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Desmond Hawkeye is a monster hunter and a member 
of the Alliance of the Griffon. This faction is committed 
to exploring the multiverse and fighting evil. The only 
other known member of the group is the Storyweaver, 
a mysterious figure who dwells in Feyland. However, 
there are about a dozen individuals in the faction. 
Members of the alliance have been sent by the Griffon to 
explore specific parts of the multiverse. The Griffon is a 
powerful, wise griffon with extraordinary abilities. Each 
individual member also has unique talents that suit their 
mission. 

The Alliance of the Griffon sends your party on a mission with the legendary monster hunter, Desmond 
Hawkeye.
The heroes must retrieve a powerful item from the Underworld.
A dangerous devil-worshipping cult is based deep underground. 
Adventurers must rescue someone from the Underworld.
A group of adventurers are native to the Underworld. A drow of good or neutral alignment is their leader. 
The heroes must retrieve a rare plant to save the life of a dying princess. 
A party must travel to the underground dwarf capital to meet with the king. They soon find out a war has broken 
out with the orcs. 
Heroes must infiltrate the duergar capital and retrieve a lost tome. 
A dwarf needs to be escorted back to the dwarf capital deep in the Underworld.
A dungeon trap is triggered, sending the party deep into the Underworld. 
Adventurers must escort a diplomat to the Underworld to broker a peace agreement.
A series of murders have occurred in a dwarf mine. 
The minotaur king begins a campaign to take over the Underworld. Who will stand in his way?
Deep gnomes seek help from the heroes after the drow capture a number of slaves. 
A group of good-aligned drow begin an uprising led by a brave priestess. 
Several elite elf warriors need an escort into the Underworld. They are planning to assassinate a drow leader. 
The party is sent on a quest to retrieve a large amount of a rare metal for a wealthy king. 
A group of heroes finds a treasure map that leads to an abandoned underground city. 
Miners unearth a dangerous monster or a powerful magical force. 
A half-orc spy helps the party enter the orc caverns on a mission to eliminate the evil humanoids from the 
Underworld.
A party of adventurers must attempt to escape from the Underworld after being taken prisoner.
Magical mushrooms send the heroes on a wild trip below the surface world. 
On a voyage through the Underworld, the heroes find a hidden city under a subterranean lake. 
A powerful noble has hired the adventuring party to eliminate a drow assassin who lives in the dark elf capital. 
Giants from the surface world enlist the help of mercenaries to eliminate the unpredictable Giant Queen. 

1.

2.
3.
4.
5.
6.
7.

8.
9.
10.
11.
12.
13.
14.
15.
16.
17.
18.
19.
20.

21.
22.
23.
24.
25.

Desmond makes his home in a large manor which sits 
above a hidden entrance to the Underworld. This man 
is part scholar, part warrior. He often mounts his vawk 
(page 119) and flies into the dark realm. This monster 
hunter has explored the subterranean realm for many 
years and knows every twist and turn. 

The Monster Hunter monster version can be found on page 
79 . The ranger subclass version is on page 124.

UNDERWORLD ADVENTURE HOOKS
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BEHEMOTH
Gargantuan monstrosity (titan), unaligned 
Armor Class 25 (natural armor)
Hit Points 780 (40d20 + 360)
Speed 40 ft.

Saving Throws Int +9, Wis +10, Cha +5
Condition Immunities charmed, frightened
Senses darkvision 120 ft., passive Perception 11
Languages Terran
Challenge 30 (155,000 XP)

Fearsome Presence. Any creature that starts its turn 
within 120 feet of the behemoth must make a DC 21 
Wisdom saving throw. On a failed save, the creature 
becomes frightened of the behemoth 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 feature for the next 
24 hours.   

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

Siege Monster. The behemoth deals double damage to 
objects and structures.   

Sunlight Sensitivity. While in sunlight, the behemoth 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight.
  

ACTIONS
Multiattack. The behemoth makes three 
attacks; two bite attacks and one gore attack 
with its horns.    

Bite. Melee Weapon Attack: +19 to hit, reach 
15  ft., one target. Hit: 49 (6d12 + 10) piercing 
damage. 

Gore. Melee Weapon Attack: +19 to hit, reach 15 
ft., one target. Hit: 54 (8d10 + 10) piercing  damage. 

Earthshake (Recharge 5-6). The behemoth slams the 
ground and a thunderous burst goes outwards 120 
feet. Each creature in that area must make a DC 23 
Constitution saving throw, taking 105 (30d6) thunder 
damage on a failed save and it is knocked prone, or half 
as much damage on a successful one. 

Without warning, the ground shakes and an enormous 
red monster enters the vast cavern. It looks like a giant 
horned dragon without wings. The behemoth is the 
most powerful of all creatures living underground. This 
monstrosity can destroy armies and entire settlements 
singlehandedly. 

Massive Monstrosity. Legends speak about the immense 
size of this creature, but seeing it in the flesh is 
frightening. It seems as if part of the earth itself has 
come alive. The behemoth has a boundless appetite 
and sometimes hunts down entire herds of Underworld 
beasts. 

Ground Breaking. The behemoth shakes the very ground 
it walks on. It has been known to knock an entire army 
off its feet. 

Dark Days. Although it is an immeasurably powerful 
creature, the behemoth is extremely sensitive to 
sunlight.

LEGENDARY ACTIONS
Bite Attack. The behemoth makes a bite attack.  

Gore Attack. The behemoth makes a gore attack. 

Tail Attack. Melee Weapon Attack: +19 to hit, reach 20 ft., 
one target. Hit: 43 (6d10 + 10) bludgeoning damage.

STR
30(+10)

DEX
9(-1)

CON
29(+9)

INT
10(+0)

WIS
12(+1)

CHA
3(-4)
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CAVE HYDRA 
Huge monstrosity, unaligned 
Armor Class 16 (natural armor)
Hit Points 200 (16d12 + 96)
Speed 40 ft., swim 40 ft. 

Skills Perception +7, Stealth +7
Condition Immunities charmed
Senses darkvision 90 ft., passive Perception 17
Languages - 
Challenge 15 (13,000 XP)

Amphibious. The cave hydra can breathe air and water.  
 
Sunlight Sensitivity. While in sunlight, the cave hydra 
has disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight. 

Tentacle Charge. If the cave hydra moves at least 20 
feet straight toward a target using its tentacles 
and then hits it with one of its 
tentacles on the same turn, that 
one target takes an extra 9 (2d8) 
bludgeoning damage. If the target 
is a creature, it must also succeed on 
a DC 18 Strength saving throw or be 
knocked prone. 

  
ACTIONS
Multiattack. The cave hydra makes five 
attacks with its tentacles or one bite 
attack.    

Tentacle. Melee Weapon Attack: +11 to 
hit, reach 15 ft., one target. Hit: 15 
(2d8 + 6) bludgeoning damage and 
the target is grappled (escape 
DC 18). Until the grapple ends, the 
target is restrained and has disadvantage 
on Strength checks and Strength saving 
throws, and the cave hydra can’t use 
the same tentacle on another target. 
The cave hydra has five tentacles, each 
of which can grapple one target. 

Bite. Melee Weapon Attack: +11 to hit, 
reach 5 ft., one target. Hit: 17 (2d10 
+ 6) piercing damage. 

Swallow. The cave hydra makes one 
bite attack against a Medium or 
smaller target it is grappling. If the 
attack hits, the target is also 

swallowed, and the grapple ends. While swallowed, 
the target is blinded and restrained, it has total cover 
against attacks and other effects outside the cave hydra, 
and it takes 21 (6d6) acid damage at the start of each of 
the cave hydra’s turns. A cave hydra can have only one 
creature swallowed at a time. If the cave hydra dies, a 
swallowed creature is no longer restrained by it and can 
escape from the corpse by using 15 feet of movement, 
exiting prone. 

Lurking in subterranean pools, rivers, and lakes is this 
deadly monstrosity. In the dark, murky underground 
water its not easy to see what lives below. Legendary 
tales warn adventurers to stay away from these 
underground bodies of water where the cave hydra 
might dwell.   

Lone Lurker. It lives a solitary existence, waiting 
patiently for prey to wander by. This predator can 
survive a long time without feeding, but when prey 
arrives it boldly attacks. Despite their size, these 
monsters can move quickly on land or in the water. 

Armed to the Teeth. The cave hydra uses its many 
tentacles to attack multiple targets. If possible, it will 
pull victims into its massive jaws and swallow them.  

STR
23(+6)

DEX
14(+2)

CON
23(+6)

INT
2(-4)

WIS
14(+2)

CHA
7(-2)
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DWARF, CRASHER
Medium humanoid (dwarf), lawful good
Armor Class 18 (plate)
Hit Points 37 (5d8 + 15)
Speed 25 ft.

Skills Athletics +7
Senses darkvision 60 ft., passive Perception 10
Languages Common, Dwarvish, Undercommon 
Challenge 3 (700 XP)

Brute. A melee weapon deals one extra die of its damage 
when the dwarf hits with it (included in the attack). 

Dwarven Resilience. The dwarf has advantage on saving 
throws against poison, and resistance against poison 
damage.

 
ACTIONS
Multiattack. The dwarf makes two unarmed attacks or 
one battering ram or crossbow attack.  

          Unarmed Attack. Melee Weapon Attack: +7 to hit,             
                      reach 5 ft., one target. Hit: 9 (1d8 + 5) 
                              bludgeoning damage. 

                               Battering Ram. Melee Weapon Attack: 
                              +7 to hit, reach 5 ft., one target. Hit: 15 
                             (3d6 + 5) bludgeoning damage. 

                              Heavy Crossbow. Ranged Weapon Attack: 
                                +3 to hit, range 100/400 ft., one target. 
                                  Hit: 6 (1d10 + 1) piercing damage.

                                    Block the Path. Until the start of the 
                                      dwarf’s next turn, attack rolls against 
                                       the dwarf have disadvantage, 
                                      it has advantage on the attack roll it 
                                makes for an opportunity attack, and 
                            that attack deals an extra 7 (2d6) 
              bludgeoning damage on a hit. Also, each enemy 
                that tries to move out of the dwarf’s reach 
                  without teleporting must succeed on a DC 13 
                  Strength saving throw or have its speed reduced 
                  to 0 until the start of the dwarf’s next turn. 

Wood splinters in all directions as the doors of a drow 
wilderness manor are destroyed. Rushing forward 
are muscled dwarves with battering rams. Dwarf 
crashers are at the front of many assaults by the dwarf 
army. Many other dwarves don’t get along with these 
aggressive soldiers.

Explosive Entrance. Crashers are armed with battering 
rams and spears. The battering rams are used to smash 
into buildings or drive headlong into masses of enemy 
troops. Spears are strapped on the backs of these 
warriors.  

Bearded Blockade. Not only can the crashers smash their 
way forward, they are also able to block opponents from 
moving. Getting past these dwarves is a very difficult 
task. 

Dour Demeanor. These warriors are known to be 
very sober and have little sense of humor. Years of 
punishment has also left scars and many injuries on 
their stocky frames. Some compare the demeanor of 
dwarf crashers to their duergar cousins. 

STR
20(+5)

DEX
12(+1)

CON
16(+3)

INT
10(+0)

WIS
10(+0)

CHA
7(-2)
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ELF, DROW NOBLE
Medium humanoid (elf), neutral evil 
Armor Class 17 (+1 mithral chain mail)
Hit Points 82 (15d8 + 15)
Speed 30 ft.

Saving Throws Int +6, Wis +7, Cha +8
Skills Deception +8, History +6, Perception +7, 
Persuasion +8
Senses darkvision 120 ft., passive Perception 17
Languages Elvish, Undercommon 
Challenge 9 (5,000 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). It can innately cast 
the following spells, requiring no components. 

At will: dancing lights

1/day each: darkness, faerie fire, levitate (self only)

Spellcasting. The drow is a 5th-level spellcaster. Its 
spellcasting ability is Charisma (spell save DC 16, +8 
to hit with spell attacks). The drow has the following 
wizard spells prepared. 

Cantrips (at will): message, minor illusion, poison spray, 
ray of frost

1st level (4 slots): charm person, detect magic, magic 
missile, witch bolt

2nd level (3 slots): arcane lock, misty step, web

3rd level (2 slots): slow

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 melee attacks.

Longsword. Melee Weapon Attack: +9 to hit, reach 5 ft., 
one target. Hit: 9 (1d10 + 4) slashing damage plus 10 
(3d6) poison damage. 

Being the most arrogant of an arrogant race says a lot. 
Drow nobles really do think they’re the greatest thing 
under the sun. Very far under the sun.

Elf Leadership. These nobles join with the priestesses to 
make up the leadership of the drow. Most are female and 
part of the matriarchy that rules all the dark elves. They 
reside in elegant stone manors hollowed out from huge 
stalagmites or stalactites. Many drow are under their 
command and they have 
considerable influence. 

House Elves. 
Drow nobles are the heads 
of noble houses made up 
of the most powerful 
families. They rule 
with a cruel hand and 
scheme to bring 
other houses into 
ruin. 

Hellish Horses. 
Many of these nobles 
use nightmares as 
their mounts. 

ACTIONS
Leadership (Recharges after a Short or Long Rest). For 
1 minute, the drow can utter a special command or 
warning whenever a hostile creature that it can see 
within 30 feet of it makes an attack roll or a saving 
throw. The creature can add a d4 to its roll provided 
it can hear and understand the drow. A creature can 
benefit from only one Leadership die at a time. This 
effect ends if the drow is incapacitated. 

REACTIONS
Parry. The drow adds 3 to its AC against one melee 
attack that would hit it. To do so, the drow must see the 
attacker and be wielding a melee weapon.  

STR
14(+2)

DEX
15(+2)

CON
12(+1)

INT
14(+2)

WIS
16(+3)

CHA
18(+4)
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GNOME, DEEP 
(SVIRFNEBLIN) 
ELDER 
Small humanoid (gnome), neutral good
Armor Class 12
Hit Points 32 (5d6 + 15)
Speed 20 ft.

Skills Investigation +3, Perception +5, Stealth +4
Senses darkvision 120 ft., passive Perception 15
Languages Gnomish, Terran, Undercommon 
Challenge 2 (450 XP)

Gem Wisdom. The gnome has advantage on Intelligence 
(Nature) checks when examining gemstones. 

Gnome Cunning. The gnome has advantage on 
Intelligence, Wisdom, and Charisma saving throws 
against magic.   

Innate Spellcasting. The gnome’s innate spellcasting 
ability is Wisdom (spell save DC 13). It can innately cast 
the following spells, requiring no components: 

At will: nondetection (self only)

1/day each: blindness/deafness, blur,
disguise self

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

ACTIONS
Multiattack. The gnome makes two melee attacks.

Quarterstaff. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 6 (1d8 + 2) bludgeoning damage. 

Summon Earth Elemental (1/Day). The 
gnome can summon an earth 
elemental, appearing in an unoccupied 
space within 60 feet of it. The elemental 
obeys the commands of the gnome.  

The deep gnome elders are the part of the svirfneblin 
leadership. Even the king seeks their advice at times. 
These wise svirfneblin are usually found clad in black 
and gray robes, clutching their handy quarterstaff.  

Earth Knowledge. These elders have deep relationships 
with elementals from the Elemental Plane of Earth. They 
can even summon an elemental to assist them. 

Quality Control. More than any other svirfneblin, the 
elders have an eye for quality gemstones. Younger deep 
gnomes always have elders examine their gemstones to 
determine their quality.  

Caterpillar Mounts. Some deep gnome elders ride around 
on giant caterpillars or armored caterpillars. STR

14(+2)
DEX
14(+2)

CON
16(+3)

INT
13(+1)

WIS
16(+3)

CHA
10(+0)

FEATURES OF THE UNDERWORLD

Dark Crystals: Dark purple crystals found in the 
darkest areas of the Underworld. Their dust can be 
inhaled to heal 1d8 hit points. 
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GNOME, DEEP 
(SVIRFNEBLIN) 
RANGER  
Small humanoid (gnome), neutral good
Armor Class 15 (chain shirt)
Hit Points 33 (6d6 + 12)
Speed 25 ft.

Skills Nature +3, Perception +3, Stealth +6, Survival +3
Senses darkvision 60 ft., passive Perception 13
Languages Gnomish, Terran, Undercommon
Challenge 2 (450 XP)

Cunning Action (3/day). The gnome can use a bonus 
action to take the Dash, Disengage, or Hide action.   

Gnome Cunning. The gnome has advantage on 
Intelligence, Wisdom, and Charisma saving throws 
against magic.   

Innate Spellcasting. The gnome’s innate spellcasting 
ability is Intelligence (spell save DC 12). It can innately 
cast the following spells, requiring no components:

At will: nondetection (self only)

1/day each: blindness/deafness, blur, disguise self, 
hunter’s mark, pass without trace

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

ACTIONS
Multiattack. The gnome makes two attacks.

War Pick. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 6 (1d8 + 2) piercing damage. 

Blowgun. Ranged Weapon Attack: +5 to hit, 
range 25/100 ft., one target. Hit: 1 + 4 piercing 
damage, and the target must succeed on a 
DC 13 Constitution saving throw or be 
poisoned for 1 minute. The target can repeat 
the saving throw at the end of each of 
its turns, ending the effect on itself 
on a success. 

Svirfneblin rangers patrol the borders of their territory. 
They are the first defense if one of their hidden enclaves 
is attacked. In some cases, these hardy gnomes are 
sent on missions deep into enemy territory. Svirfneblin 
rangers are some of the only deep gnomes who aren’t 
afraid of the dark elves. They will courageously engage 
any drow they come into contact with.

Blending In. More than any other deep gnome, these 
warriors are able to blend into the surroundings. Drow 
have reported that the svirfneblin seem to appear out of 
thin air. 

Crossbow Experts. Unlike other deep gnomes, the rangers 
are armed with light crossbows. The bolts are tipped 
with a strong poison. These gnomes learned how to 
poison their bolts after numerous encounters with the 
drow. 

Old Gnomes Club. All svirfneblin rangers are male. 
However, a few female warriors have petitioned the king 
to have this tradition changed. Due to the patriarchal 
structure of their society, this petition has little chance 
to persuade the monarch.

STR
15(+2)

DEX
18(+4)

CON
15(+2)

INT
12(+1)

WIS
12(+1)

CHA
9(-1)

FEATURES OF THE UNDERWORLD

Green Salt. Once consumed, any food you eat in the 
next hour tastes delicious.
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ILLUMINAI  
Medium humanoid (human), lawful good
Armor Class 18 (plate)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

Saving Throws Con +5, Wis +4
Skills Athletics +4, Insight +4, Perception +4, 
Survival +4
Senses darkvision 60 ft., passive Perception 14
Languages Common, Celestial, Undercommon
Challenge 6 (2,300 XP)

Brave. The illuminai has advantage on saving throws 
against being frightened.   

Innate Spellcasting. The illuminai’s innate spellcasting 
ability is Charisma (spell save DC 15). The illuminai 
can innately cast the following spells, requiring no 
components: 

At will: detect evil and good

2/day each: cure wounds, dispel evil and good, light, pass 
without trace

ACTIONS
Multiattack. The illuminai makes two attacks.

Sword of Light. Melee Weapon Attack: +7 to hit, 
reach 5 ft., one target. Hit: 11 (2d6 + 4) slashing 
damage and 13 (3d8) radiant damage. Once a 
day can also be used to cast misty step. 

Bow of Light. Ranged Weapon Attack: +6 to hit, 
range 150/400 ft., one target. Hit: 6 (1d8 + 2) 
piercing damage and 9 (2d8) radiant damage.

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

Legends tell of a brave knighthood that makes forays 
into the Underworld to vanquish evil. These disciplined 
warriors are known as the Illuminai. Their holy light 
shines even in the darkest corners of this dangerous 
land.  

Divine Vision. Since they spend so much time in the 
dark, these knights have been granted a divine boon of 
darkvision. Their deities are aware these brave souls 
must be able to find their way around the subterranean 
land.  

Holy Horses. These knights often ride winged celestials 
known as night steeds (page 83). They are distant 
cousins of the pegasi and are able to see in the dark. 

Shining Swords. Illuminai are armed with two unique 
weapons to deal with their evil opponents. Both their 
sword of light and bow of light are divine instruments. 

STR
18(+4)

DEX
14(+2)

CON
15(+2)

INT
12(+1)

WIS
12(+1)

CHA
16(+3)
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LYCANTHROPE, 
WEREWOLF LORD  
Medium humanoid (human, shapechanger), chaotic evil 
Armor Class 13 in humanoid form, 15 (natural armor) in 
wolf or hybrid form
Hit Points 90 (12d8 + 36)
Speed 30 ft. (50 ft. in wolf form)

Skills Perception +5, Stealth +6
Damage Immunities bludgeoning, piercing, and 
slashing from nonmagical weapons that aren’t silvered 
Condition Immunities charmed, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 15
Languages Common (can’t speak in wolf form) 
Challenge 6 (2,300 XP)

Shapechanger. The werewolf lord can use its action 
to polymorph into a wolf-humanoid hybrid or into a 
wolf, or back into its true form, which is humanoid. 
Its statistics, other than its AC, are the same in each 
form. Any equipment it is wearing or carrying isn’t 
transformed. It reverts to its true form if it dies. 

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

ACTIONS
Multiattack (Humanoid or Hybrid Form Only). The 
werewolf lord makes two attacks: one with its bite and 
one with its claws or greatsword. 

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 13 (2d8 + 4) piercing damage. If the target 
is a humanoid, it must succeed on a DC 15 
Constitution saving throw or be cursed with werewolf 
lycanthropy. 

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 4) slashing damage.

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

Howl. Any creature within 90 feet of the werewolf 
lord and hears it howl must succeed on a DC 15 
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 unsuccessful or the effect ends 
for it, the creature is immune to the werewolf 
lord’s Howl for the next 24 hours. 

While there aren’t many lycanthropes in this strange 
land, there is a mighty werewolf lord. The werewolf 
lord lives in a hidden underground lair far from the 
eyes of surface-dwellers. He uses this stronghold to 
launch attacks and plot against the world above. Many 
years ago, this lycanthrope was actually a wealthy 
noble. However, he was bitten by a werewolf and fled 
underground.

Lunatic Lord. A special tower gives this monster a view 
of the moon on clear nights. At times, this has allowed 
access to unwanted visitors. Some creatures have found 
their way into the underground realm through this 
tower. However, those that encounter this lycanthrope 
are never seen again.  

Subterranean Sounds. The eerie howl of the werewolf 
lord might be the last sound someone hears. It sends 
victims running for their lives. As creatures attempt to 
flee, this lycanthrope is known to hunt them down for 
sport.

We are Family. Some lycanthropes come to live in the 
werewolf lord’s lair. Werewolves are the most common 
resident, but there are other lycanthropes as well. It is 
made very clear to any newcomers that the werewolf 
lord is in charge. 

STR
14(+2)

DEX
12(+1)

CON
14(+2)

INT
12(+1)

WIS
18(+4)

CHA
9(-1)
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THE UNDERVOID
Gargantuan aberration, neutral evil 
Armor Class 16 (natural armor)
Hit Points 585 (30d20 + 270)
Speed 0 ft. 

Saving Throws Int +17, Wis +15
Skills Insight +15, Perception +15
Damage Immunities necrotic, poison 
Condition Immunities charmed, frightened, paralyzed, 
poisoned, prone
Senses darkvision 120 ft., passive Perception 25
Languages Primordial
Challenge 30 (155,000 XP)

Fungi Presence. When any 
creature that isn’t infected by 
the dark spores starts its turn 
within a mile of the 
Undervoid, that creature 
must succeed on a DC 20 
Constitution saving throw 
or take 3 (1d6) poison 
damage from the dark 
spores. 

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

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

Sunlight Sensitivity. While in sunlight, the Undervoid 
has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight.  

ACTIONS
Multiattack. The Undervoid makes 
ten attacks with its tendrils, uses Reel, 
and makes one attack with its bite.    

Tendrils. Melee Weapon Attack: +17 to 
hit, reach 20 ft., one target. Hit: 21 
(2d12 + 8) piercing damage and the 
target is grappled (escape 21). The 
Undervoid can’t use the same 
tendril on another target. 

ACTIONS
Bite. Melee Weapon Attack: +17 to hit, reach 5 ft., one 
target. Hit: 47 (6d12 + 8) piercing damage.

Reel. The Undervoid pulls each creature grappled by it up 
to 10 feet.

Summon Infected Minions (3/day). Up to eight infected 
dwarves or orcs appear in unoccupied spaces within 
60 feet of the Undervoid and remain until destroyed. 
Infected creatures summoned in this way roll initiative 
and act in the next available turn. 

Spores Attack (Recharges 5-6). The Undervoid can 
send out a burst of dark spores in a 120-foot radius. 
Any creatures in the area must succeed on a DC 20 
Constitution saving throw or take 52 (15d6) poison 
damage. Half damage on a success. 

STR
26(+8)

DEX
8(-1)

CON
28(+9)

INT
25(+7)

WIS
20(+5)

CHA
1(-5)



104

LEGENDARY ACTIONS
Detect. The Undervoid makes a Wisdom (Perception) 
check.   

Swat Away. The Undervoid makes a tendril attack. If 
the attack hits, the target must succeed on a DC 21  
Strength saving throw or be pushed back 15 feet from the 
Undervoid. If the saving throw fails by 4 or more, the 
target falls prone. 

Tendril. Attacks with a tendril 

Evil has spread into the multiverse and takes form in many 
ways. The Undervoid is part of this evil, a toxic pool of 
energy deep in the Underworld. It is a massive being with 
huge tentacles rising out of the central pool. 

Brilliant Mind. This aberration and its dark spores are 
highly intelligent. They seek to spread out and conquer 
the underground and surface worlds. Other pools of dark 
energy are also active throughout the multiverse.  

Sowing Discontent. Evil spores are constantly being sent 
out by this strange aberration. Clouds of spores and many 
infected minions can be traced back to the Undervoid. 

Prophetic End. Some seers have had visions of heroes 
traveling to the faraway home of this aberration and 
discovering its source in order to destroy it. 
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UNDERWORLD 
DRYAD
Medium fey, neutral evil 
Armor Class 12 (16 with barkskin)
Hit Points 55 (10d8 + 10)
Speed 30 ft.

Skills Perception +6, Persuasion +8, Stealth +5
Damage Immunities poison 
Condition Immunities charmed, poisoned
Senses darkvision 60 ft., passive Perception 16
Languages Elvish, Undercommon
Challenge 3 (700 XP)

Innate Spellcasting. The dryad’s innate spellcasting 
ability is Charisma (spell save DC 15). The dryad 
can innately cast the following spells, requiring no 
components. 

At will: detect evil and good, druidcraft, poison spray

3/day each: dispel evil and good, entangle, silence

1/day each: barkskin, pass without trace, shillelagh

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

Mushroom Stride. Once on her turn, the dryad can use 10 
feet of her movement to step magically into one living 
mushroom within her reach and emerge from a second 
living mushroom within 60 feet of the first mushroom, 
appearing in an unoccupied space within 5 feet of the 
second mushroom. Both mushrooms must be Large or 
bigger. 

Speak with Beasts and Plants. The dryad can 
communicate with beasts and plants as if they shared a 
language. 

 
ACTIONS
Club. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 3 (1d4 + 1) bludgeoning damage. 

A cold, high voice laughs in the darkness. Small 
creatures flee the area and brush past your legs. 
Something sinister is out there. Emerging from the dark 
is a feminine form. This beautiful fey is an underworld 
dryad. 

Friend of the Fungi. The underworld dryad is formed 
when a lost spirit is bound to a large mushroom by a 
powerful evil fey. If the mushroom is ever destroyed the 
spirit is free to pass on its journey to the next realm. 

Gorgeous Guardians. Underworld dryads work with evil 
fey to protect fungi forests. Legends tell of these fey 
making use of their extraordinary beauty. 

Mushroom Home. The mushroom home of the 
underworld dryad can be destroyed (AC 15, 35 hit points, 
immune to poison). If it is, the fey’s form is destroyed 
and the mushroom disappears. However, these homes 
are well hidden deep inside fungi forests. 

Dark Fey Charm. The underworld dryad targets one 
humanoid or beast that she can see within 30 feet of 
her. If the target can see the dryad, it must succeed on 
a DC 16 Wisdom saving throw or be magically charmed. 
The charmed creature regards the underworld dryad as 
a trusted friend to be heeded and protected. Although 
the target isn’t under the underworld dryad’s control, it 
takes her requests or actions in the most favorable way 
it can. The target can repeat the saving throw at the end 
of each of the underworld dryad’s turns. If a target’s 
saving throw is successful, the target is immune to the 
underworld dryad’s dark fey charm for 24 hours. The 
underworld dryad can have up to two humanoids and up 
to four beasts charmed at a time. 

STR
20(+5)

DEX
10(+0)

CON
20(+5)

INT
7(-2)

WIS
9(-1)

CHA
7(-2)
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