action, the merregon targets one Devil’s Sight. Magical darkness doesn’t impede the merregon’s
allied merregon it can see within 30 feet of it. If the target can see | | darkvision.

or hear the merregon, the target can use its reaction to make one !
| melee attack or to take the Dodge or Hide action.

| Legion Devil Defense. The merregon gains advantage to Strength
| and Dexterity saving throws if it is within 5 feet of an allied
Devil’s Sight. Magical darkness doesn’t impede the merregon’s || merregon that isn't incapacitated.

| darkvision. [

. Legion Devil Phalanx. The merregon gains +2 AC if it is within 5
| Legion Devil Defense. The merregon gains advantage to Strength feet of an allied merregon that isn't incapacitated.
and Dexterity saving throws if it is within 5 feet of an allied

merregon that isn't incapacitated.

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

| Legion Devil Phalanx. The merregon gains +2 AC if it is within 5
feet of an allied merregon that isn't incapacitated.

Martial Advantage. Once per turn, the merregon can deal an

extra 7 (2d6) damage to a creature it hits with a weapon attack if

| Magic Resistance. The merregon has advantage on saving throws that creature is within 5 feet of an ally of the merregon that isn't
against spells and other magical effects. | incapacitated.

Martial Advantage. Once per turn, the merregon can deal an ! ACTIONS
extra 10 (3d6) damage to a creature it hits with a weapon attack '
if that creature is within 5 feet of an ally of the merregon that isn't
| incapacitated.

[ ACTIONS Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Multiattack. The merregon makes two longsword attacks, or if an Hit: 8 (1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing damage if
allied fiend of challenge rating 10 or higher is within 60 feet of it, the used with two hands.

| merregon makes three longsword attacks.

| Multiattack. The merregon makes two longsword attacks, or if an
allied fiend of challenge rating 8 or higher is within 60 feet of it, the
merregon makes three longsword attacks.

| | Heavy Crossbow. Ranged Weapon Attack: +7 to hit, range 100/400
. Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. | ft., one target. Hit: 7 (1d10 + 2) piercing damage.
Hit: 8 (1d8 + 4) slashing damage, or 9 (1d10 + 4) slashing damage 1f ! |
| REACTIONS {

. used with two hands
| Maneuver Allies (Recharge 5-6). Up to four allies within 60 feet of Loyal B Odjv g ua d. When another fiend within 5 fee't of the )
merregon is hit by an attack, the merregon causes itself to be hit

the merregon that can hear it can each use their reaction to move up | | .

to half their speed without provoking opportunity attacks. | instead. |
' REACTIONS | .4 Legion DeviI' F(?rmation. When a hostile creature the merregon can |
| see moves within 5 feet of the merregon, the merregon can move
| Command Retaliate. In response to a creature missing the || up to its speed without provoking opportunity attacks. It must be
i merregon with a melee attack and the attacker is visible to the | | able to end in a space within 5 feet of an allied merregon that isn't
merregon, it can target an ally within 5 feet of the creature. If the || incapacitated.

ally can see and hear the merregon, it uses its reaction to make one
| melee weapon attack against the creature with advantage on the
| attack roll.

| Legion Devil Formation. When a hostile creature the merregon can |
see moves within 5 feet of the merregon, the merregon can move

| up to its speed without provoking opportunity attacks. It must be
able to end in a space within 5 feet of an allied merregon that isn't

i incapacitated.
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RAVENOUS NUPPERIBO

NARZUGHON BLAC KGUARD
Medium fiend (devil), lawful evil

Armor Class 20 (plate armor, shield)
Hit Points 150 (20d8 + 60)

Speed 30 ft.
STR DEX CON INT WIS CHA
20(+5) 10(+0) 18(+4) 16(+3) 16(+3) 20(+5)

Saving Throws Dex +5, Con +9, Cha +10

Skills Perception +8

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

Damage Immunities fire, poison

Condition Immunities charmed, frightened, poisoned

Senses darkvision 120 ft., passive Perception 18

Languages Common, Infernal, telepathy 120 ft.

Challenge 16 (15,000 XP)

Command Minion. As a bonus action, the narzugon targets one
devil ally or its steed with CR 12 or lower it can see within 30 feet of
it and gives it a telepathic command. The target can use its reaction
to move up to half its speed and make one weapon attack.

Diabolical Sense. The narzugon has advantage on Wisdom
(Perception) checks made to perceive good-aligned creatures.

Innate Spellcasting. The narzugon’s innate spellcasting ability is
Charisma (spell save DC 18, +10 to hit with spell attacks). The
narzugon can innately cast the following spells, requiring no
material components:

At-will: command, hellish rebuke, scorching ray
1/day each: contagion, dominate person

Infernal Tack. The narzugon wears spurs that are part of infernal
tack, which allow it to summon its nightmare companion.

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

Smite (1/Turn). As a bonus action, when the narzugon hits a

Medium fiend (devil), lawful evil

Armor Class 13 (natural armor)

Hit Points 22 (4d8 + 4)
Speed 20 ft.
STR DEX CON INT WIS CHA
18(+4) 11(+0) 13(¢+1) 3(4) 8() 1(5
Skills Perception +1

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

Damage Immunities fire, poison

Condition Immunities blinded, charmed, frightened, poisoned

Senses blindsight 10 ft. (blind beyond this radius), passive
Perception 11

Languages understands Infernal but can’t speak

Challenge 1 (200 XP)
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creature with a weapon attack, it can deal 11 (2d10) necrotic (
damage to the target. :I
|

ACTIONS

Multiattack. The narzugon uses its Infernal Command or Terrifying
Command. It also makes three hellfire lance attacks.

Hellfire Lance. Melee Weapon Attack: +10 to hit, reach 10 ft.,

one target. Hit: 11 (1d12 + 5) piercing damage plus 16 (3d10) fire
damage. If this damage kills a creature, the creature’s soul rises
from the River Styx as a lemure in Avernus in 1d4 hours. If the
creature isn't revived before then, only a wish spell or killing the
lemure and casting true resurrection on the creature’s original
body can restore it to life. Constructs and devils are immune to this
effect.

can't be charmed or frightened until the end of the narzugon’s next
turn.

Terrifying Command. Each creature that isn't a fiend within 60
feet of the narzugon that can hear it must succeed on a DC 18
Charisma saving throw or become frightened of it for 1 minute. A
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. A creature that makes a
successful saving throw is immune to this narzugon’s Terrifying

|
{
(
|
{
|
{
|
|
J
Infernal Command. Each ally of the narzugon within 60 feet of it j
|
!
{
1
Command for 24 hours. ',4

l

|

Healing (1/Day). The narzugon, or one creature it touches, regains
up to 100 hit points.

L.EGENDARY ACTIONS

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

Hellish Command (Costs 2 Actions). The narzugon uses Infernal
Command or Terrifying Command.
Lance (Costs 2 Actions). The narzugon makes a Hellfire Lance

l
(
]
Move. The narzugon moves up to half its speed. (
(
{
attack. S

Cloud of Vermin. Any creature, other than a devil, that starts .
its turn within 20 feet of the nupperibo must make a DC 11 E
Constitution saving throw. A creature within the areas of two or )
more nupperibos makes the saving throw with disadvantage. Ona |
failure, the creature takes 2 (1d4) piercing damage.

Hunger-Driven. In the Nine Hells, the nupperibos can flawlessly
track any creature that has taken damage from any nupperibo’s
Cloud of Vermin within the previous 24 hours.

{
|
{
i
Ravenous. The nupperibo can take a bonus action to make one f
bite attack against a creature that doesn't have all its hit points. ':
Attacks against the nupperibo have advantage until the start of the |
nupperibo's next turn. f
]
|
1
|
|

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 7
(1d6 + 4) piercing damage. |
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ORTHON SCALPHUNTER
Large fiend (devil), lawful evil
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Armor Class 17 (half-plate)
Hit Points 184 (16d10 + 96)
Speed 30 ft., climb 30 ft.

STR
22 (+6)

DEX
18 (+4)

CON
22 (+6)

INT
15 (+2)

WIS
16 (+3)

CHA
16 (+3)

Saving Throws Dex +9, Con +11, Wis +8

Skills Perception +13, Stealth +14, Survival +13

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

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, poisoned

Senses darkvision 120 ft., truesight 30 ft., passive Perception 23

Languages Common, Infernal, telepathy 120 ft

Challenge 14 (11,500 XP)

Innate Spellcasting. The orthon’s innate spellcasting ability is
Charisma (spell save DC 16, +8 to hit with spell attacks). The
orthon can innately cast the following spells, requiring no material
components:

At-will: hunter's mark
1/day each: conjure volley, steel wind strike, teleport

Invisibility Field. The orthon can use a bonus action to become
invisible. Any equipment the orthon wears or carries is also invisible
as long as the equipment is on its person. This invisibility ends
immediately after the orthon makes an attack roll or is hit by an
attack.

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

Sharpshooter. The orthon's ranged weapon attacks ignore half cover
and three-quarters cover and attacking at long range doesn't impose
disadvantage on the orthon's ranged weapon attack rolls.

Slay Foe (1/Turn). The orthon deals an extra 9 (2d8) damage with
its weapon attack if it hits a creature that doesn't have all its hit
points.

ACTIONS

Multiattack. The orthon makes two melee weapon attacks.
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Infernal Dagger. Melee Weapon Attack: +11 to hit, reach 5 ft., one |
target. Hit: 11 (2d4 + 6) slashing damage, and the target must

make a DC 17 Constitution saving throw, taking 22 (4d10) poison
damage on a failed save, or half as much damage on a successful
one. On a failure, the target is also poisoned for 1 minute. The
poisoned target can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

Rk BT R

Infernal Crossbow. Ranged Weapon Attack: +9 to hit, range
100/400 ft., one target. Hit: 15 (2d10 + 4) piercing damage, plus
one of the following effects:

1. Acid. The target must make a DC 18 Constitution saving throw,
taking an additional 17 (5d6) acid damage on a failed save, or half
as much damage on a successful one.

2. Blindness (1/Day). The target takes 5 (1d10) radiant damage. In
addition, the target and all other creatures within 20 feet of it must
each make a successful DC 18 Dexterity saving throw or be blinded
until the end of the orthon’s next turn.

3. Concussion. The target and each creature within 20 feet of it
must make a DC 18 Constitution saving throw, taking 13 (2d12)
thunder damage on a failed save, or half as much damage on a
successful one.

4. Entanglement. The target must make a successful DC 18
Dexterity saving throw or be restrained for 1 hour by strands of
sticky webbing. A restrained creature can escape by using an action
to make a successful DC 18 Dexterity or Strength check. Any
creature other than an orthon that touches the restrained creature
must make a successful DC 18 Dexterity saving throw or become
similarly restrained.

5. Paralysis (1/Day). The target takes 22 (4d10) lightning damage

and must make a successful DC 18 Constitution saving throw or be
paralyzed for 1 minute. The paralyzed target can repeat the saving

throw at the end of each of its turns, ending the effect on itself on a

success.

6. Tracking. For the next 24 hours, the orthon knows the direction |
and distance to the target, as long as it's on the same plane of
existence. If the target is on a different plane, the orthon knows
which one, but not the exact location there.

REACTIONS

Explosive Retribution. When it is reduced to 15 hit points or fewer,
the orthon causes itself to explode. All other creatures within 30
feet of it must each make a DC 18 Dexterity saving throw, taking 9
(2d8) fire damage plus 9 (2d8) thunder damage on a failed save, or
half as much damage on a successful one. This explosion destroys
the orthon, its infernal dagger, and its brass crossbow.

Bl e e
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Drow HiGH INQUISITOR

Medium humanoid (elf), neutral evil

e

Armor Class 16 (breastplate)
Hit Points 169 (26d8 + 52)

Speed 30 ft.
STR DEX CON INT WIS CHA
12 (+1) 15E2) 14E2) IEES)  2260) 2l EB)

Saving Throws Con +8, Wis +12, Cha +11

Skills Insight +12, Perception +12, Religion +9, Stealth +8
Condition Immunities frightened

Senses darkvision 120 ft., passive Perception 22
Languages Elvish, Undercommon

Challenge 17 (18,000 XP)

Discern Lie. The drow knows when she hears a creature speak a lie
in a language she knows.

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

Innate Spellcasting. The drow’s innate spellcasting ability is
Charisma (spell save DC 19). She can innately cast the following
spells, requiring no material components:

At will: dancing lights, detect magic

1/day each: clairvoyance, darkness, detect thoughts, dispel magic,
faerie fire, levitate (self only), suggdestion

. Magic Resistance. The drow has advantage on saving throws

against spells and other magical effects.

Smite. As a bonus action, when the drow hits a creature with a
weapon attack, she can expend a 1st level spell slot to deal 9 (2d8)
necrotic or poison damage to the target. If the drow expends a spell
slot of 2nd level or higher, the extra damage increases by 1d8 for
each level above 1st (maximum 5d8).

CHAPTER 3. BONUS SAMPLER STAT BLOCKS

Spellcasting. The drow is a 14th-level spellcaster. Her spellcasting
ability is Wisdom (spell save DC 20, +12 to hit with spell attacks).
She has the following cleric spells prepared:

Cantrips (at will): guidance, message, poison spray, resistance,
thaumaturgy

1st level (4 slots): bane, cure wounds, inflict wounds

2nd level (3 slots): blindness/deafness, silence, spiritual weapon

3rd level (3 slots): bestow curse, dispel magic, magic circle,
protection from energy

4th level (3 slots): banishment, divination, freedom of movement

5th level (2 slots): contagion, dispel evil and good, insect plague

6th level (1 slot): harm, true seeing

7th level (1 slot): divine word, symbol (pain)

Sunlight Sensitivity. While in sunlight, the drow has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The drow makes three death lance attacks.

Death Lance. Melee Weapon Attack: +12 to hit, reach 5 ft., one
target. Hit: 9 (1d6 + 6) piercing damage plus 18 (4d8) necrotic
damage. The target’s hit point maximum is reduced by an amount
equal to the necrotic damage it takes. This reduction lasts until the
target finishes a long rest. The target dies if its hit point maximum
is reduced to 0.

LEGENDARY ACTIONS

The drow gains 3 legendary actions, choosing from the options

below. Only one legendary action option can be used at a time and

only at the end of another creature's turn. The drow regains spent

legendary actions at the start of its turn.

Move. The drow moves up to half her speed without provoking
opportunity attacks.

Lance (Costs 2 Actions). The drow attacks with her Death Lance.
Cast Spell (Costs 1-3 Actions). The drow uses a spell slot to cast a
1st-, 2nd-, or 3rd-level spell that she has prepared. Doing so costs

1 legendary action per level of the spell.
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DRrROW SHADOWBLADE ELITE

Medium humanoid (elf), neutral evil

Armor Class 17 (studded leather)
Hit Points 180 (24d8 + 72)

Speed 30 ft.
STR DEX CON INT WIS CHA
14(+2) 22(+6) 16(+3) 12(+1) 14(+2) 14(+2)

Saving Throws Dex +11, Con +8, Wis +7

Skills Perception +7, Stealth +11

Senses darkvision 120 ft., passive Perception 17
Languages Elvish, Undercommon

Challenge 14 (11,500 XP)

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

Innate Spellcasting. The drow’s innate spellcasting ability is
Charisma (spell save DC 15). He can innately cast the following
spells, requiring no material components:

At will: dancing lights

1/day each: darkness, faerie fire, levitate (self only)

Shadow Step. While in dim light or darkness, the drow can teleport
as a bonus action up to 60 feet to an unoccupied space it can see
that is also in dim light or darkness. It then has advantage on the
first melee attack it makes before the end of the turn.

Sunlight Sensitivity. While in sunlight, the drow has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The drow makes two attacks with its shadow sword. If
either attack hits and the target is within 10 feet of a 5-foot cube of

darkness created by the shadow sword on a previous turn, the drow
can dismiss that darkness and cause the target to take 21 (6d6)
necrotic damage. The drow can dismiss darkness in this way no
more than once per turn.

Shadow Sword. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 9 (1d6 + 6) piercing damage plus 10 (3d6) necrotic
damage and 10 (3d6) poison damage. The drow can then fill an
unoccupied 5-foot cube within 5 feet of the target with magical
darkness, which remains for 1 minute.

Hand Crossbow. Ranged Weapon Attack: +11 to hit, range 30/120
ft., one target. Hit: 9 (1d6 + 6) piercing damage, and the target must
succeed on a DC 13 Constitution saving throw or be poisoned

for 1 hour. If the saving throw fails by 5 or more, the target is

also unconscious while poisoned in this way. The target regains
consciousness if it takes damage or if another creature takes an
action to shake it.

Shadow Burst (1/Day). The drow can dismiss all of its 5-foot cubes
of darkness created by its shadow sword, each of which explodes
in a burst of necrotic energy. Each creature except the drow within
5 feet of a dismissed 5-foot cube of darkness must make a DC

13 Constitution saving throw, taking 10 (3d6) necrotic damage

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

A creature can take this damage multiple times if each time it is
struck from a different burst.

L.EGENDARY ACTIONS

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

Move. The drow moves up to half its speed without provoking
opportunity attacks.

Darkness. The drow casts darkness.

Attack (Costs 2 Actions). The drow attacks with its shadow sword
or hand crossbow.

CHAPTER 3. BONUS SAMPLER STAT BLoCks
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DUERGAR TYRANT
Large humanoid (dwarf), lawful evil

Armor Class 21 (natural armor)
Hit Points 207 (18d10 + 108)

Speed 30 ft.
STR DEX CON INT WIS CHA
22 (+6) 5(-3) 22 (+6) 16 (+3) 14(+2) 13(+1)

Saving Throws Con +11, Wis +7

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened, paralyzed,
poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Dwarvish, Undercommon

Challenge 16 (15,000 XP)

Innate Spelicasting (Psionics). The duergar’s innate spellcasting
ability is Intelligence (spell save DC 16). It can cast the following
spells, requiring no components:

At will: mage hand, minor illusion

2/day each: counterspell, misty step, stinking cloud

1/day: destructive wave

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

Psychic Engine. When the duergar suffers a critical hit or is reduced
to O hit points, psychic energy erupts from its frame to deal 21 (6d6)
psychic damage to each creature within 10 feet of it.

Sunlight Sensitivity. While in sunlight, the duergar has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.

ACTIONS

Multiattack. The despot makes two iron fist attacks and two

e s B T L

DUERGAR HEAVY HAMMERER

Large construct, lawful evil

e e

Armor Class 18 (natural armor)
Hit Points 85 (10d10 + 30)

Speed 30 ft.
STR DEX CON INT WIS CHA
21 (+5) 7(-2) 16 (+3) 6(-2) 6(-2) 5(3)

Damage Immunities poison

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

Senses darkvision 60 ft., passive Perception 8

Languages understands Dwarvish but can't speak

Challenge 4 (1,100 XP)

Engine of Pain. Once per turn, a creature that attacks the hammerer
can target the duergar trapped in it. The attacker has disadvantage
on the attack roll. On a hit, the attack deals an extra 5 (1d10)
damage to the hammerer, and the hammerer can respond by using

CHAPTER 3. BONUS SAMPLER STAT BLOCKS
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stomping foot attacks. It can replace up to four of these attacks
with uses of its Flame Jet. It can replace one iron fist attack with
Rocket Punch.

Iron Fist. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage. If the target is a Large

or smaller creature, it must make a successful DC 19 Strength
saving throw or be thrown up to 30 feet away in a straight line. The
target lands prone and then takes 10 (3d6) bludgeoning damage.
A creature that fails its saving throw by 5 or more is also stunned
until the end of duergar's next turn.

Stomping Foot. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, or 24 (4d8 + 6) to a
prone target.

Flame Jet. The duergar spews flames in a line 100 feet long and 10
feet wide. Each creature in the line must make a DC 19 Dexterity
saving throw, taking 18 (4d8) fire damage on a failed save, or half
as much damage on a successful one.

Rocket Punch (Recharge 5-6). Melee or Ranged Weapon Attack:
+11 to hit, reach 5 ft. or range 30/120 ft., one target. Hit: 33 (6d8 +
6) bludgeoning damage. If the target is a Large or smaller creature,
it must make a successful DC 19 Strength saving throw or be
thrown up to 30 feet away in a straight line. The target lands prone
and then takes 10 (3d6) bludgeoning damage. A creature that

fails its saving throw by 5 or more is also stunned until the end of
duergar's next turn. The rocket fist flies back and reattaches itself
to the duergar's arm at the end of its turn.

LEGENDARY ACTIONS

The duergar gains 3 legendary actions, choosing from the options

below. Only one legendary action option can be used at a time and

only at the end of another creature's turn. The duergar regains

spent legendary actions at the start of its turn.

Charge. The duergar moves up to its speed.

Stomp (Costs 2 Actions). The duergar attacks with its stomping
foot.

Iron Fist (Costs 3 Actions). The duergar attacks with its iron fist.

its Multiattack with its reaction.

Siege Monster. The hammerer deals double damage to objects and
structures.

ACTIONS

S Tk R PN N T Y

Multiattack. The hammerer makes two attacks: one with its claw
and one with its hammer.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 12 (2d6 + 5) bludgeoning damage.

Hammer. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 19 (4d6 + 5) bludgeoning damage. If the attack roll against
a target succeeds by 5 or more, the target must make a DC 15
Constitution saving throw or be stunned until the end of the
hammerer's next turn.

Trembling Slam (Recharge 5-6). The hammerer pounds the
ground with both of its limbs, triggering a short earth tremor. All
other creatures on the ground within 10 feet of the hammerer that
are Large or smaller must succeed on a DC 15 Strength saving
throw or be knocked prone.
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DUERGAR MIND OVERLORD

Medium humanoid (dward), lawful evil
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Armor Class 15 (leather armor)

Hit Points 90 (12d8 + 36)
Speed 25 ft.
STR DEX CON INT WIS CHA
11 (+0) 18(+4) 16 (+3) 18(+4) 10 (+0) 12 (+1)

Saving Throws Dex +7, Int +7, Wis +3

Skills Perception +3, Stealth +7

Damage Resistances poison

Senses darkvision 120 ft., truesight 30 ft., passive Perception 13
Languages Dwarvish, Undercommon

Challenge 5 (1,800 XP)

Duergar Resilience. The duergar has advantage on saving throws
against poison, spells, and illusions, as well as to resist being
charmed or paralyzed.

Mind Stab (3/Day). When the duergar hits a creature with its
mind-poison dagger, the duergar can attempt to disrupt its mental
faculties. The target must succeed on a DC 15 Constitution saving
throw or be incapacitated until the end of the duergar's next turn.

Sunlight Sensitivity. While in sunlight, the duergar has disadvantage
on attack rolls, as well as on Wisdom (Perception) checks that rely
on sight.
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DUERGAR HEAVY SCREAMER

Large construct, lawful evil

Armor Class 18 (natural armor)
Hit Points 85 (10d10 + 30)

Speed 30 ft.
STR DEX CON INT WIS CHA
22 (+6) 7(-2) 16 (+3) 5(-3) 5(-3) 5(-3)

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

Senses darkvision 60 ft., passive Perception 7
Languages understands Dwarvish but can’t speak
Challenge 4 (1,100 XP)
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ACTIONS

Multiattack. The duergar makes two melee attacks. It can replace
one of those attacks with a use of Mind Mastery.

Mind-Poison Dagger. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 5 (1d4 + 3) piercing damage and 14 (4d6) psychic
damage, or 1 piercing damage and 17 (5d6) psychic damage while
reduced.

Invisibility (Recharge 4-6). The duergar magically turns invisible
for up to 1 hour or until it attacks, it casts a spell, it uses its Reduce,
or its concentration is broken (as if concentrating on a spell). Any
equipment the duergar wears or carries is invisible with it.

Mind Mastery. The duergar targets up to 3 creatures it can

see within 60 feet of it. The target must succeed on a DC 15
Intelligence saving throw, or the duergar causes it to use its
reaction either to make one weapon attack against another
creature the duergar can see or to move up to 10 feet in a direction
of the duergar’s choice. Creatures that can’t be charmed are
immune to this effect.

Reduce (Recharges after a Short or Long Rest). For 1 minute,

the duergar magically decreases in size, along with anything it is
wearing or carrying. While reduced, the duergar is Tiny, reduces

its weapon damage to 1, and makes attacks, checks, and saving
throws with disadvantage if they use Strength. It gains a +5 bonus
to all Dexterity (Stealth) checks and a +5 bonus to its AC. It can
also take a bonus action on each of its turns to take the Hide action.

Engine of Pain. Once per turn, a creature that attacks the screamer
can target the duergar trapped in it. The attacker has disadvantage
on the attack roll. On a hit, the attack deals an extra 11 (2d10)
damage to the screamer, and the screamer can respond by using its
Multiattack with its reaction.

Siege Monster. The screamer deals double damage to objects and
structures.

ACTIONS

Multiattack. The screamer makes one drill attack and uses its
Sonic Scream.

Dirill. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 10 (2d12 + 4) piercing damage.

Sonic Scream. The screamer emits destructive energy in a 30-foot
cube. Each creature in that area must succeed on a DC 13 Strength
saving throw, taking 14 (4d6) thunder damage and is knocked
prone on a failed save, or half as much damage on a successful one.
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| Armor Class 20 (natural armor)

| Saving Throws Dex +9, Wis +9, Cha +10
| Skills Insight +9, Medicine +9
| Damage Resistances bludgeoning, piercing, and slashing from

| Senses darkvision 60 ft., passive Perception 14

| attack, it can choose to deal no damage. The creature gains

| within 60 feet of the eladrin must make a DC 18 Wisdom saving

| 1/day each: greater restoration, heal, heroes's feast, raise dead,

| Challenge 16 (15,000 XP) .

ELADRIN

T, rom———

ELDER
Medium fey (elf), chaotic neutral

Hit Points 180 (24d8 + 72)
Speed 30 ft.

STR DEX CON INT WIS CHA
12(+1) 18(+4) 16(+3) 15(+2) 18(+4) 20(+5)

nonmagical attacks

Languages Common, Elvish, Sylvan

! ACTIONS

[ Multiattack. The eladrin makes two weapon attacks. The eladrin can

| [ caston 1l in pla f one of these attacks.
disadvantage to its saving throws against being charmed and & || castone SEg Dacole Tl 5

enchantment spells until the end of the eladrin's next turn. || Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 5 (1d8 + 1) slashing damage, or 6 (1d10 + 1) slashing damage if
used with two hands, plus 27 (6d8) psychic damage.

Beguiling Strike. When the eladrin hits a creature with a weapon

Enchanting Presence. Any non-eladrin creature that starts its turn |

REACTIONS

| throw. On a failed save, the creature becomes charmed by the L Longbow. Ranged Weapon Attack: +9 to hit, range 150/600 ft., 3
eladrin for 1 minute. On a successful save, the creature becomes | | one target. Hit: 8 (1d8 + 4) piercing damage plus 27 (6d8) psychic
immune to any eladrin’s Enchanting Presence for 24 hours. damage.

Whenever the eladrin deals damage to the charmed creature, the (
creature can repeat the saving throw, ending the effect on itself on a l LEGENDARY ACTIONS

| success. | The eladrin gains 3 legendary actions, choosing from the

i Fey Step (Recharge 4-6). As a bonus action, the eladrin can teleport I gEHOTS be.low. Only one legendary action option can b'e

| up to 30 feet to an unoccupied space it can see. ! } used ataFlme aqd only at the end ofan(?ther creature's turn. l

| | The eladrin regains spent legendary actions at the start
Innate Spellcasting. The eladrin’s innate spellcasting ability is |} ofiits turn.

| Charisma (spell save DC 18). It can innately cast the following | Move. The eladrin moves up to half its speed without provoking

spells, requiring no material components: | opportunity attacks.

At will: calm emotions, hold person, sleep, suggestion | | Pacify. The eladrin casts calm emotions or sleep.

3/day each: beacon of good hope, cure wounds (as a 5th-level spell), | Attack (Costs 2 Actions). The eladrin makes a longsword or
lesser restoration I longbow attack.

| Magic Resistance. The eladrin has advantage on saving throws

hold monster

Foster Peace. If a creature charmed by the eladrin hits with an ]
attack roll while within 60 feet of the eladrin, the eladrin magically
causes the attack to miss, provided the eladrin can see the attacker.

against spells and other magical effects.
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' SPRING ELADRIN, ELDER
| Medium fey (elf), chaotic neutral

Armor Class 20 (natural armor)
Hit Points 180 (24d8 + 72)

| Speed 30 ft.
|
STR DEX CON INT WIS CHA
14 (+2) 18(+4) 16(+3) 18(+4) 13(+1) 20(+5)

Saving Throws Dex +9, Wis +6, Cha +10

Skills Deception +10, Persuasion +10

. Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

| Senses darkvision 60 ft., passive Perception 11

Languages Common, Elvish, Sylvan

Challenge 16 (15,000 XP)

Fey Step (Recharge 4-6). As a bonus action, the eladrin can teleport |
up to 30 feet to an unoccupied space it can see. |

Innate Spellcasting. The eladrin’s innate spellcasting ability is ;
| Charisma (spell save DC 18). It can innately cast the following
spells, requiring no material components:

| At will: charm person, heroism, invisibility, Tasha's hideous laughter
| 3/day each: compulsion, confusion, enthrall, suggestion

| 1/day each: hallucinatory terrain, heroes' feast, mass suggestion,

| Otto’s irresistible dance

| Joyful Presence. Any non-eladrin creature that starts its turn within |

; 60 feet of the eladrin must make a DC 18 Wisdom saving throw. On
a failed save, the creature becomes charmed by the eladrin for 1

| minute. On a successful save, the creature becomes immune to any

eladrin’s Joyful Presence for 24 hours. |

| Whenever the eladrin deals damage to the charmed creature, it can |

| repeat the saving throw, ending the effect on itself on a success.

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

 ACTIONS j
,{ Multiattack. The eladrin makes three weapon attacks. The eladrin ﬁ
| |

can cast one spell in place of one of these attacks.

; Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
] Hit: 6 (1d8 + 2) slashing damage, or 7 (1d10 + 2) slashing damage if
{ used with two hands, plus 9 (2d8) psychic damage.

Longbow. Ranged Weapon Attack: +9 to hit, range 150/600 ft., one
L target. Hit: 8 (1d8 + 4) piercing damage plus 9 (2d8) psychic damage.

LEGENDARY ACTIONS 3

The eladrin gains 3 legendary actions, choosing from the

options below. Only one legendary action option can be

used at a time and only at the end of another creature's turn.

The eladrin regains spent legendary actions at the start

of its turn.

Move. The eladrin moves up to half its speed without provoking
opportunity attacks.

Captivate. The eladrin casts charm person or Tasha's hideous
laughter.

Attack. The eladrin makes a longsword or longbow attack.

REACTIONS

Instinctive Charm (3/Day). The eladrin tries to magically divert an
attack made against it, provided that the attacker is within 30 feet of
it and visible to it. The eladrin must decide to do so before the attack
hits or misses. The attacker must make a DC 18 Wisdom saving
throw. On a failed save, the attacker targets the creature closest to

it, other than eladrin or itself. If multiple creatures are closest, the
attacker chooses which one to target

e e
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'SUMMER ELADRIN, ELD
Medium fey (elf), chaotic neutral

ER

| Armor Class 20 (natural armor)
Hit Points 180 (24d8 + 72)

| Speed 30 ft.

|

| STR DEX CON INT WIS CHA
. 20 ER) N 29 E) e ER) | ldE?) dER) 20EH)

Saving Throws Dex +11, Wis +7, Cha +10

Skills Athletics +10, Intimidation +10

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

| Senses darkvision 60 ft., passive Perception 12 |

Languages Common, Elvish, Sylvan

Challenge 16 (15,000 XP)

Fearsome Presence. Any non-eladrin creature that starts its turn
| within 60 feet of the eladrin must make a DC 18 Wisdom saving

throw. On a failed save, the creature becomes frightened of the |
eladrin for 1 minute. A creature can repeat the saving throw at the |
end of each of its turns, ending the effect on itself on a success. If |
a creature’s saving throw is successful or the effect ends for it, the |
creature is immune to any eladrin’s Fearsome Presence for the next |
24 hours. |

| |
Fey Step (Recharge 4—6). As a bonus action, the eladrin can teleport |
up to 30 feet to an unoccupied space it can see.

|
Fiery Smite (3/Day). As a bonus action, when the eladrin hits a :
creature with a weapon attack, it can deal an extra 13 (3d8) fire |
i damage and the target gains disadvantage to being frightened until |
the end of the eladrin's next turn. f

Innate Spellcasting. The eladrin’s innate spellcasting ability is
| Charisma (spell save DC 18). It can innately cast the following
spells, requiring no material components:

At will: bane, hunter's mark
3/day each: hellish rebuke
1/day each: fireball, haste i

Magic Resistance. The eladrin has advantage on saving throws
against spells and other magical effects.
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Multiattack. The eladrin makes two weapon attacks.

Longsword. Melee Weapon Attack: +10 to hit, reach 5 ft., one target.
Hit: 14 (2d8 + 5) slashing damage, or 15 (2d10 + 5) slashing damage
if used with two hands, plus 9 (2d8) fire damage.

Longbow. Ranged Weapon Attack: +11 to hit, range 150/600 ft., one
target. Hit: 15 (2d8 + 6) piercing damage plus 9 (2d8) fire damage.

i

F LEGENDARY ACTIONS ?

i l
J

The eladrin gains 3 legendary actions, choosing from the

options below. Only one legendary action option can be

used at a time and only at the end of another creature's turn.

The eladrin regains spent legendary actions at the start

of its turn.

Move. The eladrin moves up to half its speed without provoking
opportunity attacks.

Wrathful Glare. The eladrin targets one frightened creature it can
see within 30 feet of it. The target must make a DC 18 Wisdom
saving throw. On a failure, the target is paralyzed until the eladrin
deals damage to it, or until the end of the eladrin's next turn.

Attack (Costs 2 Actions). The eladrin makes a longsword or
longbow attack.

REACTIONS

Parry. The eladrin adds 4 to its AC against one melee attack that
would hit it. To do so, the eladrin must see the attacker and be
wielding a melee weapon.




}
;

]
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WINTER ELADRIN, EL
Medium fey (elf), chaotic neutral

R i

DER

Armor Class 20 (natural armor)
Hit Points 180 (24d8 + 72)

Speed 30 ft.
STR DEX CON INT WIS CHA
WLED) " OE)  IOER) s 20EH) . 1OE4Y). 1S E2)

Saving Throws Dex +5, Wis +9, Cha +7

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Senses darkvision 60 ft., passive Perception 12

Languages Common, Elvish, Sylvan

Challenge 16 (15,000 XP)

Fey Step (Recharge 4-6). As a bonus action, the eladrin can teleport
up to 30 feet to an unoccupied space it can see.

Freezing Smite (3/Day). As a bonus action, when the eladrin hits
a creature with a weapon attack, it can deal an extra 13 (3d8) cold
damage and if the target isn't immune to cold, it must succeed on
a DC 15 Constitution saving throw. On a failed save, the creature's
speed its speed is halved, it can't take reactions, and it can take
either an action or a bonus action on its turn, not both. The effects
last until the start of the eladrin's next turn.

Innate Spellcasting. The eladrin’s innate spellcasting ability is
Intelligence (spell save DC 18). It can innately cast the following
spells, requiring no material components:

At will: fog cloud, gust of wind, sanctuary, silence

3/day each: snilloc's snowball swarm

1/day each: cone of cold, enervation, ice storm, sleet storm

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

T 7 z o T S

Sorrowful Presence. Any non-eladrin creature that starts its turn
within 60 feet of the eladrin must make a DC 15 Wisdom saving
throw. On a failed save, the creature becomes charmed by the
eladrin for 1 minute. While charmed in this way, the creature has
disadvantage on ability checks and saving throws. The charmed
creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success. If a creature’s saving throw
is successful or the effect ends for it, the creature is immune to any
eladrin’s Sorrowful Presence for the next 24 hours.

ACTIONS

Multiattack. The eladrin makes two weapon attacks. The eladrin can
cast one spell in place of one of these attacks.

Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 4 (1d8) slashing damage, or 5 (1d10) slashing damage if used
with two hands, plus 4 (1d8) cold damage.

Longbow. Ranged Weapon Attack: +5 to hit, range 150/600 ft., one
target. Hit: 4 (1d8) piercing damage plus 4 (1d8) cold damage.

L.EGENDARY ACTIONS

The eladrin gains 3 legendary actions, choosing from the

options below. Only one legendary action option can be

used at a time and only at the end of another creature's turn.

The eladrin regains spent legendary actions at the start

of its turn.

Move. The eladrin moves up to half its speed without provoking
opportunity attacks.

Attack. The eladrin makes a longsword or longbow attack.

Gust of Wind. The eladrin casts gust of wind.

REACTIONS

Frigid Rebuke. When the eladrin takes damage from a creature the
eladrin can see within 60 feet of it, the eladrin can force that creature
to succeed on a DC 18 Constitution saving throw or take 16 (3d10) r
cold damage. r
(

LS i
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FIRENEWTS

FIRENEWT FLAME WARRIOR

Medium humanoid (firenewt), neutral evil

Armor Class 16 (chain shirt, shield)
Hit Points 33 (6d8 + 6)
{ Speed 30 ft.

J STR DEX CON INT WIS CHA
{ 10(+0) 14(+2) 12(+1) 7(2) 11(+0) 8(1)

/ Damage Immunities Fire

Q Senses passive Perception 10
i Languages Draconic, Ignan

; Challenge 1 (200 XP)
[

el e — i,

Amphibious. The firenewt can breathe air and water.

{ Enflame Weapon (Recharges after a Short or Long Rest). The
firenewt can take a bonus action to spit flame on its weapon. For 1
minute, the firenewt's weapon deals an extra 1d4 fire damage.

ACTIONS

Multiattack. The firenewt makes two attacks with its scimitar.

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) slashing damage.

{
(
’ Spit Fire (Recharges after a Short or Long Rest). The firenewt spits
[ fire at a creature within 20 feet of it. The creature must make a DC
[ 12 Dexterity saving throw, taking 9 (2d8) fire damage on a failed

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

S

FI RE N EWT HI GH WARLO C K O F IM IX Spellcastmg The firenewt is a 5th-level spellcaster. Its spellcasting
ability is Charisma (spell save DC 13, +5 to hit with spell attacks). It j

regains its expended spell slots when it finishes a short or long rest. It

knows the following warlock spells:

Medium humanoid (firenewt), neutral evil

Armor Class 10 (13 with mage armor) ’ . ) X . L
Hit Points 44 (88 + 8) Cantrips (at will): fire bolt, guidance, light, mage hand, prestidigitation

Speed 30 ft. 1st-3rd level (2 3rd-level slots): burning hands, counterspell, fear,
fireball, flaming sphere, hellish rebuke, scorching ray

STR DEX CON INT WIS CHA

Imix’s Blessing. When the firenewt reduces an enemy to 0 hit points,
13(+1) 11 (+0) 12(+t1) 7(2) 11 (+0) 16 (+3)

the firenewt gains 5 temporary hit points.

War Magic. When the firenewt uses its action to cast a cantrip, it can

Damage Immunities Fire ) :
make one morningstar attack as a bonus action.

Senses passive Perception 10

Languages Draconic, Ignan ACTIONS
Challenge 3 (700 XP)

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

Amphibious. The firenewt can breathe air and water.

Enflame Weapon (Recharges after a Short or Long Rest). The
firenewt can take a bonus action to spit flame on its weapon. For 1
minute, the firenewt's weapon deals an extra 1d4 fire damage.

i
1
|
Flame Wave (Recharge 6). Searing flames surge from the firenewt i
and burn those around it. Each creature within 10 feet of it must 2
succeed on a DC 13 Dexterity saving throw, taking 14 (4d6) fire {
damage on a failed save, or half as much damage on a successful one. f

)

|

Innate Spellcasting. The firenewt’s innate spellcasting ability
{ is Charisma. It can innately cast mage armor (self only) at will,
) requmng no material components
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GIANTS

ON

| Huge giant (cloud giant), chaotic neutral

Armor Class 15 (natural armor)

| Hit Points 287 (23d12 + 138)

. Speed 40 ft.
STR DEX CON INT WIS CHA
26 (+8) 12(+1) 22(+6) 15(+2) 16(+3) 18(+4)

| Saving Throws Con +11, Int +7, Cha +9

| Skills Deception +14, Insight +8, Perception +8, Sleight of
| Hand +11

| Senses passive Perception 18

| Languages Common, Giant

| Challenge 14 (13,000 XP)

Keen Smell. The giant has advantage on Wisdom (Perception)

checks that rely on smell.

Mists of Memnor. The cloud giant constantly projects a magical
aura of thin bluish mist. A creature hostile to the cloud giant that
starts its turn within 10 feet of the cloud giant must make a DC

15 Charisma saving throw, unless the cloud giant is incapacitated.
On a failure, the target begins to giggle uncontrollably. It can't take
reactions or maintain concentration 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 but |

fall prone into fits of laughter. At the end of the creature's turn, the

effect ends. If a creature's saving throw is successful, the creature is |

immune to the cloud giant's mists of memnor for the next 24 hours.

Innate Spellcasting. The giant’s innate spellcasting ability is
Charisma (spell save DC 17). It can innately cast the following

spells, requiring no material components:

| At will: detect magic, fog cloud, light
| 3/day each: feather fall, fly, misty step, telekinesis

1/day each: control weather, gaseous form

Spelicasting. The giant is a Sth-level spellcaster. Its spellcasting
ability is Charisma (spell save DC 17, +9 to hit with spell attacks).

| The giant has the following bard spells prepared:

Cantrips (at will): minor illusion, prestidigitation, vicious mockery
1st level (4 slots): cure wounds, disguise self, silent image, Tasha’s
hideous laughter

| 2nd level (3 slots): invisibility, suggestion
| 3rd level (2 slots): major image, tongues

oA AR, 27 AR

CrLouD GIANT ELDER SMILING

ACTIONS

Morningstar. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 21 (3d8 + 8) bludgeoning damage. The attack deals an
extra 14 (4d6) damage if the giant has advantage on the attack roll.

i Multiattack. The giant makes two attacks with its morningstar.
{
!
; Rock. Ranged Weapon Attack: +13 to hit, range 60/240 ft., one

) target. Hit: 30 (4d10 + 8) bludgeoning damage. The attack deals an

extra 14 (4d6) damage if the giant has advantage on the attack roll.

)
[
( Change Shape. The giant magically polymorphs into a beast or
l{ humanoid it has seen, or back into its true form. Any equipment

the giant is wearing or carrying is absorbed by the new form. Its
2’ statistics, other than its size, are the same in each form. It reverts to
[ its true form if it dies.

LLEGENDARY ACTIONS

% The giant gains 3 legendary actions, choosing from the options

! below. Only one legendary action option can be used at a time and
| only at the end of another creature's turn. The giant regains spent
f legendary actions at the start of its turn.
(

Move. The giant moves up to half its speed.
Cantrip. The giant casts a cantrip.
Morning Star (Costs 2 Actions). The giant makes a morningstar
attack.
i Casts Spell (Costs 1-3 Actions). The giant expends a spell slot to
F cast a 1st-, 2nd-, or 3rd-level spell that it has prepared. Doing so
costs 1 legendary action per level of the spell.
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FIRE GIANT DREADNO

TR T T

UGHT ELIT
Huge giant (fire giant), lawful evil

Armor Class 21 (plate, shields)
Hit Points 200 (16d12 + 96)

Speed 30 ft.
STR DEX CON INT WIS CHA
28 (+9) 9(-1) 23 (+6) 8(-1) 10(+0) 12(+1)

Saving Throws Dex +4, Con +11, Cha +6
Skills Athletics +14, Perception +5
Senses passive Perception 15
Languages Giant

Challenge 16 (15,000 XP)

Dual Shields. The giant carries two shields, each of which is
accounted for in the giant’s AC. The giant must stow or drop one of
its shields to hurl rocks.

Double Shield Clap. If a creature is hit by both of the giant's
fireshield attacks in the same turn, it must succeed on a DC 22
Constitution saving throw or become stunned until the end of its
next turn.

ACTIONS
Multiattack. The giant makes two fireshield attacks.

W LT

" R i e

STONE GIANT ELDER DREAMWALKER

Huge giant (stone giant), chaotic neutral

Armor Class 18 (natural armor)
Hit Points 200 (16d12 + 96)

Speed 40 ft.
STR DEX CON INT WIS CHA
2ANGEFT) - TANE)  220ERS)  OED) T @) 12 (+1)

Saving Throws Dex +6, Con +10, Wis +3
Skills Athletics +15, Perception +3

Condition Immunities charmed, frightened
Senses darkvision 60 ft., passive Perception 13
Languages Common, Giant

Challenge 12 (8,400 XP)

Dreamwalker’s Charm. An enemy that starts its turn within 30 feet
of the giant must make a DC 13 Charisma saving throw, provided
that the giant isn't incapacitated. On a failed save, the creature is
charmed by the giant. A creature charmed in this way can repeat the
saving throw at the end of each of its turns, ending the effect on itself
on a success. Once it succeeds on the saving throw, the creature is
immune to this giant’s Dreamwalker’s Charm for 24 hours.

ACTIONS
Multiattack. The giant makes two attacks with its greatclub.

T e R - B T L TR S RN AN 5 ks TNV 3 i D
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Fireshield. Melee Weapon Attack: +14 to hit, reach 5 ft., one target.
Hit: 23 (4d6 + 9) bludgeoning damage plus 7 (2d6) fire damage plus
7 (2d6) piercing damage.

Rock. Ranged Weapon Attack: +14 to hit, range 60/240 ft., one
target. Hit: 31 (4d10 + 9) bludgeoning damage.

Shield Charge. The giant moves up to 30 feet in a straight line and
can move through the space of any creature smaller than Huge.
The first time it enters a creature’s space during this move, it makes
a fireshield attack against that creature. If the attack hits, the target
must also succeed on a DC 22 Strength saving throw or be pushed
ahead of the giant for the rest of this move. If a creature fails the
save by 5 or more, it is also knocked prone and takes 19 (3d6 + 9)
bludgeoning damage, or 30 (6d6 + 9) bludgeoning damage if it was
already prone.

LEGENDARY ACTIONS

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

Move. The giant moves up to half its speed.

Measure Foe. The giant chooses a creature within 30 feet of it that
it can see. Until the end of its next turn, the giant has advantage
on its next melee weapon attack roll against the target.

Fireshield (Costs 2 Actions). The giant makes a fireshield attack.

i e - TRk AT

Greatclub. Melee Weapon Attack: +11 to hit, reach 15 ft., one
target. Hit: 20 (3d8 + 7) bludgeoning damage. If the target is a
creature and the attack roll against the target succeeds by 5 or
more, the target must make on a DC 19 Constitution saving throw
or be stunned until the end of its next turn.

Petrifying Touch. The giant touches one Medium or smaller
creature within 10 feet of it that is charmed by it. The target must
make a DC 18 Constitution saving throw. On a failed save, the
target becomes petrified, and the giant can adhere the target to

its stony body. Greater restoration spells and other magic that can
undo petrification have no effect on a petrified creature on the giant
unless the giant is dead, in which case the magic works normally,
freeing the petrified creature as well as ending the petrified
condition on it.

Rock. Ranged Weapon Attack: +10 to hit, range 60/240 ft., one
target. Hit: 28 (4d10 + 6) bludgeoning damage. If the target is a
creature, it must succeed on a DC 19 Strength saving throw or be
knocked prone.

Dreamwalker's Breath (Recharge 6). The giant exhales
tranquilizing gas in a 30-foot cube. Each creature in that area must
succeed on a DC 18 Wisdom saving throw. On a failed save, a
target falls unconscious. While unconscious, the target is dreaming
and cannot be woken. The unconscious target can repeat the
saving throw at the end of each of its turns. On a success, the effect
ends on the target.

| I
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FrROST GIANT ELITE EVERLASTING ONE

Huge giant (frost giant), chaotic evil

Armor Class 15 (patchwork armor)
Hit Points 216 (16d12 + 112)
Speed 50 ft.

STR DEX CON INT WIS CHA
25 (+7) 9(-1) 24 (+7) 9(-1) 12(+1) 12(+1)

Saving Throws Str +12, Con +12, Wis +6
Skills Athletics +12, Perception +6

Damage Immunities cold

Senses darkvision 60 ft., passive Perception 16
Languages Giant

Challenge 15 (13,000 XP)

Extra Heads. The giant has a 25 percent chance of having more
than one head. If it has more than one, it has advantage on Wisdom
(Perception) checks and on saving throws against being blinded,
charmed, deafened, frightened, stunned, or knocked unconscious.

Reckless. At the start of its turn, the giant can gain advantage on all
melee weapon attack rolls during that turn, but attack rolls against it
have advantage until the start of its next turn.

Regeneration. The giant regains 10 hit points at the start of its turn.
If the giant takes acid or fire damage, this trait doesn’t function at
the start of its next turn. The giant dies only if it starts its turn with 0

hit points and doesn’t regenerate.

Vaprak’s Rage (Recharges after a Short or Long Rest). As a bonus

action, the giant can enter a rage at the start of its turn. The rage

lasts for 1 minute or until the giant is incapacitated. While raging,

the giant gains the following benefits:

- The giant has advantage on Strength checks and Strength
saving throws

- When it makes a melee weapon attack, the giant gains a +4
bonus to the damage roll.

- The giant has resistance to bludgeoning, piercing, and slashing
damage.

ACTIONS

Multiattack. The giant makes two attacks with its greataxe.

Greataxe. Melee Weapon Attack: +12 to hit, reach 10 ft., one target.
Hit: 26 (3d12 + 7) slashing damage, or 30 (3d12 + 11) slashing
damage while raging.

Rock. Ranged Weapon Attack: +12 to hit, range 60/240 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage.

LLEGENDARY ACTIONS

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

Detect. The giant makes a Wisdom (Perception) check.
Move. The giant moves up to half its speed.
Greataxe (Costs 2 Actions). The giant makes a greataxe attack.




GNOLLS

GNOLL FLESH GNAWER ELITE

I Medium humanoid (gnoll), chaotic evil

Armor Class 15 (studded leather)

Hit Points 44 (8dS + 8)
| Speed 30 ft.
STR DEX CON INT WIS CHA
I22EHD)Y Y 16 G8)) - I2AERD) 8(-1) 10 (+0) 8 (1)

Saving Throws Dex +5

Senses darkvision 60 ft., passive Perception 10
Languages Gnoll

Challenge 2 (450 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

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

. with its shortsword. The gnoll can use Sudden Rush in place of its
| two shortsword attacks.

| Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d4 + 3) piercing damage.

| Hit: 6 (1d6 + 3) piercing damage.

| Sudden Rush. Until the end of the turn, the gnoll’s speed increases
by 60 feet and it doesn’t provoke opportunity attacks.

GNOLL ELDER WITHERLING

! Medium undead, chaotic evil

|
|
tl Armor Class 12 (natural armor)
i
.f

Hit Points 22 (4d8 + 4)
Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 8(-1) 2@ 5(E)) 5(3) 5(3)

|

,t Damage Immunities poison

| Condition Immunities exhausted, poisoned
{ Senses darkvision 60 ft., passive Perception 7
t Languages understands Gnoll but can't speak
t Challenge 1 (200 XP)

|

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

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. (

_ GNOLL HUNTER ELITE

. Medium humanoid (gnoll), chaotic evil

. Armor Class 14 (studded leather)

| Hit Points 33 (6d8 + 6)

| Speed 30 ft.
STR DEX CON INT WIS CHA
14(*2) 14(+2) 12(+1) 8(1) 12 (+1) 8(-1)

| Skills Perception +3, Stealth +4

Senses darkvision 60 ft., passive Perception 13
- Languages Gnoll

| Challenge 1 (200 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.

Steady Aim (3/Day). As a bonus action, the gnoll takes careful aim
at a creature it can see within range of its ranged weapon. Until the
end of its turn, the gnoll deals an an extra 3 (1d6) damage with its
ranged weapon attack against the target.

ACTIONS

Multiattack. The gnoll makes two melee attacks with its spear or
| two ranged attacks with its longbow.

| Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
| 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 when used with two hands to make a
melee attack.

. Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft., one
| target. Hit: 6 (1d8 + 2) piercing damage, and the target’s speed is
| reduced by 10 feet until the end of its next turn.

AQCTIONS

Multiattack. The witherling makes two attacks: one with its bite
and one with its club, or two with its club.

A WP WIS T -

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. (
Hit: 5 (1d4 + 3) piercing damage and if the target is a creature, ﬁ
it must succeed on a DC 11 Constitution saving throw against |
disease or become poisoned until the disease is cured. For every

24 hours that elapses, the target must repeat the saving throw,
reducing its hit point maximum by 2 (1d4) on a failure. The disease

is cured on a success. The target dies if the disease reduces its

hit point maximum to 0. This reduction to the target's hit point
maximum lasts until the disease is cured.

Hit: 5 (1d4 +3) bludgeoning damage.

ACTIONS

Vengeful Strike. In response to a gnoll being reduced to O hit
points within 30 feet of the witherling, the witherling makes a
melee attack.

{
1
|
{
|
I|
1
{
!
|
Club. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. ;
|
¢
|
)
|
|
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HOBGOBLINS
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HOBGOBLIN DEVASTATOR ELITE
Medium humanoid (goblinoid), lawful evil

| Armor Class 13 (studded leather)

' Hit Points 67 (9d8 + 27)
| Speed 30 ft.
STR DEX CON INT WIS CHA
IFJEA) S 2 G IeES) e ERs) ISEAY 1L ERD)
| SKills Arcana +6

| Senses darkvision 60 ft., passive Perception 11
| Languages Common, Goblin
i Challenge 5 (1,800 XP)

Arcane Advantage. Once per turn, the hobgoblin can deal an extra
| 7 (2d6) damage to a creature it hits with a damaging spell attack if
| that target is within 5 feet of an ally of the hobgoblin and that ally
: isn't incapacitated.

| Army Arcana. When the hobgoblin casts a spell that causes damage |

| or that forces other creatures to make a saving throw, it can choose
E itself and any number of allies to be immune to the damage caused
by the spell and to succeed on the required saving throw.

| Devastating Spell (1/Day). When the hobgoblin casts a spell from
| the 1st-level slot, it can choose to make this spell deal maximum
| damage.

| Distracting Magic. When the hobgoblin hits a creature with a
damaging spell attack, the next attack roll made against the target
before the end of its next turn has advantage.

| Spellcasting. The hobgoblin is a 9th-level spellcaster. Its spellcastmg
| ability is Intelligence (spell save DC 14, +6 to hit with spell attacks).
| It has the following wizard spells prepared:

| Cantrips (at will): acid splash, fire bolt, ray of frost, shocking grasp
| 1st level (4 slots): fog cloud, magic missile, thunderwave

| 2nd level (3 slots): gust of wind, Melf's acid arrow; scorching ray

| 3rd level (3 slots): fireball, fly, lightning bolt

| 4th level (3 slots): arcane eye, ice storm, vitriolic sphere

\ 5th level (1 slot): stoneskin

| ACTIONS

| Quarterstaff. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. |

Hit: 4 (1d6 + 1) bludgeoning damage, or 5 (1d8 + 1) bludgeoning
| damage if used with two hands.

AR oo VE A

HOBGOBLIN IrRON SHADOW ELITE
| Medium humanoid (Soblinoid), lawful evil

T I B

| Armor Class 15
' Hit Points 52 (8d8 + 16)

| Speed 40 ft.
STR DEX CON INT WIS CHA
14EE2) G GERY) 1BER)  IGES) I5E2) Il ED)

| SKills Acrobatics +5, Athletics +4, Stealth +5

| Senses darkvision 60 ft., passive Perception 12
| Languages Common, Goblin

i Challenge 3 (700 XP)

' Combat Advantage. Once during its turn when the hobgoblin hits a
| target with a weapon attack and has advantage on the attack roll, it
| deals an extra 3 (1d6) damage.

| Spellcasting. The hobgoblin is a 4th-level spellcaster. Its spellcasting |

| ability is Intelligence (spell save DC 13, +5 to hit with spell attacks).
i It has the following wizard spells prepared:

| Cantrips (at will): minor illusion, prestidigitation, true strike

1st level (4 slots): charm person, disguise self, expeditious retreat,
| silent image
| 2nd level (3 slots): blur, darkness, shadow blade

| Unarmored Defense. While the hobgoblin is wearing no armor and

| wielding no shield, its AC includes its Wisdom modifier.

ACTIONS .

Multiattack. The hobgoblin makes four attacks, 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 the attacks.

| Unarmed Strike. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4 + 3) bludgeoning damage.

| Dart. Ranged Weapon Attack. +5 to hit, range 20/60 ft., one target.
| Hit: 5 (1d4 + 3) piercing damage.

I 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. It then has advantage on the first melee attack it

. makes before the end of the turn. Both the space it is leaving and its |
| destination must be in dim light or darkness.
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KOBOLD DRAGONSHIELD ELITE
| Small humanoid (kobold), chaotic evil

; Armor Class 18 (scale mail, shield)
| Hit Points 78 (12d8 + 24)

. Speed 30 ft.

' STR DEX CON INT WIS CHA
IR 1402 15@2) 4@ Bl o) . b @0
| Skills Perception +1

| Damage Resistance see Dragon's Resistance
Senses darkvision 60 ft., passive Perception 11
| Languages Common, Draconic

| Challenge 3 (700 XP)

| based on the color of dragon that invested it with power (choose or
. roll a d10): 1-2, acid (black); 3—4, cold (white); 5-6, fire (red); 7-8,
| lightning (blue); 9-10, poison (green).

| Heart of the Dragon. If the kobold is frightened or paralyzed by an

its turn to end the effect on itself and all kobolds within 30 feet of it.
| Any kobold that benefits from this trait (including the dragonshield)
has advantage on its next attack roll.

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

| Shield Charge. If the kobold moves at least 10 feet straight toward
| atarget and then hits it with its shield slam attack on the same turn,

Dragon’s Resistance. The kobold has resistance to a type of damage |

effect that allows a saving throw, it can repeat the save at the start of |

| the target takes an extra 2 (1d4) bludgeoning damage. If the target is |

a Medium or smaller creature, it must succeed on a DC 12 Strength
saving throw or be knocked prone.

Sunlight Sensitivity. While in sunlight, the kobold has disadvantage |

| on attack rolls, as well as on Wisdom (Perception) checks that rely
| on sight.

| ACTIONS

; Multiattack. The kobold makes three melee attacks.

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.

Shield Slam. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
| Hit: 4 (1d4 + 2) bludgeoning damage.

REACTION

Protection. When a creature the kobold can see attacks a target

| other than itself within 5 feet of it, the kobold imposes disadvantage |

on the attack roll.
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KOBOLD ELDER SCALE SORCERER
Small humanoid (kobold), chaotic evil

Armor Class 16 (natural armor)

| Hit Points 58 (9d8 + 18)

Speed 30 ft.
STR DEX CON INT WIS CHA
7(-2) 16 (+3) 14 (+2) 10(+0) 10(+0) 14(+2)
| Skills Perception +2

Senses darkvision 60 ft., passive Perception 12

| Languages Common, Draconic |

| Challenge 4 (1,100 XP)

| Spellcasting. The kobold is a 7th-level spellcaster. Its spellcasting

ability is Charisma (spell save DC 12, +4 to hit with spell attacks). It |
has the following sorcerer spells prepared: |

| Cantrips (at will): fire bolt, mage hand, mending, poison spray

1st level (4 slots): charm person, chromatic orb, expeditious retreat

| 2nd level (3 slots): dragon's breath, invisibility, misty step

3rd level (3 slots): fireball, lightning bolt
4th level (1 slots): sickening radiance

Sorcery Points. The kobold has 7 sorcery points. It regains all its
spent sorcery points when it finishes a long rest. It can spend its

| sorcery points on the following options:

| Heightened Spell: When it casts a spell that forces a creature to
| make a saving throw to resist the spell’s effects, the kobold can

spend 3 sorcery points to give one target of the spell disadvantage
on its first saving throw against the spell.

Quickened Spell: When the kobold casts a spell that has a casting
time of 1 action, it can spend 2 sorcery points to change the casting
time to 1 bonus action for this casting.

Subtle Spell: When the kobold casts a spell, it can spend 1 sorcery

| point to cast the spell without any somatic or verbal components.

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

Shifty. The kobold can take a bonus action to take the Disengage
action.

Sunlight Sensitivity. While in sunlight, the kobold has disadvantage |

| on attack rolls, as well as on Wisdom (Perception) checks that rely

on sight.

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.

Tiamat's Breath (1/Day). The kobold chooses from acid, cold, fire,
lightning, or poison and expends a spell slot. The kobold exhales

| energy of the chosen type in a 30-foot cone. Each creature in that
area must make a DC 12 Dexterity saving throw, taking 3d6 damage |
of the chosen energy type per spell slot level on a failed save, or half

| as much damage on a successful one.
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KORRED ELDER

Small fey, chaotic neutral

Armor Class 17 (natural armor)
Hit Points 136 (16d6 + 80)
Speed 30 ft., burrow 30 ft.

DEX
14 (+2)

INT
10 (+0)

STR
24 (+7)

CON
20 (+5)

WIS
16 (+3)

CHA
9 (1)

Skills Athletics +11, Perception +7, Stealth +6

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Senses darkvision 120 ft., tremorsense 120 ft., passive
Perception 17

Languages Dwarvish, Gnomish, Sylvan, Terran, Undercommon

Challenge 9 (5,000 XP)

Command Hair. The korred has at least one 50-foot-long rope
woven out of its hair. As a bonus action, the korred commands one
such rope within 30 feet of it to move up to 20 feet and entangle a
Large or smaller creature that the korred can see. The target must
succeed on a DC 14 Dexterity saving throw or become grappled

by the rope (escape DC 14). Until this grapple ends, the target is
restrained. The korred can use a bonus action to release the target,
which is also freed if the korred dies or becomes incapacitated.

A rope of korred hair has AC 20 and 20 hit points. It regains 1 hit
point at the start of each of the korred’s turns while it has at least 1
hit point and the korred is alive. If the rope drops to O hit points, it is
destroyed.

Innate Spellcasting. The korred’s innate spellcasting ability is
Wisdom (save DC 15). It can innately cast the following spells,
requiring no components:

At will: commune with nature, meld into stone, stone shape
1/day each: conjure elemental (as 6th-level spell; galeb duhr,
gargoyle, earth elemental, or xorn only), Otto’s irresistible dance

e Pt T
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Rhyme of Calling. The korred can use a bonus action to target up
to two creatures within 30 feet of it that can hear it. Each target can |
use their reaction to move up to half its speed without provoking
opportunity attacks.

Stone Camouflage. The korred has advantage on Dexterity
(Stealth) checks made to hide in rocky terrain.

Stone’s Strength. While on the ground, the korred deals 2 extra
dice of damage with any weapon attack (included in its attacks).

ACTIONS

Multiattack. The korred makes two attacks with its greatclub or
hurls two rocks. It can use Hair Slam in place of one of its attacks.

Greatclub. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 10 (1d8 + 6) bludgeoning damage, or 19 (3d8 + 6) bludgeoning
damage if the korred is on the ground.

Hair Slam. The korred slams a creature grappled by its hair into
another creature it can see within 30 feet of it or a solid surface.
Each creature must succeed on a DC 14 Strength saving throw or
take 10 (1d8 + 6) bludgeoning damage, or 19 (3d8 + 6) bludgeoning
damage if the korred is on the ground, and be stunned until the
end of the korred's next turn. On a successful save, the target takes
half the bludgeoning damage and isn't stunned.

Fool's Dance. The korred chooses a creature it can see within

30 feet of it. The target must make a DC 15 Wisdom saving

throw. On a failed save, it takes 13 (3d8) psychic damage and

must immediately use its reaction to perform a comical dance
(shuffling, tapping its feet, and capering) and move as far as half its
speed allows away from the korred. This movement will provoke
opportunity attacks. On a successful save, the target takes half as
much damage and doesn’t dance and move away. Creatures that
can't be charmed are immune to this feature.

Rock. Ranged Weapon Attack: +9 to hit, range 60/120 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, or 24 (4d8 + 6)
bludgeoning damage if the korred is on the ground.
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MINDFLAYER ALHOON, ANCIENT

MINDFLAYERS
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| Medium undead, any evil alignment

| Innate Spelicasting (Psionics). The alhoon’s innate spellcasting
| ability is Intelligence (spell save DC 18). It can innately cast the

Armor Class 15 (natural armor)
Hit Points 150 (20d8 + 60)

Speed 30 ft.
STR DEX CON INT WIS CHA
L E) I G IGES) 206E5H) i EE)) I 64

Saving Throws Con +8, Int +10, Wis +8, Cha +9 |

Skills Arcana +10, Deception +9, History +10, Insight +8, I
Perception +8, Stealth +6

Damage Resistances cold, lightning, necrotic

| Damage Immunities poison; bludgeoning, piercing, and slashing

from nonmagical attacks [
Condition Immunities charmed, exhaustion, frightened, paralyzed, |
poisoned
Senses truesight 120 ft., passive Perception 18
Languages Deep Speech, Undercommon, telepathy 120 ft.
Challenge 13 (10,000 XP)

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

following spells, requiring no components:

At will: detect thoughts, levitate, misty step, suggestion
1/day each: dominate monster, plane shift (self only)

Spelicasting. The alhoon is a 12th-level spellcaster. Its spellcasting :
ability is Intelligence (spell save DC 18, +10 to hit with spell attacks). |
| The alhoon has the following wizard spells prepared: |
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Cantrips (at will): chill touch, dancing lights, mage hand,
prestidigitation, shocking grasp

2nd level (3 slots): invisibility, mirror image, scorching ray

3rd level (3 slots): counterspell, fly, lightning bolt

4th level (3 slots): confusion, Evard’s black tentacles, phantasmal
killer

5th level (2 slots): modify memory, wall of force

1st level (4 slots): detect magic, disguise self, magic missile, shield §
6th level (1 slot): disintegrate, globe of invulnerability ﬂ

Turn Resistance. The alhoon has advantage on saving throws
against any effect that turns undead.

| ACTIONS

Chilling Grasp. Melee Spell Attack: +8 to hit, reach 5 ft., one target.
Hit: 10 (3d6) cold damage.

Mind Blast (Recharge 5-6). The alhoon magically emits psychic
energy in a 60-foot cone. Each creature in that area must succeed

| onaDC 16 Intelligence saving throw or take 22 (4d8 + 4) psychic
damage and be stunned 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.

LEGENDARY ACTIONS

i

B .

[ The alhoon gains 3 legendary actions, choosing from the options
below. Only one legendary action option can be used at a time and

[ only at the end of another creature's turn. The alhoon regains spent
legendary actions at the start of its turn.

Cantrip. The alhoon casts a cantrip.

Chilling Grasp. The alhoon uses its Chilling Grasp.

Frightening Gaze (Costs 2 Actions). The alhoon fixes its gaze on
one creature it can see within 10 feet of it. The target must succeed
k on a DC 15 Wisdom saving throw against this magic or become
frightened for 1 minute. The frightened target can repeat the saving
throw at the end of each of its turns, ending the effect on itself on a
success. If a target's saving throw is successful or the effect ends for
it, the target is immune to the alhoon's gaze for the next 24 hours.
Disrupt Life (Costs 3 Actions). Each non-undead creature within

l 20 feet of the alhoon must make a DC 16 Constitution saving throw
{ against this magic, taking 17 (5d6) necrotic damage on a failed save,
or half as much damage on a successful one.
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MINDWITNESS, ELDER

Huge Aberration, lawful evil

Armor Class 16 (natural armor)
Hit Points 126 (12d12 + 48)
Speed 0 ft., fly 20 ft. (hover)

STR
14 (+2)

DEX
14 (+2)

CON
18 (+4)

INT
16 (+3)

WIS
16 (+3)

CHA
10 (+0)

Saving Throws Int +7, Wis +7

Skills Perception +11

Condition Immunities prone

Senses darkvision 120 ft., passive Perception 21
Languages Deep Speech, Undercommon, telepathy 600 ft.
Challenge 9 (5,000 XP)

Telepathic Hub. When the mindwitness receives a telepathic
message, it can telepathically share that message with up to seven
other creatures within 600 feet of it that it can see.

ACTIONS

Multiattack. The mindwitness makes two attacks: one with its
tentacles and one with its bite.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 23 (6d6 + 2) piercing damage.

Extract Brain. Melee Weapon Attack: +7 to hit, reach 5 ft., one
incapacitated humanoid grappled by the mindwitness. Hit: 55
(10d10) piercing damage. If this damage reduces the target to O hit
points, the mindwitness kills the target by extracting and devouring
its brain.

Mind Blast (Recharge 6). The mindwitness magically emits psychic
energy in a 60-foot cone. Each creature in that area must succeed
on a DC 15 Intelligence saving throw or take 21 (4d8 + 3) psychic
damage and be stunned 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.

Tentacles. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 30 (6d8 + 3) psychic damage. If the target is Large or
smaller, it is grappled (escape DC 15) and must succeed on a DC
15 Intelligence saving throw or be stunned until this grapple ends.

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

1. Aversion Ray. The targeted creature must make a DC

15 Charisma saving throw. On a failed save, the target has
disadvantage on attack rolls 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.

2. Fear Ray. The targeted creature must succeed on a DC 15
Wisdom saving throw or be frightened for 1 minute. The target can
repeat the saving throw at the end of each of its turns, ending the
effect on itself on a success.

3. Psychic Ray. The target must succeed on a DC 15 Intelligence
saving throw or take 27 (6d8) psychic damage.

4. Slowing Ray. The targeted creature must make a DC 15
Dexterity saving throw. On a failed save, the target’s speed is halved
for 1 minute. In addition, the creature can’t take reactions, and it
can take either an action or a bonus action on its turn but not both.
The creature can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

5. Stunning Ray. The targeted creature must succeed on a DC 15
Constitution saving throw or be stunned for 1 minute. The target
can repeat the saving throw at the start of each of its turns, ending
the effect on itself on a success.

6. Telekinetic Ray. If the target is a creature, it must make a DC 15
Strength saving throw. On a failed save, the mindwitness moves
it up to 30 feet in any direction, and it is restrained by the ray’s
telekinetic grip until the start of the mindwitness’s next turn or until
the mindwitness is incapacitated.

If the target is an object weighing 300 pounds or less that isn't
being worn or carried, it is telekinetically moved up to 30 feet
in any direction. The mindwitness can also exert fine control on
objects with this ray, such as manipulating a simple tool or opening
a door or a container.

CHAPTER 3. BONUS SAMPLER STAT BLOCKS

& T, O T MR T o e Rl BRI v ¥+ X

B e e e e — e

—

235



SALAMANDER, FROST
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FROST SALAMANDER ELDER

Huge elemental, unaligned

Armor Class 18 (natural armor)
Hit Points 230 (20d12 + 100)
Speed 60 ft., burrow 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA
22Fa) P 12 IR0 (15). 47(-2) ¢ 12 DR 7i2)

Saving Throws Con +10, Wis +6

Skills Perception +6

Damage Vulnerabilities fire

Damage Immunities cold

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 16
Languages Primordial

Challenge 15 (13,000 XP)

Aura of Frost. Any creature that starts its turn within 10 feet of the
frost salamander takes 5 (1d10) cold damage.

Burning Fury. When the salamander takes fire damage, its Freezing
Breath automatically recharges.

ACTIONS

Multiattack. The salamander makes five attacks: four with its claws
and one with its bite.

Claws. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 9 (ld6 1 6) piercing damage and 5 (1d10) cold damage

|
|
|
;
$
E
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Bite. Melee Weapon Attack: +9 to hit, reach 15 ft., one target.
Hit: 10 (1d8 + 6) piercing damage and 5 (1d10) cold damage.

o

Tail. Melee Weapon Attack: +9 to hit, reach 15 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage plus 5 (1d10) cold damage
and if the target is a Huge or smaller creature, it must make a DC
19 Strength saving throw or be pushed up to 10 feet away and is
knocked prone.

Freezing Breath (Recharge 6). The salamander exhales chill wind
in a 60-foot cone. Each creature in that area must make a DC 18
Constitution saving throw, taking 66 (12d10) cold damage on a
failed save, or half as much damage on a successful one.

Tail Sweep (Recharge 5-6). The salamander attempts to knock
multiple targets prone with one swing of its tail in a 15-foot cube.
Each creature within the area must make a DC 19 Strength saving
throw, taking 19 (3d8 + 6) bludgeoning damage and 5 (1d10) cold
damage and is pushed up to 10 feet away and knocked prone on a
failed save, or half as much damage and isn't pushed or knocked
prone on a successful one.

LEGENDARY ACTIONS

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

Move. The salamander moves up to half its speed.

Claw (Costs 2 Actions). The salamander makes a claw attack.
Tail (Costs 3 Actions). The salamander makes a tail attack.

e e o s S I e e I S L R et




YUGOLOTH
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 CANOLOTH YOWLER
Medium fiend (yugoloth), neutral evil

| Armor Class 17 (natural armor)
| Hit Points 170 (20d8 + 80)

Speed 50 ft.
STR DEX CON INT WIS CHA
[ 18 (+4) 10 (+0) 18(+4) 5(-3) 18 (+4) 12 (+1)

| Skills Investigation +5, Perception +12

| Damage Resistances cold, fire, lightning; bludgeoning, piercing, and |

! slashing from nonmagical attacks {

| Damage Immunities acid, poison

| Condition Immunities poisoned

| Senses darkvision 60 ft., truesight 120 ft., passive Perception 22
Languages Abyssal, Infernal, telepathy 60 ft.

i Challenge 10 (5,900 XP) [

| Dimensional Lock. Other creatures can't teleport to or from a space |
within 60 feet of the canoloth. Any attempt to do so is wasted.

| Innate Spellcasting. The canoloth's innate spellcasting ability is
| Charisma (spell save DC 14). The canoloth can innately cast the
following spells, requiring no material components:

At-will: darkness, detect good and evil, detect magic

| 3/day: dispel magic

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

| Magic Weapons. The canoloth’s weapon attacks are magical.

Uncanny Senses. The canoloth can’t be surprised while it isn’t
incapacitated.

| ACTIONS

Multiattack. The canoloth makes two attacks: one with its
tongue or its bite and one with its claws. If available, the
canoloth can use Baleful Yowl in place of its tongue or bite
attack.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
| Hit: 25 (6d6 + 4) piercing damage.

| Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
| Hit: 15 (2d10 + 4) slashing damage.

Tongue. Ranged Weapon Attack: +8 to hit, range 30 ft., one

| target. Hit: 17 (2d12 + 4) piercing damage. If the target is
Medium or smaller, it is grappled (escape DC 16), pulled up to

30 feet toward the canoloth, and restrained until the grapple [
ends. The canoloth can grapple one target at a time with its [
tongue. [

| Baleful Yowl (Recharge 5-6). The canoloth unleashes a magical, |
| bloodcurdling yowl. Each creature that isn't a yugoloth within
30 feet of the canoloth that can hear the canoloth must succeed
on a DC 16 Wisdom saving throw. On a failed save, the target
| takes 16 (3d10) psychic damage and is frightened for 1 minute.
A frightened creature can repeat the saving throw at the end of
| each of its turns, ending the effect on itself on a success. On a
successful save, the target takes half as much damage.
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DHERGOLOTH CHATTERER

| Medium fiend (yugoloth), neutral evil

| Armor Class 16 (natural armor)
| Hit Points 161 (17d8 + 85)

| Speed 30 ft.
STR DEX CON INT WIS CHA
18(+4) 10(+t0) 20(+5) 7(-2) 10 (+0) 9(-1)

Saving Throws Str +8
| Damage Resistances cold, fire, lightning; bludgeoning, piercing, and |
| slashing from nonmagical attacks {
| Damage Immunities acid, poison
| Condition Immunities poisoned
| Senses blindsight 60 ft., darkvision 60 ft., passive Perception 10
Languages Abyssal, Infernal, telepathy 60 ft.
i Challenge 9 (5,000 XP) [

| Innate Spellcasting. The dhergoloth’s innate spellcasting ability
is Charisma (spell save DC 11). It can innately cast the following
spells, requiring no material components:

: At will: darkness, fear
| 3/day: sleep

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

i Magic Weapons. The dhergoloth’s weapon attacks are magical.
| ACTIONS
Multiattack. The dhergoloth makes two claw attacks.

l Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
; Hit: 13 (2d8 + 4) slashing damage.

| Flailing Claws (Recharge 5-6). The dhergoloth moves up to its
| walking speed in a straight line and targets each creature within
5 feet of it during its movement. Each target must succeed on '
a DC 16 Dexterity saving throw or take 23 (3d12 + 4) slashing
damage.

| Teleport. The dhergoloth magically teleports, along with
any equipment it is wearing or carrying, up to 60 feet to an
| unoccupied space it can see.

| Chatter (Recharge 5-6). The dhergoloth rapidly chatters and
clacks its mandibles, creating a mindnumbing noise. Each
creature that isn't a yugoloth within 30 feet of the dhergoloth

that can hear the dhegoloth must succeed on a DC 17 Wisdom
saving throw. On a failed save, the target can't take actions

except move up to half its speed for 1 minute. Affected creatures |
can repeat the saving throw at the end of each of its turns,

ending the effect on itself on a success. On a successful saving

| throw, the creature is immune to the dhergoloth's Chatter for 24 |
| hours.
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HyYDROLOTH ELDER
Large fiend (yugoloth), neutral evil

Armor Class 16 (natural armor)
Hit Points 231 (22d10 + 110)
Speed 20 ft., swim 40 ft.

STR
16 (+3)

DEX
21 (+5)

CON
20 (+5)

INT
20 (+5)

WIS
12 (+1)

CHA
14 (+2)

Skills Insight +6, Perception +6

Damage Vulnerabilities fire

Damage Resistances cold, lightning; bludgeoning, piercing, and
slashing from nonmagical attacks

Damage Immunities acid, poison

Condition Immunities poisoned

Senses blindsight 60 ft., darkvision 60 ft., passive Perception 15

Languages Abyssal, Infernal, telepathy 60 ft.

Challenge 13 (10,000 XP)

Amphibious. The hydroloth can breathe air and water.

Innate Spellcasting. The hydroloth’s innate spellcasting ability is

Intelligence (spell save DC 18). It can innately cast the following

spells, requiring no material components:

At will: darkness, detect magic, dispel magic, invisibility (self only),
water walk

3/day each: control water; crown of madness, fear, phantasmal killer;
suggestion

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

Magic Weapons. The hydroloth’s weapon attacks are magical.

Secure Memory. The hydroloth is immune to the waters of the River
Styx as well as any effect that would steal or modify its memories or
detect or read its thoughts.

Watery Advantage. While submerged in liquid, the hydroloth has
advantage on attack rolls.

ACTIONS
Multiattack. The hydroloth makes two melee attacks. In place
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of one of these attacks, it can cast one spell that takes 1 action to
cast.

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

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

Steal Memory (1/Day). The hydroloth targets one creature it can
see within 60 feet of it. The target takes 4d6 psychic damage,
and it must make a DC 18 Intelligence saving throw. On a
successful save, the target becomes immune to this hydroloth’s
Steal Memory for 24 hours. On a failed save, the target loses all
proficiencies, it can't cast spells, it can’t understand language,
and if its Intelligence and Charisma scores are higher than 5,
they become 5. Each time the target finishes a long rest, it can
repeat the saving throw, ending the effect on itself on a success.
A greater restoration or remove curse spell cast on the target
ends this effect early.

Stunning Croak (Recharge 5-6). The hydroloth emits a magical
stupefying croak. Each creature not a yugoloth within 20 feet of
the hydroloth and can hear the hydroloth must succeed on a DC
18 Constitution saving throw or be stunned until the end of its
next turn. When the hydroloth uses Multiattack and Stunning
Croak is available, it can use Stunning Croak in place of its bite
attack.

Teleport. The hydroloth magically teleports, along with
any equipment it is wearing or carrying, up to 60 feet to an
unoccupied space it can see.

L. EGENDARY ACTIONS

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

Leap. The hydroloth moves up to its speed without provoking
attacks. The hydroloth can move through Large or smaller
creatures and objects during this movement.

Claws (Costs 2 Actions). The hydroloth attacks with its claws.

Phantasm (Costs 2 Actions). The hydroloth casts crown of

madness, fear, or phantasmal force.
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| Large fiend (yugoloth), neutral evil

Armor Class 18 (natural armor)
Hit Points 184 (16d10 + 96)

| Speed 40 ft. i
STR DEX CON INT WIS CHA |
20(+5) 14(+2) 22(+6) 16(3) 16(+3) 18(+4)

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

| Skills Deception +9, Insight +8, Perception +8, Persuasion +9
| Damage Resistances cold, fire, lightning; bludgeoning, piercing, and |

slashing from nonmagical attacks
Damage Immunities acid, poison

| Condition Immunities poisoned
| Senses blindsight 60 ft., darkvision 60 ft., passive Perception 18

| Languages Abyssal, Infernal, telepathy 60 ft.

| Challenge 15 (13,000 XP)

| Battle Tactician. The yagnoloth learns three maneuvers (distracting '
| strike, maneuvering attack, and menacing attack) and gains four d8
| superiority dice from the Fighter class's Battle Master archetype.

The yagnoloth's Maneuver ability is Strength (Maneuver save
DC 18).

Innate Spellcasting. The yagnoloth’s innate spellcasting ability

is Charisma (spell save DC 17). It can innately cast the following

spells, requiring no material components:

At will: darkness, detect magic, dispel magic, invisibility (self only),
suggestion

3/day: lightning bolt

Magic Resistance. The yagnoloth has advantage on saving throws

| against spells and other magical effects.

| Magic Weapons. The yagnoloth’s weapon attacks are magical..

| ACTIONS

| Multiattack. The yagnoloth makes one massive arm attack and one
| electrified touch attack, or it makes one massive arm attack and

teleports before or after the attack.

| Electrified Touch. Melee Weapon Attack: +10 to hit, reach 5 ft., one

| target. Hit: 31 (7d8) lightning damage.

| Massive Arm. Melee Weapon Attack: +10 to hit, reach 15 ft., one
| target. Hit: 24 (3d12 + 5) bludgeoning damage. If the target is a

| become stunned until the end of the yagnoloth’s next turn.

creature, it must succeed on a DC 18 Constitution saving throw or
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} Life Leech. The yagnoloth touches one incapacitated creature within
{ 15 feet of it. The target takes 37 (8d8 + 5) necrotic damage, and the

yagnoloth gains temporary hit points equal to half the damage dealt.
P The target must succeed on a DC 19 Constitution saving throw, or
its hit point maximum is reduced by an amount equal to the damage
taken. This reduction lasts until the target finishes a long rest, and
the target dies if its hit point maximum is reduced to 0.

Battlefield Cunning (Recharge 4-6). Up to two allied yugoloths
| within 60 feet of the yagnoloth that can hear it can use their
reactions to make one melee attack each.

R Teleport. The yagnoloth magically teleports, along with any
| equipment it is wearing or carrying, up to 60 feet to an unoccupied
space it can see.

F Tol-Kendar (Recharge 6). The yagnoloth magically summons

| its tol-kendar, a huge and wicked-looking 15-foot polearm. The

| weapon appears instantly in the yagnoloth's massive arm hand. The
yagnoloth moves up to its walking speed in a straight line and targets
E each creature within 30 feet of it during its movement. Each target
must succeed on a DC 18 Dexterity saving throw or take 33 (8d6
+5) slashing damage. The tol-kendar disappears at the end of the
yagnoloth's turn.

L.EGENDARY ACTIONS

{

5

{ The yagnoloth gains 3 legendary actions, choosing from the options

5 below. Only one legendary action option can be used at a time and
only at the end of another creature's turn. The yagnoloth regains

F spent legendary actions at the start of its turn.

I Teleport. The yagnoloth uses Teleport.

! Elecrify (Costs 2 Actions). The yagnoloth uses Electrified Touch.

[ Massive Arm (Costs 2 Actions). The yagnoloth attacks with its

Massive Arm.
| Lightning Bolt (Costs 3 Actions). The yagnoloth casts lightning bolt,
| if available.
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