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BOTCHLING

Cursed from Birth. Curses lie as a part of our world,
sometimes just as benign as a harmless trick from a wronged
fairy, turning the milk sour. Most believe that curses only
strike the wrongdoers and sinners, but the truth is that our
words and actions can have more power and consequences
that we often realize. The story of a botchling is always a sad
and gripping tale, as it was cursed from the very moment it
entered this world. A botchling hideous outer appearance, a
partially-decayed fetus twisted with hatred and malice, can
almost be seen as a metaphor for the ugliness of its
predicament, it rises from pure sadness and devastation: the
corpse of an unwanted infant abandoned in the wild or from a
stillborn baby unnamed and discarded without funeral rites.

Dark Beacon. At times of famine, one more mouth to feed
can spell the end for an entire family. Giving birth to an
illegitimate child, or gods forbid, a tiefling, could bring shame
and accusation of witchcraft to the parents. Sadly, there are
many reasons for a child to be abandoned, each more
heartbreaking than the last. The feeling of utter abandonment
and the complete absence of love that defines the botchling
make it glow like a dark beacon for wraiths that are born
from powerful negative emotions. As a result, many elements
of folklore give to botchling the power to rise or control the
undead in some manner, but in truth it is merely a side effect
of the botchling’s emotions flaring when it becomes agitated.

Hunger for Love. The botchling has a feverish hunger for
maternal love, a fact that reflects in its feeding habits. A
botchling will emerge from its lair at night to lurk by the
bedside of an expectant mother, draining her strength and
that of her unborn progeny as she sleeps. A woman thus
beleaguered first suffers from troubling dreams, then fever,
delirium and a general weakening of the flesh. After a few
such nights she is enfeebled and unable to defend herself — it
is then the botchling attacks directly, sinking its long, sharp
fangs into her body and drinking her blood until mother and
fetus perish together.

Undead Nature. A botchling doesn't require air, drink or
sleep.

LUBBERKIN

A lubberkin looks very similar to a botchling, the main
difference being its ghost-like, glowing, white aura and
relatively passive behavior. As a benevolent spirit, it comes
from a botchling that has been appeased and found its place
in the world beyond death. They are attached to their family
and will act as a guide, watching over the children and
protecting them from harm. Even after their parents have
passed, they will care for their brother and sisters, their
children, and the following generations. Some lubberkins
have been part of the household for as long as anyone can
remember and very much become the symbol of the house.

Undead Nature. A lubberkin doesn't require air, food, drink
or sleep.

THE PowWER oF NAMES

The only way to save a botchling’s soul is when one
of its parents embraces it as its own, ceremonially
names it and buries it under the hearth of the
family estate. This rite will put the spirit to rest so it
can emanate as a lubberkin, a guardian spirit that
watches over the family it never knew and the
household it never could call its home. However,
attempting this rite isn’t without risks. Firstly,
subduing the botchling itself can prove difficult,
and secondly its cries during the rite will attract all
sorts of hostile specters and undead. Finally, there
is always a chance that a greater wraith called a
night maiden will claim the botchling as her own,
turning the botchling into a myling.




BOTCHLING

Small undead, neutral evil

Armor Class 12
Hit Points 40 (9d6 + 9)

Speed 15 ft.

I

STR  DEX CON INT WIS CHA
5(3) 15(+2) 12 (1) 6(-2) 12 (+1) 5(-3)
— —
Skills Stealth +6
Damage Resistances cold, necrotic
Condition Immunities exhaustion, prone
Senses darkvision 60 ft., passive Perception 11
Languages -
Challenge 2 (450 XP)

Deathly Echoes. After the botchling uses its Wail,
there is a 50 percent chance that it will summon 1d3
specters or one shade. A summoned creature
materializes within 30 feet of the botchling in an
unoccupied space. The creature acts as an ally of the
botchling. The creature vanishes when it drops to O
hit points.

Feverish Hunger. As a bonus action, the botchling can
target one creature it can see within 5 feet of it that
is unconscious. The target must succeed onaDC 16
Constitution saving throw against this magic or gain
1 level of exhaustion.

Actions

Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one
target. Hit: 5 (1d6 + 2) piercing damage plus 13
(3d8) necrotic damage. The botchling regains a
number of hit points equal to the amount of necrotic
damage dealt. If the target is a humanoid, it must
succeed on a DC 16 Constitution saving throw or fall
unconscious for 1 minute. The target awakens if it
takes damage or another creature takes an action to
wake it.

Wail (Recharges 4-6). The botchling lets out a horrific
wail. Any creature within 60 feet of the botchling
that can hear the wail must succeed onaDC 16
Constitution saving throw or be stunned until the
end of the botchling's next turn.

LUBBERKIN

Small undead, neutral good

Armor Class 12

Hit Points 40 (9d6 + 9)
Speed O ft., fly 40 ft. (hover)
I

STR  DEX CON INT WIS CHA
15 15H=2) 12 1) 6(-2) 16 (+3) 5 (-3)
—
Damage Resistances acid, cold, fire, necrotic;
bludgeoning, piercing, and slashing from
nonmagical weapons
Damage Immunities radiant, poison
Condition Immunities charmed, exhaustion, grappled,
paralyzed, petrified, poisoned, prone, restrained,
unconscious
Senses darkvision 60 ft., passive Perception 13
Languages -
Challenge 2 (450 XP)
I
Ephemeral. The lubberkin can’t wear or carry
anything.

Glow. The lubberkin sheds bright light in a 5-to 20-
foot radius and dim light for an additional number of
feet equal to the chosen radius. The lubberkin can
alter the radius as a bonus action. While inside the
radius of bright light, a friendly creature gains a +3
bonus to its saving throws.

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

Kin Awareness. The lubberkin knows the distance to
and direction of any creature part of its family, even if
the creature and the lubberkin are on different planes
of existence. If a creature that is part of the family
dies, the lubberkin knows.

Actions

Glowing Touch. Melee Spell Attack: +5 to hit, reach
5ft., one creature. Hit: 20 (5d6 + 3) radiant damage
and the next attack roll made against this target
before the end of the lubberkin's next turn has
advantage, thanks to the mystical dim light glittering
on the target until then.




MYLING

Small undead, chaotic evil

Armor Class 13
Hit Points 40 (9d6 + 9)
Speed O ft., fly 40 ft. (hover)

I

STR DEX CON INT WIS CHA
1(¢-5 16(+3) 12 (1) 10(+0) 8 (-1) 16 (+3)
—
Skills Deception +5, Stealth +7
Damage Resistances acid, cold, fire; bludgeoning,
piercing, and slashing from nonmagical weapons
Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, grappled,
paralyzed, petrified, poisoned, prone, restrained,
unconscious
Senses darkvision 60 ft., passive Perception 9

afuages telepathy 120 ft.
hallenge 2 (450 XP)

Ephemeral. The myling can’t wear or carry anything.

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

Invisibility. The myling is invisible. Humanoid children
can see the myling.

Actions

Corrupting Touch. Melee Spell Attack: +5 to hit, reach
5ft., one creature. Hit: 17 (4d6 + 3) necrotic damage.

Influence. The myling targets one humanoid it can see
within 30 feet of it. The target must succeed on a DC
16 Wisdom saving throw against this magic or be
charmed by the myling. The charmed target regards the
myling as a trusted friend to be heeded and protected.
Although the target isn't under the myling's control, it
takes the myling's requests or actions in the most
favorable way it can. Each time the myling or the
myling's companions do anything harmful to the target,
it can repeat the saving throw, ending the effect on
itself on a success. Otherwise, the effect lasts 24 hours
or until the myling is destroyed, is on a different plane
of existence than the target, or takes a bonus action to
end the effect.

Possession (Recharge 5-6). One child humanoid that the
myling can see within 5 feet of it must succeed on a DC
16 Charisma saving throw or be possessed by the
myling; the myling then disappears, and the target is
incapacitated and loses control of its body.

The myling now controls the body but doesn't deprive
the target of awareness. The myling can't be targeted by
any attack, spell, or other effect, except ones that turn
undead, and it retains its alignment, Intelligence,
Wisdom, Charisma, and immunity to being charmed. It
otherwise uses the possessed target's statistics, but
doesn't gain access to the target's knowledge, class
features, or proficiencies.

The possession lasts until the body drops to O hit
points, the myling ends it as a bonus action, or the
myling is turned or forced out by an effect like the
dispel evil and good spell. When the possession ends,
the myling reappears in an unoccupied space within 5
feet of the body. The target is immune to this myling's
Possession for 24 hours after succeeding on the saving
throw or after the possession ends.

MyLING

Insatiable Revenge. If a botchling still seeks maternal love in
a somewhat twisted way, a myling is a vile wraith that seeks
insatiable revenge against parents, incapable of finding
closure. A myling was once a botchling that was “adopted”
and named by a wraith called a night maiden. Myling are
invisible for anyone but children and revealing their presence
will usually require the use of magic. If seen, it takes the
ethereal form of the child it would have grown into, with pure
evil and hatred in its eyes. Myling are usually active during
times of family celebration, especially if it commemorates
birth or symbolizes the love uniting a family.

Insidious Influence. The work of a myling is insidious and
clues of its presence are very hard to pick on. It will slowly
turn a child against its parents, influencing it and filling its
head with lies. As time goes by the child can be found talking
to a new imaginary friend and grows resentful of its parents,
until it ultimately snaps and commits parricide. Mylings
rarely possess a child, however if they are pressed for time or
threatened they will not hesitate to be more direct.

Undead Nature. A myling doesn't require air, food, drink or
sleep.



CRONE

Sister crones, hand in hand, terrors of the sea and land, thus
do go about, about: thrice to thine and thrice to mine, and
thrice again, to make up nine.”—Macveth, Act 1, Scene 3

Ancient Monstrosity. The isolated corners of our world
harbor creatures older than humans, older than academies
and mages, older even than elves and dwarves. The crones
are such creatures. No one knows their true names, nor what
breed of monstrosity they, in fact, are. Folk say they were four
at first. The Mother, She-Who-Knows, the Lady of the Wood,
came here from a faraway land and, since she suffered
terribly from loneliness, she made daughters out of dirt and
water.

Life-saving Parricide. A long, long time ago the Mother was
sole ruler of all of land. Her daughters brought her the
people's requests and served as her voice. Each spring,
sacrifices of grain, animals, and men were made to the Lady
of the Wood on her special night. Yet as the years passed, the
Lady of the Wood slipped deeper and deeper into madness.
Her madness eventually spread over the land—men took to
abandoning their homes and setting out into the bog, where
they became food for beasts. Before long, the land was
drowning in blood.

The daughters saw their home nearing destruction and
took it upon themselves to save it. When spring came once
more, and with it the night sacrifices, they killed their mother
and buried her into a bog. Her blood watered a mystical oak,
and from then on the tree grew wholesome and hearty fruit
for the people. As for the Lady's immortal soul, it refused to
leave its beloved land, and so the daughters imprisoned it. To
this day it lies trapped beneath the earth, where it thrashes
about in powerless rage.

Earthly Goddesses. Common folk refer to the crones as
"The Ladies of the Wood", “Norns”, or simply "The Good
Ladies." The crones act as the true sovereigns of their land,
whose inhabitants they help survive through harsh times in
return for unquestioning obedience. In foul times, when
plague or famine steals the harvest, when the gods have
abandoned them, when the mighty do not care for their fate,
the folks turn to the Ladies for help.

-l b

A GIFT FROM THE LADIES

If one listens to tales and stories, you will learn how
to plea for help from a crone; such help always
comes at a price, but the ladies have the reputation
to always keep their word. This is how one begs
help from the Ladies:

Find a child, young and innocent, and search out
the Ladies' shrine—that is where the Trail of Treats
begins. Set the child off on the trail and it shall
follow its sweet track and find the Good Ladles.
The child will never want for anything ever again,
for the Ladies are kind and generous. Standing
before their shrine, pronounce your request and
the Good Ladies will hear, for they see and hear all
that takes place in their demesne. If you made the

offering as it must be done, your supplication will
be heard.

e Such boons may include but are not limited to:
ability score improvements, new feats, or epic
boons found in the Dungeon Master’s Guide
(page 232). The gift lasts until the crone
chooses to dismiss it or the crone dies. A wish
spell can also end the pact.

¢ A creature that makes a pact with a crone gains
a mystical brand somewhere on its body, the
brand is unique to each crone. The crone can
communicate through the person over any
distance, even from another plane of existence,
speaking through its mouth. Once per month,
the crone may charm the creature as if using
the geas spell. The creature automatically fails
the saving throw to resist the spell, and it can’t
be ended by any normal magic except for a wish
spell, which also ends the pact.




Fiendish Appetite. In the more ghastly legends, crones are
said to know over a dozen recipes for human soup. During
their sabbath, crones truly feed on human flesh, cooking men
and children in infernal pots spiced with root from the cursed
trees growing in their lair. In whispered tales—for if they
spoke too loudly the crones would hear it—villagers speak of
the tribute demanded in the form of human ears. The ears
hung from trees, allowing the crones, through the use of
primeval magic, to hear all that happened in their land.

- e

ELDER CURSE

Simple curses are easily dealt with by clerics, druids
and wizards, becoming nothing more than a
temporary annoyance for the wielders of the faith
and arcane. However, in ancient times, magic was
expressing itself differently, demanding sacrifices
to be tamed, powering itself on blood, life essence,
and grievous trials. Elder curses tap into these
ancient powers: a form of magic that is primal and
raw, brutal and cruel. Such curses are not so easily
dispelled and will resist most forms of magic.
Nothing short of a wish spell can remove an elder
curse but each elder curse also must have a single
means of removing the curse with some deed that
the DM designates:

e The elder curse must be casted by the crone as
a ritual, taking an hour to perform. The effects
can target one creature, without limit of
distance or planar location, as long as the crone
add a part of the target (strand of hair, nail
clipping, blood, etc.) as a spell component,
consumed during casting.

e The elder curse can duplicate the effects of a
bestow curse, contagion, symbol, true
polymorph, or even, if several crones partake in
the ritual, a wish spell (Spell DC 18, +2 per
crone performing the ritual after the first). Every
crone involved in the ritual cannot use their
innate spellcasting ability until they completed
a short rest.

e The deed to lift the curse must be something
that the target can accomplish within one year,
assuming the task is undertaken immediately
(burning all the spinning wheels in the
kingdom, climbing the tallest mountain of the
world, slaughter an entire bloodline...). Killing
the crone doesn't end the curse.

 The target of the elder curse can have help
accomplishing the deed. In fact, someone else
can accomplish the deed as long as removing
the curse is the expressed purpose of the deed.
If someone who doesn’t know about the curse
accomplishes the deed, the curse remains.

Elder Magic. Crones wield powerful magic, but one different
from that of mages. They draw power from the elements and
destiny and are bound to the land in which they live. The
crones can hear everything that happens in their woods,
predict the future, twist the threads of human lives and bring
blessings as well as curses. The crones seem for all intents
and purposes to be immortal. Magic elixirs keep them from
aging and allow them to take the appearance of young
women. These elixirs and their mystical ties to the land in
which they live also give them supernatural strength and
vitality.

Many Sisters. Although theoretically born from the same
mother, crones do not necessarily like or even work with each
other. Truly enough, some form covens, gather for great
sabbath and maintain correspondence with distant sisters,
but it is equally true that some hate each other viscerally and
wage war against their brethren over feuds so ancient that
none but them can remember why. The simple truth is that
crones are very unique individuals, and that no simple rule
can define their complex relationships.

A CRONE'S LAIR

A crone's lair isn't usually where she lives, but a mystical
center of energy, usually tied to the death of its mother. It
holds great significance and importance in the performing of
her magic. Sabbaths, seasonal rites and other ceremonial
sacrifices are held at the lair or in close vicinity.

LAIR TRATTS

A crone's lair has all of the following effects in place:

e A crone can only cast an elder curse or control a creature
that made a pact with her from within her lair.

e Creatures other than the crone can't teleport into the lair
or use portals and planar travel to enter the area, as
though protected by a forbiddance spell

e While inside her lair a crone is shielded against divination
magic, as though protected by a nondetection spell.

REGIONAL EFFECT

The region containing a crone lair is altered by the creature's
presence, creating one or more of the following magical
effects, based on the type of crone:

e Death Crone: Undead creatures lurk in the region. If the
crone wishes so, humanoids dying in the region raise
within 24 hours as foglets, drowners or other type of
undead suiting the environment.

e Flesh Crone: Natural healing is greatly impeded in the
region. When a character expands a Hit Dice to heal and
obtains a "1", it cannot regain hit points by any mean until
it completed a long rest or a remove curse spell ends the
effect.

e Norn: People born in the area refuse to leave the region,
tying their fate to the land. Any spell that can end a curse
can remove this coercive effect.

e Primeval Crone: The crone can hear anything that is
happening in the region through severed ears hanged in
trees. Crow spies report any suspicious activity in the
region to the crown.

When a crone is killed, its regional effects fades over 30
days.



CRONE

Medium monstrosity (shapechanger), lawful evil

Armor Class 15 (natural armor)
Hit Points 171 (18d8 + 90)

Speed 30 ft.

1

STR DEX CON INT WIS CHA
20 (+5) 10 (+0) 20 (+5) 20 (+5) 17 (+3) 13 (+1
—
Saving Throws Con +10, Int +10, Wis +8, Cha +6

Skills Arcana +15, Nature +15, Religion +15
Damage Resistances acid, cold, fire, lightning;

bludgeoning, piercing, and slashing from nonmagical

weapons
Senses truesight 60 ft., passive Perception 13

afuages Abyssal, Common Draconic, Dwarvish, Giant
hall

enge 15 (13,000 XP)
I—
Shapechanger. The crone can use its action to

polymorph into a Small or Medium female humanoid or

back into its true form. While in humanoid form, its
statistics, are the same. Any equipment it is wearing or

carrying isn't transformed. It reverts to its true form if it

dies.

Limited Magic Immunity. The crone is immune to spells
of 5th level or lower unless it wishes to be affected. It

has advantage on saving throws against all other spells
and magical effects.

Magic Attacks. The crone's weapon attacks are magical.
Actions

)

Multiattack The crone uses its Mistress of Hexes and
makes two claw attacks.

Claw (Crone Form Only). Melee Weapon Attack: +10 to
hit, reach 5 ft., one creature. Hit 16 (3d6 + 5) slashing
damage.

Mistress of Hexes. The crone magically forces a creature
it can see within 60 feet of it to make a DC 18 Wisdom
saving throw. If it fails, it comes under one of the
following effects, chosen by the crone:

1. Boiling Blood. The blood of the target starts boiling in its
veins. It becomes incapacitated with excruciating pain
until the end of the crone's next turn. At the beginning of
the creature's turn, it takes 10 (3d6) fire damage and 10
(3d6) necrotic damage.

2. Doomed. The target has disadvantage on attack rolls and
has vulnerability to one type of damage of the crone's
choice. A creature can repeat the saving throw at the end
of each of its turns, ending the effect on itself on a
success

3. Leech. The target takes 10 (3d6) necrotic damage at the
beginning of its turn, and the crone regains hit points
equal to that amount. A creature can repeat the saving
throw at the end of each of its turns, ending the effect on
itself on a success.

4. Twisted. The hex twists horribly the appearance of the
target. The target is blinded and deafened, and its Charisma
score becomes 1 until the curse is removed by a remove
curse spell or similar magic.

Legendary Actions

The crone 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 crone regains spent legendary
actions at the start of its turn.

 Claw. The crone makes one claw attack.
Mistress of Hexes (Costs 2 Actions). The crone use its
Mistress of Hexes power.

 Cast aSpell (Costs 2 Actions). The crone cast a spell
from its list of Innate Spellcasting (if any), using a
daily use as normal.




DEeATH CRONE

Death Crones have power over death and the undead,
especially the ones dying in their land. They have the ability to
raise the fallen to serve them and can command necrotic
energies. Some believe that death crones gained their
abilities by dealing the killing blow to their mother, binding
themselves forever to murderous magic in the process. The
presence of a death crones is usually felt first by the unusual
number of undead roaming the area, especially drowners and
foglets. Of all the crones, they are the ones that cast the
nastiest curses, usually resulting in slow agonizing death.

e

DEATH CRONE

Innate Spellcasting. The crone's innate spellcasting
ability is Intelligence (spell save DC 18). The crone
can innately cast the following spells, requiring no
material components:

At will: feign death, ray of enfeeblement, witch bolt
(4th-level version)

2/day each: cloudkill, vampiric touch (5th-level
version)

1/day: power word kill

Actions

Black Fog (Recharge 6). A magical fog obscures the
area and brings the dead with it. A 120-foot-radius
sphere of fog centered on a point within 120 feet of
the crone appears. The sphere spreads around
corners, and its area is heavily obscured. The crone
chooses what to summon and attempts a magical
summoning. The crone can summon 1d6 drowners,
1d3+1 foglets or 1 crypt horror. A summoned
creature appears in an unoccupied space within the
fog and acts as an ally of its crone. It remains for |
minute, until it or its crone dies, or until the crone
dismisses it as an action.

FLESH CRONE

Flesh crones are gluttonous creatures, feasting constantly on
the sacrifices made in their name. They brew stews of human
flesh and bake pies filled with children meat. They are
physically larger and stronger than their sisters and can
regenerate wounds quickly, while dealing terrible blows,
dismembering their victims with a single strike. They are the
ones that know the secrets of the elixir allowing them to
prolong their life indefinitely. Their curses usually turn their
victims into wretched beings, especially unfaithful or
desperate women, twisting them into vile hags.

g s A WY B R 1

FLESH CRONE

Regeneration. The crone regains 20 hit points at the
start of its turn if it has at least 1 hit point.

Uncanny Strength. The crone melee attacks score a
critical hit on aroll of 18-20. A creature taking
damage from the attack suffers from a Lingering
Injury (See p. 272 of the Dungeon Master's Guide).

Actions
Witch Sabbath (Recharge 6). The crone chooses what

to summon and attempts a magical summoning. The
crone can summon 1d4 sea hags, 1d2 green hags or
1 night hag. A summoned creature appears in an
unoccupied space within 60 feet of the crone, acts
as an ally of its crone. It remains for | minute, until it
or its crone dies, or until the crone dismisses it as an
action.




NorN

The enigmatic norns, also called Fates, are crones that rule
and prophecy the destinies of men. They are often blamed for
tragic fates, as they weave destinies to reach a dramatic
ending, causing all the malevolent and tragic events in the
land. Not all aspects of the norns are negative though, for they
are known for visiting newborn children in order to
determine his or her future. Sometimes, when a child has an
exceptional destiny, they will bestow freely their blessing to
assure it will fulfill its fate. The curses cast by norns
manipulate events in unforeseeable and tragic ways.

NORN
Innate Spellcasting. The crone's innate spellcasting
ability is Intelligence (spell save DC 18). The crone

can innately cast the following spells, requiring no
material components:

At will: dissonant whisper (6th-level version), shield,
tongues

2/day each: commune, forcecage, legend lore
1/day each: astral projection, foresight

Actions

Etherealness. The crone magically enters the Ethereal
Plane from the Material Plane, or vice versa.

Unravel Destiny (Recharge 5-6). Melee Weapon
Attack: +10 to hit, reach 5 ft., one creature. Hit: 33
(5d10 + 5) psychic damage. The target must make a
DC 18 Wisdom saving throw or be afflicted with
short-term madness (p. 259 in the Dungeon
Master's Guide).

PrRIMEVAL CRONE

Primeval crones have an unparalleled connection with their
land: They are aware of anything that happens in it thanks to
their many crow spies and the ears they hang in trees. They
can control the weather and command to beasts throughout
their demesne. They can tame the wildest of monstrosities
and make them do their bidding. They have a strong affinity
with Fiends and Chorts and use them to destroy their enemy
or seek the ones that attempt to escape their pact. When they
curse a creature, they usually turn it into mindless beast,
afflicting it with lycanthropy or driving it insane.
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PRIMEVAL CRONE

Innate Spellcasting. The crone's innate spellcasting
ability is Intelligence (spell save DC 18). The crone
can innately cast the following spells, requiring no
material components:
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At will: speak with animals
2/day each: grasping vine, insect plague, polymorph
1/day each: control weather, shapechange

Actions

Call Chort (1/Day). The crone summons 1 chort. A
summoned creature appears in an unoccupied space
within 60 feet of the crone, and acts as an ally of its
crone. It remains for 1 minute, until it or its crone
dies, or until the crone dismisses it as an action.




DROWNER

When at the water's edge, you gotta be quiet. First of all so as
not to scare the fish. Second — so you don't attract
drowners.'"— Yanneck of Blaviken, fisherman

Watery Death. Sometimes a drowned man returns as a
monster, to haunt the living. Such creature is called a
drowner and resembles a corpse dredged from the bottom of
a pond. Skinny and humped, with its huge head, slightly
protruding belly and concave chest, the drowner became a
creature that is half-scary, half grotesque. Its eyes are round
and fishlike, granting it a rather dumb expression. It also has
wide palms and membranes between its fingers as well as a
fin. A Drowner lives underwater and is awkward when on dry
land... It is sickly blue or green in color, with slime and sludge
oozing out of every pore and the acrid stench of rot wafting
off of it. That is why drowners — along with their more
dangerous cousins: vodniks, mucknixers and drowned dead —
arise from the bodies of those who drown in shallow water:
lost travelers falling into bogs, children who swim too far
from the shore or, in the case of vodniks, inebriated peasants
who stumble off narrow swamp trails.

Pack Hunter. Drowners are predominantly pack creatures by
nature, usually hunting in groups of three or greater. Once
they have spotted a prey, they will burrow into the ground.
This is a sure warning sign that they're preparing an ambush
and will try to leap at a prey from beneath the ground. One
should always watch for disturbances at its feet when in a
swamp. Individually drowners are not much of a threat, but
they can become quite dangerous when attacking in pack.
Aside from their numbers, their attacks are quite fast and can
have surprising range as they usually do leaping jump-strikes;
above all else, one should never let itself get surrounded by
them. Drowners react to the deaths of their fellows by
screaming in pain. This show of mourning leaves them
defenseless for several seconds. As they are already dead,
drowners do not fear poisons, and even a large loss of blood
makes no impression on them.

Stalking Scavenger. Drowners are quite often found at the
banks of huge river with regular shipping and riverside
villages provides them with ample sustenance. Cowardly
creatures by nature, they usually stick to eating scraps they
dig out of rubbish piles and animal carcasses. Yet if a lone
traveler or careless fisherman strays into their territory, they
turn from scavengers to fearsome predators. If not
particularly hungry at the moment, they will keep their prey
under the water for a few days, aging it until it grows
deliciously tender and rotten. Drowners are particularly
active at dusk and during the night, especially if the rain is
falling, at such times they will even leave their watery homes
and venture inland.

Undead Nature A drowner doesn't require air, food, drink or
sleep.

DROWNED DEAD

Particularly strong and dangerous drowners are known as
drowned dead, vodniks and mucknixers. Simple people see
no difference between the drowner and the drowned dead —
encountering either of them is equally deadly. We might
suppose, though, that the most gloomy legends pretending
they can make you drown in the middle of a desert concern
the drowned dead rather than drowners.

Drowned dead arise from the corpse of an executed criminal
tossed into the water, while vodniks are the corpses of
drowned drunkards. Mucknixers are far rarer, for they come
from a necromantic ritual where the victim is purposely
drowned to rise as an undead.



DROWNER

Medium undead, chaotic evil

Armor Class 12
Hit Points 22 (5d8)
Speed 30 ft., burrow 10 ft., swim 30 ft.

I

STR DEX CON INT WIS CHA
13 (#1) 15(+2) 10(+0) 5(-3) 10 (+0) 6 (-2)

—

Skills Stealth +4

Damage Vulnerabilities fire, radiant

Damage Immunities poison

Condition Immunities charmed, exhaustion, poisoned

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

Languages -

Challenge 1/2 (100 XP)

—

Pack Tactics. The drowner has advantage on attack

rolls against a creature if at least one of the

drowner's allies is within 5 feet of the creature and

the ally isn't incapacitated.

Actions

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 7 (2d4 + 2) slashing damage. Instead
of dealing damage, the drowner can grapple the
target (escape DC 12).

Drag Under. The drowner can drag in deep waters or
mud a grappled, incapacitated, paralyzed or stunned
target. The target must succeed on a DC 12 Strength
saving throw or take 8 (2d6 + 1) bludgeoning
damage and be knocked prone and buried in mud.
The buried target is restrained and unable to breathe
or stand up. A creature can take an action to make a
DC 10 Strength check, ending the buried state on a

Success.

DROWNED DEAD

Medium undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 53 (7d8 + 21)
Speed 30 ft., burrow 10 ft., swim 30 ft.

I

STR DEX CON INT WIS CHA
15 (+2) 16 (+3) 16 (+3) 8 (-1) 13 (+1) 10 (+0)
—
Skills Perception +3, Stealth +5
Damage Vulnerabilities fire, radiant
Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned
Senses blindsight 30 ft., darkvision 60 ft., passive
Perception 13
Languages -
Challenge 3 (700 XP)
—
Blood Frenzy. The drowner has advantage on melee
attack rolls against any creature that doesn't have all
its hit points.

Drowning Aura Any living, breathing creature that
starts its turn within 5 feet of the drowner must
succeed a DC 13 Constitution saving throw. On a
failed save, a creature begins to drown and is
restrained. The target must repeat the saving throw
at the end of its next turn. On a success, the effect
ends on the target. On a failure, the target drops to O
hit points. If a creature's saving throw is successful
or the effect ends for it, the creature is immune to
the drowned dead's Drowning Aura for the next 24
hours. Amphibious creatures are not affected.

Actions

Multiattack The drowned dead makes two claws
attacks.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft,,
one target. Hit: 10 (2d6 + 3) slashing damage.
Instead of dealing damage, the drowner can grapple
the target (escape DC 13).

Reactions

Uncanny Dodge. \When an attacker hits the drowned
dead with an attack it can use his reaction to half the
damage, provided it isn’t blinded and deafened.




DRYAD

Three new fey creatures of the dryad kinship appear here,
joining the regular dryads in the Monster Manual.

SISTERS OF THE VALE

Shrouded in Mystery. The Sisters of the Vale are dryads’
member of a mystical sisterhood tied to the Feywild and the
Material Plane. The Sisters’ nature and origins are shrouded
in mystery, but it is believed that they are serving a hidden
archfey and that their tendrils of influence reach into many
druidic circles, wood elves cultures and tribal societies
throughout the world. Although for all their connections, they
have never pledged allegiance to either the Seelie Court or
the Unseelie Court.

Love and Fear. The Sisters of the Vale are both loved and
feared. Loved, because they respond readily to requests for
aid; feared, because the price they exact for assistance is
often more than the supplicant is willing to pay. They may
imbue young warriors with peerless battleskill, but in
exchange steal all kindness from their soul. They might
answer the pleas of an elf-maid forlorn in love, then years
later steal away her first-born child. It is even within their
leaders’ power, the green enchantresses, to stave off death’s
hand, but they will only do so if a life is offered in exchange,
and the petitioner is seldom permitted to choose the victim.

Sacred Oath. The Sisters have sworn an oath to defend the
world from the madness of their siblings. When a dryad loses
her tree, and begins her descent into a spriggan, the
sisterhood will find and confine her in a hidden place, called
vale of tears, enspelled into an eternal slumber. In many
ways, they have become similar to their charge, exposed
constantly to the overwhelming sadness of the spriggans,
many lose their playful nature and their fey charm ability in
their first years of service — hiding their viciousness beneath
a graceful aspect. The Sister’s secondary goal is to protect
the worldroots, the heart of spriggans, from the predation of
hags and ill-intentioned mages. Under the guise of the green
enchantresses, they fulfil their sacred duty, watching over the
vales of tears, protecting natural magical sites, fey crossings
and overhaul maintain harmony between worlds.

Subtlety over Strength. The sorority favors subtlety over
brute strength, and so when fighting, the Sisters prefer to set
ambushes and harassment maneuvers to overcome their foe.
It is exceedingly difficult to surprise them and, in most
confrontation, they will engage the enemy from a safe
distance and cover with a volley of poisonous arrows and
spells before retreating into the forest. Depending on the
success of the first engagement, they will repeat this
technique until the enemy gives up or lies dead. If muscle is
necessary they will call upon other fey and primal beasts’
allies to honor the ancient pacts of protection.

VARIANT : DRYAD POISON

To fulfil its duty, a dryad initiated into the
sisterhood learns the poisons of branch and briar. A
creature poisoned by a dryad can suffer an
additional effect that varies depending on the
poison selected. This effect lasts until the creature
is no longer poisoned by the dryad.

Dreadbell. The poisoned creature is frightened of its
allies.

Imp Root. The poisoned creature speed is halved
and if it moves on its turn it must succeed a DC 14
Constitution saving throw or fall prone.

Mandrake Sap. The poisoned creature can't speak,
can't do verbal spell component and only
understands Sylvan.

Night Crown. The poisoned creature is blinded.




SISTER OF THE VALE

Medium fey, neutral

Armor Class 13 (16 with barksin)
Hit Points 60 (11d8 + 11)

Speed 30 ft.

I

STR DEX CON INT WIS CHA

10 (+0) 16 (+3) 12 (+1) 14 (+2) 16 (+3) 18 (+4)

I
Skills Perception +7, Stealth +7, Survival +7
Senses darkvision 60 ft., passive Perception 17
Languages Elvish, Sylvan

Chaﬁ:nge 4 (1,100 XP)

I
Shapechanger. The dryad can use her action to
polymorph into a Medium beautiful female elf., or back
into her true form. Her statistics are the same in each
form. Any equipment she is wearing or carrying isn't
transformed. She reverts to her true form if she dies.

Innate Spellcasting. The dryad's innate spellcasting ability

is Charisma (spell save DC 14). The dryad can innately
cast the following spells, requiring no material
components:

At will: animal messenger, druidcraft, hunter's mark
3/day each: ensnaring strike, faerie fire

1/day each: barkskin, conjure woodland beings, pass
without trace

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

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

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

Actions
Muiltiattack. The dryad makes two attacks.

Longbow. Ranged Weapon Attack: +5 to hit, range
150/600 ft., one target. Hit: 7 (1d8 + 3) piercing
damage plus 9 (2d8) poison damage, and the target
must succeed on a DC 14 Constitution saving throw or
be poisoned 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.

Scimitar. Melee Weapon Attack: +5 to hit, reach 5 ft,,
one target. Hit: 6 (1d6 + 3) slashing damage plus 9
(2d8) poison damage.

Reactions

Tree Merge. In response to another creature dealing
damage to the dryad, the dryad reduces the damage to
0 by stepping magically into one living tree and emerge
in an unoccupied space within 5 feet of the tree. To do
so, the dryad must see the attacker and have a Large or
bigger tree within her reach. If the dryad takes fire
damage or damage from a silvered weapon, this trait
doesn't function until the end of the dryad's next turn.

VALE OF TEARS - REGIONAL EFFECTS

Vale of Tears are hidden places of natural beauty and
splendor, with strong ties to the Feywild. In lost valleys,
ancient groves or other natural places inspiring peace and
contemplation, dryads have weaved permanent spells to
maintain their mad siblings into constant slumber. The
region of a vale of tears has the following magical effects:

e After spending an hour inside the vale of tears, a
humanoid must make a DC 10 Wisdom saving throw. On
a failure, a few tears start to run down the humanoid's
face as an intense sadness overtakes it. Roll a d6 to
determine the effects, using the Vale of Tears Melancholy
table. After finishing a long rest, a character can attempt
to overcome the melancholia with a DC 15 Wisdom

saving throw. On a successful save, the melancholia effect

ends for that character.

e At the end of each long rest taken inside the vale of tears,
a humanoid must make a DC 10 Wisdom saving throw.
On a failed save, the humanoid falls unconscious for 24

hours, or until the sleeper takes damage, or someone uses

an action to shake or slap the sleeper awake.

* Once every 24 hours, during a short rest taken in the vale
of tears, druids, rangers and paladins of the Oath of the
Ancients can choose expended spell slots to recover. The
spell slots can have a combined level that is equal to or
less than half their class level (rounded up), and none of
the slots can be 6th level or higher.

VALE OF TEARS MELANCHOLY

1- The character has disadvantage on Wisdom saving

3 throws and on Dexterity checks for initiative, and gains
the following flaw:"l could simply lay down and rest, the
world can take care of itself, and I'm so very tired."

4-The character can't take the Help action, can’t use

5 reactions and gains the following flaw: "I periodically
slip into a catatonic state, staring off into the distance
|for long stretches of time, remembering the ones |
ost."

6 Whenever the character reduces a hostile creature to 0
hit points it must keep attacking it until the creature is
dead and gains the following flaw: "My hatred
consumes me. The world took everything from me and |
want to hurt it back."



WORLDROOT HEART

A worldroot is a sad and beautiful thing, a green-
glowing vegetal heart formed of life and fey magic.
Growing from the despair and lifeforce of a
spriggan, its magical properties are particularly
soughtafter by hags, druids and dryads:

 If buried in the ground, the worldroot creates
the same regional effects as a spriggan’s lair.

» A fey hag, druid or dryad can cast the spell
resurrection as a ritual on a humanoid creature,
replacing its heart with the worldroot. In the
case of a hag or a dryad, the creature is
magically charmed by the fey until the fey dies.
The charmed target is under the fey's control,
unless she releases it, and the fey and the target
can communicate telepathically with each other
over any distance.

SPRIGGAN

Driven to Madness. A spriggan is a forest-dwelling fey
creature that was long ago a shy and reclusive dryad.
Persecuted by humans, the destruction of her tree drove her
into madness. Incapable of coping with the loss, the hatred
and spite within her soul transformed her, remaking her
outer appearance into a thing of horror. Her hair becomes a
twisted mass of thorns, briars and twigs, her face distorts
into a terrifying and savage visage, her limbs turn long and
wood-like, and her fingers become vicious talons capable of
rending and impaling her prey. In the soul of a spriggan, there
is neither room nor regard for compassion or mercy, merely
an uncompromising dedication to nature and vengeance that
makes even the most heartfelt vows of elves or men seem
trivial by comparison.

Heart of the Forest. When common folks talk about to the
“spirits of the woods”, they very often refer to spriggans.
Spriggan are fey made almost entirely of wood and magical
energy with a pulsing magical and vegetal heart, the source of
their power and known as a worldroot. As the incorruptible
keepers of nature, spriggans have an irrational hatred for the
undead, constructs and creatures practicing necromancy
magic. Their burning hatred is focused on anything that
disturb or alter the natural order. Each spriggan has mastery
over plants and is inextricably tied to them. Thus, if someone
destroys greenery in its domain, it immediately comes to
punish the disturber, making them the sworn enemies of
those that exploit the forest.

Uncompromising Vengeance. Spriggans are hellbent on
destroying any trace of civilization, regardless of their past
friendship or allegiance. No druid or archfey as ever
convinced a spriggan to stay its hand, for they no longer
simply wait for men to come and take their forest, they take
the fight directly to civilization, destroying town and villages,
ambushing caravans and turning the very land against them.
The most vicious of them will cut food supplies, poison wells
and Kkill the young. The more extreme will even purposely
destroy nature so that its resources will not be used, all that
matter is the total annihilation of the civilized world. When no
trace of man’s touch is left, the spriggan removes its
worldroot heart from its chest, and buries it in the ground,
dying a few moments later, satisfied with the certainty that its
vengeance is complete and that nature will retake its right.

A SPRIGGAN'S LAIR

A spriggan’s lair almost always encompasses the past
location of her fallen tree, when she was still a dryad. The
lair’s ground is littered with the bones of the humanoids she
killed and includes abundant vegetation and magic, such as
moss-covered dolmens, raised stone circles or other elements
associated with druidism. As spriggans have the power to
turn nearby trees into allies, trees inside the lair should be
especially watched for.



SPRIGGAN

Medium fey, chaotic evil

Armor Class 17 (natural armor)
Hit Points 153 (18d8 + 72)

Speed 30 ft.

I

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 18 (+4) 11 (+0) 16 (+3) 20 (+5)
—
Saving Throws Dex +8, Wis +7
Skills Perception +8, Stealth +11
Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 18

afuages Elvish, Sylvan
hallenge 11 (7 200 XP)

Wood Aspect. As a bonus action at the start of her turn,
the spriggan can magically shapeshift into a wood
aspect. The wood aspect lasts until the spriggan is
incapacitated or choose to end it. While transformed,
the spriggan gains one of the following benefits of her
choice:

* Birch. Whenever the spriggan casts a spell that has a
casting time of 1 action, she can cast it using a bonus
action instead.

» Oak The spriggan’s AC becomes 19 and she has
resistance to bludgeoning and piercing damage.

e Willow. The spriggan is invisible and leaves no
physical evidence of her passage unless she wishes
to. Tracking her is impossible except by magical
means.

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

At will: druidcraft, entangle, grasping vine
2/day each: insect plague, spirit guardians
1/day each: antilife shell, awaken, primordial ward

Hybrid Nature. The spriggan is considered to be both a
fey and a plant creature to determine the way a spell or
effect would affect her.

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

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

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

Actions
Multiattack The spriggan makes three attacks.

Reaching Claws. Melee Weapon Attack: +7 to hit, reach
10 ft., one target. Hit: 12 (2d8 + 3) slashing damage
plus 13 (3d8) poison damage, and the target must
succeed on a DC 17 Constitution saving throw or be
poisoned. While poisoned in this way, the target can't
regain hit points. The poison lasts until it is removed by
the lesser restoration spell or similar magic.

Thorns Volley. Ranged Weapon Attack: +7 to hit, range
90/180 ft., one target. Hit: 9 (3d4 + 3) piercing damage
plus 13 (3d8) poison damage.

Animate Trees (1/Day). The spriggan magically animates
one or two trees she can see within 60 feet of her.
These trees have the same statistics as an awakened
tree. An animated tree acts as an ally of the spriggan.
The tree remains animate for 1 day or until it dies; until
the spriggan dies or is more than 120 feet from the
tree; or until the spriggan takes a bonus action to turn it
back into an inanimate tree. The tree then takes root if
possible.

REGIONAL EFFECTS

The region containing the spriggan’s lair is imbued of natural
magic, creating the following effects:

e All normal plants become thick and overgrown. An
abnormally high amount of poisonous plants and
mushrooms grow in the region. Wondrous plants, usually
only found in the Feywild start to grow in the region. A
creature moving through the area must spend 2 feet of
movement for every 1 foot it moves. When a creature
takes damage from natural plants in the region it takes an
extra 7 (2d6) poison damage.

e Within 3 miles of the lair, magic defying the natural order
is met with violent opposition from ancient forces. When
casting a necromancy spell, the caster must make an
ability check using its spellcasting ability. The DC equals
10 + the spell’s level. On a failure, the creature’s spell fails
and has no effect.

e Within 3 miles of the lair, the spriggan is instantly aware
of the destruction or defilement of any plant life. The
spriggan knows the exact distance to and direction of the
defilement. If the source of the defilement is a creature,
the spriggan gains advantage on attack rolls against the
creature for 24 hours.



GREEN ENCHANTRESS

Keepers of Memory. The green enchantresses are eternal
dryads that guide the Sisters of the Vale; they are the keepers
of the old ways; holding the knowledge of the rites and terms
of pacts made in past eras. They uphold fey and men to their
words, even if those where uttered thousands of years ago.
Above all else, they commemorate the memory of their fallen
sisters and watch over the worldroots, knowing the story of
each. So too are they versed in ancient curses, of words that
can sap strength or cause their victim to fly into a rage so
consuming that it slaughters its own kin without
compunction. Over their eternal life they learn the magical
secrets of the worldroots, gaining powerful abilities.

Eternal Guide. A green enchantress never ages and
succumbs to injury only briefly. Should one be slain, her
siblings place her body upon a bier of root and ivy, and bear it
away to the hallowed halls beneath a vale of tears. There, she
slumbers away the weeks and months until the arrival of a
new spring, where the roots of magic and life-energy restores
her to existence. Only if her tree is destroyed or her body
irretrievable or mutilated beyond all recognition does her
spirit flee the mortal world, leaving her bereaved sisters to
exact vengeance on her slayer.

OPTIONAL: VERDANT SORCERY

Some green enchantresses have a deeper
connection with worldroots magic. When such
dryad carries a worldroot she can channel her inner
power through it. If the worldroot is lost or
destroyed, the dryad cannot use her verdant sorcery,
verdant touch and verdant ward. A dryad with this
option has a challenge rating of 15 (13,000 XP)
and the following additional trait:

Verdant Sorcery. The dryad has 10 sorcery points.
She can spend 1 sorcery point as a bonus action to
gain one of the following benefits on her elemental
bolt attack, depending on the damage type
selected:

Acid: the target takes 12 (5d4) acid damage at the
end of its next turn.

Cold: the target's speed is halved until the end of
its next turn.

Fire: If the target is a creature or a flammable
object, it ignites. Until a creature takes an action to
douse the fire, the target takes 5 (1d10) fire
damage at the start of each of its turns.

Lightning: the target must succeed on a DC 18
Constitution saving throw or be stunned until the
end of its next turn.

Poison: the target must succeed on aDC 18
Constitution saving throw or be poisoned until the
end of its next turn.

- >

GREEN ENCHANTRESS'S LAIR

A green enchantress lair is located within the hallowed halls
beneath a vale of tears, a place of magical secrets and beauty.

A green enchantress encountered in her lair has a challenge
rating of 15 (13,000 XP) or 16 (15,000 XP) with the verdant
sorcery option.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the dryad takes a
lair action to cause one of the following magical effects; the
dryad can't use the same effect two rounds in a row:

e The dryad targets one creature she can see within 60 feet
of her. The target must succeed on a DC 18 Constitution
saving throw or age 1d4 x 10 years older or younger (the
dryad's choice), but never any younger than 1 year old or
any older than 1 year before its natural death. The aging
effect can be reversed with a remove curse spell, but only
within 24 hours of it occurring.

e The dryad targets one creature she can see within 60 feet
of her. The target must succeed on a DC 18 Wisdom
saving throw or be cursed until the end of its next turn.
While cursed, the target can't move, and on its turn, 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. A remove curse
spell ends this effect.



GREEN ENCHANTRESS

Medium fey, neutral

Armor Class 19

Hit Points 130 (20d8 + 40)
Speed 30 ft., fly 30 ft. (hover)
I

STR DEX CON INT WIS CHA
10 (+0) 18 (+4) 15 (+2) 17 (+3) 20 (+5) 20 (+5)
I
Saving Throws Wisdom +10, Charisma +10
Skills Nature +13, Perception +10, Religion +8
Senses truesight 60 ft., passive Perception 20

afuages Elvish, Sylvan
hallenge 14 (11,500 XP)

—
Innate Spellcasting. The dryad's innate spellcasting ability
is Charisma (spell save DC 18). The dryad can innately
cast the following spells, requiring no material
components:

At will: commune with nature, druidcraft, scrying
2/day each: bestow curse (5th-level version),
moonbeam (5th-level version), reincarnate, sunbeam,
transport via plants

1/day each: geas, imprisonment, legend lore

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

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

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

The dryad calls forth fey spirits of her fallen sisters. The
spirits spread from a point of the dryad’s choice within 60
feet of her to fill a 20-foot-radius sphere. The area is
heavily obscured. A non-fey creature’s speed is halved in
the area, and a creature that enters the area for the first
time on a turn or starts its turn there takes 13 (3d8)
radiant damage. The fey spirits stay until initiative count
20 on the next round or until the dryad is incapacitated or
dies.

The dryad chooses one humanoid within the lair and
instantly creates a simulacrum of that creature (as if
created with the simulacrum spell). This simulacrum is
formed out of bark, ivy, roots, and other natural elements,
but still generally resembles the creature it is imitating.
This simulacrum obeys the dryad's commands and is
destroyed on initiative count 20 on the next round.

Verdant Blessing. The AC of the dryad includes her
Charisma bonus.

Actions

Multiattack. The dryad makes two attacks.

Elemental Bolt. Melee or Ranged Spell Attack: +10 to hit,
reach 5 ft. or range 150 ft., one target. Hit: 18 (3d8 +
5) damage of one of the following types (dryad's
choice): acid, cold, fire, lightning or poison.

Verdant Ward (2/Day). A ward of green shimmering
energy forms around the dryad. The dryad gains 50
temporary hit points. While she has these temporary hit
points, the dryad has resistance to damage from spells.
If the dryad takes force damage she loses all her
temporary hit points, ending the ward.

Legendary Actions

The dryad 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 dryad regains spent legendary
actions at the start of her turn.

* Elemental Bolt. The dryad makes one elemental bolt
attack.

* Cast a Spell (Costs 2 Actions). The dryad casts a spell,
using a daily use as normal.

* Eternal Slumber (Costs 2 Actions). The dryad targets
one creature she can see within 60 feet of her. The
target must succeed on a DC 18 Wisdom saving
throw or be cursed and fall unconscious into a state
of suspended animation. Time ceases to flow for it,
and it doesn’t grow older. The curse has no effect on
undead or constructs. The curse lasts until it is lifted
by a remove curse spell or similar magic.

 Verdant Touch (Costs 3 Actions). The dryad touches
another creature. The target magically regains 23
(4d8 + 5) hit points and is freed from any charm,
curse, disease, poison or petrification effect.

OTHERWORLDLY PATRON: ARCHFEY.

The mystical senses of a Green Enchantress see far
and wide, her gaze reaching beyond the borders of
her vale. Sometimes, when a mortal catches her
sight or she is in need of an inconspicuous agent,
she will wait for it to fall in battle or orchestrate his
death and then offer to save him, replacing his
heart by a worldroot. Those so blessed receive
magic and power, becoming warlocks. A Green
Enchantress’ motivations are at times inscrutable,
but will often involve keeping the mortal and fey
world separated, forcing a party to uphold their end
in a mystical bargain or keeping an ancient evil
contained.




FOGLET

If night ever catches you in the swamps, stay put and wait for
dawn, even if it means standing waist-deep in water with
leeches crawling down your trousers. Most important of all, if
you see a light in the fog, never; and I mean never, go towards
it.— Johannes Strudd, guide

Lurker in the Fog. Fog is the traveler's foe. In the forest, it
can make one lose one's way, at sea, it can send one sailing
into the rocks. Yet such dangers are nothing compared to the
monsters known as foglets which sometimes lurk within it.
These creatures have powerful arms and claws, yet what
makes them truly dangerous is their mastery of deception,
beguilement and disorientation. Many times they need not
attack at all, instead simply driving their prey to madness or
into boggy marshlands, after which they wait patiently for it
to drown in the muddy waters.

Dark Soul Like ghastly glowworms, their bodies emit a pale
light they use to lure those lost in the fog towards the ravines,
swamps or caves in which they make their lairs. Legends say
that foglets are will-o-wisps coming from the soul of truly
despicable killers. After a time, once they consumed enough
life force, they inhabit a corpse and twist it into a monstrous
foglet, becoming material and free to kill once more. In parts
of the world where the evil lights are common occurrences,
cultures tend to practice cremation as a funeral rites, to
prevent corpse to be inhabited by these spirits.

Eerie Land. Foglets can appear wherever thick fog arises:
swamplands, mountain passes or the shores of rivers and
lakes. If no fog is forthcoming, they can create or summon it
themselves. By manipulating fog they can separate travelers
from each other, hide trails and deafen noise. While foglets
can disappear at will, watching for moving patches of fog or
grass swaying in a path leading directly to their victims is one
way to identify their location.

Vicious Fighter. Rapidly thickening fog tends to be a sign
that foglets are close. When fighting foglets, an adventurer
must remain calm and keep his wits about him no matter
what. Since foglets can take on immaterial form, a slight
shimmer of air or a rustle in the grass might be the only clues
an adventurer has to their location. Foglets create illusions of
themselves that can cause physical harm, while the real
foglet stalks the area.

Undead Nature A foglet doesn't require air, food, drink or
sleep.

IeN1s FATUUS

Particularly old and vicious foglets are called ignis fatuus.
Over their long existence they have mastered the art of
trickery and can dissimulate their lair through intricate
illusions. They will often attract other wicked souls, will-o*-
wisp, and have the ability to summon a deadly lingering fog.

IeNi1s FATUUS'S LAIR

Ignis Fatuus make their lair is deep cave networks or
abandoned keeps. They usually pick places with strong
magical connection, like places of power or wild magic,
somehow feeding on its energy.

REGIONAL EFFECT
The region containing an ignis fatuus is tainted by the
creature's presence, creating the following magical effects:

e Large patches of thick fog roll over the countryside at all
time, carrying a strong metallic smell. The area is heavily
obscured and creatures are unable to breathe within it. A
wind of moderate or greater speed (at least 10 miles per
hour) disperses it for an hour.

e People easily become lost in the region. All Wisdom
(Survival) checks are made with disadvantage. Creatures
that cannot be charmed are unaffected.

e Will-o'-wisps gather in the region, congregating like moth
around a flame.

When the ignis fatuus is destroyed, all of these regional
effects fade instantly.



FOoGLET

Large undead, chaotic evil

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

Speed 40 ft.

1

STR DEX CON INT WIS CHA
21 (+5) 14 (+2) 18 (+4) 13 (+1) 14 (+2) 11 (0)
—
Skills Perception +5, Stealth +5
Damage Resistances acid, cold, psychic
Damage Immunities lightning, poison
Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 15
Languages the languages it knew in life
Challenge 5 (1,800 XP)
—
Innate Spellcasting. The foglet's innate spellcasting
ability is wisdom. The foglet can innately cast the
following spells, requiring no material components:

At will: gaseous form (self only), invisibility (self only),
major image, mirror image

Rejuvenation. When the foglet's body is destroyed, a
will-o'-wisp appears in its space. If the will-o'-wisp
escapes, after 24 hours, it will inhabit another corpse
on the same plane of existence and regains all its hit
points, turning into a new foglet. Destroying the will-o'-
wisp prevents the foglet from returning.

Actions

Multiattack The foglet makes two claws attacks.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 12 (2d6 + 5) slashing damage.

Killer Fog (Recharge 5-6). The foglet call forth a fog
haunted by smoke doubles of itself. A 30-foot-radius
fog appears, centered on a point within 60 feet of the
foglet and lasting for 1 minute or until its concentration
ends (as if concentrating on a spell). The fog spreads
around corners, and its area is heavily obscured. It lasts
for the duration or until a wind of moderate or greater
speed (at least 10 miles per hour) disperses it. A
creature’s speed is halved in the area. Any creature that
starts its turn in the area takes 10 (3d6) psychic
damage. Any creature that ends its turn in the area must
succeed on a DC 14 Dexterity saving throw or take 14
(4d6) slashing damage as illusory foglets attack it from
every side. Foglets are immune to these effects.

IeN1s FATUUS

Large undead, chaotic evil

Armor Class 16 (natural armor)
Hit Points 179 (17d10 + 85)

Speed 40 ft.

l

STR DEX CON INT WIS CHA
23 (+6) 16 (+3) 21 (+5) 16 (+3) 17 (+3) 14 (+2)

Saving Throws Str +10, Con +9, Wis +7, Cha +6

Skills Perception +7, Stealth +7

Damage Resistances acid, cold, psychic

Damage Immunities lightning, poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 17

Languages the languages it knew in life

Challenge 10 (5,900 XP)

Innate Spellcasting. The foglet's innate spellcasting
ability is wisdom (spell save DC 15). The foglet can
innately cast the following spells, requiring no material
components:

At will: gaseous form (self only), invisibility (self only),
major image, mirage arcane, mirror image

2/day each: cloudkill, greater invisibility (self only),
stinking cloud

Rejuvenation. \When the foglet's body is destroyed, a
will-o'-wisp appears in its space. If the will-o'-wisp
escapes, after 24 hours, it will inhabit another corpse
on the same plane of existence and regains all its hit
points, turning into a new foglet. Destroying the will-o'-
wisp prevents the foglet from returning.

Actions

Multiattack The foglet makes two claws attacks.

Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 20 (3d8 + 6) slashing damage.

Killer Fog (Recharge 5-6). The foglet call forth a fog
haunted by smoke doubles of itself. A 30-foot-radius
fog appears, centered on a point within 60 feet of the
foglet and lasting for 1 minute or until its concentration
ends (as if concentrating on a spell). The fog spreads
around corners, and its area is heavily obscured. It lasts
for the duration or until a wind of moderate or greater
speed (at least 10 miles per hour) disperses it. A
creature’s speed is halved in the area. Any creature that
starts its turn in the area takes 10 (3d6) psychic
damage. Any creature that ends its turn in the area must
succeed on a DC 15 Dexterity saving throw or take 14
(4d6) slashing damage as illusory foglets attack it from
every side. Foglets are immune to these effects.

Summon Wisp (Recharge 5-6). The ignis fatuus can
summon 1d4 will-o’-wisp, a summoned creature
appears in an unoccupied space within 60 feet of the
foglet, acts as an ally of its foglet. It remains for |
minute, until it or its foglet dies, or until the foglet
dismisses it as an action.




GHOUL

Four new types of the wretched ghoul appear here, joining

the regular ghouls in the Monster Manual. BONE GHAST
Medium undead, chaotic evil
BONE GHAST

Armor Class 17 (natural armor), 13 while frightened

Elevated Above Gouls. Bone ghasts differ from normal Hit Points 84 (13d8 + 26)

ghasts by the protruding bone armor and spikes they can Speed 30 ft.

retract or extend out of their body. Elevated by the demon EEEE——

lord Orcus to dominate lesser ghouls, bone ghasts are far

more aggressive and are capable of forethought, and thus STR DEX CON INT WIS CHA

much more dangerous. Ghouls seem to possess enough wits 16 (+3) 16 (+3) 14 (+2) 11 (+0) 10 (+0) 8 (-1)

to at least know a brighter mind when they see it, and so let a —_—

bone ghast lead their packs. A pack so led will terrorize all in Damage Resistances necrotic

its path, attacking not only lone travelers but also caravans, Damage Immunities poison

farmsteads and even hamlets. A bone ghast cunning shows Condition Immunities charmed, exhaustion, poisoned

when facing a stronger prey, for it will maneuver lesser Senses darkvision 60 ft., passive Perception 10

ghouls to harass and soften it, so it can finish the job by uages Common

tearing it to shreds. Once its prey is down the bone ghast is Chaf lenge 5 (1,800 XP)

the first of the pack to feed, cracking bones with ease to suck EE—

the marrow out of it. Bone Spikes. A creature that touches the ghast or hits
it with a melee attack while within 5 feet of it takes 7

Bold Fighters. Bone ghasts are active around dusk and at (2d6) piercing damage. While the ghast is

night, when they go out to find a prey. Once they did, they frightened, this trait doesn't function.

rush in recklessly, protected by their natural armor and
dangerous bone spikes, they hope to impale their opponent
and count on their regenerative capacity to survive. When
fighting, they emit loud shrieks that can destabilize anybody
near them. However, behind this bold demeanor hides the Actio ns
weakness of the bone ghast, for if it is frightened it will
uncontrollably retract its bony protection, leaving it much
more vulnerable.

Lesser Regeneration. The ghast regains 5 hit points at
the start of its turn if it has at least 1 hit point but
fewer hit points than half its hit point maximum.

Multiattack The ghast makes three melee attacks:
two with its claws and one with its bite. When its
shriek is available, it can use the shriek in place of its
bite.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 12 (2d8 + 3) piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 + 3) slashing damage. If the
target is a creature other than an undead, it must
succeed on a DC 10 Constitution saving throw or be
paralyzed for 1 minute. The target can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.

Shriek (Recharge 4-6). Each creature within 60 feet of
the ghast that can hear its shriek and that isn't an
undead must succeed on a DC 15 Wisdom saving
throw or be stunned until the end of the ghast's next
turn. If a creature's saving throw is successful, the
creature is immune to the bone ghast's shriek for the
next 24 hours.




CrYPT HORROR

Demonic Ascension. Many believe that ghasts are the most
fearsome of all ghouls, but it is unfortunately incorrect. The
demon lord Orcus sometimes invest a chosen ghast with even
greater power, feeding it with demon flesh to mutate it into a
crypt horror. These malformed monstrosities are, thankfully,
a rare sight. Once a ghoul has tasted the flesh of a demon, its
eyes turn red and it goes into a killing frenzy. During this
stage of the transformation, the crypt horror would pull down
weaker members of its own pack, dragging its screeching
prey into a shattered tomb in order to consume its gruesome
feast undisturbed. After finishing its cannibalistic orgy, the
swollen ghoul will crawl back to its demonic master, hoping
for another pound of its flesh. This transformation continues
until by the coming of the next full moon, the new crypt
horror will have grown to several times its original size and
ferocity, thanks to the corrupting flesh of the demon and the
consumption of extraordinary amounts of ghoul meat.

Frenzied Monstrosity. These demonic ghouls wreak havoc
over entire regions in the name of their demon master. In
battle, crypt horrors use their formidable strength to smash
aside those brave enough to stand before them, but it is their
meat-encrusted fangs and talons that are to be avoided at all
costs. Even a shallow wound from a crypt horror bears
enough poisonous rot to kill a horse. One daunting fact about
crypt horrors is their ability to resist most form of
conventional protection against the undead. They can pass
the sacred seals protecting unviolated burial crypts without
as much as a shudder, or step into hallowed ground without
any difficulty. The combination of demonic and necromatic
energies animating them even make them immune to the
turning ability of the most powerful clerics.

CrYPT HORROR

Large undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 162 (13d10 + 91)
Speed 40 ft.

STR DEX CON INT WIS CHA
2 (+6) 14 (+2) 24 (+7) 6(-2) 13 (+1) 8(-1)
e ——
Damage Resistances cold, lightning
Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 11
uages Abyssal, Common
Chafenge 11 (7,200 XP)
—
Crushing Might. Once per turn, when the crypt horror
hits a creature with a melee weapon attack, it can
deal an extra 18 (4d8) damage to the target, and the
target must succeed on a DC 16 Strength saving
throw or be knocked prone.

Frightful Presence. Each non-undead creature that is
within 60 feet of the crypt horror and aware of it
must succeed on a DC 16 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 crypt
horror's Frightful Presence for the next 24 hours.

Regeneration. The crypt horror regains 20 hit points
at the start of its turn. If the crypt horror takes fire or
radiant damage, this trait doesn't function at the start
of the crypt horror's next turn. The crypt horror is
destroyed only if it starts its turn with O hit points
and doesn't regenerate.

Tuming Defiance. The crypt horror is immune to
effects that turn undead and to magical effects that
prevent undead to enter an area, such as the magic
circle or hallow spells.

Actions

Multiattack. The crypt horror makes three melee
attacks: two with its claw and one with its bite.

Claw. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 15 (2d8 + 6) slashing damage. If the
target is a creature other than an undead, it must
succeed on a DC 13 Constitution saving throw or be
paralyzed for 1 minute. The target can repeat the
saving throw at the end of each of its turns, ending
the effect on itself on a success.

Bite. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 19 (2d12 + 6) piercing damage plus
13 (3d8) necrotic damage.




GHOUL REGENT

Once-Proud. The pallid creatures known as ghoul regents
are in fact once-proud elven lords and ladies forced into a
troglodytic existence. They once followed and worshipped
Doresain, the first ghoul, and serve as its clergy. As undead,
they have devolved to become something far fouler and more
hate-filled than their brethren, their physical appearance
soon came to reflect their miserable condition, turning them
into hunched and grotesque monstrosities. However, ever
since the downfall of their demigod, these ghouls have been
shunned and hunted down by gnolls and demons of
Yeenoghu and forced into exile.

Ghoul lore hearkens back to a land sacred to ghouls called
the White Kingdom. Though ghouls bound to the mortal
plane sometimes create lesser versions of what they believe
the White Kingdom to be, it is accepted that the true
incarnation of the White Kingdom can be found on the layer
of the Abyss where the ghoul regents once ruled. Since their
demise, the ghoul regents await the return of the King of the
Ghouls, Doresain, and the coming of the night where they
would enact a dire vengeance and retake the White Kingdom
at the head of shambling undead armies.

Grotesque Court. Packs of flesh-eating ghouls are attracted
to these dismals and often form grotesque courts around
them. Grave robbers, and those who steal from the bodies of
the fallen, have learned well that they must practice their
depraved crafts in the twilight and be home before nightfall.
Under cover of darkness, different breeds of scavengers fall
on these places of death. From their catacomb, haunted
wood, moss-covered ruin and forgotten places of the world,
ghoul regents spy on their enemies, the servants of
Yeenoghu, and on their lost past, the elven courts, reminded
of what they lost, bitterness and envy gnawing at their minds.
In their desolation, many of them lost their sanity completely
and became pathetic parasites, wary of attracting attention.

Instinctive Necromancy. Even if most of them have to some
degree lost their minds during their exile, the ghoul regents
still possess many powerful abilities. They can tear to
shreads a victim in the blink of an eye, and their authority
over the ghouls is strong. Their immortal body become as
hard as iron and regenerates at heighten speed, coursing with
the sustaining power of necromancy. Such dark magic must
to be dispelled to destroy the creature. They can innately use
necromancy, but they do so in their own instinctual way.
Their magic is less subtle than the forms of necromancy
practiced by other elevated undead, but in the cut and thrust
of combat, their savagery gives them a definite edge.

DORESAIN'S PLAGUE - GHouL FEVER

Those infected by the diseased bite of a ghoul may
contract Doresain’s Plague, more commonly
known as ghoul fever. Those who perish from this
rotting illness rise at the next midnight as ghouls
themselves. In this way, some undead recruit the
formerly living into their shuffling ranks:

e When the ghoul hits a creature with a bite
attack, it must succeed on aDC 15
Constitution saving throw or contract a disease.
Until the disease is cured, the target can't
regain hit points except by magical means, and
the target's hit point maximum decreases by 13
(3d8) every 24 hours. If the target's hit point
maximum drops to O as a result of this disease,
the target dies. This reduction to the target's hit
point maximum lasts until the disease is cured.
A humanoid killed by this disease rises at the
next midnight as a ghoul, unless the humanoid
is restored to life or its body is destroyed.




GHOUL REGENT

Medium undead, chaotic evil

Armor Class 18 (natural armor)
Hit Points 238 (28d8 + 112)
Speed 30 ft.

1

STR DEX CON INT WIS CHA
20 (+5) 20 (+5) 18 (+4) 12 (+1) 16 (+3) 18 (+4)
—
Saving Throws Con +10, Int +7, Wis +9
Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons
Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, paralyzed,
poisoned
Senses darkvision 60 ft., passive Perception 13
Languages Abyssal, Common, Elvish
Challenge 19 (22,000 XP)
I
Innate Spellcasting. The ghoul's innate spellcasting
ability is Charisma (spell save DC 18, +10 to hit with
spell attacks). The ghoul can innately cast the following
spells, requiring no material components:

At Will: chill touch, create undead (8th-level version,
ghouls and ghasts only), inflict wounds, ray of
enfeeblement

1/day each: Abi-Dalzim’s horrid wilting, circle of death,
eyebite

Foul Regeneration. The ghoul regains 20 hit points at the
start of its turn. If the ghoul is targeted by dispel magic
or is in the area of an antimagic field, this trait doesn't
function at the start of the ghoul’s next turn. The ghoul
is destroyed only if it starts its turn with O hit points and
doesn't regenerate.

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

Turning Defiance. The ghoul and any ghouls within 30
feet of it have advantage on saving throws against
effects that turn undead.

Actions

Multiattack. The ghoul makes three melee attacks, only
one of which can be a bite attack.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 14 (2d8 + 5) slashing damage plus 4 (1d8)
necrotic damage. If the target is a creature other than an
undead, it must succeed on a DC 16 Constitution
saving throw or be paralyzed for 1 minute. The target
can repeat the saving throw at the end of each of its
turns, ending the effect on itself on a success.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 16 (2d10 + 5) piercing damage plus 18
(4d8) necrotic damage.

Legendary Actions

The ghoul 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 ghoul regains spent legendary
actions at the start of its turn.

 At-Will Spell. The ghoul casts one of its at-will spells.

« Bite (Costs 2 Actions). The ghoul makes one bite
attack.

 The Hunger (Costs 2 Actions). The ghoul targets one
creature it can see within 30 feet of it. The target
must succeed on a DC 18 Charisma saving throw or
be magically cursed with insatiable hunger. When the
cursed target sees a creature drop to O hit points, it
must immediately use its reaction, if available, to
move up to its speed towards the creature and make
an unarmed strike to attempt to bite it. The cursed
target can repeat the saving throw at the end of each
of its turns, ending the curse on a success.

A GHOUL REGENT’S LAIR.

A ghoul regent always establishes a place of worship to the
King of the Ghouls and only underground. Small shrines can
sometimes be found in underground mausoleums or at the
catacomb’s center, but fully functioning temples are erected
only in the deepest subterranean realms, surrounded by a
community of ghouls the size of a small city.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the ghoul regent
can take a lair action to cause one of the following magical
effects; it can't use the same effect two rounds in a row:

e The ghoul regent causes ghoulish glyphs to appear on a
surface in a 10-foot-radius sphere that it can see within
100 feet of itself. The glyphs last until initiative count 20
on the next round. Each creature in that area when the
glyphs appear must succeed on a DC 18 Wisdom saving
throw or be paralyzed until the glyphs disappear.

¢ The ghoul regent targets a humanoid within 30 feet of it
that has been dead for no longer than 1 minute and died
violently. The target rises as a ghoul The ghoul is under
the ghoul regent's control.

e All ghouls within 90 feet of the ghoul regent that can hear
it are enraged, causing them to have advantage on melee
weapon attack rolls and causing attack rolls to have
advantage against them until initiative count 20 on the
next round.

e The ghoul regent chooses a ghoul type creature (such as a
ghoul, ghast, crypt horror or a similar creature) of its
choice in the lair to become its conduit. It needn't see the
target, but it must be aware that the target is in the lair to
choose that creature. Until the ghoul regent uses this lair
action again, it can cast spells as though it were in the
conduit’s space, can see through the conduit’s eyes and
hear what it hears, gaining the benefits of any special
senses that the conduit has, and speak through the
conduit with its own voice. If the conduit is destroyed, the
ghoul regent takes 22 (5d8) psychic damage and is
stunned until the end of its next turn.



GHOUL SKULKER

Undead Predators. Many consider ghouls to be scavengers,
feeding on old corpses in forgotten catacombs that no one
cares about anymore. Some would even argue that they can
be usefully during epidemics, preventing the disease to
spread by getting rid of the infected bodies. Many are fools.
This misconception becomes clear when facing a ghoul
skulker, a ghoul that has developed an appetite for fresh and
bloody meat. These undead predators have evolved to suit
their craving, becoming deadly and silent hunters that slip
unnoticed into settlements to devour their paralyzed victim
alive, leaving behind nothing but a skeleton in a back alley.

Master Ambusher. Far more independent than their regular
kind, ghoul skulkers rival ghasts in their viciousness. They
hunt ahead of a ghoul pack and try to pick off lone wanderers
or stragglers for an easy Kill. If able, they will creep on an
unsuspecting prey, falling from the ceiling or performing
surprising jumps to incredible heights and distances.
Although naturally quiet and a master of ambushes, the
presence of a ghoul skulker can often be hinted at by the
sound of their claws scraping against whatever surface they
happen to be crawling along, as well as a sibilant hissing
sound. In combat, they rely on their lashing tongue to
paralyze as many enemies as possible, focusing their attack
on weaker targets and avoiding threatening foes.

GHOUL SKULKER

Medium undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 44 (8d8 + 8)
Speed 40 ft.

I

STR DEX CON INT WIS CHA

16 (+3) 16 (+3) 13 (+1) 9 (-1) 10(+0) 8 (-1)
I
Skills Athletics +7, Stealth +7
Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages Common
Challenge 3 (700 XP)
I —
Skulker. The ghoul gains an additional action during
the first round of combat. Any hit it scores against a
surprised creature is a critical hit.

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

Standing Leap. The ghoul's long jump is up to 30 feet
and its high jump is up to 15 feet, with or without a
running start.

Actions

Multiattack. The ghoul makes two melee attacks: one
with its claws and one with its bite or its tongue.

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

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 10 (2d6 + 3) slashing damage. If the
target is a creature other than an elf or undead, it
must succeed on a DC 10 Constitution saving throw
or be paralyzed for 1 minute. The target can repeat
the saving throw at the end of each of its turns,
ending the effect on itself on a success.

Tongue. Melee Weapon Attack: +5 to hit, reach 15
ft., one target. Hit: 7 (2d6) poison damage. If the
target is a creature, it must succeed on a DC 13
Constitution saving throw or be poisoned for 1
minute. While poisoned in this way, the target has
disadvantage on saving throws to resist being
paralyzed. The target can repeat the saving throw at
the end of each of its turns, ending the effect on
itself on a success.




GODLING

Not too long ago the areas around peasant hamlets were
chock full of guardian spirits. Today it's nigh unto impossible
to spot a brownie, bucka or lutin. And godlings, they are
always the first to go. Such is the price we pay for
civilization's forward march. — From the preface to "The
World We Have Lost," by Professor Dorregaray

A Child for the Fairies. In remote villages, when food is
scarce and winter is harsh, a desperate couple sometimes
resort to the old ways to give their newborn a better chance at
life. The legend says that when a babe is sick and weak, its
parents should bring it deep into the woods, on a fairy hillock
or in a glade were sprites and pixies can be spotted
sometimes. They should return on the next day, for their child
will have been taken by the fairfolks, to live eternally amongst
them, lacking for nothing. In exchange, a new babe will be
waiting for the parents, wearing somewhat the appearance of
their child, a godling. If cared for and nursed with love, the
godling will grow benevolent, aside from an inborn aptitude
for trickery. If mistreated or abandoned, it will shrivel and
grow bitter, becoming a vile entity, a bucka, causing death
with deadly pranks.

Childish Behavior. Godlings are woodland fey dwelling in
burrows and moss-covered hollow stumps on the outskirts of
settlements, but a few accounts exist of some living in
abandoned buildings in small towns or even cities. Godlings
are similar to children in behavior and appearance, with big
bright eyes differing in color (often blue and yellow, but lilac
and grey have been reported as well), and pale blue, deep
green or even violet skin. Like children, they delight in
mischief, especially targeting vain and selfish individuals,
which unfortunately leads to many seeing them as a
nuisance. Buckas and godlings can be hurt by an herb called
Burdock, which they despise the smell of, and is often used to
drive them away. Most are unaware that the true blessing of a
godling resides in its role of mediator between the fey world
and civilization. Many villages would have been raised by
scorned dryads or a wrathful leshen if it wasn't for the
opportune intervention of a godling,

Helpful Prankster. Godlings are deeply rooted in their home
territory and perform acts of care and guardianship to those
dwelling near it. They watch over people as well as animals,
but, shy creatures by nature, they try to do so while remaining
unseen. Godlings are drawn to joy and innocence, and so
delight in the company of children and usually only show
themselves to the young. These mischievous fey gladly
perform small services for those in their care, asking only for
respect and payment in the form of food or cast-off items in
return. They are easily offended by churlish, ungrateful or
simply rude behavior. Godlings also treasure their peace and
quiet, but will go out of their way to help lost travelers,
especially in dangerous regions of the Feywild. When the
village a godling watches over becomes too populous or its
inhabitants forget the old ways, it will abandon its burrow for
good and wander into the Feywild.

VARIANT: Bucka

Nothing is as pure and cruel as a child, and buckas
share the same disposition. Deprived of parental
love and care, they are extremely malicious, loving
to cause chaos and play elaborated pranks that
often result in unlikely death. Buckas can easily be
differentiated from godlings, for they resemble a
shriveled old person the size of child. A bucka has
the game statistics of a godling, except it is chaotic
evil and has the following trait instead of the
godling's Innate Spellcasting:

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

At will: grease, hellish rebuke, magic stone, mirror
image

1/day each: blindness/deafness, phantasmal force,
slow




GoODLING

Small fey, chaotic good

Armor Class 13
Hit Points 36 (8d6 + 8)

Speed 40 ft.

I

STR DEX CON INT WIS CHA
4(-3) 16 (+3) 12 (+1) 13 (+1) 15 (+2) 16 (+3)
—
Skills Deception +7, Perception +4, Stealth +5
Senses darkvision 60 ft., passive Perception 14
Languages Common, Elvish, Sylvan
Challenge 2 (450 XP)
—
Innate Spellcasting. The goldling's innate spellcasting
ability is Charisma (spell save DC 13). The godling
can innately cast the following spells, requiring no
material components:

At will: goodberry, grease, magic stone, mirror image,
prestidigitation
1/day each: find the path, Otto's irresistible dance

Burdock Allergy. The godling has a strong allergy to
the burdock plant. If it comes within 20 feet of
burdock flowers, it is poisoned until it leaves the
area.

Fey Protection. Any creature that attempts to damage
the godling must first succeed on a DC 14 Charisma
saving throw or be charmed until the end of the
creature's next turn. A creature charmed in this way
perceives everything as hilariously funny and falls
into fits of laughter and falls prone, becoming
incapacitated and unable to stand up.

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

Actions

Magic Pebble. Ranged Spell Attack: +5 to hit, range
60 ft., one target. Hit: 6 (1d6 + 3) bludgeoning
damage.

Healing Touch (2/Day). The godling touches another
creature. The target magically regains 12 (2d8 + 3)
hit points and is freed from any curse, disease,
poison, blindness, or deafness.

Invisibility. The godling magically turns invisible until
it attacks or casts a spell, or until its concentration
ends (as if concentrating on a spell). Any equipment
the godling wears or carries is invisible with it.

A GODLING'S LAIR

A

godling claim a burrow, small cave or an abandoned

building as it lair, including the surrounding area. The lair
usually consists of a narrow crawling space where the
godling can rest without fear of intrusion from larger
creatures. The lair usually includes several small but cozy

ro

oms, decorated with various trinkets and tools stolen from

strangers or offered for its help.

REGIONAL EFFECTS
The region containing a godling's lair is influenced by fey
magic, creating the following magical effects:

Rodents and birds within 3 mile of the godling's lair serve
as the godling's eyes and ears.

Creatures within 3 miles of the godling's lair can feel an
unsettling presence, meddling with their fate. When a
creature makes an attack roll, an ability check, or a saving
throw, the godling can choose to impose advantage or
disadvantage on the roll. After doing so, the godling must
succeed on a DC 10 Charisma saving throw or gain a level
of exhaustion. A creature is unaffected by this magical
effect if it has the Lucky feat.

Each time a creature that has been in the region for less
than a year finishes a short or long rest, it must make a
DC 10 Intelligence (Investigation) check. On a failure, the
creature has misplaced one possession (chosen by the
player, if the creature is that player's character). The
possession remains nearby but concealed for a short time,
so it can be recovered with a successful DC 15 Wisdom
(Perception) check. An object that is misplaced but not
recovered ends up in the godling's lair 1 hour later. If the
creature later goes to the godling's lair, its lost possessions
stand out in its perception and are easily recovered.

When the godling dies, all of these regional effects fade

immediately
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HAGSs's LITTLE FAVORITE

Hags cherish above all the taste of godling’s flesh,
their innocence is like sweet ambrosia to them,
getting them drunk on power. Those that desire a
favor from a hag are certain to get her into a better
disposition if they sweeten the pot with a live
godling. It is believed that a hag that devours a
godling can undertake a metamorphosis into
another kind of hag with little time and effort.




GRrRAVE Hac

Cremation, now that's one thing men could learn from
gnomes. Burying bodies out in the fields, why, it's like laying
out a welcome mat for monsters! Best case scenario, some
ghouls will sniff them out, eat their fill and be on their
ghoulish way. But if, gods forbid, a grave hag takes to feeding
at your cemetery, you'll have no end of trouble. — Jacques de
Villepin, Oxenfurt Academy

Deformed Scavenger. Few monsters' names fit as well as
the grave hags'. As one might guess, these creatures resemble
aged, deformed women and loiter near graveyards and
battlefields. Grave hags feed on human corpses and in
particular on the rotten marrow which they slurp from
human bones using their long, prehensile tongues. Most
grave hags rarely attack humans, preferring instead to feed
on the rotten remains they dig out of graves. Yet some
individuals grow bold over the years and begin sneaking into
huts to steal children and kill the elderly. Once a hag has
devoured all corpses within reach, she turns to killing men
and burying them in the cemetery as she waits for them to
decompose or raise them as servants.

Child Killer. Grave Hags are notorious child killers, making
them one of the most despised monster there is. They
typically kidnap wandering children or sneak in their home at
night, attracted by their innocence, glowing like a beacon in
the dark for them. After they ate a child, they then use its
remains as magical focus, building altars of little bones to
practice their magic. The skull of a child is of special
importance to them, as they craft powerful talismans with it,
enslaving its soul. Some hags are even known to strap the
entire skeleton of the child on their back, wearing it as a
protection charm.

Territorial Shrew. Grave hags are territorial and aggressive
when provoked, they will put up a fierce fight, using their
great speed to rapidly close on prey. The tongue of a grave
hag can surprise even veteran fighter with the speed and
range it can lash out. Being struck by it can cause temporary
blindness, or even paralysis, leaving the victim unable to
properly defend themselves. The claws of a grave hag are
sharp, but not enough that skilled swordplay cannot defend
against them.

Covens. Grave hags rarely join covens, as the magic they
practice is more akin to necromancy. When they do, they
often try to lead the rituals, bickering with Night Hags about
every details, which they have an especially hard time to get
along with. A grave hag that is part of a coven (see the “Hag
Covens sidebar” p.176 of the Monster Manual) has a
challenge rating of 10 (5,900 XP).
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GRAVE HAG ITEMS

A grave hag carries two very rare magic items that
she must craft for herself. If either object is lost,
the grave hag will go to great lengths to retrieve it,
as creating a new tool takes time and effort.

Ebon Skull. This burned black skull allows a grave
hag to use her Twist the Innocent power while it is
in her possession. A creature holding the skull can
use an action to cast the speak with dead spell to
communicate with the dead child. Crafting an ebon
skull takes 10 days and the sacrifice of a humanoid
child (whose skull is used to make the item).

Hand of Glory. A grave hag can craft a hand of glory
out of the hand of an elderly humanoid. While the
item is in her possession she can use her
Command Undead feature. Only the grave hag who
crafted the hand of glory can use its power.
Crafting a hand of glory takes 30 days and a
humanoid sacrifice (whose hand is used to craft
the item).




GRAVE Hac

Medium fiend, neutral evil
I

Armor Class 17 (natural armor)
Hit Points 145 (17d8 + 68)
Speed 40ft.

I

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

—
Skills Arcana +5, Perception +5 , Stealth +5
Damage Resistances acid, cold, fire, poison;

bludgeoning, piercing, and slashing from nonmagical

weapons that aren't silvered
Condition Immunities frightened, poisoned
Senses darkvision 120ft., passive Perception 15

ages Abyssal, Common, Primordial
Ienge 8 (3,900 XP)

—
Innate Spellcasting. The grave hag's innate spellcasting
ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). The hag can innately cast the following
spells, requiring no material components:

At will: detect magic, inflict wounds
2/day each: antilife shell, create undead

Actions

Tongue. Melee Weapon Attack: +7 to hit, reach 10 ft.,
one creature. Hit: 6 (1d4 + 4) bludgeoning damage plus
10 (3d6) poison damage. If the target is a creature, it
must succeed on a DC 15 Constitution saving throw or
be poisoned for 1 minute. While poisoned in this way
the creature is blinded. If the target fails the saving
throw by 5 or more, it is also paralyzed for the same
duration. The creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself
on a success.

Twist the Innocent (Recharge 5-6). The twisted specter of
a child appears near the grave hag, protecting it and
attacking its ennemies. The hag gains 30 temporary hit
points. While it has these temporary hit points, when a
creature enters a 20 feet radius area around the hag for
the first time on a turn or starts its turn there, it must
make a DC 15 Wisdom saving throw. On a failed save,
the creature takes 14 (3d8) necrotic damage as the
specter slashes the target with its claws. On a
successful save, the creature takes half as much
damage. If the hag takes force damage she loses all her
temporary hit points, forcing the specter to retreat.

Legendary Actions

Multiattack The grave hag uses its Twist the Innocent, if
available, and makes two attacks, only one of which can
be a tongue attack.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) slashing damage.

EERIE PIPE

This singular looking pipe is carved in the ribcage
bones of a child. When used by any other creature
than a grave hag it acts as a pipe of the sewers, but
when in the hands of the hag, it reveals new
powers. The hag can play an eerie tune from the
pipe as an action, expanding a charge and creating
the following effects:

e The tune can only be heard by humanoid
children and creatures with advantage on
Wisdom (Perception) checks. Only humanoid
children are affected by the eerie pipe. Children
that are deafened, cannot be charmed or can’t
be put to sleep with magic are immune to the
pipe’s effects.

e While the pipe is played, all children within half
amile of it (as determined by the DM) are
called. Called children move toward the music
by the shortest available route.

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

 Tongue (Costs 2 Actions). The hag makes one tongue

attack.

e Command Undead. The grave hag commands an

undead within 60 feet of it to immediately make an
attack or to make a dash action as a reaction.

* Whenever children come within 30 feet of the
hag while it plays the pipes, the children are
swayed by the pipes' music and become
charmed, acting friendly toward the hag for as
long as it continue to play the pipes each round
as an action. Charmed children obey the hag’s
commands, even if they are obviously suicidal
(“jump by that cliff, walk in this river...”). If no
command is issued to a charmed child, it
defends itself but otherwise takes no actions. If
a charmed child starts its turn and can't hear
the pipes' music, it is no longer charmed and
behaves as it normally would. After that the
child can't be swayed by the pipes' music for
the next 24 hours.




GREAT COCKATRICE

"Had meself eight heifers, five of 'em milchers. Then this
cockatrice sprung up nearby, and now all's I got left's dried
patties in an empty field"— Jethro, peasant from Pindal

Greater Cousin. The great cockatrice is a large creature with
the body of a beast and the head and legs of a rooster.
Supposedly, they are born of eggs laid by roosters consorting
with other roosters, the eggs must then be incubated for
forty-four days by a toad. Asserting such claims proves
difficult at best. Scholars cannot help but notice the similarity
with their smaller cousins and instead theorize that the great
cockatrice is the true form of the species, while the more
common variation a diminished, flawed, subspecies. Great
cockatrices do lay eggs of their own, but for some puzzling
reason, only small cockatrices ever hatch from them.
Regardless, the eggs hold great value as alchemical
components, for they are the prime ingredient of an ointment
that can cure petrification.

Recklessly Agressive. Great cockatrices are extremely
aggressive, attacking anything that comes in their sight with
furious cackles, even without any provocation. These
omnivores have a diet that consists of large quantities of
berries, corns, fruits, and animals such as cattle, deer and the
occasional lost shepherd. If left unchecked, they also greatly
appreciate feasting in orchards, corn fields or any place
where food is abundant. Cockatrices thrive in dark caves,
abandoned ruins, cobwebbed dungeons and old basements.
Though small compared to griffins and manticores, they are
more than capable of killing anyone who stumbles across
them in a dark corridor.

Deadly Gaze. Folktales claim that cockatrices hate
everything that lives so fiercely that its glance turns the living
to stone. This is not actually true, but the eyes of the beast
can paralyze anyone that look at it, which might be where the
confusion in the myth is coming from. However, one should
watch out for its sharp beak which carries the murderous
effect, turning a man into stone with a simple scratch. It is
also thought that a cockatrice will die instantly upon hearing
a rooster crow, which is pure nonsense, but the cockatrice
seems to hate the sound nonetheless.

Agile Flyer. Cockatrices do not shun direct fights, in which
they strike furiously with wings and tail in an attempt to
exhaust their foes. However, the cockatrice isn’t a stupid
adversary, it is quite aware of the chaos its gaze and its beak
can cause in a fight. Against multiple adversaries, it will
weaken its foes with its gaze and dive attacks first, before
landing and engaging in melee. When fighting them one
should target their delicate wings, for they are extremely agile
flyers, capable of maneuvering in tight spaces and feats of
agility that most creatures of their size are incapable of.

CROW OF THE ROOSTER

The cockatrice has an irrational hatred for the
rooster's crow. The song of the bird will make it
mad with anger and the creature will charge in the
direction of the noise, furiously cackling its
discontentment and ravaging anything that stands
in its path. For this reason, villages around a
cockatrice hunting ground tend to have no
chicken, for fear of angering the monster. Clever
adventurers can use this hatred to their advantage,
forcing the monster to show on a battlefield of
their choice or distracting it during a fight.




GREAT COCKATRICE

Large monstrosity, unaligned

Armor Class 16 (natural armor), 18 while airborne
Hit Points 102 (12d10 + 36)
Speed 30ft., fly 60ft.

I

STR DEX CON INT WIS CHA

14 (+2) 20 (+5) 16 (+3) 4(-3) 13 (+1) 6(-2)
—
Saving Throws Dex +8, Con +6
Skills Perception +4
Senses darkvision 60 ft., passive Perception 14
Languages -
Challenge 8 (3,900 XP)

Agile Flyer. The great cockatrice can fly in spaces that
would allow a creature of Medium size to do so. While
it is airborne its AC increases by 2 and if the cockatrice
is subjected to an effect that allows it to make a saving
throw to take only half damage, it instead takes no
damage if it succeeds on the saving throw, and only half
damage if it fails.

Fragile Inner Ear. The cockatrice's balance can easily be
thrown off by loud sounds. If the great cockatrice takes
thunder damage, it must succeed onaDC 15
Constitution saving throw or its flying speed is reduced
to O feet until the end of its next turn. An airborne
cockatrice affected by this effect descends at 60 feet
per round until it reaches the ground.

Paralyzing Gaze. I a creature starts its turn within 60
feet of the great cockatrice and the two of them can see
each other, the cockatrice can force the creature to
make a DC 14 Constitution saving throw if the
cockatrice isn't incapacitated. On a failed save, the
targeted creature is 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.

Actions

Multiattack The cockatrice makes three melee attacks:
one with its beak, one with its talons and one with its
wings and tail.

Beak. Melee Weapon Attack: +8 to hit, reach 5 ft., one
creature. Hit: 12 (2d6 + 5) piercing damage, and the
target must succeed on a DC 14 Constitution saving
throw against being magically petrified. On a failed save,
the creature begins to turn to stone and is restrained. It
must repeat the saving throw at the end of its next turn.
On a success, the effect ends. On a failure, the creature
is petrified for 24 hours.

Talons. Melee Weapon Attack: +8 to hit, reach 5 ft., one
creature. Hit: 16 (3d6 + 5) slashing damage.

Wings and Tail. Melee Weapon Attack: +8 to hit, reach 5
ft., one creature. Hit: 9 (1d6 + 5) bludgeoning damage
and the target has disadvantage on attack rolls based on
Strength and Dexterity until the end of its next turn.

GREAT COCKATRICE'S EGGS

The eggs of a greater cockatrice are known to be
one of the few remedies besides magic that can
cure petrification. Combined with other rare
ingredients and plants, it can be used to make a
ointment that will return a creature to its true form.

* Stone to Flesh Ointment: A character that has
proficiency with Alchemist's Tools or Herbalism
Kit, and access to the proper equipment, can
prepare an ointment with the great cockatrice
egg. The ointment has a value of 200gp when it
comes to crafting (see crafting rules p.187 of
the Player's Handbook). Once applied to the
skin of the petrified creature, the ointment will
be turning it back to flesh in an hour.




GRIFFIN

Aye, half-eagle, half tomcat, just like on the lord’s crest. 'Cept
this 'un was carryin' me dead cow 'stead of a scepter. —
Griffin attack witness, name unknown

Mountain Hunter. Griffins were once only found high in the
mountains, where they would hunt marmots and wild goats.
When humans encroached on their lands, however, griffins
soon discovered a new source of much more plentiful and
easier-caught prey: cows, sheep and shepherds, though they
are still wary of main roads and towns (where fold with the
means to hire a party of adventurers are likely to dwell).
Griffins prefer their meat raw and screaming, though they'll
scavenge if no other prey presents itself. This is fairly rare,
though, as their hunting grounds tend to range for hundreds
of miles around their chosen mountain aerie. Their eyesight
is a sharp as raptors and they can see motion from miles
away.

Fierce and Merciless. Griffins are often mistaken for the
smaller griffon, which whom they share general features
with. They are also significantly larger and stronger than the
classic griffon, their lesser cousin. Their bone structure differ
as well, with a morphology more akin to that of a wyvern,
having long feathery wings ending with deadly claws. It is
impossible to tame a griffin in the way griffons can be, for
they are far more cunning and rebellious, with a strong sense
of vengeance and grief. Skilled and efficient fighters, griffins
do not kill indiscriminately, although they show no reluctance
when hunting or protecting their territory. They are fierce and
merciless, but rarely cruel.

Loyal Partner. Griffins, to the contrary of griffons, are
solitary creatures. Until they reach full maturity they live in
isolated territories and do not interact with other members of
their species. Once they are ready they find a mate to found a
nest, and stay loyal for life to their partner, raising their young
together. There is nothing worse than a griffin that lost its
partner, for they will slaughter everything they encounter,
mad with grief. The eggs, claws and feathers of griffins are
frequently use as spell components for they carry strong
healing abilities. It is said that the feather, or claw in some
tales, of a griffin will turn black if exposed to poison, a
property that most king would find appealing for their safety.

Gracious and Deadly. Survivors of griffin attacks often have
dreams of being hunted down and rent limb from limb for
years afterward. Despite being large and monstrous
creatures, griffins have reputations as noble beasts. This is in
part due to their proud and regal bearing — griffins are not
ravenous and frenetic like manticores. Instead a griffin
strikes with swift and precise grace, its motion poised and
controlled. Yet this elegance in no way undermines its
deadliness, for a griffin is more than capable of using its
talons and razor beak to rip a foe apart. The cry of a griffin is
often enough to send enemies running. For the griffin, this is
an ideal situation as it prefers its meals on the run, and alive.
They can roar at such a high pitch that even a grown man can
be put off balance. From the sky, griffins try to repeatedly
claw their targets as they sweep past, or attempt to dive and
grab their prey, leading it to a deadly fall



GRIFFIN

Large monstrosity, unaligned

—
Armor Class 14 (natural armor)
Hit Points 124 (13d10 + 52)
Speed 30ft., fly 80ft.

I

STR DEX CON INT WIS CHA

23 (+6) 15 (+2) 18 (+4) 5(-3) 14 (+2) 8 (-1)
I—
Saving Throws Dex +5, Con +7
Skills Perception +8
Senses darkvision 60ft., passive Perception 18
Languages -
Challenge 6 (2,300 XP)

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

Keen Sight. The griffin has advantage on Wisdom
(Perception) checks that rely on sight.

Magic Attacks. The griffin's weapon attacks are magical.

Actions

Multiattack. The griffin uses its Stunning Screech, if
available and makes three melee attacks: one with its
beak, one with its claws and one with its talons.

Beak. Melee Weapon Attack: +9 to hit, reach 5ft., one
creature. Hit: 15 (2d8 + 6) piercing damage.

Claws. Melee Weapon Attack: +9 to hit, reach 5ft., one
creature. Hit: 17 (2d10 + 6) slashing damage.

Talons. Melee Weapon Attack: +9 to hit, reach 5ft., one
creature. Hit: 17 (3d6 + 6) slashing damage, and the
target is grappled (escape DC 16). Until the grapple
ends, the target is restrained, and the griffin can't use its
talons on another target.

Stunning Screech (Recharge 5-6). The griffin emits a
powerful screech. Each creature within 20 feet of it that
can hear it must succeed on a DC 16 Constitution
saving throw or be stunned until the end of the griffin's
next turn.

RoYAL GRIFFIN

Noble Beast. Especially feared are the subspecies known as
royal griffins or archgriffins. Royal griffins owe their name to
the broad and thick mane that surrounds their head. Their
plumage range from brown to black, snow white in cold areas
or almost red in arid regions. A royal griffin distinguishes
itself by its increased aggressivity, stouter frame and its
majestic presence, a rare and unexplained ability that will put
doubt into the heart of even the most dedicated hunter.

Fearsome Predator. Archgriffins represent a real threat for
civilization, for they are not afraid to hunt in small towns and
trade routes, where preys, people mostly, are abundant. Royal
griffins have few natural predators and are not afraid to
attack preys bigger than them, sometimes even hunting
gigantic roc birds, small dragons or giants for sustenance.
Surprisingly the feathers of a royal griffin makes it immune to
extreme temperatures, allowing it to live under the searing
sun of the desert or in arctic climate.

GRIFFIN CLAW

Wondrous item, rare

This claw is coming from the wing of a griffin. When you hold
it in your hand you can use an action to cast the detect poison
and disease spell for 1 hour at will and gain resistance to
poison damage and immunity to the poisoned condition for
the same duration. The claw turns black when it detects
poison or disease. After the hour passes the claw loses all
magic properties.
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OPTIONAL : NOBLE BEAST

Very few people know that griffin are nicknamed
“noble beast” for a reason. Most think it refers to
their natural grace or the king-mane of a royal
griffin, but in truth griffins are susceptible to overt
demonstration of respect. If one is unlucky enough
to stumble on a griffin, one should not draw its
sword but instead bow very low, pointing its eyes
at the ground. If the beast isn’t hungry and the
gesture is properly executed the creature will
answer with a singular bow of its wings, leaving the
area peacefully. This of course bears a significant
risk, for there is usually no sure way to tell if the
beast fed recently or is in the right mood.




RoYAL GRIFFIN

Huge monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 230 (20d12 + 100)
Speed 30ft., fly 90ft.

1

STR DEX CON INT WIS CHA

250 (H7) SR8 (E5) R 205D ER(E2) N L6 (3 )8 SR )
—
Saving Throws Dex +8, Con +10
Skills Perception +13
Damage Immunities cold, fire
Condition Immunities frightened
Senses darkvision 60ft., passive Perception 23
Languages -
Challenge 14 (11,500 XP)

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

Keen Sight. The griffin has advantage on Wisdom
(Perception) checks that rely on sight.

Magic Attacks. The griffin's weapon attacks are magical.

Actions

Multiattack The royal griffin uses its Stunning Screech, if
available and makes four melee attacks: one with its
beak, two with its claws and one with its talons.

Beak. Melee Weapon Attack: +12 to hit, reach 10ft., one
creature. Hit: 18 (2d10 + 7) piercing damage.

Claws. Melee Weapon Attack: +12 to hit, reach 10ft.,
one creature. Hit: 20 (2d12 + 7) slashing damage.

Talons. Melee Weapon Attack: +12 to hit, reach 10ft.,
one creature. Hit: 20 (3d8 + 7) slashing damage, and
the target is grappled (escape DC 18). Until the grapple
ends, the target is restrained, and the griffin can't use its
talons on another target.

Stunning Screech (Recharge 5-6). The griffin emits a
powerful screech. Each creature within 20 feet of it that
can hear it must succeed on a DC 18 Constitution
saving throw or be stunned until the end of the griffin's
next turn.

Legendary Actions

The royal griffin can take 3 legendary action, 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 royal griffin regains spent
legendary actions at the start of its turn.

* Fly. The griffin moves up to its flying speed without
provoking opportunity attacks.

» Majestic Presence (Costs 2 Actions). An aura of grace
and majesty radiates from the griffin. Each creature
within 30 feet of the griffin that can see it must
succeed on a DC 18 Wisdom saving throw or
become charmed until the end of the griffin's next
turn. If a creature's saving throw is successful, the
creature is immune to the griffin's aura for the next
24 hours.

 Savage (Costs 3 Actions). The royal griffin makes a
claws attack against each creature within 10 feet of it.




KIKIMORE

"Kikimore workers rarely appear near human settlements,
and even then, they only attack when threatened. Is there
anything more beautiful than a kikimore — a symbol of hard
work, resourcefulness and caution?” — Master Dorregaray in
“The Wonderful World of Insectoids"

Insectoid Colony. Kikimores are insectoid monsters that live
underground. They usually prefer cooler and dry
environment, keeping their distance from warm and damp
places, but some subspecies dwell in swamps as well. The
kikimores are organized not unlike a termite colony. The
queen lays eggs from which soldiers and workers then hatch.
Soldiers defend the colony from enemies, while workers
build structures and supply food. This division of roles is
reflected in their behavior: workers turn aggressive only
when attacked or when aggression is artificially induced in
them, while soldiers fight any enemy they spot.

Role and Purpose. Life in a kikimore colony is centered
around a great, unceasingly procreating female. The
landscape around the queen's nest looks like a desert, littered
with the remains of unfortunate creatures which unwisely
lingered in the area. Not even birdsong can be heard. The
beasts' physical appearance underlines their different places
in the hierarchy. Workers are smaller, while kikimore soldiers
are more massive and protected by thick, chitinous armor.
Their horned heads and torsos, as well as the sharp thorns
on their legs, clearly identify them as dangerous creatures.

High Proliferation. If left unchecked, kikimore nest can
quickly get out of hand. The proliferation rate of the creatures
is astonishingly high, as a queen can lay up to two dozen eggs
per day, giving birth to a fully grown kikimore in a week or so.
Kikimore eggs are thankfully easy to destroy with fire, as they
are covered of a bioprotective gel which is extremely
flammable. Kikimores are also immune to poison, which
make common ways to get rid of vermin inefficient against
them. Kikimore nest destruction jobs are a valuable source of
income for adventurers, as the destructive and territorial
nature of the swarm makes it easy to convince townsfolks to
gather a reward to get rid of the nest.

The Threat Below. A few kikimores in town is a nuisance at
worst, but left unchecked they may be the downfall of a city.
Signs of a kikimore infestation are subtle at start, pets and
vermin will start to disappear, a few sightings of strange
spider-like creatures might be reported. The work of a
kikimore swarm can prove very destructive for a community,
as the swarm settles under the town, their countless
mandibles will start to chew through rock and earth as they
burrow and build tunnels, weakening buildings and
eventually collapsing them.

OPTIONAL: KIKIMORE'S VENOM

The venom emitted by kikimore warrior is one of
the most tenacious toxin known to man. Its effects
are instantaneous and lasting, liquefying organs and
inflicting serious internal injuries after mere
seconds:

« Kikimore Venom (Injury). This poison must be
harvested from a dead or incapacitated
kikimore warrior. A creature subjected to this
poison must make on a DC 14 Constitution
saving throw. On a failed save, it takes 13
(2d12) poison damage and is poisoned. The
poisoned creature must repeat the saving throw
every 24 hours, taking 13 (2d12) poison
damage on a failed save. Until this poison ends,
the damage the poison deals can't be healed by
any means. The poison lasts until it is cured by a
lesser restoration spell or similar magic.

» Kikimore venom costs 450 gp per dose.




KikKiIMORE HATCHLING

Tiny monstrosity, unaligned
—
Armor Class 12

Hit Points 7 (2d4 +2)
Speed 40 ft., burrow 20 ft.

I

STR  DEX CON INT WIS CHA
6(-2) 14(+2) 13 (+1) 2(-5) 10(+0) 4(-3)
—
Damage Vulnerabilities fire
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 10
Languages —
Challenge 1/8 (25 XP)

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

Swarm Mind, While the kikimore can see a warrior or
queen kikimore friendly to it, the kikimore ignores
the effects of being frightened.

Actions

Bite. Melee Weapon Attack: +0 to hit, reach 5 ft., one
target. Hit: 1 piercing damage plus 2 (1d4) poison
damage.

KixkiMoORE HATCHLING

Wandering Youngs. These juvenile kikimores are at best a
couple of days old, they usually linger under the warrior’s
protection until their exoskeleton hardens, but will often
wander away from the swarm. If nothing is left to eat, other
kikimore will start to feed on the hatchlings. Kikimore
hatchlings are still covered in the nutritious gel of their clutch
of eggs, that they consume over a week to grow to their adult
size. The gel is still extremely flammable, making fire attacks
and spells a sure way to easily dispose of them.

KikiMORE WORKER

Lifeblood of the Colony. In the kikimores colonies, the
workers are the lifeblood that allows the rest of the swarm to
function and prosper. A worker on its own can be easily killed
by even a weak person. It is rare indeed, however, to come
across an isolated individual, for kikimore workers usually
move in groups of a few to a dozen or so members. The only
defense against a swarm of kikimores available to a normal
person is to flee. Workers will usually not attack a creature
keeping its distance, unless they are on the hunt for the
colony, in which case they will swarm mercilessly any prey
they can detect.

KiIKIMORE WORKER

Small monstrosity, unaligned

Armor Class 14 (natural armor)
Hit Points 13 (3d6 + 3)
Speed 40 ft., burrow 20 ft.

STR DEX CON INT WIS CHA
10 (+0) 16 (+3) 13 (+1) 3 (-4) 12 (+1) 4(-3)
I —
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 11
Languages —
Challenge 1/2 (100 XP)
I —
Pack Tactics. The kikimore has advantage on an attack
roll against a creature if at least one of the kikimore's
allies is within 5 feet of the creature and the ally isn't
incapacitated.

Swarm Mind, While the kikimore can see a warrior or
queen kikimore friendly to it, the kikimore ignores
the effects of being frightened.

Virulent Venom. If the kikimore deals poison damage
to a creature, the target's hit point maximum is
reduced by an amount equal to the poison damage
taken. If this effect reduces the target hit point
maximum to O, it has disadvantage on death saving
throws. The reduction lasts until the target finishes a
short or long rest, unless the target is poisoned.

Actions

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 2 (1d4) piercing damage plus 3 (1d6)
poison damage.

KIKIMORE WARRIOR

Protect the Colony. A kikimore warrior is a massive
insectoid recovered by a protective chitinous exoskeleton.
Kikimore warriors defend the workers and the kikimore
queen from intruders. They are very dutiful in this, killing
anything that comes near the colony. Their hardy build and
venomous bite allows them to stand against any foe, and
should the enemy attack from afar, they can dig underground,
protected until they reach it. Kikimore workers react to
pheromones emitted by kikimore warriors. On command, a
swarm of workers might begin burrowing tunnels near
potential prey to allow for a surprise mass attack. However, if
the warrior guiding a swarm is eliminated, the swarm will
disperse and the workers cease digging. Other creatures
exposed to kikimore warrior pheromones will react
aggressively, attacking allies and foes at random.



KIKIMORE SWARM

Large swarm of Small monstrosities, unaligned
I

Armor Class 14 (natural armor)
Hit Points 45 (7d10 + 7)
Speed 40 ft., burrow 20 ft.

I —

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 13 (+1) 3 (-4) 12 (+1) 4(-3)

—

Damage Resistances bludgeoning, piercing, slashing

Damage Immunities poison

Condition Immunities charmed, frightened, paralyzed,
petrified, poisoned, prone, restrained, stunned

Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 11

Languages —

Challenge 3 (700 XP)

—

Swarm. The swarm can occupy another creature's

space and vice versa, and the swarm can move

through any opening large enough for a Small

kikimore. The swarm can't regain hit points or gain

temporary hit points.

Virulent Venom. If the kikimore deals poison damage
to a creature, the target's hit point maximum is
reduced by an amount equal to the poison damage
taken. If this effect reduces the target hit point
maximum to O, it has disadvantage on death saving
throws. The reduction lasts until the target finishes a
short or long rest, unless the target is poisoned.

Actions

Bite. Melee Weapon Attack: +5 to hit, reach O ft., one
target in the swarm's space. Hit: 10 (3d6) piercing
damage, or 7 (2d6) piercing damage if the swarm
has half of its hit points or fewer. The target must
make a DC 13 Constitution saving throw, taking 14
(4d6) poison damage on a failed save, or half as
much damage on a successful one.
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KIKIMORE WARRIOR

Large monstrosity, unaligned

Armor Class 17 (natural armor)
Hit Points 73 (7d10 + 35)
Speed 30 ft., burrow 20 ft.

STR DEX CON INT WIS CHA
18 (+4) 8 (-1) 20 (+5) 4(-3) 15 (+2) 5(-3)

I —

Damage Immunities poison

Condition Immunities exhaustion, poisoned

Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 12

Languages —

Challenge 4 (1,100 XP)

Aggression Pheromone. If a creature that isn't an
undead, construct, or elemental starts its turn within
5 feet of the kikimore, the kikimore can force the
creature to make a DC 13 Wisdom saving throw if
the kikimore isn’t incapacitated. On a failure, the
target becomes charmed until the start of its next
turn, a creature can choose to fail this saving throw if
it wishes. While charmed by the kikimore, the
creature has advantage on melee attack rolls against
any creature that doesn't have all its hit points. If a
creature's saving throw is successful, the creature is
immune to the kikimore's Aggression Pheromone for
the next 24 hours.

Fortitude. The kikimore has advantage on Strength
and Constitution checks and saving throws.

Virulent Venom. If the kikimore deals poison damage
to a creature, the target's hit point maximum is
reduced by an amount equal to the poison damage
taken. If this effect reduces the target hit point
maximum to O, it has disadvantage on death saving
throws. The reduction lasts until the target finishes a
short or long rest, unless the target is poisoned.

Actions

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) piercing damage plus 13
(2d12) poison damage, and the target must succeed
on a DC 13 Constitution saving throw or be
poisoned. The poisoned creature must repeat the
saving throw every 24 hours, taking 13 (2d12)
poison damage on a failed save. The poison lasts
until it is removed by the lesser restoration spell or
similar magic.

Reactions

Stalwart. When the kikimore is subjected to an effect
that would move it, knock it prone or stun it, it can
use its reaction to be neither moved, stunned nor
knocked prone.




KIKIMORE QUEEN

Queen of the Deep. Kikimore Queens are amongst the
largest and most formidable insectoid breeds to ever plague
the world, so large and terrifying that she can beat a giant
prey into submission and dig entire networks of spacious
tunnels in a region. Growing larger than a townhouse, these
kikimores are an ancient species that had lived below the
ground long before the arrival of mankind, where she was
said to stalk and entrap whole herds of deep rothé and umber
hulk into its ravenous mouth, or fight and kill larger prey such
as fomorians in single combat. With civilization flourishing
over time, the echoes of life reached to the kikimore’s deep
burrows, intriguing the queens as to what might cause such
promising ruckus.

Insect Abomination. Life in a kikimore colony is centered
around a great, unceasingly procreating female. The queen
bears more resemblance to the soldiers, mainly because of
her bulky body. She is a mass of insect abominations with no
eyes, which would be useless at the bottom of her dark lair.
The pieces of flesh that resemble ribs and hang from her
abdomen can either be ovipositors or atrophied limbs that
have no use in her function as a constant reproducer. Once
the kikimore queen subdues her prey with flesh-dissolving
venom, the monster would begin to drink up the liquefied
innards of its victim.

FooLING KIKIMORES

Naturalists know that kikimores can communicate
with long lasting pheromones, marking areas as
dangerous or as a source of food. A character that
has proficiency with Alchemist's Tools or
Herbalism Kit, and access to the proper equipment,
can prepare an oil from the pheromone gland of a
kikimore. The oil has a value of 60 gp when it
comes to crafting (see crafting rules p.187 of the
Player's Handbook).

Kikimore Oil. One bottle of oil is enough to cover
the ground in a 20-foot square, lasting for 24
hours, unless washed away by water prematurely.
Once applied to a surface the oil can have one of
the following effect, chosen at its creation:

o Threat: A kikimore that enters the area or ends
its turn there must succeed on a DC 12
Intelligence saving throw or become frightened
until it leaves the area.

* Food: When a kikimore comes within 60 feet of
the area, the creature must succeed on a DC 12
Intelligence saving throw or use its movement
on each of its turns to enter the area. When the
creature has done so, it can’t willingly move
away from the area. If an affected creature takes
damages or is otherwise harmed, the affected
creature can make an Intelligence saving throw
to end the effect on itself.
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A KIKIMORE QUEEN'S LAIR

The lair of a kikimore queen usually consists of an unstable
network of tunnels and caverns, deep below the ground.
Navigating this labyrinth is a challenge on its own, as the risk
of getting lost or be victim of hidden pitfalls and cave-ins is a
constant threat. Deep inside the lair, in complete darkness,
lies the eggs chamber, filled with countless clutch of kikimore
eggs and the kikimore queen.

A kikimore queen encountered in her lair has a challenge
rating of 9 (5,000 XP).



KIKIMORE QUEEN

Huge monstrosity, unaligned

Armor Class 20 (natural armor)
Hit Points 149 (13d12 + 65)
Speed 30 ft., burrow 20 ft.

I

SR DEX CON INT WIS CHA
257 (6" %6 (-2)% 20 (+5) " 4. (3L7 63} Soal3)

—

Saving Throws Str +9, Con +8

Damage Immunities poison

Condition Immunities blinded, exhaustion, poisoned

Senses blindsight 60 ft. or 10 ft. while deafened (blind
beyond this radius), tremorsense 30 ft., passive
Perception 13

Languages —

Challenge 8 (3,900 XP)

—

Pheromone Aura. If a creature that isn't an undead,

construct, or elemental starts its turn within 20 feet of

the kikimore, the kikimore can force the creature to

make a DC 15 Wisdom saving throw if the kikimore

isn’t incapacitated. On a failure, the creature suffers

from one of the following effects, chosen by the

kikimore:

Aggression. The creature becomes charmed until the
start of its next turn; a creature can choose to fail
this saving throw if it wishes. While charmed by the
kikimore, the creature has advantage on melee
attack rolls against any creature that doesn't have all
its hit points. If a creature's saving throw is
successful, it is immune to this effect for the next
24 hours.

Threat. The creature becomes frightened until the start
of its next turn. While frightened, it must
immediately use its reaction, if available, to move as
far as its speed allows away from the kikimore.

The creature doesn’t move into obviously dangerous
ground, such as a fire or a pit. If a creature's saving
throw is successful, it is immune to this effect for
the next 24 hours.

Pacified. The creature is charmed, and is incapacitated
while charmed in this way. Whenever the charmed
target takes damage, it can repeat the saving throw,
ending the effect on itself on a success. If a
creature's saving throw is successful, it is immune to
this effect for the next 24 hours.

Virulent Venom. If the kikimore deals poison damage to
a creature, the target's hit point maximum is reduced by
an amount equal to the poison damage taken. If this
effect reduces the target hit point maximum to O, it has
disadvantage on death saving throws. The reduction
lasts until the target finishes a short or long rest, unless
the target is poisoned.

Actions

Multiattack The kikimore makes two attacks: one with
its bite and one with its stinger.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 15 (2d8 + 6) piercing damage. If the target
is a Medium or smaller creature, it must succeed on a
DC 15 Dexterity saving throw or be swallowed by the
kikimore. A swallowed creature is blinded and
restrained, it has total cover against attacks and other
effects outside the kikimore, and it takes 10 (3d6) acid
damage at the start of each of the kikimore's turns. The
kikimore can have only up to two creatures swallowed
at a time.

If the kikimore takes 20 damage or more on a single
turn from a creature inside it, the kikimore must
succeed on a DC 18 Constitution saving throw at the
end of that turn or regurgitate all swallowed creatures,
which fall prone in a space within 10 feet of the
kikimore. If the kikimore dies, a swallowed creature is
no longer restrained by it and can escape from the
corpse by using 10 feet of movement, exiting prone.

Stinger. Melee Weapon Attack: +9 to hit, reach 10 ft.,
one target. Hit: 13 (2d6 + 6) piercing damage, and the
target must make a DC 15 Constitution saving throw,
taking 26 (4d12) poison damage on a failed save, or
half as much damage on a successful one.

— — ]

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the kikimore
queen takes a lair action to cause one of the following effects;
the kikimore queen can't use the same effect two rounds in a
row:

e Part of the ceiling collapses above one creature inside the
lair. The creature must succeed on a DC 13 Dexterity
saving throw or take 10 (3d6) bludgeoning damage and be
knocked prone and buried. The buried target is restrained
and unable to breathe or stand up. A creature can take an
action to make a DC 10 Strength check, ending the buried
state on a success.

The lair trembles violently for a moment. Each creature
on the floor of the lair must succeed on a DC 13 Dexterity
saving throw or be knocked prone. Kikimores
automatically succeed the saving throw.

A swarm of kikimore hatchlings emerges from a clutch of
eggs. The swarm fills a 20-foot-radius space centered on a
point the kikimore queen chooses within 60 feet of it. The
swarm remains until the kikimore queen uses this lair
action again, or dies. A creature that stars or ends its turn
in the swarm's space takes 7 (2d6) piercing damage plus 7
(2d6) poison damage.



LESHEN

Humans have long been fascinated by the wildwood—living
in it's vicinity was the source of tales about creatures
ferocious and benign, friendly and hostile. As they started to
settle deeper and deeper into the forests, respect for the
unknown diminished Lumber was gathered, stone abodes
were built. As the pestilence that was humanity grew bigger,
so did the forest’s and its inhabitants’ wrath.

Wrath of nature. At the heart of the forest lies a secret. In a
place born of darkness and primeval nature, resides a mighty
and terrifying guardian. Immune to human steel, it is believed
the leshen is nature’s way of protecting the forest and the
animals that live within it from the threat humans started to
pose upon their ravaging expansion deeper into the lands.
Sometimes called leshii or leszi, leshens are ancient and
powerful forest spirits. Possessing a deer skull as a head and
tree-like limbs, the sight of a leshen is a terrifying one.
Villagers sighting one passing between trees will usually be
clever enough to leave the woods at peace, a preferable fate
than to risk the ire of the creature.

All seeing Watcher. A leshen will turn nature itself against
those that trespass on his lands. They use their inborn magic
to control the plants and animals within their territory — and
so when stalking them, half the battle is merely getting near
enough to strike. Animals, even timid and harmless ones, will
be taken by a frenzy that will only stop with the death of the
intruders, attacking on sight anyone they cross path with.
Roots will sprout from the ground, trying to grapple, crush
and strangle the unwary, burying them into deep earthy
tombs, never to be seen again.

Thankfully, it's difficult to unknowingly stumble into the
territory of a leshen. The borders of its charge are warded
with totems made of roots, stones, plants and animal bones,
hanging from trees or stacked on mounds. One may also have
to destroy a leshen's warding totems to rid a forest of its
presence. The totems are the eyes and ears of the leshen
throughout the forest and crossing or destroying one is a sure
way to declare war on the creature. leshens are also known to
be able to appear and disappear unexpectedly near their
totems.

Primeval Keeper. Leshens are the herald of nature in many
ways, sometimes worshipped, this creature can heal other
woodland animals and fey, and are known to care for the ones
left at their totems, even domestic pets. With time and efforts,
a druids can work in collaboration with them if a leshen
comes to recognize the druid as part of his forest. Some call
them the Old Gods, and believe they were here before the
divinities even existed. In some small and rural communities,
especially the ones far from major trade routes and
industrious cities, the leshen is the only god recognized by
the villagers and the glade under his protection is considered
sacred ground. Leshens found in this setting tend to be more
lenient toward lost souls wandering into their land, giving
them warning sign and trying to drive them off their territory
instead of killing them outright.

VARIANT: THE MARKING

Some Leshen and Ancient Leshen can "mark" a
humanoid living in the same region, leaving them
alive and unhindered by the creature's magic until
it needs to sap energy from them. This can allow
the leshen to bring itself back to life after being
slain. When it dies, the leshen can sap the life
energy from its marked host, killing them and using
their energy to rejuvenate. The only known way to
prevent it is to kill the marked host before killing
the leshen or to exile that person out of the
leshen's territory. A leshen with this option has the
following additional trait:

Rejuvenation. When the leshen is killed, if the
humanoid it marked is alive and in the region of
the leshen's lair, it starts to reform in the woods
over the course of 1d10 days, regaining all its hit
points and becoming active again. If both the
leshen and the marked host are simultaneously
dead, it can't rejuvenate.




ANCIENT LESHEN:

Deep into the darkest forest, where no man has set foot in
centuries, lurk the ancient leshen. These leshens remember
the primal state of the world, when civilisation didn't exist and
when the forest was covering most of the land. They were
already old when dwarfs and elves were still young races.
Untouched by time, leshens old enough to earn the
appellation "ancient" wield greater powers and use advanced
tactics that make them particularly dangerous.

BrAck RoorT:

Leshens called "black root" are unnatural, twisted creatures
that were corrupted or created by vile magic. All leshens are
caring for their land and protecting it jealously, but the black
root is actually straying away from his territory, actively
leading travelers and commoners astray to slaughter them
inside its land and abduct their children. A black root was
created by a night hag or a crone. By kidnapping a child from
a village, trapping him into a tree trunk inside the leshen's lair
and letting him starve to death there, a crone can corrupt a
leshen with her magic. The tree will soon grow out of
proportion, turning into a twisted blighted thing, sprouting
gigantic black roots where blights plants (p.31 MM) start to
grow and infest the region.

A LESHEN'S LAIR

A leshen lives in deep forest, usually near a grove or a
clearing with a large concentration of totems made of natural
materials and animal bones.

LAIR ACTIONS
On initiative count 20 (losing initiative ties), the leshen takes a
lair action to cause one of the following magical effects:

e Roots and plants burst out of the ground, grappling and
lashing at creatures. The area within 60 feet around the
leshen becomes difficult terrain until initiative count 20 on
the next round. Huge or larger creatures are not affected.

e The leshen and allied creatures within 60 feet of the it are
healed of 18 (4d8) hit points.

e A green mist fill the lair. All creatures within 60 feet of the
leshen must succeed on a DC 18 Constitution saving
throw, taking 13 (4d6) poison damage on a failed save, or
half as much damage on a successful one.

REGIONAL EFFECTS
The region containing a leshen's lair is empowered by the
creature's presence, creating the following magical effects:

e Beast creatures are empowered by the leshen's presence.
Giant and Dire version of beasts creatures are more
common here than anywhere else. Additionally Beast
creatures within 6 miles of the lair that have an
Intelligence score of 2 or lower are charmed by the leshen
and are agressive toward intruders in the area.

e The leshen can alter the weather at will in a 6-mile radius
centered on its lair. The effect is identical to the control
weather spell.

e The totems of a leshen allow him to watch over his
territory within 6 miles of its lair. The effect is similar to
the arcane eye spell, but the eye cannot move away from
the totem.

When the leshen dies, all of these regional effects fade over
1d10 days.
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BLAck RooT REGIONAL EFFECTS

Use these regional effects for a Black Roots Leshen
instead:

e Blights creature (p.31 MM) appear near the
blighted tree in the lair of the leshen and start
to spread their poison and uproot healthy
plants, replacing them with brambles, toxic
weeds, and others of their kind. In time, any
land or forest near the region will turn into a
place of corruption.

¢ The leshen can alter the weather at will in a 6-
mile radius centered on its lair. The effect is
identical to the control weather spell.

* Beasts creatures inside the region look sickish
and unhealthy, carrying diseases. Eating game
from this region expose a creature to the
effects of the contagion spell, at DC 13.




LESHEN

Large fey, neutral

Armor Class 17 (natural armor)
Hit Points 210 (20d10 + 100)

Speed 30 ft.

1

STR DEX CON INT WIS CHA
24 (+7) 9(-1) 20(+5) 13 (+1) 16 (+3) 10 (+0)
—
Saving Throws Str +12, Con +10, Wis +8
Skills Perception +8
Damage Immunities poison, bludgeoning, piercing,
slashing from nonmagical weapons
Damage Vulnerabilities fire
Condition Immunities frightened, paralyzed, poisoned
Senses darkvision 120ft, passive Perception 18
Languages Druidic, Sylvan but doesn't speak.
Challenge 14 (11,500 XP)

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

At will: druidcraft, grasping vine, speak with plants, plant
growth
2/day each: insect plague, polymorph, wall of thorns

Magic Attacks. The leshen's weapon attacks are magical.

Magic Resistance. The leshen has advantage on saving
throws against spells and other magic effects.

Totem Stride. Once on its turn, the leshen can use 10
feet of its movement to step magically into one of his
totem within its reach and emerge from a second totem
within its territory, appearing in an unoccupied space
within 5 feet of the second totem.

Actions

Multiattack The leshen makes two melee attacks.

Claws. Melee Weapon Attack: +12 to hit, reach 10 ft.,
one target. Hit: 25 (3d10 + 7) slashing damage.

Roots Strike (Recharge 5-6). The leshen targets up to two
creatures that it can see within 90 feet of it. Each target
must succeed on a DC 17 Dexterity saving throw or
take 17 (3d6 + 7) bludgeoning damage and the target is
grappled (escape DC 17). Until this grapple ends, the
target is restrained. When a creature ends its turn
restrained by this power it takes an extra 17 (3d6 + 7)
bludgeoning damage as the roots contract to crush it.

Call Primal Beast (2/Day). The leshen chooses what to
summon and attempts a magical summoning. The
leshen can summon 1d6 Primal Murder of Crows, 1d3
+1 Primal Wolves or 1 Primal Bear. A summoned
creature appears in an unoccupied space within 60 feet
of the leshen, acts as an ally of its leshen. It remains for |
hour, until it or its leshen dies, or until the leshen
dismisses it as an action.

BLAGK ROOT

Large fey, neutral evil

Armor Class 18 (natural armor)
Hit Points 210 (20d10 + 100)

Speed 30 ft.

B

STR DEX CON INT wIS CHA
24 (+7) 9(-1) 20(+5) 13 (+1) 10(+0) 18 (+4)

Saving Throws Str +12, Con +10, Cha +9
Skills Perception +8
Damage Immunities necrotic, poison, bludgeoning,
piercing, slashing from nonmagical weapons
Damage Vulnerabilities radiant
Condition Immunities frightened, paralyzed, poisoned
Senses darkvision 120ft, passive Perception 18
ages Abyssal, Sylvan but doesn't speak.
Ch lenge 16 (15,000 XP)

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

2/day each: blight, cloudkill, dispel magic
1/day each: hallucinatory terrain, harm

Magic Attacks. The leshen's weapon attacks are magical.

Magic Resistance. The leshen has advantage on saving
throws against spells and other magic effects.

Rejuvenation. If the black root is destroyed, it regains all
its hit points in 1d4 hours and emerge from the roots
of its blighted tree unless a greater restoration or wish
spell is cast on the tree and the corpses of the children
are given a proper burial.

Actions

Multiattack The leshen makes two melee attacks.

Claws. Melee Weapon Attack: +12 to hit, reach 10 ft,,
one target. Hit: 25 (3d10 + 7) slashing damage plus 14
(3d8) necrotic damage.

Life Drain (Recharge 5-6). The leshen targets up to three
creatures that it can see within 10 feet of it. Each target
must succeed on a DC 17 Constitution saving throw or
take 21 (6d6) necrotic damage, and the leshen regains
hit points equal to the total damage dealt to all targets.




ANCIENT LESHEN

Large fey, neutral

Armor Class 20 (natural armor)
Hit Points 311 (27d10 + 162)

Speed 30 ft.

1

STR DEX CON INT WIS CHA
26 (+8) 9 (-1) 22 (+6) 13 (+1) 18 (+4) 14 (+2)
—
Saving Throws Str +14, Con +12, Wis +10, Cha +8
Skills Perception +10
Damage Immunities poison, bludgeoning, piercing,
slashing from nonmagical weapons
Damage Vulnerabilities fire
Condition Immunities frightened, paralyzed, poisoned
Senses darkvision 120ft, passive Perception 20
Languages Druidic, Sylvan but doesn't speak.
Challenge 20 (25,000 XP)

Innate Spellcasting. The leshen's innate spellcasting
ability is Wisdom (spell save DC 18). The leshen can
innately cast the following spells, requiring no material
components:

At will: druidcraft, grasping vine, speak with plants, plant
growth

2/day each: insect plague, polymorph, wall of thorns
1/day: etherealness, storm of vengeance

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

Magic Attacks. The leshen's weapon attacks are magical.

Magic Resistance. The leshen has advantage on saving
throws against spells and other magic effects.

Regeneration. The leshen regains 20 hit points at the
start of its turn if it has at least 1 hit point. If the leshen
takes fire damage this trait doesn't function at the start
of the leshen's next turn.

Totem Stride. Once on its turn, the leshen can use 10
feet of its movement to step magically into one of his
totem within its reach and emerge from a second totem
within its territory, appearing in an unoccupied space
within 5 feet of the second totem.

Actions

Muiltiattack The leshen makes two melee attacks.

Claws. Melee Weapon Attack: +14 to hit, reach 10 ft,,
one target. Hit: 26 (3d10 + 8) slashing damage.

Roots Strike (Recharge 5-6). The leshen targets up to two
creatures that it can see within 90 feet of it. Each target
must succeed on a DC 19 Dexterity saving throw,
taking 22 (3d8 + 8) bludgeoning damage and being
grappled (escape DC 19) on a failed save. Until this
grapple ends, the target is restrained. When a creature
ends its turn restrained by this power it takes an extra
22 (3d8 + 8) bludgeoning damage as the roots contract
to crush it.

Call Primal Beast (4/Day). The leshen chooses what to
summon and attempts a magical summoning. The
leshen can summon 1d6 Primal Murder of Crows, 1d3
+1 Primal Wolves or 1 Primal Bear. A summoned
creature appears in an unoccupied space within 60 feet
of the leshen, acts as an ally of its leshen. It remains for |
hour, until it or its leshen dies, or until the leshen
dismisses it as an action.

Legendary Actions

The leshen 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 leshen regains spent legendary
actions at the start of its turn.

e Claws. The leshen makes one claws attack.

 Cast aSpell (Costs 2 Actions). The leshen casts a spell
from its list of Innate Spellcasting, using a daily use as
normal.

* Flock of Crows (Costs 2 Actions). The leshen turns into
a flock of crows and teleports, along with any
equipment it is wearing or carrying, up to 120 feet to
an unoccupied space it can see.

« Call Lightning (Costs 3 Actions). The leshen targets
one creature that it can see within 120 feet of it. The
target must succeed on a DC 19 Dexterity saving
throw, taking 44 (8d10) lightning damage on a failed
save, or half as much damage on a successful one.




MINOTAUR

Great was the blood letting that day! The ice became red
slush for a league or more. The minotaurs went mad with it,
shrieking at the sky. Some of them, they drop their axes and
leap on my fellows, biting off limbs and heads with their
teeth. We cut them bad, sliced them open and still they would
not stop eating the spilt gore. There is no wit in their heads
when the blood song sings, only the desire to maim and eat.
Several of my cousins and one of my brothers died like this.
He died screaming. It was not a good death. —Holger
Algersson, Norse Mercenary.

GOREBULL

Gore and Violence. Gorebulls are the leaders of a minotaur
tribe, and though they may not be as strong or favored as a
Chosen of Baphomet, they are nonetheless ferocious
behemoths clad in powerful armor and hefty war-axes. When
the time is right, when the hour has come to enter the
labyrinth, the Gorebulls roar out a bellowing call that
resounds around the forest for many miles, attracting yet
more minotaurs and invoking the bloodgreed that runs
through all of their kind.

Primal Call Soon the forest will echo to the thunder of
gargantuan hooves as minotaurs gather by the dozens at the
labyrinth gate, pawing the ground in their haste to trample
and crush. Consumed by bloodgreed after the ritual, the
minotaurs lay waste to their prey in an orgy of slaughter,
smashing through barricades and buildings alike to get at the
still-living weaklings that cower within. It is not only
minotaurs who heed the call of the bloodgreed, for
sometimes druidic circles or totemic barbarians will be swept
up in the rush of primal instinct to fight and to feed. The
gorebull at the head of the homed army lowers his head and
charges at full speed towards any who defies him, gouging his
horns deep into the foe and maiming everything within reach
with its axes. When all is laid to waste the minotaur gorges
itself on the choicest of prey while his followers fight over the
corpse-harvest at their feet.

-l b

OPTIONAL: CALL OF THE HORNED KING

Gorebull and Chosen of Baphomet can conduct
brutal and simple ceremonies inside a labyrinth,
stirring the rage and greed for destruction inside
those connected to primal forces. Barbarians,
druids, rangers and their kin are especially
vulnerable to these brutal inclinations, no matter
where their allegiance lies. When the ceremony is
happening these characters experience a sudden
burst of rage and hunger, like nothing they felt
before:

e While the Call of the Horned King is in effect, all
barbarians, druids and rangers within a mile (as
determined by the DM) must succeed on a DC
15 Wisdom saving throw or suffer from the
indefinite madness of Baphomet, until cured.

MADNESS OF BAPHOMET

d100Indefinite Madness
01- "My anger consumes me. | can't be reasoned with
20 when my rage has been stoked."
21- "l degenerate into beastly behavior, seeming more
40 like a wild animal than a thinking being."
41- "The world is my hunting ground. Others are my
60 prey."
61- "Hatred comes easily to me and explodes into rage."
80
81- "l see those who oppose me not as people, but as
00 beasts meant to be preyed upon."



GOREBULL

Large monstrosity, chaotic evil

—
Armor Class 15 (natural armor)
Hit Points 144 (14d10 + 70)

Speed 40ft.

I

STR DEX CON INT WIS CHA
2Ol N 1ANFO) = 20 51N (-2 116 (+3) 9 (-])
—
Saving Throws Str +8, Con +8
Skills Perception +9
Senses darkvision 60ft., passive Perception 19

a%uages Abyssal, Common
hallenge 7 (2,900 XP)

Banquet of Flesh. When the minotaur reduces a creature
to O hit points with a melee attack on its turn, it can
take a bonus action to feast on the creature. The target
suffers 14 (3d8) piercing damage and the minotaur
regains hit points equal to that amount.

Bloodgreed. The minotaur has advantage on melee
attack rolls against any creature that doesn't have all its
hit points.

Charge. If the minotaur moves at least 10 feet straight
toward a target and then hits it with a gore attack on the
same turn, the target takes an extra 13 (3d8) piercing
damage. If the target is a creature, it must succeed on a
DC 15 Strength saving throw or be pushed up to 10
feet away and knocked prone.

Labyrinthine Recall. The minotaur can perfectly recall any
path it has traveled.

Actions

Muiltiattack The minotaur uses its Primal Fury, if
available, and makes three melee attacks, only one of
which can be a gore attack.

Battleaxe. Melee Weapon Attack: +8 to hit, reach 5ft.,
one creature. Hit: 14 (2d8 + 5) slashing damage.

Gore. Melee Weapon Attack: +8 to hit, reach 5ft., one
creature. Hit: 14 (2d8 + 5) piercing damage.

Primal Fury (Recharge 4-6). The minotaur enters a state
of furious rage. Until the end of its next turn its speed is
doubled, it has advantage on Dexterity saving throws,
and it gains an additional action on each of its turns.
That action can be used only to take the Attack (one
weapon attack only) or Dash action.

CHOSEN OF BAPHOMET

Lord of Carnage. Chosen of Baphomet, also known as
Bloodcallers, the Fathers of Rage or simply as Minotaur
Lords are the strongest and most ferocious of all minotaurs,
towering bull-headed and cloven-hoofed beasts almost as
broad as they are tall Little more intelligent than their lesser
kin, they are instead set above others of their kind by the
sheer animal intensity of their hunger for flesh, and their
inherent ability to invoke this intense bloodlust in others. As
with human champions, a chosen of Baphomet may swear
allegiance to the demon lord and this is often reflected in
their appearance. Chosen of Baphomet often have red-tinged
flesh and fur, and their horns are sheathed in heavy brass.
They decorate their bodies with many gory trophies, and
jewelry looted from others is hammered into their bare flesh
and hung on their horns.

Leader of the Herd. Though no master of strategy or battle
doctrine, a chosen of Baphomet is capable of leadership, of a
sort. It is he that bellows the raw will of the Horned King,
triggering a terrifying stampede that can only end when the
horde's unnatural thirst is quenched with the blood of men.
As the chosen’s army smashes its way through the dark
woods, the undergrowth is flattened and trees toppled all
around. This is a truly horrifying sight for the occupants of
any settlement in its path, for it spells certain and violent
death. Yet even forewarned by the cacophony of the
stampede's approach, the defenders of such fortifications are
truly doomed, for the chosen of Baphomet and his minotaurs
will be upon them in short order.
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CHOSEN OF BAPHOMET

Large fiend, chaotic evil

Armor Class 18 (plate armor)
Hit Points 218 (19d10 + 114)

Speed 40ft.

1

STR DEX CON INT WIS CHA
2125 6), SR Q) DS RGIN TN NNETG! (= it o)
—

Saving Throws Str +10, Con +10, Wis +7

Skills Perception +11

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

Senses darkvision 60ft., passive Perception 21

Languages Abyssal, Common

Challenge 15 (13,000 XP)

Charge. If the minotaur moves at least 10 feet straight
toward a target and then hits it with a gore attack on the
same turn, the target takes an extra 17 (3d10) piercing
damage. If the target is a creature, it must succeed on a
DC 17 Strength saving throw or be pushed up to 20
feet away and knocked prone.

Labyrinthine Recall. The minotaur can perfectly recall any
path it has traveled.

Actions

e

Multiattack The minotaur makes two melee attacks, only
one of which can be a gore attack. If an attack hits, it
can cause it to create an additional effects of his choice
(each effect can be used only once per Multiattack):

The attack deals an extra 18 (4d8) necrotic damage.
The target must succeed on a DC 17 Constitution
saving throw or be stunned until the start of the
minotaur's next turn.

If the target has 25 hit points or fewer after taking
the damage of the attack, it must succeed on a DC
17 Constitution saving throw or die.

Greataxe. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one creature. Hit: 26 (3d12 + 6) slashing damage.

Gore. Melee Weapon Attack: +10 to hit, reach 5 ft.,, one
creature. Hit: 23 (3d10 + 6) piercing damage.

Legendary Actions

The minotaur can take 3 legendary action, 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 minotaur regains spent
legendary actions at the start of its turn.

Detect. The minotaur makes a Wisdom (Perception)
check.

Charge (Costs 2 Actions). The minotaur moves up to
its speed, then make a gore attack.

Stir Rage (Costs 3 Actions). The minotaur targets a
creature that it can see within 30 feet of it. The target
must succeed on a DC 17 Wisdom saving throw. On
failure, the creature takes 17 (3d10) psychic damage
and uses its reaction to make a melee attack against a
randomly determined creature within its reach. If
there is no creature within its reach, it moves up to
its speed to get closer to the nearest creature.




MORVUDD

These denizens of dark and ancient woods are some of the
most dangerous monsters known to man. Morvudds are
walking mountains of muscle capped with horned, tooth-filled
heads. Like their smaller cousins, chorts, they live in thick
forests, swamps and bogs. When possible, they avoid
humans, but when confronted, they kill them — and without
much difficulty.

Mistaken Folktale. Legends often mistake morvudds for
sylvans, ascribing to them the ability to speak, stand on two
legs, gobble up cabbage, play pranks and work mischief
around the household. The arrival of a true morvudd in a
region soon puts an end to such tales. The creatures do not
speak, at best communicating with each other through
grunts, snorts and moans. They get about on four legs, and as
for their "mischief"... they destroy farmsteads, devouring
anything that can be devoured, including cabbage, if such is
available, but also extending to poultry, pork, the family dog,
and then the family itself.

Hulking Menace. Their size alone makes morvudds and
chorts extremely dangerous — one blow from their powerful
paws can kill a knight along with its fully-armored mount.
Their enormous heft also makes them almost invulnerable to
mundane weapons; the only sure way to put them down is
magic and enchanted weapons. Furthermore, any wounds
they receive heal at lightning speed. When a morvudd is
gravely wounded, it will fight with increased aggressiveness,
caring little for its own security while it deals tremendous
damage to what stands in its path. Morvudds are cunning
fighters: if they are gravely wounded, they will retreat,
counting on their regenerative ability, and charge back into
the fight, completely healed.

Third Eye. As if they weren't already tough enough,
morvudds need not rely on their strength and stamina alone
when fighting. Inexperienced hunters assume that the only
danger coming from morvudds is physical, they will die in the
seconds that follow. Morvudds can call on a more refined
weapon: the third eye located in the center of their forehead.
They can use it to impede their prey with an array of powers.
When this occurs, their victim does not see anything beyond
this single burning eye — the last thing they see before their
death. The morvudd’s third eye defines this monster as a
force with which to be reckoned.

Controversial Origin. Many theories abound on the origins
of morvudds. The most popular ones give them a demonic
ancestry, but truthfully none has ever be seen collaborating
with demons or devils. Others believe them to have originated
from the Feywild, basing this assumption on the somewhat
similar powers they share with fomorians. It's true that these
twisted giants have been known to take "pets", but imagining
that the ferocious morvudds could have ever been one of
them is a conclusion that few are willing to make.

CHORT

Chorts are the somewhat smaller kin of morvudds. Yet any
adventurer who thinks their diminutive stature means they
present no danger commits a grave error — the kind that can
end his career permanently. Chorts fight with little finesse,

running straight towards their opponent and trying to mow

him to the ground with the force of their charge. After
downing their foe, they bite, kick, and strike with their claw-
tipped paws.

b

THIRD EYE OF A MORVUDD

The third eyes of morvudds and chorts are
powerful magically charged organs. This disturbing
appendice doesn't die with the morvudd. It's still
alert even after the creature's death. If harvested
from the corpse of the creature, it can be used as
an alternative spell component. The third eye can
be consumed to substitute any magical component
of up to 5,000 gold pieces value; the eye is
destroyed in the process. For this reason many
wizard will pay a good price for it and some
particularly brave and skilled hunters have made a
lucrative carrier out of hunting the monster.




CHORT

Large monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 131 (12d10 + 72)

Speed 50 ft.

I

STR DEX CON INT WIS CHA
24 (+7) 10(+0) 22 (+6) 6(-2) 13 (+1) 9 (-1)
I
Skills Athletics +11, Perception +9, Stealth +4
Damage resistances bludgeoning, piercing, and slashing
from nonmagical weapons
Senses darkvision 120 ft., passive Perception 19

Languages understands Abyssal but cannot speak
Challenge 10 (5,900 XP)

Devastating Charge. If the chort moves at least 20 feet
straight toward a target and then hits it with an antler
attack on the same turn, the target takes and extra 11
(2d10) piercing damage. If the target is a creature, it
must succeed on a DC 15 Strength saving throw or be
knocked prone, in which case the chort can make
another attack with its claws against it as a bonus
action.

Regeneration. The chort regains 10 hit points at the start
of its turn if it has at least 1 hit point.

Actions

Multiattack The chort use its Third Eye and makes two
claw attacks.

Antlers. Melee Weapon Attack: +11 to hit, reach 5ft.,
one target. Hit: 20 (3d8 + 7) piercing damage.

Claws. Melee Weapon Attack: +11 to hit, reach 5ft., one
target. Hit: 21 (4d6 + 7) slashing damage.

Third Eye. The chort magically forces a creature it can
see within 60 feet of it to make a DC 15 Charisma
saving throw. If it fails, it comes under one of the
following effects, chosen at random:

1. Asleep. The target falls unconscious. It wakes up if it takes
any damage or if another creature uses its action to shake
the sleeper awake.

2. Panicked. The target is frightened. On each of its turns, the
frightened creature must take the Dash action and move
away from the chort by the safest and shortest available
route, unless there is nowhere to move. If the target
moves to a place at least 60 feet away from the chort
where it can no longer see it, this effect ends.

3. Sickened. The target has disadvantage on attack rolls and
ability checks. The creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a
success.

RESTLESS EYE

Wondrous item, rare, cursed (requires attunement)

This fleshy, evil-looking eye is the Third Eye of a fallen
morvudd or chort. The eye merges with your forehead,
blinking and staring independently from your eyes. The eye
has 3 charges, and it regains 1d3 expended charges daily at
dawn. You can use an action to expend 1 of its charges to cast
the eyebite spell at DC 15 from it. Additionally you gain
proficiency with the Wisdom (Perception) skill or gain
advantage on this roll if you are already proficient.

Curse. The eye is cursed: a fact that is revealed only when an
identify spell is cast on the eye or you attune to it. Attuning to
the eye curses you until you are targeted by the remove curse
spell or similar magic; extracting the eye — a dangerous
operation — fails to end the curse. While cursed, if you have a
neutral or good alignment, each long rest you must succeed
on a DC 18 Charisma saving throw, suffering from a short-
term madness (p. 259 of the Dungeon Master Manual) on a
failed save. If the save fails by 5 or more, you also suffer from
a long-term madness. The short-term and long-term
madnesses can be ended with the greater restoration spell or
similar magic.

OPTIONAL: CURSE OF THE RESTLESS EYE.

When a morvudd dies, the nearest intelligent
creature to its body must make a DC 18 (DC 15 for
a chort) Wisdom saving throw. In case of failure,
the creature gains a form of indefinite madness: "
must keep the eye at all cost; it's now my most
treasured possession".




MORVUDD

Large monstrosity, chaotic evil

Armor Class 16 (natural armor)
Hit Points 172 (15d10 + 90)

Speed 50 ft.

I

STR DEX CON INT WIS CHA
24 (+7) 10(+0) 22 (+6) 7(-2) 13 (+1) 9 (-1)
—
Skills Athletics +12, Perception +11, Stealth +5
Damage resistances fire, lightning; bludgeoning,
piercing, and slashing from nonmagical weapons
Senses darkvision 120 ft., passive Perception 21

Languages understands Abyssal but cannot speak
Challenge 14 (11,500 XP)

Blinding Gaze. When a creature that can see the
morvudd's third eye starts its turn within 30 feet of the
morvudd, the morvudd can force it to make aDC 17
Charisma saving throw if the morvudd isn't
incapacitated and can see the creature. If the saving
throw fails, the creature is blinded until the end of its
next turn. 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 has disadvantage on attack rolls
against the morvudd until the start of its next turn. If
the creature looks at the morvuud in the meantime, it
must immediately make the saving throw.

Devastating Charge. If the morvudd moves at least 20
feet straight toward a target and then hits it with an
antler attack on the same turn, the target takes and
extra 11 (2d10) piercing damage. If the target is a
creature, it must succeed on a DC 17 Strength saving
throw or be knocked prone, in which case the morvudd
can make another attack with its claws against it as a
bonus action.

Regeneration. The morvudd regains 20 hit points at the
start of its turn if it has at least 1 hit point.
Actions

Multiattack The morvudd use its Third Eye and makes
three attacks: one with its bite and two with its claws.

Antlers. Melee Weapon Attack: +12 to hit, reach 5ft.,
one target. Hit: 25 (4d8 + 7) piercing damage.

Bite. Melee Weapon Attack: +12 to hit, reach 5ft., one
target. Hit: 29 (4d10 + 7) slashing damage.

Claws. Melee Weapon Attack: +12 to hit, reach 5 ft., one
target. Hit: 24 (5d6 + 7) slashing damage.

Third Eye. The morvudd magically forces a creature it
can see within 60 feet of it to make a DC 17 Charisma
saving throw. If it fails, it comes under one of the
following effects, chosen at random:

1. Asleep. The target falls unconscious. It wakes up if it takes
any damage or if another creature uses its action to shake
the sleeper awake.

2. Madness. The target is charmed. The charmed creature
behaves as if under the effects of the confusion spell
during combat. The creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a
success.

3. Dazed. The target is charmed. While charmed by this
effect, the creature is incapacitated and has a speed of O.
The creature can repeat the saving throw at the end of
each of its turns, ending the effect on itself on a success.

4. Weakened. The creature has disadvantage on Constitution
checks and Constitution saving throws. In addition,
whenever the creature takes damage, it is stunned until the
end of its next turn. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on
itself on a success.

RELIC MORVUDD

Crossing's Guardians. Morvudds nicknamed “relic” are
ancestral creatures that may have inspired many tales about
classic underworld guardians. These hulking monstrosities
lurk and establish their lairs near crossings to other planes.
They can instinctively feel where the barrier between the
worlds are thin and are attracted to such places. As they feed
on the lingering magical energies, they grow even larger,
rivaling in size with giants, and gain increasingly more
magical abilities.

Natural Border. Few creatures can stand against a relic
morvudd. They are usually at the top of the food chain in the
region, killing any other predator that steps into its territory.
They live in vast expanses of dark forest, in the deepest parts
of the wood. The monster leaves corridors of broken trees
and deep hoofed prints, making it quite easy to track down
and to delimit its territory. However, clever rangers usually
take these signs as natural borders and warn folks not to go
any further. Some things are simply better left alone.



RELIC MORVUDD

Huge monstrosity, chaotic evil

—
Armor Class 16 (natural armor)
Hit Points 270 (20d12 + 140)

Speed 60 ft.

1

STR DEX CON INT WIS CHA
28 (+9) 8(-1) 24(+7) 8(-1) 15(+2) 9 (1)
—
Saving Throws Str +15, Con +13, Cha +5
Skills Athletics +15, Perception +14, Stealth +5
Damage resistances fire, lightning; bludgeoning,
piercing, and slashing from nonmagical weapons
Senses darkvision 120 ft., passive Perception 24

Languages understands Abyssal but cannot speak
Challenge 20 (25,000 XP)

Blinding Gaze. When a creature that can see the
morvudd's third eye starts its turn within 30 feet of the
morvudd, the morvudd can force it to make aDC 19
Charisma saving throw if the morvudd isn't
incapacitated and can see the creature. If the saving
throw fails, the creature is blinded until the end of its
next turn. 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 has disadvantage on attack rolls
against the morvudd until the start of its next turn. If
the creature looks at the morvuud in the meantime, it
must immediately make the saving throw.

Devastating Charge. If the morvudd moves at least 20
feet straight toward a target and then hits it with an
antler attack on the same turn, the target takes and
extra 16 (3d10) piercing damage. If the target is a
creature, it must succeed on a DC 19 Strength saving
throw or be knocked prone. If the target is prone, the
morvudd can make another attack with its claws against
it as a bonus action.

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

Regeneration. The morvudd regains 20 hit points at the
start of its turn if it has at least 1 hit point.

Actions

Multiattack The morvudd use its Third Eye and makes
three attacks: one with its bite and two with its claws.

Antlers. Melee Weapon Attack: +15 to hit, reach 5 ft.,
one target. Hit: 31 (5d8 + 9) piercing damage.

Bite. Melee Weapon Attack: +12 to hit, reach 5ft., one
target. Hit: 36 (5d10 + 9) slashing damage.

Claws. Melee Weapon Attack: +15 to hit, reach 5 ft., one
target. Hit: 26 (5d6 + 9) slashing damage.

Third Eye. The morvudd magically forces a creature it
can see within 60 feet of it to make a DC 19 Charisma
saving throw. If it fails, it comes under one of the
following effects, chosen at random:

1. Asleep. The target falls unconscious. It wakes up if it takes
any damage or if another creature uses its action to shake
the sleeper awake.

2. Madness. The target is charmed. The charmed creature
behaves as if under the effects of the confusion spell
during combat. The creature can repeat the saving throw at
the end of each of its turns, ending the effect on itself on a
success.

3. Weakened. The creature has disadvantage on Constitution
checks and Constitution saving throws. In addition,
whenever the creature takes damage, it is stunned until the
end of its next turn. The creature can repeat the saving
throw at the end of each of its turns, ending the effect on
itself on a success.

4. Feeblemind. The target takes 14 (4d6) psychic damage
and the creature’s Intelligence and Charisma scores
become 1. The creature can’t cast spells, activate magic
items, understand language, or communicate in any
intelligible way. The creature can, however, identify its
friends, follow them, and even protect them. At the end of
each day, the creature can repeat the saving throw, ending
the effect on itself on a success. The effect can also be
ended by greater restoration, heal, or wish.

Legendary Actions

The morvudd 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 morvudd regains spent
legendary actions at the start of its turn.

¢ Move. The morvudd moves up to its speed without
provoking opportunity attacks.

¢ Claws. The morvudd makes one claw attack.

e Third Eye (Costs 2 Actions). The morvudd uses its
Third Eye.

» Eye Ray (Costs 3 Actions). The morvudd targets a
creature that it can see within 60 feet of it. The target
must make a DC 19 Constitution saving throw, taking
36 (8d8) necrotic damage on a failed save, or half as
much damage on a successful one. If the saving
throw fails by 5 or more, the target instead takes 64
necrotic damage. The target dies if reduced to O hit
points by this ray.




NEKKER

Take heed, gents, there's nekkers under this bridge. If you all
cross at once, without slowing or stopping, there's nothing to
fear. But if your cart throws an axle and you get stuck out
there... Well, close your eyes and pray to the gods.— Kurt
Hammerbach, city guardsman in Vengerberg

Vicious Ambusher. Imagine a drowner that burrows tunnels,
climbs trees, is more vicious than usual, and when
ambushing its prey, it does so with many of its kin. Now you
have a good idea of what a nekker is. These primitive fey
creatures are the bane of the wilderness and found in
numbers across the world, preferably near roads. The
inhabitants of forest villages fear them, and animals give their
nests a wide berth. Nekkers typically live in cave networks
with maze of tunnels giving access to the surface, where they
can easily retreat if things turn sour. Some particularly bold
nests will extend their tunnel to inside a settlement,
harassing the inhabitants day and night.

Tribal Society. Nekkers are social creatures, gathering in
something akin to tribes, for they can only repel the attacks of
stronger assailants with sheer numbers. They use war paints
to establish social status, and will occasionally fashion tribal
icons out of bones, wood and razorvine, which they seem
particularly found of. When nekkers venture out as a war or
hunting party, they are led by thornhearts, their prophets and
leaders. Thornhearts give orders, turning a wild band into an
organized unit, thus they should be eliminated first. As
malicious as they are, nekkers are cowardly creatures by
nature and will not hesitate to flee if too many of them are
slaughtered or an opponent seems too dangerous. This
obviously changes when a thornheart is leading the tribe,
exalting them.

Innocence Lost. Legends say that the nekkers were once
gentle and playful fey, living quietly in the realm of Arcadia. A
powerful Archfey, known only as the Lady of Thorns, twisted
their entire race and turn them into the vicious and pesky
beings they are today. The Lady used the nekker to find and
trick children with the spark of magic to wander into the
Feywild, never to be seen again. Some say the Lady was a
crone or hag, keeping herself alive by feeding on the children,
other legends pretend that she was a dryad queen. Nobody
knows who the Lady really was and what happened to her.
None have heard of her in centuries, still, the nekkers remain,
doing her biding.

Overwhelming Swarm. A lone nekker is harmless. Five are
dangerous. Ten can Kill even a veteran monster slayer.
Individual nekkers are weak, easy marks compared to other
monsters; Nekkers do not tend to fight as individuals. One
must be ready to repel many foes at once. If you see one,
expect anywhere from 2-10 more. They burrow from beneath
the ground or fall from trees and swarm upon their prey.
Though primitive, the tactic is surprisingly effective. Nekkers
overwhelm their targets through sheer numbers, surrounding
them, then pummeling and clawing victims to death. Even
veteran adventurers can fall prey to this. When facing large
groups of nekkers, it is best to take advantage of tactics that
can harm several opponents at once, such as spells and
explosives that can help thin out the swarm with ease. As
with other agile creatures, running from nekkers is not the
best idea, for the monsters will catch up to their prey and
swiftly Kill it with multiple hits of their claws.



NEKKER

Small fey, chaotic evil
I
Armor Class 11

Hit Points 7 (2d6)

Speed 40ft., burrow 30ft., climb 30ft.

I

STR DEX CON INT WIS CHA
8(-1) 13(+1) 10(+0) 7(-2) 8(-1) 5(3)
—
Skills Stealth +5
Senses darkvision 120ft., passive Perception 9
Languages Nekker, Sylvan
Challenge 1/8 (25 XP)
—
Fey Resilience. The nekker has advantage on saving
throws against illusions, as well as to resist being
charmed or paralyzed and magic can't put the nekker
to sleep.

Thorn Lurker. The nekker can attempt to hide even
when it is only lightly obscured by foliage.
Additionally, the nekker can pass through nonmagical
plants without being slowed by them and without
taking damage from them if they have thorns, spines,
or a similar hazard.

Actions

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

NEKKER WARRIOR

Particularly troublesome are the larger, stronger individuals
known as warriors, a rarer breed of nekkers. Nekker warriors
are a larger version of the nekker and typically distinguished
by their red-painted faces. Nekker warriors support their
smaller companions when they prepare an attack or ambush.

NEKKER WARRIOR

Small fey, chaotic evil

Armor Class 13 (natural armor)
Hit Points 27 (6d6 + 6)
Speed 40ft., burrow 30ft., climb 30ft.

STR DEX CON INT WIS CHA

10 (+0) 15 (+2) 13 (+1) 7 (-2) 8(-1) 9 (1)
] —
Skills Stealth +6
Senses darkvision 120ft., passive Perception 9
Languages Nekker, Sylvan
Challenge 1 (200 XP)
1 —
Burrowing Devil. If the nekker moves at least 10 feet
with it burrowing speed toward a target, the nekker
makes its next weapon attack roll with advantage. If
the attack hits, the nekker can make another attack
with its claws against the same target as a bonus
action.

Fey Resilience. The nekker has advantage on saving
throws against illusions, as well as to resist being
charmed or paralyzed and magic can't put the nekker
to sleep.

Thorn Lurker. The nekker can attempt to hide even
when it is only lightly obscured by foliage.
Additionally, the nekker can pass through nonmagical
plants without being slowed by them and without
taking damage from them if they have thorns, spines,
or a similar hazard.

Actions

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one creature. Hit: 6 (2d4 + 2) slashing damage. If the
target is a creature other than an undead or a
construct, it must succeed on a DC 10 Constitution
saving throw or lose 2 (1d4) hit points at the start of
each of its turns due to internal injuries. Each time
the nekker hits the wounded target with this attack,
the damage dealt by the wound increases by 2 (1d4).
Any creature can take an action to stanch the wound
with a successful DC 10 Wisdom (Medicine) check.
The wound also closes if the target receives magical
healing.

Reactions

Escape. The nekker adds 3 to its AC against one
melee attack that would hit it. To do so, the nekker
must see the attacker. If the attack misses, the
nekker can move from half its burrowing speed
without provoking opportunity attacks.




PHOOCAS

Small fey, chaotic evil

Armor Class 14 (natural armor)
Hit Points 39 (7d6 + 14)
Speed 40ft., burrow 30ft,, climb 30ft.

I

STR DEX CON INT WIS CHA

10 (+0) 17 (+3) 15 (+2) 10 (+0) 10 (+0) 9 (-1)
—
Skills Perception +2, Stealth +7
Senses darkvision 120ft., passive Perception 12
Languages Nekker, Sylvan
Challenge 2 (450 XP)
—
Fey Resilience. The nekker has advantage on saving
throws against illusions, as well as to resist being
charmed or paralyzed and magic can't put the nekker
to sleep.

Sense Magic. The phoocas can pinpoint the presence
of magic within 30 feet of it, be it a creature with
magical abilities, an active spell or a magic item.

Sneak Attack (1/Tum). The phoocas deals an extra 7
(2d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 feet of an ally of the phoocas
that isn't incapacitated and the phoocas doesn't have
disadvantage on the attack roll.

Thom Lurker. The nekker can attempt to hide even
when it is only lightly obscured by foliage.
Additionally, the nekker can pass through nonmagical
plants without being slowed by them and without
taking damage from them if they have thorns, spines,
or a similar hazard.

Actions

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one creature. Hit: 7 (2d4 + 3) slashing damage.

Siphon (Recharge 5-6). Melee Weapon Attack: +5 to
hit, reach 5 ft., one creature. Hit: 7 (2d4 + 3)
slashing damage. The target must make aDC 13
Constitution saving throw. On failure, any spell of
3rd level or lower on the target ends. For each spell
that ends the target take 3 (1d6) force damage and
the phoocas gains 5 temporary hit points.

PHOOCGCAS

Strange Breed. Phoocas are a strange breed of nekker that
seem to have an irrational hatred for every creature with a
spark of magic, to the exception of thornhearts that they
revere like prophets. They are fierce hunters and have the
ability to drain the energy from spells, leaving spellcasters
vulnerable to their vicious claws. Phoocas paint their body in
dark green or brown colors, while practicing some sort of
ritual scarification, piercing their skin with razorvine thorns.

Magic Magpie. Phoocas are somewhat the magpies of the
nekkers; they steal any magic item they can get their hands
on, going to great length and danger to acquire them. They
always bring their prize deep inside the nekker’s burrow,
offering it reverently to thornhearts. Mages learn to protect
their studies against these intruders, for hiring parties of
adventurers to recover prized possessions becomes quickly
more than an annoyance.

THORNHEART

Astrological Ceremony. During rare astrological events,
when the barrier between the Feywild and the Material world
is thinning, the nekkers will venture into settlements, led by
phoocas, looking for children with the spark of magic in
them. Tragedies usually follow, as the nekkers swarm
slaughters the entire village and every mage, priest or druid
they can find. The children found are taken to the Thorn
Garden, a fey crossing at the deepest point of the nekker’s
burrow, filled with deadly razorvines. During a strange
ceremony, the heart of the children are pierced with a
Thornshard, one of the many magical thorns that used to be
part of the Lady of Thorn’s dress, a sacred item for the
nekkers. The ones that survive turn into nekkers known as
thornhearts, wielding a fraction of the Lady’s power.

Prophets of the Lady. Thornhearts are seen as prophets and
heralds by the nekkers, revered as priests of the Lady. They
are thought to one day find again the Lady of Thorn.
Thornhearts are larger and have more expressive faces than
regular nekkers, akin to the innocent face of a child. The
thorn in their heart is clearly visible, pulsating with magic.
They have some basic understanding of fate magic, wielding
a form of raw primitive power. These abilities makes them
natural leaders of their race, channeling their inner strength
to inspire their cowardly kin to daring feats. Thornhearts
often wear jewelry made of bones & razorvines, and mark
their faces with blue and green pigments.



THORNHEART

Small fey, chaotic evil

Armor Class 15 (natural armor)
Hit Points 55 (10d6 + 20)
Speed 40ft., burrow 30ft., climb 30ft.

I

STR DEX CON INT WIS CHA

11 (+0) 16 (+3) 15 (+2) 13 (+1) 10 (+0) 16 (+3)
—
Skills Stealth +7
Senses darkvision 120ft., passive Perception 12
Languages Common, Nekker, Sylvan
Challenge 3 (700 XP)
—
Fey Resilience. The nekker has advantage on saving
throws against illusions, as well as to resist being
charmed or paralyzed and magic can't put the nekker to
sleep.

Heart of the Swarm. \While the thornheart is alive, the
other nekkers within 60 feet of it have advantage on
attack rolls against a creature if at least one of the
thornheart's allies is within 5 feet of the creature and
the ally isn't incapacitated.

Thom Lurker. The nekker can attempt to hide even when
it is only lightly obscured by foliage. Additionally, the
nekker can pass through nonmagical plants without
being slowed by them and without taking damage from
them if they have thorns, spines, or a similar hazard.

Actions

— =/

Muiltiattack The thornheart uses it Thorn Charm and
makes two claw attacks. It can use Thorns Volley in
place of any melee attack.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one
creature. Hit: 7 (2d4 + 3) slashing damage.

Thorns Volley. Ranged Weapon Attack: +5 to hit, range
60 ft., one target. Hit: 7 (2d4 + 3) piercing damage plus
3 (1d6) poison damage.

Thorn Charm. The thornheart touches the thorn in its
heart and target one creature that it can see within 60
feet of it. That target must make a DC 13 Charisma
saving throw. If the target succeeds on the saving
throw, the nekker is blinded until the end of its next
turn and takes 2d6 psychic damage. In case of failure,
the target suffers one of the following effects at
random:

1. Mad Laughter. The target falls prone, becoming
incapacitated and unable to stand up until the end of the
thornheart's next turn and take 10 (3d6) psychic damage.

2. Bedeviled. Hooves, horns and fur grows on the target, it
has disadvantage on attack rolls and saving throws until
the end of the thornheart's next turn.

3. Afflicted. The target is poisoned until the end of the
thornheart's next turn as toads, spiders and snakes crowl
out of it, and takes 10 (3d6) poison damage.

4. Foul's Gold. The target loses 2d6 gold pieces as they melt
and take 10 (3d6) fire damage. If the target has no gold
pieces, nothing happens.

T

A THORNHEART'S LAIR:

A thornheart lair is located deep underground, after a maze of
tunnels and caves leading to a place called the Thorn Garden,
a crossing to the Feywild surrounded by deadly razorvine and
beautiful eerie lights.

LAIR TRAITS
A thornheart's lair might have any or all of the following
effects in place:

VARIANT: THORNHEART SPELLCASTERS

Some thornhearts are granted a particularly
important Thornshard, granting them additional
powers. A Thornheart with this option has a
challenge rating of 5 (1,800 XP) and the following
additional traits:

Innate Spellcasting. The thornheart's innate
spellcasting ability is Charisma (spell save DC 13).
The nekker can innately cast the following spells,
requiring no material components:

e Razorvines (p.110 Dungeon Master's Guide) are growing
unpredictably and uncontrollably fast in the lair and its
surrounding.

e Hallucinogenic spores float in the air. Every breathing
creature that spends more than 10 minutes in the lair
without protection against inhaled poison must make a
DC 14 Constitution saving throw or become poisoned for

At will: druidcraft, ensnaring strike
2/day each: entangle, grasping vine, spike growth
1/day: conjure woodland beings (nekker only)

24 hours. While poisoned the creature suffers from a -
random long-term madness (p.260 Dungeon Master’s
Guide). Fey and creatures with the Fey Ancestry trait are
immune to the spores.
e A fey crossing, a portal connecting to the Feywild known
as the Thorn Garden, lies at the bottom of the burrow,
surrounded by razorvines, roots and eerie lights.

If the thornheart is killed, these effects fade over 10 days.



PRIMAL BEAST

Lost in the wilderness, in the most secluded places of the
world, one can meet creatures that have never felt the touch
of civilisation. Primal and savage, these beasts are
empowered by the ancient magic of the leshens, landvaettirs
and other powerful spiritual entities. When nature needs to
defend its land, the primal beasts are its champions, fighting
restlessly with tooth, claws and talons.

Apex Predator. The primal beasts embody the perfection of
their species. They are flawless predators, perfect hunters of
the wild, honed over millenias of evolution in places
untouched by the pestilence of men. Only the strongest of
their kind survived to nowadays. They come from an era
where wild beast were ruling the land or from planes were
they run in endless hunts, such as the Feywild or the Outer
Plane of the Beastlands.

Servants of the Fey Pacts were sealed long ago between the
beasts and the protectors of the lands. When druids, fey or
rangers are about to give their lives to protect the land, the
beasts will head their call and assist them into battle. When
called through magic the beasts will serve for a time,
understanding the necessity to put their hunt aside to partake
in the greater good.

-l b

SUMMONING SPELL

The creatures introduced in this section can all be
summoned by the conjure fey spell. As long as the
caster can expand a spell slot of a level high
enough to match the challenge rating of the primal
beast.

PRIMAL WOLF
Large fey, unaligned

Armor Class 15 (natural armor)
Hit Points 67 (7d10 + 28)

Speed 50 ft.

STR DEX CON INT WIS CHA

20 (+5) 15(+2) 18 (+4) 7 (-2) 12 (+1) 7 (-2)
I
Condition Immunities charmed, frightened
Skills Perception +4, Sneak +5
Senses passive Perception 14
Languages Sylvan but cannot speak
Challenge 4 (1,100 XP)
I
Pack Tactics. The wolf has advantage on melee attack
rolls against a creature if at least one of the wolf's
allies is within 5 feet of the creature and the ally isn't
incapacitated.

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

Sneak Attack (1/Turn). The wolf deals an extra 13
(4d6) damage when it hits a target with a weapon
attack and has advantage on the attack roll, or when
the target is within 5 feet of an ally of the wolf that
isn't incapacitated and the wolf doesn't have
disadvantage on the attack roll.

Actions

Multiattack The wolf makes two bite attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5ft., one
target. Hit 16 (3d6 + 5) piercing damage. If the
target is a creature, it must succeed on aDC 15
Strength saving throw or be knocked prone.




PRIMAL BEAR

Huge fey, unaligned
I—
Armor Class 16 (natural armor)
Hit Points 136(12d12 + 60)
Speed 40 ft, swim 30 ft.

I

STR DEX CON INT WIS CHA
25 (#7110 (+O)% 20 (E5 Iy 14 (+2), ZiE

—
Condition Immunities charmed, frightened
Skills Perception +6
Senses passive Perception 16
a%uages Sylvan but cannot speak
hallenge 8 (3,900 XP)

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

Unstoppable (Recharge after a Short or Long Rest). If
the bear takes damage that would reduce it to O hit
points, it is reduced to 1 hit point instead and the
bear is healed of 33 (4d8 + 15) hit points.

Actions

Multiattack The bear makes three attacks, one with
its bite and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 5ft,
one target. Hit 20 (2d12 + 7) piercing damage.

Claws. Melee Weapon Attack: +11 to hit, reach 5ft.,
one target. Hit 24 (3d10 + 7) slashing damage.

PRIMAL MURDER OF CROWS

Large swarm of Small feys, unaligned

Armor Class 14
Hit Points 41 (6d10 + 7)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
11 (+0) 18 (+4) 12 (+1) 7 (-2) 14 (+2) 6 (-2)
I —
Skills Perception +6
Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, paralyzed,
petrified, prone, restrained, stunned
Senses passive Perception 16
Languages Sylvan but cannot speak
Challenge 2 (450 XP)
—
Swarm. The swarm can occupy another creature's
space and vice versa, and the swarm can move
through any opening large enough for a Small crow.
The swarm can't regain hit points or gain temporary
hit points.

Actions

Beaks. Melee Weapon Attack: +6 to hit, reach 5ft.,
one target in the swarm's space. Hit 22 (5d6 + 4)
piercing damage and the target must succeed on a
DC 14 Constitution saving throw or be blinded until
the end of its next turn. The swarm's damage change
to 11 (2d6 +4) piercing damage if it has half of its
hit points of fewer.




ROTFIEND

Course it reeks. Think they're called rotfiends because they
smell like roses? — Vesemir, witcher of the Wolf School

Skinless Rotter. What rotfiends are, everyone can see. Even
seeing them is not necessary, as hearing their name should
be enough to tell anyone what creatures might bear this
unpleasant title. Rotfiends resemble decomposing human
bodies that have been mostly stripped of their skin. Their
presence is given away by the overwhelming stench of rot
which gives them their name.

Pack Scavenger. Similar to ghouls, rotfiends roam in packs.
Rotfiends are undead, so usual tactics against this kind of
creature might apply. Common poisons, on the other hand,
are useless - the beasts have gained immunity to these by
devouring carcasses. Killing a rotfiend is not difficult, yet one
must remember to survive the moment of the beast's death,
for the monster's corpse releases explosive fumes a mere
spark could ignite. The resulting explosion can easily kill an
adventurer, but it might also kill nearby rotfiends, creating
something of a chain reaction. Thus, a dying monster should
be drawn away from its kin.

Hysterical Strength. Backed against a wall, a rotfiend flies
into a fury, attacking madly. This attack should be evaded, for
the beast's chaotic blows carry a strength that can only be
called hysterical. Running is never a good idea when fighting
rotfiends, as the creatures will pursue its foe, jump on its
back, knock it down and overwhelm it. Stopping rotfiends
from escaping can be difficult as they try to burrow into the
ground.

FLESH RoOT (SEE contagion SPELL)

Many academies throughout the world have
studied the remains of rotfiends, hoping to explain
their sudden and recurrent return. They have yet to
find the answer to their question but one troubling
fact might lead them on the right path: the
corrupted tissues of the undead always reveal the
presence of the flesh rot disease. Most concluded
that the two phenomena are inherently connected:
a flesh rot outburst is followed by a resurgence of
rotfiends and rotfiend infestations are always
followed by numerous cases of the disease.

» Alternatively, a creature that takes damage from
a rotfiend must make a DC 13 Constitution
saving throw, contracting the flesh rot disease
on failure, as per the contagion spell.

Unwelcomed Resurgence. Rotfiends and devourers were
once rarities, but in age of constant warfare and violence they
can become a veritable plague, as they feed on carrion and
human corpses, particularly around battlefields, near cities
afflicted by plague, or around villages touched by famine.
They appear of a sudden, and disappear even more quickly if
threatened, so exterminating them is difficult. They are best
dealt with by cutting off their food supply, which is, burning
all corpses in the area. Corpses must be incinerated rather
than buried, for rotfiends are avid and skillful diggers.
Without sustenance, the beasts will leave in search of new
feeding ground. See a rotfiend and you can be sure there are
many more in the area. They usually feed in large groups and
thus present a danger to lone travelers — especially
considering their speed, which can be more than a match for
a horse at full gallop. Rotfiends and devourers feed in the
twilight hours and at night, when they become much more
dangerous than during the day.

Undead Nature A rotfiend doesn't require air, drink or sleep.

DEVOURER

Insatiable Appetite. Devourers are a particularly dangerous
kind of rotfiend marked by an insatiable appetite for human
flesh. Most folktales on rotfied suggest that once a rotfiend
tasted the flesh of a living humanoid it will turn into a
devourer, craving the flesh of the living rather that of the dead.

Clever Digger. There is no distinguishable hierarchy in the
rotfiend pack, but devourers are without question the best at
finding and digging corpses, and so the rest of the pack
follows them wherever they go.



ROTFIEND

Medium undead, chaotic evil

Armor Class 11 (natural armor)
Hit Points 26 (4d8 + 8)
Speed 50 ft., burrow 10ft.

I —
STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 14 (+2) 4 (-3) 10 (+0) 6 (-2)
—
Damage Vulnerabilities fire

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages -

Challenge 1 (200 XP)

Death Burst. When the rotfiend dies, it explodes in a
burst of toxic fumes. Each creature within 5 feet of it
must make a DC 12 Dexterity saving throw, taking 8
(2d8) acid damage plus 8 (2d8) poison damage on a
failed save, or half as much damage on a successful
one.

Stench. Any creature other than a undead that starts
its turn within 5 feet of the rotfiend must succeed
on a DC 12 Constitution saving throw or be
poisoned until the start of the creature's next turn.
On a successful saving throw, the creature is
immune to the stench of all rotfiends for 1 hour.

Actions

Rotting Fist Melee Weapon Attack: +5 to hit, reach 5
ft., one creature. Hit: 6 (1d6 + 2) bludgeoning
damage.

DEVOURER

Medium undead, chaotic evil

Armor Class 13 (natural armor)
Hit Points 45 (68 + 18)
Speed 50 ft., burrow 10 ft.

1
STR DEX CON INT WIS CHA
16 (+3) 10(+0) 16 (+3) 6(-2) 13 (+1) 9 (1)
I
Skills Perception +3
Damage Vulnerabilities fire

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned

Senses darkvision 60ft., passive Perception 13

Languages -

Challenge 3 (700 XP)

—

Death Burst. When the devourer dies, it explodes in a

burst of toxic fumes. Each creature within 5 feet of it

must make a DC 13 Dexterity saving throw, taking 8

(2d8) acid damage plus 8 (2d8) poison damage on a

failed save, or half as much damage on a successful

one.

Unbearable Stench. Any creature other than a undead
that starts its turn within 5 feet of the rotfiend must
succeed on a DC 13 Constitution saving throw or be
poisoned for 1 minute. While poisoned, a target can't
use reactions, its speed is halved, and it can't make
more than one attack on its turn. In addition, the
target can take either an action or a bonus action on
its turn, not both. The target can repeat the saving
throw at the end of each of its turns, ending the
effect on itself on a success.

Actions

Multiattack The devourer makes two rotting fist
attacks.

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




SCURVER

Old Corpse Eater. Scurvers are rotfiends' larger cousins.
The bodies of these hideous, vaguely humanoid creatures are
covered in rotten scraps of flesh, under which lurk even more
rotten muscles stretched around a strong, flexible skeleton.
Scurvers, which feed on old, rotting corpses, prefer to make
their hunting grounds in abandoned torture sites, forgotten
graveyards, and old battlefields. They are very aggressive and,
though they feed on corpses, if they come across a living
person they are likely to attack.

Razor Spines. Scurvers usually feed underground, but
sometimes, when they catch the scent of a human, they crawl
to the surface in a matter of seconds and attack their
potential prey. While fighting them one cannot afford to forget
about their special boney spines, razor sharp protuberances
sticking out from their skeletons. When a scurver is near
death, the gasses and enzymes gathered within its body
cause it to explode, flinging these spines out at great speed,
turning them into one last deadly weapon in their arsenal

SCURVER

Medium undead, chaotic evil

Armor Class 15 (natural armor)
Hit Points 75 (10d8 + 30)
Speed 50 ft., burrow 10 ft.
I

STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 16 (+3) 5 (-3) 13 (+1) 7 (-2)
—
Skills Perception +4, Stealth +5
Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion,
frightened, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 5 (1,800 XP)
I —
Death Burst. When the scurver dies, it explodes,
flinging spines out at great speed. Each creature
within 15 feet of it must make a DC 15 Dexterity
saving throw, taking 13 (3d8) piercing damage plus
13 (3d8) poison damage on a failed save, or half as
much damage on a successful one.

Razor Spines. A creature that touches the scurver or
hits it with a melee attack while within 5 feet of it
takes 3 (1d6) piercing damage plus 3 (1d6) poison
damage.

Actions

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

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 7 (1d8 + 3) piercing damage, and the
target must make a DC 15 Constitution saving
throw, taking 13 (3d8) poison damage on a failed
save, or half as much damage on a successful one.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one creature. Hit: 10 (2d6 + 3) slashing damage.




SATYR

Four new fey creatures of the satyr kind appear here, joining
the regular satyr in the Monster Manual.

AMBER FATHER

Amber Spring. After several lifetimes dedicated to the
pursuit of pleasure and having visited the four corners of the
world, some ancient satyrs grow tired of the life of a wayfarer
and retreat deep into the Feywild. Wiser from their numerous
experiences and travels, they take to a life of quiet and
contemplation, appreciating the simple beauty of life after the
unceasing chaos of their younger years. Almost instinctively,
some undertake a spiritual journey through the remote parts
of the plane. Their path leads them to a place of secret
wonders — the amber spring. There, they commune with the
spirits of eternal treants, drinking from the spring of liquid
amber and falling into a decades long slumber, sheltered in a
cocoon of amber. Some never wake up, sleeping forever
amidst the treants, others awake from their cocoon with
renewed purpose, size and strength.

Herald of Rebirth. Touched by the primeval spirits of the
Feywild, amber fathers take on the role of revered elders in
satyr gatherings and encourage them to protect natural
places. As they only ever reach few satyrs, they often take
personally a more active role in the safekeeping of magical
places, assuring they stay pure and outside of the reach of
malevolent forces. To fulfil their calling, they rely on the
verses of rebirth, an ancient invigorating litany taught by the
spirits and magical amber beads. With this song of hope and
life they tend the wounds of the land, traveling to places
ravaged by war, magic calamities and curses. As they heal the
land in their travel, so do they gift it with protectors, mighty
treants, awoken by their song and given form by the amber.

Altruistic Life. Amber fathers can usually be found traveling
the world, just like younger satyrs do. They listen for stories
of war or disasters, questioning travelers to learn where their
gift might be needed. Many entertain friendly relationships
with druidic organizations and temples dedicated to the
protection of nature, including farming communities. In the
Feywild, they occasionally frequent the Summer Court,
sometimes tending to the wonderful gardens and palaces,
growing their magical amber into the intricate architectural
designs and sculptures, but have no interest in the intrigues
that constantly unfold within the Court itself.



AMBER FATHER
Huge fey, chaotic good

Armor Class 14 (natural armor)
Hit Points 142 (15d12 + 45)

Speed 40 ft.

I

STR DEX CON INT WIS CHA
23 (+6) 14 (+2) 16 (+3) 12 (+1) 20 (+5) 14 (+2)
I—
Saving Throws Wis +9, Cha +6
Skills Perception +9, Performance +10, Stealth +6
Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered
Senses passive Perception 19
Languages Common, Elvish, Sylvan
Challenge 10 (5,900 XP)

Bag of Amber. The satyr possesses a bag of amber
beads, collected from the sap of ancestral treants in the
Feywild. He can use the amber beads as a bag of beans,
choosing the effect he wants. If the bag is lost or
destroyed, the satyr must craft another, which takes a
year and a day. Only an amber father satyr can use a bag
of amber.

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

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

Verses of Rebirth. The satyr can recite the verses of
rebirth while taking a short rest. Any ally who hears the
verses regains the maximum number of hit points
possible if it spends any Hit Dice to regain hit points at
the end of that rest and makes all Constitution saving
throws with advantage for 24 hours. The satyr can
confer this benefit on himself as well. All plants in a
half-mile radius centered on the satyr become enriched
for 1 year. The plants yield twice the normal amount of
food when harvested and grow twice as fast.

Actions

Multiattack The satyr makes three melee attacks, only
one of which can be a ram attack.

Ram. Melee Weapon Attack: +10 to hit, reach 10 ft.,
one target. Hit: 23 (5d6 + 6) bludgeoning damage. If
the target is a creature, it must succeed on aDC 16
Strength saving throw or be knocked prone.

Unarmed Strike. Melee Weapon Attack: +10 to hit, reach
10 ft., one target. Hit: 19 (3d8 + 6) bludgeoning
damage.

Amber Bead, Ranged Weapon Attack: +6 to hit, range
60/120 ft., one target. Hit: 18 (4d8) fire damage plus
18 (4d8) radiant damage. If the target is a creature, it
must succeed on a DC 16 Constitution saving throw or
be blinded until the end of its next turn.

Sleep Breath (Recharges 5-6). The satyr exhales sleep gas
in a 30-foot cone. Each creature in that area must
succeed on a DC 16 Constitution saving throw or fall
unconscious for 10 minutes. This effect ends for a
creature if it takes damage or someone uses an action
to wake it.

AN AMBER FATHER'S LAIR

The lair of an amber father consists of a forested area that
has benefited from its Verses of Rebirth in the past year. In
such forest, golden spirits often appear out of the corner of
the eye, vanishing a second later. An amber father
encountered in its lair has a challenge rating of 11 (7,200 XP).

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the satyr takes a
lair action to cause one of the following magical effects; the
satyr can't use the same effect two rounds in a row:

e The satyr chooses one beast of challenge rating 2 or lower
and conjures it. This beast looks like a translucent being
made of amber, but still generally resembles the creature
it is imitating. Otherwise, the summoned beast appears in
an unoccupied space within 60 feet of the satyr and acts
as an ally of the satyr. [t remains until initiative count 20
on the next round, until the satyr dies, or until the satyr
dismisses it as an action.

* One creature the satyr can see within 120 feet of him
must succeed on a DC 15 Dexterity saving throw or be
enclosed by a golden cocoon of shimmering energy.
Nothing—not physical objects, energy, or other spell
effects—can pass through the barrier, in or out, though a
creature in the cocoon can breathe there. The cocoon is
immune to all damage, and a creature or object inside
can't be damaged by attacks or effects originating from
outside, nor can a creature inside the cocoon damage
anything outside it. The effect ends on initiative count 20
on the next round.

® A host of golden fey spirits fills a 10-foot-radius sphere
centered on a point the satyr chooses within 60 feet of
him. The host spreads around corners and remains until
the satyr dismisses it as an action, uses this lair action
again, or dies. The host lightly obscures its area. Any
hostile creature that moves to a space within 10 feet of the
host for the first time on a turn or start its turn there
makes a DC 15 Dexterity saving throw. The creature takes
20 radiant damage on a failed save, or half as much
damage on a successful one. Any ally creature that moves
into the host’s space for the first time on a turn or start its
turn there regains 20 hits points. The host can’t heal
constructs or undead.



BoNFIRE KING

Deceptive Appearance. Faun are coarse and selfish
creatures, driven by self-interest. Nothing is sacred to them,
they obscenely mock the gods and their temples. However,
when their debauchery reaches epic proportions, one of them
might step up, having an epiphany and gaining ambitions to
become more than a simple faun, perhaps someday reaching
the archfey status. These creatures are called bonfire kings
or reveling lords, corpulent and lazy satyrs. Since these satyrs
enjoy partaking of the fruits of others’ labors without asking
permission, men do not take to them kindly and at times,
fooled by their awkward appearance, will try to solve this
problem using force. This often ends in tragedy, for these
satyr, despite their obesity, hide almost absurd amounts of
physical strength and can call on dangerous magic.

Greedy Would-be Gods. Bonfire kings are egocentric above
all else, nasty schemers seeing themselves as divine beings,
entitled to rule over all fey and men. They cannot stand to be
snubbed and demand worship from all they encounter. In
such regard, they should be shown deference by all and will
only speak with outsiders if a worthy offering is made. Lazy
by nature, they would gladly spend every day in idleness,
puffing on pipes, surrounded by concubines, gorging on rich
foods and downing strong drinks. To honor a bonfire king, its
faun devotees will erect large stones carvings, with somewhat
grotesque and obscene features. At times, they can be found
in barbarian tribes or small towns and villages, pushing them
to embrace their savagery and cravings in grand orgies
around totemic stones.

A BONFIRE KING'S LAIR

A bonfire king establishes his lair close to a settlement of
intelligent creatures and place of magical significance, ideally
a fey crossing. At the center of his lair stands a revelstone, a
massive monolith surrounded by blazing bonfires. Every
solstice, the Grand Revelry is held at the stone, a pagan orgy
where people and fey dance, merry and drink until
exhaustion, feeding the glamour magic of the bonfire king
with the flowing emotions.

LAIR TRATTS
A Bonfire King's lair might have any or all of the following
effects in place:

e Fire burns far and bright inside the lair. Flames and
magical light sources cast double the area of bright light
and dim light. A creature starting its turn with 5 feet of an
open flame must make a DC 10 Dexterity saving throw or
ignites along with its flammable objects. Until a creature
takes an action to douse the fire, the target takes 5 (1d10)
fire damage at the start of each of its turns. Creatures with
sunlight sensitivity are blinded while inside the lair.

e Finishing a short or long rest involving a meal within the
lair grants a creature the benefit of a heroes’ feast spell.

e Partially real illusory walls and structures block off areas
in the satyr's lair. Each wall is 6 inches thick, and a 10-foot
section has AC 5, 15 hit points, immunity to acid, cold, fire,
necrotic, poison, and psychic damage. If the satyr wishes
to move through a wall, it can do so without slowing down
and the wall section remains.

REGIONAL EFFECT

The region containing a bonfire king's lair is transformed by
the revelstone's presence, creating the following magical
effects:

e The satyr's visage can appear in any fire within 6 miles of
its lair, allowing him to see and hear through the fire as if
he was there. The satyr can speak through the fire.

e Given days or longer to work, the satyr can make illusions
within 6 miles of its lair as solid as stone, forming
structures and other objects as it wishes.

o Intelligent creatures within 6 miles of the satyr's lair are
prone to chaotic behavior. Even strangers can feel their
behavior to slowly shift. Towns and villages within the
region have plenty more brothels, taverns and a thriving
illegal underworld. Overhaul hedonistic behavior are
stronger and exacerbated. Over time creatures start to
develop dark cravings that will lead to their downfall. At
the end of each long rest taken within the influence, a
visitor that is neither chaotic good, chaotic neutral nor
chaotic evil must make a DC 10 Wisdom saving throw. On
a failed save, the creature's alignment changes to chaotic
(whichever is closer to the creature's current alignment).
The change becomes permanent if the creature doesn't
leave the influence within 7 days. Otherwise, the
creature's alignment reverts to normal after one day spent
away from the influence. Casting the dispel evil and good
spell on the creature also restores its original alignment.

If the revelstone is destroyed, these effects fade over
instantly.



BoNFIRE KING

Large fey (shapechanger), chaotic evil

Armor Class 15 (natural armor)
Hit Points 199 (19d10 + 95)

Speed 40 ft.

I

STR DEX CON INT WIS CHA
20 (+5) 14 (+2) 21 (+5) 15 (+2) 13 (+1) 21 (+5)
—
Saving Throws Con +10, Cha +10
Skills Deception +15, Perception +5, Performance +15
Damage Resistances poison; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't
silvered
Damage Immunities fire
Senses passive Perception 15
Languages Common, Elvish, Ignan, Sylvan
Challenge 13 (10,000 XP)

Shapechanger. The satyr can use his action to
polymorph into a specific Medium humanoid or a
Medium or Large beast with horns, or back into its true
form. Other than his size and speed, his statistics are
the same in each form. Any equipment he is wearing or
carrying isn 't transformed. He reverts to its true form if
he dies.

Innate Spellcasting. The satyr's innate spellcasting ability
is Charisma (spell save DC 18, +10 to hit with spell
attacks). The satyr can innately cast the following spells,
requiring no material components:

At will: major image, mirror image, pyrotechnics,
thaumaturgy

2/day each: creation, fireball, scorching ray
1/day each: fire storm, maze, mirage arcane

Faun Resilience. The satyr has advantage on saving
throws against poison, spells and other magical effects.

Glamoured lllusion. When he casts an illusion spell, the
satyr can choose one inanimate, nonmagical object that
is part of the illusion and make that object real. He can
change the object on its turn as a bonus action while
the spell is ongoing. The object remains real for 10
minutes. The object can’t deal damage or otherwise
directly harm anyone.

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

Actions

Multiattack The satyr can use its Whims of Chaos and
makes three attacks: one with his ram and two unarmed
strikes.

Unarmed Strike (Beast or Satyr Form Only). Melee
Weapon Attack: +10 to hit, reach 5 ft., one target. Hit:
10 (1d10 + 5) bludgeoning damage.

Ram (Beast or Satyr Form Only). Melee Weapon Attack:
+10 to hit, reach 5 ft., one target. Hit: 15 (3d6 + 5)
bludgeoning damage. If the target is a creature, it must
succeed on a DC 18 Strength saving throw or be
knocked prone.

Whims of Chaos. The satyr invokes the following magical
effects at random, choosing one to three targets it can
see within 60 feet of it:

1. Inebriated. The targeted creature must succeed on a DC
18 Constitution saving throw or if it moves on its turn it
falls prone and it has disadvantage on attack rolls until the
start of the satyr’s next turn.

2. Hallucinating. The targeted creature must succeed on a DC
18 Wisdom saving throw or be frightened of its allies and
charmed by its enemies until the start of the satyr’s next
turn.

3. Compelled. The targeted creature must succeed on a DC
18 Wisdom saving throw or be charmed by the satyr for 1
minute. While charmed, the target must follow the satyr's
commands. If the target takes damage, the effect ends.

4. Talentless. The targeted creature must succeed on a DC
18 Charisma saving throw or until the start of the satyr’s
next turn whenever it makes an attack roll, an ability check
or a saving throw, the target must roll a d8 and subtract
the number rolled from the result.

Legendary Actions

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

» Unarmed Strike. The satyr makes one unarmed strike.

* Glamour Spell (Costs 2 Actions). The satyr casts one of
his at-will spells. The satyr doesn't need to
concentrate on this spell.

» Consuming Dance (Costs 3 Actions). The satyr targets
one creature it can see within 60 feet of it. If the
target can see the satyr, the target must succeed on a
DC 18 Wisdom saving throw against this magic or
take 10 (3d6) psychic damage and then start to
dance furiously for 1 minute, unless the creature
can’t be charmed.

A dancing creature must use all its movement to
dance without leaving its space and has disadvantage
on Dexterity saving throws and attack rolls.

It must repeat the saving throw at the end of its next
turn. On a success, the effect ends. On a failure, the
creature is engulfed in flames and also burns for the
duration. At the end of each of its turns, the target
repeats the saving throw. It takes 22 (4d10) fire
damage on a failed save, and the effect ends on a
successful one. These magical flames can’t be
extinguished by nonmagical means.

If damage from this effect kills a target, the target is
turned to ash.




FAUN

Debased Cousins. Fauns resemble stout satyrs, displaying
harsher bestial features and demeanors, with large and
powerful antlers or horns. If satyrs crave luxury and refinery
in their hedonism, fauns are viewed as their debased cousins,
gluttons gorging on meat and wine, regardless of quality or
taste. Depicted as lustful and wild, fauns love to play on the
conflict between the lower appetites and civilized behavior in
humankind. They can summon the basest urges in people, be
it temper, sex or addiction. When meeting humanoids, they
often require them to join in their revelry and orgies.
Partaking can be quite dangerous, especially for creatures
lacking the faun’s stunning constitution, as they love to
measure their personal strength and endurance in violent
games, that often result in death. The Summer Court have
banned any faun from entering its land, damning them too
destructive and unrefined to step into their haughty kingdom.
The Unseely court, for their part, only barely tolerates faun
on the outskirt of society.

Roving Herd. Fauns live in roving herds of various sizes,
gathered around a chieftain. They love to barge in uninvited
in banquets, weddings and any kind of celebration; wreaking
havoc as they go. In lands with strong ties to the Feywild, it is
common practice to leave food outside the village in hope to
appease them or to ward off the place of celebration against
fey interlopers. Fauns are always males but can and do breed
with anything. In that regard they often prey on dryads and
nymphs, but are also known to carry off brides and other
women at weddings. The male offspring are always fauns.
Fauns are believed to be originating from the curse of an
archfey, cast onto a satyr as punishment for seducing its true
love: “May you look as beastly outside as you are inside, and
may all that you sire suffer the same fate.”

FAUN

Medium fey, chaotic evil

Armor Class 14 (natural armor)
Hit Points 59 (7d8 + 28)

Speed 40 ft.

I

STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 19 (+4) 7 (-2) 13 (+1) 14 (+2)
I
Skills Deception +4, Perception +3, Stealth +3
Damage Resistances poison; bludgeoning, piercing,
and slashing from nonmagical weapons that aren't
silvered
Senses passive Perception 13
Languages Common, Sylvan
Challenge 3 (700 XP)
I —
Faun Resilience. The satyr has advantage on saving
throws against poison, spells and other magical
effects.

Actions

Multiattack The satyr makes two attacks: one with his
ram and one with his greatclub.

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

Javelin. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 30/120 ft., one target. Hit: 6
(1d6 + 3) piercing damage.

Ram. Melee Weapon Attack: +5 to hit, reach 5 ft,,
one target. Hit: 10 (2d6 + 3) bludgeoning damage. If
the target is a creature, it must succeed on a DC 13
Strength saving throw or be knocked prone.

Dark Urges. The satyr touches a creature and
magically knows the creature's current emotional
state. If the target fails a DC 13 Charisma saving
throw, the satyr also knows the creature's alignment,
and its flaw. On a failed save, the creature must
repeat the saving throw at the end of its next turn.
On a failure, the satyr magically influences the
creature to indulge in its flaw, with no regard for
consequences. Creatures that can’t be charmed are
immune to this effect. The target pursues the course
of action suggested to the best of its ability for 1
day. If the satyr or its allies damage the target, the
effect ends. If the target successfully saves against
the effect, the target is immune to this satyr's Dark
Urges for the next 24 hours.




VARIANT: MENAD

Menads are trusted leanans that serve as advisors,
judges, or emissaries of powerful archfey of the
Seelie Court. A menad has a challenge rating of 6
(2,300 XP) and the following additional trait:

Spellcasting. The satyr is a 10th-level spellcaster.
Her spellcasting ability is Charisma (save DC 14).
The satyr has the following bard spells prepared:

Cantrips (at will) : friends, message

Ist level (4 slots): charm person, heroism

2nd level (3 slots): calm emotions, zone of truth
3rd level (3 slots): sending, tongues

4th level (3 slots): compulsion, polymorph

5th level (2 slots): animate objects, geas

LEANAN

Exotic Favors. A leanan is a female satyr, often mistaken for
a succubus, looking like a highly attractive woman with
horns, a tail and hooves. Many adventurers have tried to gain
their exotic favors, but most of them despise violence, and
particularly those that live mercenary lives, fighting for
nothing but glory and gold. Leanans are known for seducing
humanoids, regardless of race or gender, and are interested
only in men and women that have already come of age. They
usually do not kill without reason, if they attack, it is to
protect their life, though they do draw energy from their lover
to sustain themselves, often until the point of exhaustion.
One notable exception concerns fauns, that they hate with
passion and will always fight. A leanan will consider helping
adventurers if they go against fauns or some truly vile
creature, often offering a lock of her magical hair as a token.

True Muse. Leanans are true muses, they give inspiration to
those they favor in exchange for their love and devotion. Many
masterpieces have been created under their patronage and
uninspired artist go to great lengths to catch their fickle
affection. Through their inspiration, they can attune the lower
and higher self, the instinct and the reason. This artistic
journey involves meeting your animistic self in a trance state,
a totemic beast that represents the instinct. One can lose
himself in this revelation, potentially turning into a beast
forever. It is unclear if this occurs by a lack of control from
the leanan, or from a building exposure to the fey’'s magic.

Shunned and Loved. Unlike most fey creatures, leanans
tend to live close to civilization, near towns and villages
where they can easily meet young men and women eager to
know love. A good number of them even inhabit large cities.
This proximity can become problematic when moralistic
clergies learn of their presence, but on the other hand many
artistic institutions help them hide in their midst.
Unfortunately for them, the powdered horns of leanans are
very often used in the brewing of love potions and they hair is
prized for the confection of hairlock-charms, a trinket
carrying their muse-gift. This has led to the existence of a
profitable black market for fresh leanans bodies.

HA1rLOCK CHARM

Wondrous item, rare

This charm made of intertwined leanan hairs carries the
muse’s magic. When you hold it in your hand, you can use an
action to gain a supernatural charm of the GM 's choice. See
chapter 7 of the Dungeon Master's Guide for more
information on supernatural charms. After it is used, the
charm loses all magic properties.



LEANAN

Medium fey, chaotic good (50%) or chaotic neutral

(50%)

Armor Class 14 (natural armor)
Hit Points 71 (13d8 + 13)
Speed 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 12 (+1) 12 (+1) 10 (+0) 16 (+3)
e —
Skills Perception +3, Performance +9, Stealth +6
Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered
Senses passive Perception 13

Languages Common, Elvish, Sylvan
Challenge 5 (1,800 XP)

Heart Sight. As a bonus action, the leanan can choose
one creature she can see within 60 feet of her and
magically knows the creature's alignment, current
emotional state and ideal, as long as the creature isn't
hidden from divination magic by a spell or other
magical effect.

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

Actions

Multiattack The leanan can use her Exhilarating Gaze.
She then makes three attacks: one with her ram and two
unarmed strikes.

MUSE's PATRONAGE

A leanan that grants a character her patronage can
help him or her create a masterpiece, the
masterpiece will express the true ideal of the
character. A character that has proficiency with the
Charisma (Performance) ability or suitable artisan’s
tools can take at least 10 days and spend 1500 gp
worth of rare materials to create the masterpiece.
The character is assumed to work in company of
the leanan for 8 hours each of those days. The
masterpiece can take any form, it could be a
painting, a perfume, a song or any form the
character chooses to express his or her talent.

Corrupted Muse. A leanan of evil alignment or
compelled against her will to be a muse will
inevitably influence her protegee. A masterpiece
made under such conditions will always express
the flaw of the author in place of its ideal.

Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 10 (2d6 + 3) bludgeoning damage. If the
target is a creature, it must succeed on a DC 14
Strength saving throw or be knocked prone.

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

Exhilarating Gaze. The leanan's eyes sparkle with
enchanting light as she targets one creature she can see
within 30 feet of her. If the target can see the leanan, it
must succeed on a DC 14 Wisdom saving throw against
this magic or be charmed until the end of the leanan's
next turn. While the target is charmed in this way, it is
stunned.

Kiss of the Wild. The leanan kisses a creature charmed by
her or a willing creature. The target makes a DC 14
Charisma saving throw. On a failed save, the creature is
transformed (as the polymorph spell) into the type of
beast with a challenge rating of 1 or less that it
identifies most with (creature’s choice). In this form,
the creature retains its mental ability scores and ability
to speak. Whenever the target finishes a long rest, it can
repeat the saving throw, ending the effect on itself on a
success. After three failed saving throws, the
t