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INTRODUCTION

hat’s the best part of a fantasy roleplaying game?

For my money, it’s the monsters—especially when
we’re talking about the world’s first roleplaying game. The
best stories from the table are about that suspenseful first
encounter with an acid-breathing dragon, a massive horde of
raging orcs, a gear-destroying rust monster, or (true terror)
the dread gazebo.*

In this volume, you’ll find more than 400 new “first
encounters” for your players: monsters they’ve never seen
before but will talk about for years, from elemental dragons
to wintery spirits, ancient demon lords, and the aristocracy
of the fey world. They stand ready to crush heroes’ hopes,
strike down the good and the brave, and establish their
own greedy, cruel, and lawless reign. These monsters have a
mission—and that mission is to kill player characters.

Monsters are best when they instill true dread in those
who hear their tales, whether it’s the saga of Beowulf,
the Tyranny of Dragons campaign, or a story you spin
yourself. The monster designs presented here accomplish
this with powers that play on common fears: the slow
horror of poison, destruction of the weapons the PCs rely
on to survive, loss of eyesight, magic-induced panic or
exhaustion, even sinking into darkness. These monsters will
put great champions through the wringer; and sometimes,
the monsters might win.

But only sometimes! Some smart monsters will retreat by
speaking a magical word, step onto a dark shadow road, or
take to the skies with a demonic howl, carrying off the party’s
favorite mule. Ultimately, most monsters are meant to be
defeated, and to look good while doing it. I always encourage
DMs to give monsters their moment in the spotlight.
Gleefully describe their ripping claws, their corrosive breath,
their wicked magic and their cunning plots! Revel in their
power! Their arrogance and might! Let them strut and gloat
and mock the heroes, making it so much more satisfying
when they’re finally struck down by the true steel sword of
ancient forging, or incinerated by a well-placed fireball.

Because your players aren’t familiar with these monsters,
you have the ancient fear of the unknown on your side.
Work that thrill, and you can give your players the same
shiver that haunted our ancestors around the campfire or in
medieval huts as they listened to tales of fey spirits, man-
eating beasts, and corrupt humans who bargain with evil
and return with inhuman abilities. These creatures have
power, and a bit of that power is just their sheer strangeness
and eerie, twisted shapes.

*The dread gazebo is not included in this volume.

You hold a tome of new horrors in your hands. Let some
slip into your game by stealth, while others arrive in an
arcane flash or descend on powerful wings, roaring their
challenges. Give them all the glory that comes from their
strength and horrors—the sweeter to make the triumph of
those heroes who survive.

Monsters are the best part of any fantasy RPG because they
reach into our minds and present us with our own demons,
with the very worst that could happen. They have power
because each of them represents a very human fear, a nightmare
given thought and flesh and form—and then defeated.

Happy gaming!

Wolfgang Baur
Kirkland, WA
May, 2016
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A o TOME OF BEASTS Ve

ABOLETH, NIHILETH

Eons ago, a group of aboleth left the Material Plane to wander
through distant planes—seeing them through magical scrying was
not enough, so these aboleth used astral magic and bodily travel to
see far beyond normal realms.

A ForGOTTEN TRIBE. As ages passed, memories of those who
departed slowly faded from the minds of those aboleth who
remained behind. Those few aboleth who did remember that
long ago some of their kin had gone plane-wandering assumed
that the wanderers must have died in distant hells or paradises.

CHANGED BY PLANAR WANDERING. The plane-wanderers
hadn’t died. Instead, their eons-long exposure to alien
realms and to the space between changed them, restructuring
their life force and making them into something even more
nightmarish—but better able to withstand both strange hells
and golden realms of eldritch delight.

SERVANTS OF THE VoID. They returned even more corrupt
and powerful than they had left, and these wandering nihileths
returned to the mortal world intent on spreading the influence
of the Void and the utter evil they found in the vast darkness
between worlds.

UNDEAD NATURE. A nihileth does not require air, food, drink,
or sleep.

Large undead, chaotic evil

Armor Class 17 (natural armor)

Hit Points 135 (18d10 + 36)

Speed 10 ft., swim 40 ft., fly 40 ft. (ethereal only, hover)

STR DEX CON INT WIS CHA
21(+5) 9(-1) 15 (+2) 18 (+4) 15(+2) 18(+4)
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Saving Throws Con +6, Int +8, Wis +6

Skills History +12, Perception +10

Damage Resistances acid, fire, lightning, thunder (only when
in ethereal form); bludgeoning, piercing and slashing from
nonmagical weapons

Damage Immunities cold, necrotic, poison; bludgeoning,
piercing and slashing from nonmagical weapons (only when in
ethereal form)

Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 20

Languages Void Speech, telepathy 120 ft.

Challenge 12 (8,400 XP)

Undead Fortitude. If damage reduces the nihileth to 0 hit points,
it must make a Constitution saving throw with a DC of 5 + the
damage taken, unless the damage is radiant or from a critical
hit. On a success, the nihileth drops to 1 hit point instead.

Dual State. A nihileth exists upon the Material Plane in one of
two forms and can switch between them at will. In its material
form, it has resistance to damage from nonmagical weapons.
In its ethereal form, it is immune to damage from nonmagical
weapons. The creature's ethereal form appears as a dark purple
outline of its material form, with a blackish-purple haze within.
A nihileth in ethereal form can move through air as though it
were water, with a fly speed of 40 feet.



Void Aura. The undead nihileth is surrounded by a chilling
cloud. A living creature that starts its turn within 5 feet of a
nihileth must make a successful DC 14 Constitution saving
throw or be slowed until the start of its next turn. In addition,
any creature that has been diseased by a nihileth or a nihilethic
zombie takes 7 (2d6) cold damage every time it starts its turn
within the aura.

Infecting Telepathy. If a creature communicates telepathically
with the nihileth, or uses a psychic attack against it, the nihileth
can spread its disease to the creature. The creature must
succeed on a DC 14 Wisdom save or become infected with the
same disease caused by the nihileth’s tentacle attack.

ACTIONS

Multiattack: The nihileth makes three tentacle attacks or three
withering touches, depending on what form it is in.

Tentacle (Material Form Only): Melee Weapon Attack: +9 to
hit, reach 10 ft., one target. Hit: 12 (2d6 + 5) bludgeoning
damage. If the target creature is hit, it must make a successful
DC 14 Constitution saving throw or become diseased. The
disease has no effect for 1 minute; during that time, it can be
removed by lesser restoration or comparable magic. After 1
minute, the diseased creature’s skin becomes translucent and
slimy. The creature cannot regain hit points unless it is entirely
underwater, and the disease can only be removed by heal or
comparable magic. Unless the creature is fully submerged or
frequently doused with water, it takes 6 (1d12) acid damage
every 10 minutes. If a creature dies while diseased, it rises in
1d6 rounds as a nihilethic zombie. This zombie is permanently
dominated by the nihileth.

Withering Touch (Ethereal Form Only): Melee Weapon Attack:
+8 to hit, reach 10 ft., one creature. Hit: 14 (3d6+4) necrotic
damage.

Form Swap: As a bonus action, the nihileth can alter between
its material and ethereal forms at will.

Tail (Material Form Only): Melee Weapon Attack: +9 to hit,
reach 10 ft. one target. Hit: 15 (3d6 + 5) bludgeoning damage.

Enslave (3/day): The nihileth targets one creature it can see
within 30 ft. of it. The target must succeed on a DC 14 Wisdom
saving throw or be magically charmed by the nihileth until the
nihileth dies or until it is on a different plane of existence from
the target. The charmed target is under the nihileth’s control
and can't take reactions, and the nihileth and the target can
communicate telepathically with each other over any distance.

Whenever the charmed target takes damage, the target

can repeat the saving throw. On a success, the effect ends. No
more than once every 24 hours, the target can also repeat the
saving throw when it is at least 1 mile away from the nihileth.

REACTIONS

o

Void Body: The nihileth can reduce the damage it takes from a
single source to 0. Radiant damage can only be reduced by half.

LEGENDARY ACTIONS

A nihileth 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 nihileth
regains spent legendary actions at the start of its turn.

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

Tail Swipe. The aboleth makes one tail attack.
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Psychic Drain (Costs 2 Actions). One creature charmed by
the aboleth takes 10 (3d6) psychic damage, and the aboleth
regains hit points equal to the damage the creature takes.

A NHILETH'S LAIR

While aboleths create their lairs underwater, spending most of
their time submerged, a nihileth lair can be encountered out of
the water, often in a cave or a ruined, abandoned city.

LAIR ACTIONS

On initiative count 20 (losing initiative ties), the nihileth can
take a lair action to create one of the magical effects as per an
aboleth, or the void absorbance action listed below. The nihileth
cannot use the same effect two rounds in a row.

e Void absorbance. A nihileth can pull the life force from those it
has converted to nihilethic zombies to replenish its own life.
This takes 18 (6d6) hit points from zombies within 30 feet of
the nihileth, spread evenly between the zombies, and healing
the nihileth. If a zombie reaches o hit points from this action,
it perishes with no Undead Fortitude saving throw.

REGIONAL EFFECTS

The regional effects of a nihileth’s lair are the same as that of an
aboleth, except as following.

e Water sources within I mile of a nihileth’s lair are not only
supernaturally fouled but can spread the disease of the
nihileth. A creature who drinks from such water must make a
successful DC 14 Constitution check or become infected.

NIHILETHIC ZOMBIE

Created by the diseased will of nihileths, these zombies do

their creator’s bidding without fear or hesitation. While their
appearance differs from typical zombies, they too move with the
same jerky motions and uneven gait as their undead brethren.
The skin and flesh of nihileth zombies is translucent and

slimy. They are adept swimmers, and they have no difficulty
functioning on dry land, always in service to their masters.

UNDEAD NATURE. A nihilethic zombie doesn't require air, food,
drink, or sleep.

NIHILETHIC ZOMBIE

Medium undead, neutral evil
Armor Class 9 (natural armor)
Hit Points 22 (3d8 + 9)
Speed 20 ft., swim 30 ft.

STR DEX CON INT WIS CHA
13 (+1) 6(-2) 16 (+3) 3(-4) 6(-2) 5(-3)

Saving Throws Wis +0

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities cold, necrotic, poison; bludgeoning,
piercing and slashing from nonmagical weapons (only when in

ethereal form)
9




A o TOME OF BEASTS

Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 8

Languages understand Void Speech
and the languages it knew in life but
can't speak

Challenge 1 (200 XP)

Undead Fortitude. If damage reduces
the nihileth to 0 hit points, it must
make a Constitution saving throw
with a DC of 5 + the damage taken,
unless the damage is radiant or from
a critical hit. On a success, the nihileth
drops to 1 hit point instead.

Dual State: Like its nihileth creator, a
nihilethic zombie can assume either
a material or ethereal form. When in
its material form, it has resistance to
nonmagical weapons. In its ethereal
form, it is immune to nonmagical
weapons. Its ethereal form appears as
a dark purple outline of its material
form, with a blackish-purple haze
within.

ACTIONS

Slam (Material Form Only). Melee
Weapon Attack: +3 to hit, reach
5 ft, one target. Hit: 4 (1d6 + 1)
bludgeoning damage and the
target must make a successful DC 13
Constitution saving throw or become
diseased. The disease has little effect for 1
minute; during that time, it can be removed
by bless, lesser restoration, or comparable
magic. After 1 minute, the diseased creature’s skin
becomes translucent and slimy. The creature cannot
regain hit points unless it is at least partially underwater, and
the disease can only be removed by heal or comparable magic.
Unless the creature is either fully submerged or frequently
doused with water, it takes 6 (1d12) acid damage every 10
minutes. If a creature dies while diseased, it rises in 2d6 rounds
as a nihilethic zombie. This zombie is permanently dominated
by the nihileth that commands the attacking zombie.

Void Speech is the language of creatures of the Outer
Darkness in the Midgard Campaign Setting, spoken by
vile things that are malevolent towards humans and their
allies, and that seek to bring about ruinous apocalypse of
dark gods. Substitute any ancient language with an evil

reputation if you are using another setting.

0

Withering Touch (Ethereal Form): Melee Weapon Attack: +3 to
hit, reach 5 ft,, one target. Hit: 4 (1d6 + 1) necrotic damage.

Form Swap: As a bonus action, the nihilethic zombie can alter
between its material and ethereal forms at will.

Sacrifice Life. A nihilethic zombie can sacrifice itself to heal
a nihileth within 30 feet of it. All of its remaining hit points
transfer to the nihileth in the form of healing. The nihilethic
zombie is reduced to 0 hit points and it doesn’t make an
Undead Fortitude saving throw. A nihileth cannot be healed
above its maximum hit points in this manner.

REACTIONS

Void Body: The nihilethic zombie can reduce the damage it
takes from a single source by 1d12 points. This reduction
cannot be applied to radiant damage.
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ABOMINABLE BEAUTY

An otherworldly bumanoid of such indescribable beauty, it pains Deafening Voice (Recharge 5-6). An abominable beauty’s
anyone’s eyes to gaze upon ber. voice is lovely, but any creature within 90 feet and able

to hear her when she makes her Deafening Voice attack
must succeed on a DC 16 Constitution saving throw or be
permanently deafened.

BEAUTY THAT DESTROYS. An abominable beauty is so perfect
that her gaze blinds, her voice is so melodious that no ears can
withstand it, and her touch is so tantalizing that it burns like
fire. In adolescence, this fey creature adopts features that meet
the superficial ideals of the nearest humanoid population:
long-legged elegance near elves, a stout figure with lustrous hair
near dwarves, unscarred or emerald skin near goblins.

JEALOUSs AND CRUEL. Abominable beauties are so consumed
with being the most beautiful creature in the region that they
almost invariably grow jealous and paranoid about potential
rivals. Because such an abominable beauty cannot abide
competition, she seeks to kill anyone whose beauty is compared
to her own.

MALE oF THE SPECIES. Male abominable beauties are rare

but even more jealous in their rages.

ABOMINABLE BEAUTY

Medium fey, neutral evil

Armor Class 18 (natural armor)
Hit Points 187 (22d8 + 88)
Speed 30 ft.

STR DEX CON INT WIS CHA
17 (+3) 18(+4) 18(+4) 17(+3) 16(+3) 26(+8)

Saving Throws Dex +8, Con +8, Cha +12

Skills Deception +12, Perception +7, Performance +12,
Persuasion +12

Damage Immunities fire

Senses passive Perception 17

Languages Common, Draconic, Elven, Sylvan
Challenge 11 (7,200 XP)

Burning Touch. The abominable beauty's slam attacks do 28
(8d6) fire damage. A creature who touches her also takes 28
(8d6) fire damage.

ACTIONS

Multiattack. The abominable beauty makes two slam
attacks.

Slam. +8 to hit, reach 5 ft., one target. Hit: 7 (1d8 + 3)
damage plus 28 (8d6) fire damage.

Blinding Gaze (Recharge 5-6). A creature within
30 feet of the abominable beauty who is targeted
by this attack and who meets the abominable
beauty's gaze must succeed on a DC 17 Charisma
saving throw or be blinded. If the saving throw
succeeds, the target creature is permanently immune
to this abominable beauty's Blinding Gaze.
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AccursED DEFILER

e

A gaunt figure in a tattered black mantle shrouded in a cloud of
whirling sand. Thin cracks run across its papyrus-dry skin and
around its hollow, black eyes.

CURSED TO WANDER AND THIRST. Accursed defilers are the
remnants of an ancient tribe that desecrated a sacred oasis.

For their crime, the wrathful spirits cursed the tribe to forever
wander the wastes attempting to quench an insatiable thirst.
Each defiler carries a parched sandstorm within its lungs and in
the flowing sand in its veins. Wherever they roam, they leave only
the desiccated husks of their victims littering the sand.

Un~cEeAsING HATRED. The desperate or foolish sometimes
try to speak with these ill-fated creatures in their

archaic native tongue, to learn their secrets or to

bargain for their services, but a defiler’s heart is blackened
with hate and despair, leaving room for naught but woe.

SERVANTS TO GREAT EvIL. On very rare occasions, accursed
defilers serve evil high priests, fext, or soulsworn warlocks

as bodyguards and zealous destroyers, eager to spread the
withering desert’s hand to new lands.

UNDEAD NATURE. An accursed defiler doesn’t require air,
food, drink, or sleep.

ACCURSED DEFILER

Medium undead, neutral evil
Armor Class 12
Hit Points 75 (10d8 + 30)

Speed 30 ft.
STR DEX CON INT wis CHA
19 (+4) 14 (+2) 17 (+3) 6 (-2) 15 (+2) 14 (+2)

Skills Perception +4, Stealth +4

Damage Resistances necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
poisoned

Senses darkvision 60 ft., passive Perception 14
Languages understands an ancient language, but can't speak
Challenge 4 (1,100 XP)

Cursed Existence. When it drops to 0 hit points in desert
terrain, the accursed defiler’s body disintegrates into sand
and a sudden parched breeze. However, unless it was killed
in a hallowed location, with radiant damage, or by a blessed
creature, the accursed defiler reforms at the next sundown
1d100 miles away in a random direction.

Sand Shroud. A miniature sandstorm constantly whirls around
the accursed defiler in a 10-foot radius. This area is lightly
obscured to creatures other than an accursed defiler. Wisdom
(Survival) checks made to follow tracks left by an accursed
defiler or other creatures that were traveling in its sand shroud
are made with disadvantage.

2 )

ACTIONS

Multiattack. The accursed defiler makes two slam attacks.

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 11 (2d6 + 4) bludgeoning damage. If a creature is hit by
this attack twice in the same round (from the same or different
accursed defilers), the target must make a DC 13 Constitution
saving throw or gain one level of exhaustion.

Sandslash (Recharge 5-6). As an action, the accursed defiler
intensifies the vortex of sand that surrounds it. All creatures
within 10 feet of the accursed defiler take 21 (6d6) slashing
damage, or half damage with a successful DC 14 Dexterity
saving throw.
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Alas are born from galls that grow on treant trunks. Within this
parasitic pocket, an ala sickens the treant and consumes its life
force. When the treant dies, the ala is born in a black whirlwind.

DAUGHTERS OF THE WHIRLWIND. Alas have windblown
hair and wear smoky black rags, but their true form is that of a
whirlwind, which can always be seen by sestaci, those men and
women with six digits on each hand. In flight or in battle, an
ala takes on a form with the upper body of a hag and a whirling
vortex of air in place of hips and legs. When an ala enters a house
in human form, the whole building groans in protest, as if it had
been struck by a powerful stormwind.

Alas live in the hollows of trees that were struck by lightning.
They are most active when thunder rocks the forest, and when
they travel hail or thunderstorms spawn around them.

Enormous APPETITES. The huge-mouthed alas have voracious
appetites. In the wild, they devour wolves, bears, and badgers.
They prefer to hunt in settled areas, however, because they favor
the taste of innocents above all else. Unsavory tribes of savage
humanoids may beg an ala’s favor (or divert its wrath) with gifts
of bound captives.

ENERGIZED BY STORMS. In battle, an ala is constantly on the
move, weaving between foes like the wind. It tears at its foes
with claws and a poisonous bite, or throws wicked lightning
bolts and hailstorms from afar. Woe betides the hero who
confronts an ala while a storm rages overhead, because such
storms energize the ala and make its lightning stronger.
Because alas wield lightning with such mastery, some

sages associate them with

the god of lightning.

Medium fey, chaotic evil

Armor Class 17 (natural armor)
Hit Points 127 (15d8 + 60)
Speed 30 ft., fly 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 16(+3) 18(+4) 10(+0) 16(+3) 8(-1)

Skills Athletics +8, Perception +9, Stealth +6
Damage Immunities lightning, poison, thunder
Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 19
Languages Common, Draconic

Challenge 8 (3,900 XP)

Flyby. The ala doesn't provoke an opportunity attack when it
flies out of an enemy’s reach.

Poison Flesh. The ala’s poison infuses its flesh. A creature that
makes a successful bite attack against an ala must make a DC
16 Constitution saving throw; if it fails, the creature takes 10
(3d6) poison damage.

Storm’s Strength. If an electrical storm is raging around an ala
and its target, the saving throw against Lightning’s Kiss is made
with disadvantage.

ACTIONS

Multiattack. The ala makes two claw attacks or one claw and
one bite attack.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit:
10 (1d10 + 5) piercing damage, and the target must succeed
on a DC 16 saving throw or take 10 (3d6) poison damage.

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

Lightning’s Kiss (Recharge 5-6). One target within 50 feet
must make a DC 16 Dexterity saving throw. It takes 28 (8d6)
lightning damage on a failed save, or half as much damage on
a successful one.
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ALGORITH

Sometimes called folding angels, algoriths are lawful beings made
from sheer force, pure math, and universal physical laws.

CREATURES OF PURE REAsON. They are the border guards of
the Conceptual Realms, warding subjective beings from the
Realms of the Absolute. Eternal, remorseless, and unceasingly
vigilant, they guard against the monstrosities that lurk in

the multiverse’s most obscure dimensions, and seek out and
eliminate chaos even from the abodes of the gods.

Foks or CHAO0s. They visit mortal realms when chaos threatens
to unravel a location, or when the skeins of fate are tangled. On
some occasions, an algorith will serve a god of Law or answer the
summons of a skein witch.

Algoriths fight with conjured blades of force, and they can
also summon universal energy that deconstructs randomness,
weakening enemies or reducing them to finely ordered
crystalline dust.

SociAL BuT MYSTERIOUS. In groups, they move and fight in
silent coordination. Only tiny variations in the formulas etched
into their skins identify one algorith from another. Five is a
number of extreme importance to all algoriths, but few are
willing (or able) to explain why to anyone who isn’t an algorith.
Algoriths may have castes, ranks, or commanders, but no mortal
has decoded the mathematical blazons adorning their flesh. The
algoriths themselves refuse to discuss these formulas with those
who do not comprehend them.

CoNsTRUCTED NATURE. An algorith doesn’t require air, food,
drink, or sleep.

Medium construct, lawful neutral
Armor Class 18 (natural armor)
Hit Points 136 (16d8 + 64)
Speed 40 ft., fly 40 ft.

STR DEX CON INT WIS CHA
21 (+5) 14(+2) 19 (+4) 13(+1) 16(+3) 18(+4)

Saving Throws Dex +6, Con +8, Wis +7, Cha +8

Skills Athletics +9, Insight +7, Investigation +5, Perception +7

Damage Resistances acid, cold, lightning

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 17

Languages Common, Celestial, Draconic, Infernal

Challenge 10 (5,900 XP)

Immutable Form. The algorith is immune to any spell
or effect that would alter its form.

Innate Spellcasting. The algorith’s innate spellcasting
ability is Charisma (spell save DC 16). It can innately cast
the following spells, requiring no material components:
At will: aid, blur, detect magic, dimension door

4 )

5/day each: dispel magic
1/day: commune (5 questions), wall of force

ACTIONS

Multiattack. The algorith makes two logic razor attacks.

Logic Razor. Melee Weapon Attack: +9 to hit, reach 5 ft,, one
target. Hit: 31 (4d12 + 5) force damage.

Cone of Negation (Recharge 5-6). An algorith can project a
cone of null energy. Targets inside the 30 foot cone take 42
(12d6) force damage and suffer the effect of a dispel magic spell.
A successful DC 16 Dexterity saving throw reduces the damage to
half and negates the dispel magic effect on that target.

Reality Bomb (5/Day). The algorith can summon forth a tiny
rune of law and throw it as a weapon. Any creature within 30
feet of the square where the reality bomb lands takes 21 (6d6)
force damage and is stunned until the start of the algorith's
next turn. A target that makes a successful DC 16 Dexterity
saving throw takes half damage and isn't stunned.
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Alseids are the graceful woodland cousins to centaurs, with the
slender upper body of an elf and the lower body of a deer. Because
they are rarely seen far from the wooded glades they call home,
they are sometimes called “grove nymphs,” despite being more
closely related to elves than nympbhs.

ForesT GUARDIANS. Alseids see the forest as an individual
and a friend. They are suspicious of outsiders who do not
share this view. Lost travelers who demonstrate deep
respect for the forest may spot a distant alseid’s white tail;
if they chase after it as it bounds away, the sympathetic
alseid may lead it toward a road or trail that can carry

them out of the forest. Disrespectful strangers may

follow the same tail to their doom. Alseids have no
compunction about slaughtering trespassers who burn

or cut down their forest.

ANTLERS SHOW STATUS. Alseids have antlers growing

from their foreheads. These antlers grow very slowly,
branching every 10 years for the first century of life.

Further points only develop with the blessing of the

forest. No fourteen-point imperial alseids are known

to exist, but many tribes are governed by princes with
thirteen points. Because antlers signify status, alseids never
use them in combat. Cutting an alseid’s antlers entirely off or
just removing points is a humiliating and grave punishment.

WHITE-TAILED WANDERERS. Alseids have a deep connection
with forest magic of all kinds, and their leaders favor the druid
and ranger classes.

Medium monstrosity, chaotic neutral
Armor Class 14 (leather armor)
Hit Points 49 (9d8 + 9)

Speed 40 ft.
STR DEX CON INT WIS CHA
13(+1) 17 (+3) 12 (+1) 8 (-1) 16 (+3) 8 (-1)

Skills Nature +3, Perception +5, Stealth +5, Survival +5
Senses darkvision 60 ft., passive Perception 15
Languages Common, Elvish, Sylvan

Challenge 1/2 (100 XP)

Woodfriend. When in a forest, alseid leave no tracks and
automatically discern true north.

ACTIONS

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

Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320 ft.,
one target. Hit: 6 (1d6+3) piercing damage.

An alseid grovekeeper has a challenge rating of 3 (700 XP).
Grovekeepers carry the wrath of their primordial home against
those who threaten it. The grovekeeper speaks Druidic and has
the following changes:

Armor Class 15 (studded leather Armor)
Hit Points 71 (13d8 + 13)
Spellcasting. The grovekeeper is a 5th-level spellcaster. Its

spellcasting ability is Wisdom (spell save DC 13, +5 to hit
with spell attacks). It has the following druid spells prepared:

Cantrips (at will): druidcraft, guidance, produce flame, shillelagh

1st (4 slots): animal friendship, cure wounds, faerie fire

2nd (3 slots): animal messenger, heat metal, lesser restoration

3rd (2 slots): call lightning, dispel magic

Replace the Alseid’s spear action option with the following:

Quarterstaff. Melee Weapon Attack: +3 to hit (+5 with
shillelagh), reach 5 ft., one creature.Hit: 4 (1d6 + 1) bludgeoning
damage or 5 (1d8 + 1) bludgeoning damage if used in two
hands, or 7 (1d8 + 3) bludgeoning damage with shillelagh.
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AMPHIPTERE

The amphiptere is most commonly found as a flight of gold-crested,
bat-winged serpents bursting from the foliage.

TiNny WyVERNS. An amphiptere has batlike wings and a stinger
similar to a wyvern’s at the end of its tail. Their reptilian bodies
are scaly, but their wings sprout greenish-yellow feathers.

SwooPrING AND SWIFT. They are surprisingly maneuverable in
spite of their size, able to change direction suddenly and make
deadly hit-and-run strikes. They swoop in and out of combat,
snapping at targets with their needlelike teeth and striking with
their envenomed stingers. Once a foe is poisoned and injured,
they hover closer in a tightly packed, flapping mass of fangs,
battering wings, and jabbing stingers.

STRENGTH IN FLocks. Despite their fighting ability,
amphipteres are not particularly brave. Most often, they tend to
lurk in small flocks in dense foliage, where they can burst forth
in a flurry of wings when prey comes within view. They display
surprising cunning and tenacity in large groups; they may harass
foes for minutes or hours before closing in for the kill.

AMPHIPTERE

Medium beast, unaligned

Armor Class 15 (natural armor)

Hit Points 60 (8d8 + 24)

Speed 20 ft., climb 20 ft., fly 60 ft., swim 20 ft.

STR DEX CON INT WIS CHA
11 (+0) 18 (+4) 17 (+3) 2(-4) 16 (+3) 6(-2)

Skills Perception +5

Senses blindsight 10 ft., passive
Perception 15

Languages —
Challenge 3 (700 XP)

[

Flyby. The amphiptere doesn’t provoke an opportunity attack
when it flies out of an enemy’s reach.

Swarming. Up to two amphipteres can share the same space at
the same time. The amphiptere has advantage on melee attack
rolls if it is sharing its space with another amphiptere that isn't
incapacitated.

ACTIONS

Multiattack. The amphiptere makes one bite attack and one
stinger attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 7 (1d6 + 4) piercing damage.

Stinger. Melee Weapon Attack: +6 to hit, reach 5 ft., one
creature. Hit: 7 (1d6 + 4) piercing damage plus 10 (3d6)
poison damage, and the target must make a successful DC 13
Constitution saving throw or be poisoned for 1 hour.
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ANDRENJINYI

A gigantic, black-headed snake is over 60 feet long and sheathed in
brilliant scales, each andrenjinyi is splashed with vibrant patterns
of every imaginable color. The air around these serpents is heavy,
redolent of the quenched red desert after a torrential thunderstorm.

Andrenjinyi are the descendants of the Rainbow Serpent, the

first and greatest spirit of the world’s beginning. The Rainbow
Serpent’s children are dichotomous nature spirits of land and
sky, sun and rain, male and female, and birth and destruction.

LasT oF THEIR KinND. The Rainbow Serpent shed
andrenjinyi like cast-off scales during her primordial
wanderings, but she has created no more since she
ascended to the stars. While andrenjinyi are ageless
fertility spirits, they cannot themselves reproduce;
each one is an irreplaceable link to primeval creation.

Hun~t AND TRANSFORM. Andrenjinyi are naturally
aquatic, preferring to live in deep, fresh, life-
giving rivers and lakes. The serpents usually attack
intruders unless they approach with the correct
rites or offerings, which require a successful DC
20 Intelligence (Religion) check.

Andrenjinyi hunt as other animals do, but they
transform devoured prey into unique species with
their Transmuting Gullet ability, creating mixed
gender pairs. An andrenjinyi’s sacred pool and
surroundings often shelters a menagerie of
strange and beautiful animals.
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DEMAND OBEDIENCE AND RrTuaL. When offered rituals and
obedience, andrenjinyi sometimes protect nearby communities
with drought-breaking rains, cures for afflictions, or the
destruction of rivals. Revered andrenjinyi take offense when
their petitioners break fertility and familial edicts, such as

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

Magic Weapons. The andrenjinyi's weapon attacks are magical.

ACTIONS

prohibitions on incest, rape, and matricide, but also obscure
obligations including soothing crying infants and the ritual
sacrifice of menstrual blood. Punishments are malevolently
disproportionate, often inflicted on the whole community

and including baking drought, flooding rains, petrification,
pestilence, and animalistic violence. Thus, tying a community’s
well-being to an andrenjinyi is a double-edged sword.

ANDRENJINYI

Multiattack. The andrenjinyi makes two attacks, one with its
bite and one with its constriction. If both attacks hit the same
target, then the target is Swallowed Whole.

Bite. Melee Weapon Attack: +15 to hit, reach 20 ft., one target.
Hit: 36 (4d12 + 10) piercing damage.

Constrict. Melee Weapon Attack: +15 to hit, reach 5 ft,, one
target. Hit: 36 (4d12 + 10) bludgeoning damage, and the target
is grappled (escape DC 20). Until this grapple ends the target is

Gargantuan celestial, neutral

Armor Class 18 (natural armor)

Hit Points 228 (13d20 + 91)

Speed 60 ft., burrow 20 ft., climb 20 ft., swim 60 ft.

STR DEX CON INT WIS CHA
30 (+10) 17 (+3) 25(+7) 10 (+0) 18 (+4) 23 (+6)

Saving Throws Con +12, Wis +9, Cha +11
Skills Arcana +5, Perception +9, Religion +5
Damage Resistances acid, cold, fire, lightning
Damage Immunities psychic

Senses darkvision 60 ft., tremorsense 120 ft., passive
Perception 19

Languages Common, Celestial, Giant, Sylvan
Challenge 15 (13,000 XP)

Amphibious. The andrenjinyi can breathe air and water.
Innate Spellcasting. The andrenjinyi's spellcasting ability is
Charisma (spell save DC 19, +11 to hit with spell attacks). It
can innately cast the following spells, requiring only verbal
components:
At will: create water, speak with animals, stoneshape
3/day each: control weather, dispel magic, reincarnate
1/day each: blight, commune with nature, contagion, flesh to
stone, plant growth

Tl RO SERPIEN

When the flat, featureless earth slept untouched by plants,
animals, or gods, the Rainbow Serpent awoke and shaped
the world with her mountainous body—rivers her winding
tracks, lakes the hollows where she slept, and hills the
remnants of her burrowing. When she tired of wandering,
she gave birth to all of the land’s animals.

The Rainbow Serpent then made laws for all to obey and
turned lawbreakers into mountains and hills, never to
walk the world again. Those who kept the laws were given
humanoid forms and sentience. Her work completed,
the Rainbow Serpent now sleeps in the stars, leaving her
spirit-children, the andrenjinyi, watching over creation.

Clerics who follow the Rainbow Serpent must choose

kthe Life domain. J

B )

restrained, and the andrenjinyi can't constrict another target.

Rainbow Arch. The andrenjinyi can instantaneously teleport
between sources of fresh water within 1 mile as an action.

It can't move normally or take any other action on the turn
when it uses this power. When this power is activated, a
rainbow manifests between the origin and destination, lasting
for 1 minute.

Swallow Whole. If the bite and constrict attacks hit the same
target in one turn, the creature is swallowed whole. The
target is blinded and restrained, and has total cover against
attacks and other effects outside the andrenjinyi. The target
takes no damage inside the andrenjinyi. The andrenjinyi
can have three Medium-sized creatures or four Small-sized
creatures swallowed at a time. If the andrenjinyi takes 20
damage or more in a single turn from a swallowed creature,
the andrenjinyi 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 5 feet of the
andrenjinyi. If the andrenjinyi is slain, a swallowed creature is
no longer restrained by it and can escape from the andrenjinyi
by using 15 feet of movement, exiting prone. The andrenjinyi
can regurgitate swallowed creatures as a free action.

Transmuting Gullet. When a creature is swallowed by an
andrenjinyi, it must make a successful DC 19 Wisdom saving
throw each round at the end of its turn or be affected by true
polymorph into a new form chosen by the andrenjinyi. The
effect is permanent until dispelled or ended with a wish or
comparable magic.



ANGATRA

TOME OF BEASTS o A

This withered creature wrapped in gore-stained rags. They can pull
back a tattered hood to reveal glowing eyes bungry with bloodlust.

In certain tribes, the breaking of local taboos invites terrible
retribution from ancestral spirits, especially if the transgressor
was a tribal leader or elder. The transgressor is cursed and cast
out from the tribe, and then hunted and executed.

Bounp REMAINS ENTOMBED. The body is wrapped head to
toe in lamba cloth to soothe the spirit and to bind it within the
mortal husk, then sealed in a tomb far from traditional burial
grounds so none may disturb it and its unclean spirit does not
taint the blessed dead.

Svrow RituaL CLEANSING. Each such body is visited every ten
years as the tribe performs the famadihana ritual, replacing the
lamba bindings and soothing the suffering of the ancestors.
Over generations, this ritual expiates their guilt, until

at last the once-accursed ancestor is admitted through

the gates of the afterlife. If a spirit’s descendants

abandon their task, or if the sealed tomb is violated,

the accursed soul becomes an angatra.

ANGRY SPIRIT. The creature’s form becomes

animated by a powerful and malicious ancestor

spirit and undergoes a horrible metamorphosis

within its decaying cocoon. Its fingernails grow into
scabrous claws, its skin becomes hard and leathery, and

its withered form is imbued with unnatural speed and

agility. Within days, the angatra gathers strength and tears its
bindings into rags. It seeks out its descendants to to share the
torment and wrath it endured while its spirit lingered.

ANGATRA

Medium undead, neutral evil
Armor Class 17 (natural armor)
Hit Points 85 (10d8 + 40)

Speed 50 ft.
STR DEX CON INT WIS CHA
14 (+2) 20 (+5) 18 (+4) 8 (-1) 12 (+1) 15 (+2)

Skills Perception +4, Stealth +8

Damage Resistances necrotic; bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
poisoned

Senses darkvision 60 ft., passive Perception 14
Languages all languages it knew in life
Challenge 6 (2,300 XP)

Agonizing Gaze. When a creature that can see the angatra’s
eyes starts its turn within 30 feet of the angatra, it must make a
DC 13 Charisma saving throw if the angatra isn’t incapacitated
and can see the creature. On a failed saving throw, the creature
has its pain threshold lowered, so that it becomes vulnerable
to all damage types until the end of its next turn. Unless it's

surprised, a creature can avoid the saving throw by averting
its eyes at the start of its turn. A creature that averts its eyes
can't see the angatra for one full round, when it chooses anew
whether to avert its eyes again. If the creature looks at the
angatra in the meantime, it must immediately make the save.

Ancestral Wrath. The angatra immediately recognizes any
individual that is descended from its tribe. It has advantage
on attack rolls against such creatures, and those creatures
have disadvantage on saving throws against the angatra’s
traits and attacks.

ACTIONS

Multiattack: The angatra makes two attacks with its claws.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature.
Hit: 10 (2d4 + 5) piercing damage, and the creature must
succeed on a DC 15 Constitution saving throw or be paralyzed
by pain until the end of its next turn.

18




A o TOME OF BEASTS

e

ANGEL, CHAINED

Their wings are still feathered, but their soulless eyes betray a great
rage and thirst for blood. They invariably wear chains, shackles,
barbed flesh hooks, or manacles to show their captive state. Some
bave beavy chain leashes beld by arch-devils or major demons.

All chained angels bave halos of pure black, and many bave been
flayed of their skin along one or more limbs.

BrOKEN AND CHAINED. These angels have been captured

by fiends, tortured, and turned to serve darkness. A pack of
chained angels is considered a status symbol among the servants
of evil. A chained angel fights for the forces of evil as long as they
remain chained, and this amuses demons and devils greatly.

CHANCE AT REDEMPTION. However, while their souls are
tainted with the blood of innocents, in their hearts chained
angels still hope to be redeemed, or at least to be given the solace
of extinction. Any creature that kills a chained angel is given a
gift of gratitude for the release of death, in the form of all the
effects of a heroes' feast spell. If it cannot be redeemed, a chained
angel is a storm of destruction.

ANGEL, CHAINED

Medium celestial, neutral evil
Armor Class 16 (natural armor)
Hit Points 88 (16d8 + 16)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 16(+3) 12(+1) 12(+1) 18(+4) 20 (+5)

Saving Throws Dex +6, Wis+7, Cha +8

Skills Perception +7

Senses darkvision 200 ft., passive Perception 17
Damage Resistances piercing

Damage Immunities fire, radiant

Languages Common, Celestial, Infernal
Challenge 8 (3,900 XP)

Redemption. Any caster brave enough to cast a knock spell
on a chained angel can remove the creature’s shackles—
but this always exposes the caster to a blast of unholy
flame as a reaction. The caster takes 16 (3d10) fire
damage and 16 (3d10) radiant damage, or half as much
with a successful DC 16 Dexterity saving throw. If the caster
survives, the angel makes an immediate DC 20 Wisdom saving
throw; if it succeeds, the angel’s chains fall away and it is
restored to its senses and to a Good alignment. If the saving
throw fails, any further attempts to cast knock on the angel’s
chains fail automatically for one week.

ACTIONS

Multiattack. The chained angel makes two fiery greatsword
attacks.

Fiery Greatsword. Melee Weapon Attack. +7 to hit, reach 5 ft,,
one target. Hit: 11 (2d6 + 4) slashing damage plus 16 (3d10)
fire damage.

a )

Fallen Glory (Recharge 5-6). All creatures within 50 feet of the
chained angel and in its line of sight take 19 (3d12) radiant
damage and are knocked prone, or take half damage and
aren't knocked prone with a successful DC 15 Strength saving
throw.

REACTION

Fiendish Cunning. \When a creature within 60 feet casts a divine
spell, the chained angel can counter the spell if it succeeds on
a Charisma check against a DC of 10 + the spell’s level.
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What appears to be a mated pair of animals changes shape into
two celestials. Their humanoid forms still bear some marks of
their animal selves. They move in perfect harmony.

Fidele angels form from souls so devoted to each other that
their love transcends death.

FrIENDS TO LOVERS. Fideles are charged with exhorting
mortals to respect the bonds of partnership. They assist lovers
facing obstacles and punish the enemies of love. Where there is
a conflict between two cultures’ laws in love, they prefer the
result that keeps the beloved together.

Quietr DipLoMATS. They prefer diplomacy to force and, despite
the urgency of love, they’ve been known to live secretly among
mortals for years or decades while waging quiet campaigns
against social mores and cultural norms that keep love from
achieving its full potential.

RAGE oF Pass1ioN. When love is denied, or when kept apart,
fidele angels can enter towering rages and an anger born of
passionate righteousness.

Medium celestial, lawful good
Armor Class 16 (natural armor)
Hit Points 104 (16d8 + 32)

Speed 40 ft., fly 40 ft. (angelic form), or 10 ft., fly 80 ft.
(eagle form)

STR DEX CON INT WIS CHA
20 (+5) 18 (+4) 1l4(+2) 14 (+2) 16 (+3) 18 (+4)

Saving Throws Dex +7, Con +5, Int +5, Wis +6, Cha +7

Skills Insight +6, Perception +6

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

Damage Immunities acid, cold

Condition Immunities charmed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 16

Languages Common, Celestial, Infernal

Challenge 5 (1,800 XP)

Shapechange. The angel can change between winged celestial
form, its original mortal form, and that of a Medium-sized
eagle. Its statistics are the same in each form, with the
exception of its attacks in eagle form.

Ever Touching. Fidele angels maintain awareness of their mate's
disposition and health. Damage taken by one is split evenly
between both, with the original target of the attack taking the
extra point when damage doesn’t divide evenly. Any other
baneful effect, such as ability damage, affects both equally.

Innate Spellcasting. The angel’s innate spellcasting ability
is Wisdom (spell save DC 14, +6 to hit with spell attacks). It
can innately cast the following spells, requiring no material
components:

At will: guidance, light, purify food and drink, spare the dying
3/day: cure wounds, scorching ray (5 rays)

1/day: bless, daylight, detect evil and good, enhance ability,
hallow, protection from evil and good

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

Magic Weapons. The angel's weapon attacks are magical while
it is in eagle form.

To My Lover's Side. If separated from its mate, each fidele angel
can use both plane shift and teleport 1/day to reunite.

Unshakeable Fidelity. Fidele angels are never voluntarily
without their partners. No magical effect or power can
cause a fidele angel to act against its mate, and no charm or
domination effect can cause them to leave their side or to
change their feelings of love and loyalty toward each other.

ACTIONS

Multiattack. The angel makes two longsword attacks or two
longbow attacks; in eagle form, it instead makes two talon
attacks and one beak attack.

+1 Longsword (Mortal or Angel Form Only). Melee Weapon
Attack: +9 to hit, reach 5 ft,, one target. Hit: 10 (1d8 + 6)
slashing damage or 11 (1d10+ 6) slashing damage if used with
two hands.

+1 Longbow (Mortal or Angel Form Only). Ranged Weapon
Attack: +8 to hit, range 150/600 ft., one target. Hit: 9 (1d8 + 5)
piercing damage.

Beak (Eagle Form Only). Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 9 (1d8 + 5) piercing damage.

Talons (Eagle Form Only). Melee Weapon Attack: +8 to hit,
reach 5 ft,, one target. Hit: 12 (2d6 + 5) slashing damage.
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ANGLER WORM

As patient as a fisherman, the angler worm lights a beacon in the
darkness and waits for its next meal.

S1LK SNARES. The angler worm burrows into the ceilings of
caves and tunnels, where it creates snares from strong silk
threads coated with sticky mucus. It then lures prey into its
snares while remaining safely hidden itself, emerging only to
feed. With dozens of snares, food always comes to the angler
worm eventually.

ANGLER WORM

Huge monstrosity, unaligned
Armor Class 14 (natural armor)
Hit Points 133 (14d12 + 42)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
14 (+2) 5(-3) 16 (+3) 3 (-4) 14 (+2) 1(-5)

Damage Immunities poison

Condition Immunities blinded, charmed, deafened,
poisoned, prone

Senses tremorsense 60 ft., passive Perception 12
Languages —
Challenge 4 (1,100 XP)

Spider Climb. The worm can climb difficult surfaces,
including upside down on ceilings and along its
snare lines, without needing an ability check. The
angler worm is never restrained by its own or
other angler worms’ snare lines.

Keen Touch. The angler worm has advantage
on Wisdom (Perception) checks that rely
on vibrations.

Transparent Trap. A successful DC 12
Wisdom (Perception) check must be made
to spot angler worm snare lines, and the
check is always made with disadvantage unless
the searcher has some means of overcoming
the snares’ invisibility. A creature that enters a
space containing angler worm snare lines must
make a successful DC 12 Dexterity saving throw or
be restrained by the sticky snares (escape DC 14).
This saving throw is made with disadvantage if the
creature was unaware of the snare lines’ presence.

ACTIONS

Multiattack. An angler worm makes one bite attack.
It also makes one coils attack against every enemy
creature restrained by its threads and within reach of its
coils—once it has coiled around one creature it stops coil
attacks against others.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature.
Hit: 9 (2d6 + 2) piercing damage plus 3 (1d6) acid damage.

/Al

Coils. Melee Weapon Attack: +4 to hit, reach 10 ft., one creature.
Hit: 13 (3d8) acid damage, and the target creature must
make a successful DC 12 Dexterity saving throw or be pulled
adjacent to the angler worm (if it wasn't already) and grappled
in the angler worm'’s coils (escape DC 12). While grappled
this way, the creature is restrained by the angler worm (but
not by its snare lines), it can't breathe, and it takes 22 (5d8)
acid damage at the start of each of the angler worm’s turns. A
creature that escapes from the angler worm'’s coils may need
to make an immediate DC 12 Dexterity saving throw to avoid
being restrained again, if it escapes into a space occupied by
more snare lines.

Ethereal Lure (Recharge 4-6). The angler worm selects a spot
within 20 feet of itself; that spot glows with a faint, blue light
until the start of the worm’s next turn. All other creatures
that can see the light at the start of their turn must make a
successful DC 12 Wisdom saving throw or be charmed until
the start of their next turn. A creature charmed this way must
Dash toward the light by the most direct route, automatically
fails saving throws against being restrained by snare lines, and
treats the angler worm as invisible.
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ANT, IANT

Several pony-sized ants swarm around an ant the size of a draft horse,
clacking their serrated mandibles and threatening with their stingers.

Giant ants look much like a normal ant with six legs, a waspish
segmented body, and large antenna. Their hides are covered in
thick chitin, and they have large, serrated mandibles flanking
their mouths and stingers on their tails. These stingers are

the size of a shortsword, and they’re capable of stabbing and
poisoning a human to death.

CoLroNY DEFENDERS. Giant ants form colonies under the
control of a queen much like their normal-sized cousins.
Sterile females form castes with the workers building the nest
and caring for larvae. Queens and male drones rarely leave
the colony. Soldiers defend the colony and forage for food.

CarRyY PrREY HoME. Giant ants are both predators and
scavengers, working in organized groups to bring down
large prey and carry it back to the nest. Giant ants
tend to ignore animals away from the colony when not
foraging for food, but they quickly move to overwhelm
prey when hungry or threatened.

A giant ant stands nearly four feet tall and weighs
400 pounds, while a giant ant queen is over five
feet tall and weighs 9goo pounds. Giant ants
communicate with each other primarily with
pheromones but also use sound and touch.

Large beast, unaligned
Armor Class 14 (natural armor)
Hit Points 52 (7d10 + 14)

Speed 40 ft.
STR DEX CON INT wis CHA
15 (+2) 13 (+1) 15(+2) 1(-5) 9(-1) 2 (-4)

Senses blindsight 60 ft., passive Perception 9
Languages —
Challenge 2 (450 XP)

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

ACTIONS

Multiattack. The giant ant makes one bite attack and one sting
attack.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft.,, one target. Hit:
6 (1d8 + 2) bludgeoning damage and the target is grappled
(escape DC 12). Until this grapple ends, the target is restrained
and the giant ant can't bite a different target.

Sting. Melee Weapon Attack: +4 to hit, reach 5 ft,, one target.
Hit: 6 (1d8 + 2) piercing damage plus 22 (4d10) poison
damage, or half as much poison damage with a successful
DC 12 Constitution saving throw.

GIANT ANT QUEEN

Large beast, unaligned
Armor Class 15 (natural armor)
Hit Points 85 (10d10 + 30)

Speed 40 ft.
STR DEX CON INT WIS CHA
17 (+3) 13(+1) 16(+3) 2(-4) 11(+0) 4(-3)

Senses blindsight 60 ft., passive Perception 10
Languages —
Challenge 4 (1,100 XP)

Keen Smell. The giant ant queen has advantage on Wisdom
(Perception) checks that rely on smell.

Queen’s Scent. Giant ants defending a queen gain advantage
on all attack rolls.

ACTIONS

Multiattack. The giant ant queen makes two bite attacks and
one sting attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target. Hit:
7 (1d8 + 3) bludgeoning damage and the target is grappled
(escape DC 13). Until this grapple ends, the target is restrained,
and the giant ant can't bite a different target.

Sting. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target.
Hit: 7 (1d8 + 3) piercing damage plus 22 (4d10) poison
damage, or half as much poison damage with a successful DC
14 Constitution saving throw.
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ANUBIAN

An anubian’s swirling sand comes together to form a snarling,
canine-faced humanoid whose eyes shine with an eerie, blue glow.
Anubians are elementals summoned to guard tombs or protect
treasures.

PiLEs oF DusT. An anubian at rest resembles a pile of sand or
dust, often strewn about an already dusty location. When active,
it rises up to form a muscular humanoid with the head of a
jackal. A destroyed anubian collapses into an inert pile of sand.

DEeATH TO THE UNARMORED. In combat, anubians prefer to
fight unarmored foes rather than creatures wearing armor.
They associate unarmored creatures with spellcasters, and
their latent resentment over centuries of being summoned as
servants drives them to attack such figures when they aren’t
shackled by magical bondage.

SanpsTorRM TAG TEAMS. Anubians fight effectively as teams,
using their haboob attacks to corner and isolate the most
vulnerable targets.

ELEMENTAL NATURE. An anubian doesn’t require air, food,
drink, or sleep.

ANUBIAN

Medium elemental, chaotic evil
Armor Class 13
Hit Points 44 (8d8 + 8)

Speed 30 ft.
STR DEX CON INT WIS CHA
12(+1) 16(+3) 12(+1) 10(+0) 12(+1) 10(+0)

Skills Stealth +5 (+7 in sand terrain)

Damage Resistances bludgeoning, piercing, and slashing
from nonmagical weapons

Damage Immunities poison

Condition Immunities exhaustion, grappled, paralyzed,
petrified, poisoned, prone, restrained, unconscious

Senses darkvision 60 ft., tremorsense 30 ft., passive Perception 11
Languages Primordial
Challenge 2 (450 XP)

Sand Step. Instead of moving, the anubian’s humanoid form
collapses into loose sand and immediately reforms at another
unoccupied space within 10 feet. This movement doesn't
provoke opportunity attacks. After using this trait in sand
terrain, the anubian can Hide as part of this movement even
if under direct observation. Anubians can sand step under
doors or through similar obstacles, provided there’s a gap
large enough for sand to sift through.

Vulnerability to Water. For every 5 feet the anubian
moves while touching water or for every gallon of
water splashed on it, it takes 2 (1d4) cold damage.

An anubian completely immersed in water takes 10
(4d4) cold damage at the start of its turn.

/)

ACTIONS

Multiattack. The anubian makes two claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) slashing damage.

Haboob (1/Day). The anubian creates a sandstorm in a cylinder
30-feet high, that reaches to within 5 feet of it. The storm
moves with the anubian. The area is heavily obscured, and
each creature other than an anubian that enters the sandstorm
or ends its turn there must make a successful DC 13 Strength
saving throw or be restrained by it. Also, each creature other
than an anubian that ends its turn inside the sandstorm
takes 3 (1d6) slashing damage. The anubian can maintain the
haboob for up to 10 minutes as if concentrating on a spell.
While maintaining the haboob, the anubian’s speed is reduced
to 5 feet and it can’t sand step. Creatures restrained by the
sandstorm move with the anubian. A creature can free itself or
an adjacent creature from the sandstorm by using its action
and making a DC 13 Strength check. A successful check ends
the restraint on the target creature.
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ARBOREAL (JRAPPLER

Long, simian arms snake through the trees like furred serpents,
dangling from a shaggy, striped ape in the leafy canopy above and
trying to snare those below.

An arboreal grappler is a malformed creation of the gods,
a primate whose legs warped into long, muscular tentacles
covered in shaggy, red fur.

CARRY PREY TO THE HEIGHTS. Arboreal grapplers use their
long limbs to snatch prey and drag it behind them as they use
their powerful forelimbs to ascend to the highest canopy. Their
victims are constricted until their struggles cease and then are
devoured. Their flexible tentacles are ill-suited for terrestrial
movement; they must drag themselves clumsily across open
ground too wide to swing across.

CrLANS IN THE CANOPY. Arboreal grappler tribes build family
nests decorated with bones and prized relics of past hunts. These
nests are built high in the jungle canopy, typically 80 feet or
more above the ground. Clans of 40 or more spread across crude
villages atop the trees; in such large settlements, a third of

the population are juveniles. These nests are difficult to

spot from the ground; a DC 20 Wisdom (Perception)

check is required. A creature observing an arboreal

grappler as it climbs into or out of a nest has

advantage on the check.

Carn1vorous ELF HUNTERS. Grapplers
are carnivorous and prefer humanoid flesh,
elves in particular. Some suggest this arises
from hatred as much as from hunger, a cruel
combination of fascination and revulsion for
the walking limbs of humanoid creatures.

ARBOREAL GRAPPLER

Medium aberration, neutral evil
Armor Class 14 (natural armor)
Hit Points 90 (12d8 + 36)
Speed 10 ft., climb 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 16 (+3) 16(+3) 6(-2) 10(+0) 6(-2

Skills Acrobatics +5, Stealth +5

Senses darkvision 60 ft., passive Perception 10
Languages —

Challenge 3 (700 XP)

Spider Climb. The arboreal grappler can climb
difficult surfaces, including upside down on
ceilings, without needing to make an ability check.
Boscage Brachiation. The arboreal grappler doesn't
provoke opportunity attacks when it moves out of an
enemy's reach by climbing.

ACTIONS

Multiattack. The arboreal grappler makes one bite attack and
two tentacle attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature.
Hit: 6 (1d6 + 3) piercing damage.

Tentacle. Melee Weapon Attack: +5 to hit, reach 10 ft., one
target. Hit: 10 (2d6 + 3) bludgeoning damage, and the target
is grappled (escape DC 13). Until this grapple ends, the
target is restrained and the tentacle can't be used to attack a
different target. The arboreal grappler has two tentacles, each
of which can grapple one target. When the arboreal grappler
moves, it can drag a Medium or smaller target it is grappling
at full speed.
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ARIDNI

Both more rugged and more ruthless than normal pixies, the aridni
are an especially greedy breed of fey bandits and kidnappers.

PaLE ARCHERS. These ashen-faced fey with gray moth wings
fire green-glowing arrows with a sneer and a curse. Aridni prefer
ranged combat whenever possible, and they are quite difficult to
lure into melee. They sometimes accept a personal challenge o
respond to accusations of cowardice.

CarAvVAN RAIDERS. They’ve developed different magical
abilities that aid them well when they raid caravans for captives
to enslave and sell; charming foes into slavery is a favorite tactic.
WEALTH FOR STATUS. They delight in taking plunder from
humans and dwarves, not so much for its own sake but as a sign
of their power over mortals, and their contempt for those who

lack fey blood.

Small fey, neutral evil
Armor Class 15

Hit Points 82 (15d6 + 30)
Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
9(-1) 21 (+5) 14 (+2) 12(+1) 11(+0) 16(+3)

Saving Throws Dex +8

Skills Acrobatics +11, Perception +3, Stealth +11
Senses darkvision 60 ft., passive Perception 13
Languages Common, Gnoll, Sylvan, Void Speech
Challenge 5 (1,800 XP)

Flyby. The aridni doesn't provoke an opportunity attack when it
flies out of an enemy'’s reach.

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

Innate Spellcasting. The aridni's innate spellcasting
ability is Charisma (spell save DC 14). It can
innately cast the following spells:

At will: dancing lights, detect magic, invisibility
3/day: charm person, faerie fire, mage armor
1/day: spike growth

ACTIONS

Short Sword. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 8 (1d6 + 5) piercing damage.

Pixie Bow. Ranged Weapon Attack: +8 to hit, range 40/160 ft.,
one target. Hit: 7 (1d4 + 5) piercing damage.

Slaver Arrows. An aridni can add a magical effect in addition
to the normal damage done by its arrows. If so, the aridni
chooses from the following effects:

* Confusion. The target must succeed on a DC 14 Wisdom
saving throw or become confused (as the spell) for 2d4-1
rounds.

* Fear. The target must succeed on a DC 14 Wisdom saving
throw or become frightened for 2d4 rounds.

* Hideous Laughter. The target must succeed on a DC 14
Wisdom saving throw or become incapacitated for 2d4
rounds. While incapacitated, the target is prone and
laughing uncontrollably.

* Sleep. The target must succeed on a DC 14 Wisdom saving
throw or fall asleep for 2d4 minutes. The creature wakes up
if it takes damage or if another creature takes an action to
shake it awake.

il D\ gl gV LG AR

When the elves abandoned the mortal world and returned

to the elflands, not all of their fey servants went with them.
Some stayed by choice; some were abandoned as tainted, feral
broods; and some have remained to become servants of local
gods or human mages. Most of them are angry at humans

for their corruption of, and rebellions against, the elven

\_

courts and empires in Midgard. They seek to regain some of
their fallen fey wealth and glory from humans and dwarves by
stealing from, corrupting, and killing their ancient enemies.
Among these abandoned fey are the aridni (“slaver pixies”),
evil pixies suborned by the Slavers of Reth-Saal.

J
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An asasonbosam is a hirsute hulk with bulging, bloodshot eyes,
often perched high in a tree and ready to seize unwary passersby
with talons like rusty hooks.

IroN Hooxks AND FaNGs. They resemble hairy ogres from the
waist up, but with muscular and flexible legs much longer than
those of an ogre. These odd appendages end in

feet with hooklike talons, and both the creature’s

hooks and its fangs are composed of iron rather

than bone or other organic material. These iron

fangs and claws mark an asanbosam’s age, not

just by their size but also by their color. The

youngest specimens have shiny gray hooks

and fangs, while older ones have discolored

and rusty ones.

IroN EATERS. The asanbosam diet includes

iron in red meat, poultry, fish, and leaf
vegetables, and—in times of desperation—
grinding iron filings off their own hooks to slake
their cravings. The asanbosams’ taste for fresh
blood and humanoid flesh led to the folklore that

they are vampiric (not true).

TREE LAIRS. Asanbosams spend most of their

lives in trees, where they build nestlike houses or
platforms of rope and rough planks. They don’t fear
magic; most tribes count at least one spellcaster among its
members.

ASANBOSAM

Large aberration, chaotic evil
Armor Class 14 (natural armor)
Hit Points 102 (12d10 + 36)
Speed 40 ft., climb 15 ft.

STR DEX CON INT WIS CHA
18 (+4) 13 (+1) 17 (+3) 11(+0) 10(+0) 5(-3)

Skills Acrobatics +4, Perception +3, Stealth +4
Senses darkvision 60 ft., passive Perception 13
Languages Giant

Challenge 5 (1,800 XP)

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

Arboreal. While up in trees, the asanbosam can take the
Disengage or Hide action as a bonus action on each of
its turns.

ACTIONS

Multiattack. The asanbosam makes one bite
attack and one claws attack.

Bite. Melee Weapon Attack: +7 to hit, reach
5 ft., one target. Hit: 15 (2d10 + 4) piercing
damage. If the target is a creature, it must

succeed on a DC 14 Constitution saving throw against disease.
If the saving throw fails, the target takes 11 (2d10) poison
damage immediately and becomes poisoned until the disease
is cured. Every 24 hours that elapse, the creature must repeat
the saving throw and reduce its hit point maximum by 5 (1d10)
on a failure. This reduction lasts until the disease is cured. The
creature dies if the disease reduces its hit point maximum to 0.

Claws. Melee Weapon Attack: +7 to hit, reach 10 ft,, one target.
Hit: 20 (3d10 + 4) piercing damage, and the target is grappled
(escape DC 14). Until this grapple ends, the target is restrained
and the asanbosam can't claw a different target. If the target
is a creature, it must succeed on a DC 14 Constitution saving

throw against disease or
contract the disease
described in the bite
attack.
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AzzA GREMLIN

These tiny, bairless, rail-thin creatures crackle with static
electricity. Arcs of lightning snap between their long ears.

LicHTNING LOVERS. Azza gremlins live among storm clouds,
lightning-based machinery, and other places with an abundance
of lightning.

MagNETIC FLIGHT. Although wingless, their light bodies

are perfectly attuned to electromagnetic fields, giving them
buoyancy and flight. They love playing in thunderstorms and
riding lightning bolts between the clouds or between clouds and
the ground. They feed off lightning and love to see its effects on
other creatures.

WORK WITH SPELLCASTERS. Although they aren’t much more
than hazardous pests by themselves, more malicious creatures
and spellcasters that use lightning as a weapon work with azza
gremlins to amplify their own destructiveness.

Azza gremlins stand 12 to 18 inches tall and weigh approximately
81b.

Small fey, neutral

Armor Class 14

Hit Points 7 (2d6)

Speed 10 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
5(=3) 18 (+4) 10(+0) 12(+1) 13(+1) 10(+0)

Damage Immunities lightning, thunder
Senses darkvision 120 ft., passive Perception 11
Languages Common, Primordial

Challenge 1/4 (50 XP)

Contagious Lightning. A creature that touches the azza
gremlin or hits it with a melee attack using a metal weapon
receives a discharge of lightning. The creature must succeed
on a DC 10 Constitution saving throw or attract lightning
for 1 minute. For the duration, attacks that cause lightning
damage have advantage against this creature, the creature has
disadvantage on saving throws against lightning damage and
lightning effects, and if the creature takes lightning damage, it
is paralyzed until the end of its next turn. An affected creature
repeats the saving throw at the end of each of its turns, ending
the effect on itself on a success.

B )

ACTIONS

Lightning Jolt. Melee or Ranged Spell Attack: +6 to hit, reach 5
ft. or range 30 ft., one creature. Hit: 3 (1d6) lightning damage,
and the target is affected by Contagious Lightning.

REACTIONS

Ride the Bolt. The azza gremlin can travel instantly along any
bolt of lightning. When it is within 5 feet of a lightning effect,
the azza can teleport to any unoccupied space inside or within
5 feet of that lightning effect.
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BaBA YAGA'S HORSEMEN

These mounted knights wield great weapons as swift as dawn, as
bright as the blazing sun, and as cold as the grave. The white
borseman is a young rider full of promise, the

red rider a man in his prime, and the black

rider a scarred and bearded fellow, his eyes

dark and his mouth set in a grim frown. They

ride with purpose on powerful steeds.

Baba Yaga’s three horsemen are legends

in their own right. Bright Day, Red Sun,
and Black Night (also known as the White,
Red, and Black horsemen) are her faithful
emissaries, scouts, and warriors abroad.
The three horsemen change over time, but
they are typically male, human warriors.
Their appearance is distinctive: each
dresses in colors and lacquered armor

and trappings to suit their name, with
their magical horses colored to match.
Their roles appear to coincide with their
appointed offices, although their precise
relationship to Baba Yaga is the source of
much speculation.

VARIED ORIGIN. They may be serving
Grandmother Winter for a time in exchange for
a favor or bargain, or they may be cursed to
replace a previous horseman they slew. In
either case, Baba Yaga is the source of

their power. The horsemen are innately
connected to the domain of time; each
represents part of the day, as measured by
the sun. Bright Day is bound to and governs
dawn to mid-day, Red Sun from mid-day

to sundown, and Black Night rules until
daybreak. While Baba Yaga herself is

wily and capricious, her three horsemen

are bound to cosmological forces that are
uniform and constant, which is reflected in
their alignment and demeanor.

ONE RisEs, Two SET. The horsemen never co-exist

with one another except within the confines of their mistresses’
Dancing Hut and the fenced yard around it. Each one must yield
his presence on the Material Plane to his successor in rotation
(this varies on other planes, depending on intervals of day and

BABA YAGA'S HORSEMEN IN MIDGARD

The great witch Baba Yaga is a power to be reckoned with embodied forms of the times of day, and a symbol of Baba
in Midgard, always plotting with her daughters, the vila, and Yaga’s mastery of time itself. She uses nicknames for them,
seeking to gobble up the vile gnomes whose souls she claims calling them “My Bright Dawn, my Red Sun, and my Dark
are rightfully hers. Baba Yaga rules over great ley line magic, Midnight” because they are bound by time (and some
and commands the elements and enchantments with ease, but believe, because they control dawn, noon, and sunset). She
she cannot be everywhere at once. has many other servants as well, but the horsemen, her
Three of her most faithful servants are the White dancing hut, and the sorcerer Koshchei the Deathless are
kHorseman, the Red Horseman and the Black Horseman— three of the greatest. )
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Each horseman has unique senses, defenses, and special
abilities. Add the appropriate traits to the base horseman
traits for each of the horsemen as follows.

BrigHT DAY. The horseman gains darkvision 60 ft.,
resistance to cold and fire, and the following innate spells:

At will: sacred flame
2/day: daylight
RED Sun. The horseman gains immunity to being blinded,

charmed, and frightened, immunity to fire, and the
following innate spells:

2/day each: continual flame, scorching ray
Brack Ni1GgHT. The horseman can see perfectly in normal

and magical darkness, gains immunity to cold, and the
following innate spells:

At will: ray of frost
2/day: darkness

\ J

night). Forcing two horsemen to co-exist on the Material Plane
places a perilous strain on reality. Bringing all three together
could trigger a primal magical event or chronal catastrophe.

TiMELESS NATURE. The horsemen don’t age and don’t require
food, drink, or sleep.

BABA YAGA'S HORSEMEN, BASE

Medium fey, lawful neutral
Armor Class 20 (plate and shield)
Hit Points 171 (18d8 + 90)

Speed 30 ft.
STR DEX CON INT WIS CHA
22 (+6) 11 (+0) 21 (+5) 16 (+3) 18 (+4) 18 (+4)

Saving Throws Dex +4, Wis +8
Skills Arcana +7, Athletics +10, History +7, Perception +8

Damage Resistances bludgeoning, piercing, and slashing
damage from nonmagical weapons

Damage Immunities lightning, poison

Condition Immunities exhaustion, paralyzed, poisoned
Senses passive Perception 18

Languages Celestial, Common, Infernal; telepathy 100 ft.
Challenge 11 (7,200 XP)

Innate Spellcasting. The horseman is a 12th-level spellcaster.
Its spellcasting ability is Charisma (save DC 16, +8 to hit with
spell attacks). It can innately cast the following spells, requiring
no material components:
1/day each: dimension door, fire shield, haste, slow
3/day each: ethereal jaunt, phantom steed (appears as a horse

colored appropriately to the horseman), plane shift (self and
steed only)

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

Peerless Rider. Any attacks directed at the horseman’s mount
targets the horseman instead. Its mount gains the benefit
of the rider's damage and condition immunities, and if the
horseman passes a saving throw against an area effect, the
mount takes no damage.

Quick Draw. The horseman can switch between wielding its
lance and longsword as a bonus action.

ACTIONS

Multiattack. The horseman makes three attacks with its lance
or longsword. It can use Temporal Strike with one of these
attacks when it is available.

Lance. Melee Weapon Attack: +10 to hit, reach 10 ft.
(disadvantage within 5 ft.), one target. Hit: 12 (1d12 + 6)
piercing damage.

Longsword. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 10 (1d8 + 6) slashing damage.

Temporal Strike (recharge 5-6). When the horseman strikes
a target with a melee attack, in addition to taking normal
damage, the target must succeed on a DC 17 Constitution
saving throw or instantly age 3d10 years. A creature that ages
this way has disadvantage on attack rolls, ability checks, and
saving throws based on Strength, Dexterity, and Constitution
until the aging is reversed. A creature that ages beyond its
lifespan dies immediately. The aging reverses automatically
after 24 hours, or it can be reversed magically by greater
restoration or comparable magic. A creature that succeeds on
the save is immune to the temporal strike effect for 24 hours.

The horsemen make good foes for the long term; their power
is great enough that they can ignore even great dangers when
serving their mistress. Here are some possible encounters
involving them:

¢ Red Sun burns down a village while the PCs are sleeping
at the inn. If questioned or challenged, he says nothing,
but provides a scroll from Baba Yaga ordering the village’s
destruction. Red Sun rides off into the dawn.

e Black Night bears a similar scroll, asking an elvish character
to provide Baba Yaga with a pint of blood; if the request
is granted, Black Night leaves without incident, but if it is

denied, a young human boy is found outside the party’s
sleeping chambers, drained of all blood.

¢ Atnoon, Bright Day leads a parade of strange creatures,
everything from shadow fey duelists and enchantresses
to a glowing will o’'wisp and a bright malakbel demon,
burning so bright it set fire to crops and thatched huts near
it. The fey mention Bright Day is going to pay Baba Yaga’s
respects to the River King. If the party chooses to join the
procession, they cannot leave it until sunset—and may find
their company is not entirely welcome.

J

0 )




B AGIENNIK

TOME OF BEASTS o

With webbed claws, bulbous eyes, and two nostril-slits that ooze
an oily black substance, the creature is not quite hideous—but it
might be, if most of it wasn’t concealed by a thick coating of muck
and mud.

BarHING UgLIES. When a bagiennik is alone, it spends its time
bathing in local springs, rivers, and marshes. The creature sifts
through the muck and silt, extracting substances that enhance
its oily secretions. If anything disturbs the creature during

its languorous bathing sessions, it angrily retaliates. Once a
bagiennik has bathed for four hours it seeks a target for
mischief or charity.

UNPREDICTABLE MooDs. One never knows what
to expect with a bagiennik. The same creature might
aid an injured traveler one day, smear that person
with corrosive, acidic oil the next day, and then
extend tender care to the burned victim of its own
psychotic behavior.

If the creature feels beneficent, it heals injured animals
or even diseased or injured villagers. If a bagiennik visits a
settlement, the ill and infirm approach it cautiously while
everyone else hides to avoid provoking its wrath.

When a bagiennik leaves its bath in an
angry mood, it raves and seeks out animals or
humanoids to spray its oil onto. If a victim drops
to o hit points, the foul-tempered bagiennik
applies healing oil to stabilize them, grumbling all
the while.

Acip O1ws. Collecting a dead bagiennik’s black

oils must be done within an hour of the creature’s

death. A successful DC 15 Wisdom (Medicine) check yields one
vial of acid, or two vials if the result was 20 or higher.

A bagiennik can use these chemicals either to heal or to harm,
but no alchemist or healer has figured out how to reproduce the
healing effects. Other than their acidic effect, the secretions lose
all potency within moments of being removed from a bagiennik.

A bagiennik weighs 250 Ib., plus a coating of 20 to 50 Ib. of
mud and muck.

Medium aberration, chaotic neutral
Armor Class 15 (natural armor)
Hit Points 75 (10d8 + 30)

Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
16 (+3) 18 (+4) 16(+3) 9(1) 16 (+3) 11 (+0)

Skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Languages Common

Challenge 3 (700 XP)

Healing Oil. A bagiennik can automatically stabilize a dying
creature by using an action to smear some of its oily secretion
on the dying creature’s flesh. A similar application on an

already-stable creature or one with 1 or more hit points acts as
a potion of healing, restoring 2d4 + 2 hit points. Alternatively,
the bagiennik’s secretion can have the effect of a lesser
restoration spell. However, any creature receiving a bagiennik’s
Healing Oil must make a successful DC 13 Constitution saving
throw or be slowed for 1 minute.

ACTIONS

Multiattack. The bagiennik makes two claw attacks.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 18 (4d6 + 4) slashing damage.

Acid Spray. Ranged Weapon Attack: +6 to hit, range 15 ft.,
one target. Hit: 14 (2d10 + 3) acid damage. The target must
make a successful DC 13 Dexterity saving throw or fall prone
in the slick oil, which covers an area 5 feet square. A creature
that enters the oily area or ends its turn there must also make
the Dexterity saving throw to avoid falling prone. A creature
needs to make only one saving throw per 5-foot-square per
turn, even if it enters and ends its turn in the area. The slippery
effect lasts for 3 rounds.
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BASTET TEMPLE CAT

A slim feline far larger than any bouse cat slips from the shadows.
Its coat glistens like ink as it chirps, and its tail flicks teasingly as
its golden eyes observe the doings in its temple.

BRED FOR Magic. Temple cats of Bastet are thought by some
to be celestials, but they are a terrestrial breed, created by the
priesthood through generations of enchantment.

Lazy TEmPLE PETS. By day, temple cats laze about their shrines
and porticos, searching out attention from the faithful and
occasionally granting boons when it suits then.

F1ERCE SHRINE GUARDIANS. By night, they serve as guardians
in their temples, inciting would-be thieves to come close before
viciously mauling them. More than one would-be rogue has met
his or her fate at the claws and teeth of these slim, black-furred
beasts. Bastet temple cats are fierce enemies of temple dogs.

BASTET TEMPLE CAT

Small monstrosity, chaotic neutral
Armor Class 14

Hit Points 40 (9d6 + 9)

Speed 40 ft., climb 30 ft.

STR DEX CON INT WIS CHA
8(-1) 19(+4) 12 (+1) 12(+1) 16(+3) 18(+4)

Skills Perception +5, Stealth +6

Senses darkvision 60 ft., passive Perception 15
Languages Common, Nurian, and Sylvan
Challenge 1 (200 XP)

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

Innate Spellcasting. The temple cat's innate spellcasting
ability is Charisma (spell save DC 14, +6 to hit with
spell attacks). The temple cat can innately cast the
following spells, requiring no material components:
At will: guidance
3/day each: charm person, cure wounds
1/day: enhance ability (only Cat's Grace)

Priestly Purr. When a cleric or paladin who worships
Bastet spends an hour preparing spells while a Bastet
temple cat is within 5 feet, that spellcaster can choose two
1st-level spells and one 2nd-level spell that they are able
to cast and imbue them into the temple cat. The temple cat
can cast these spells 1/day each without a verbal component.
These spells are cast as if they were included in the temple
cat's Innate Spellcasting trait.

bt o g Rl

Nurian is the language of the ancient pyramid-builders and
living mages of the Red Portals in the Midgard Campaign
Setting. Substitute any ancient language of magic and

power if you are using another setting. )
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ACTIONS

Multiattack. The temple cat makes one bite attack and one
claws attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 6 (1d4 + 4) piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 9 (2d4 + 4) slashing damage.

Fascinating Lure. The temple cat purrs loudly, targeting a
humanoid it can see within 30 feet that can hear the temple
cat. The target must succeed on a DC 14 Wisdom saving throw
or be charmed. While charmed by the temple cat, the target
must move toward the cat at normal speed and try to pet it
or pick it up. A charmed target repeats the saving throw at
the end of each of its turns, ending the effect on itself on a
success. If a creature’s saving throw is successful, the creature
is immune to the temple cat’s Fascinating Lure for the next 24
hours. The temple cat has advantage on attack rolls against
any creature petting or holding it.
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Although it bas the bead of a shaggy bear, this humanoid creature
wears armor and carries a battleaxe in one massive, clawed hand
and a warbammer in the other. It’s a solid slab of muscle that
towers imposingly over most humans.

The hulking bearfolk are intimidating creatures. Brutish and
powerful, they combine features of humanoid beings and
bears. Their heads are ursine with heavy jaws and sharp
teeth. Dark fur covers their bodies, which are packed

with muscle. Adult bearfolk stand at least 7 feet tall

and weigh more than 600 pounds.

SwoRrN TO THE BEAR KiNG. Bearfolk are almost
universally the subjects of the Bear King, one of the
great fey lords. The bearfolk protect the cities of
their northern kingdom and roam the wooded
roads of the wilderness. The greatest number of
bearfolk are concentrated around the court

of the Bear King himself, with ancient bear

jarls governing their unruly kin. Only a

handful of renegades, exiles, and other

rogue bearfolk live permanently outside

this society.

PASSIONATE AND VOLATILE.

Boisterous and jovial, the bearfolk

are a people of extremes. They

celebrate with great passion and are

quick to explosive anger. Settling

differences with wrestling matches

that leave permanent scars is

common, as is seeing two bloodied

bearfolk sharing a cask of mead and

araucous song after such a scuffle.

BEARFOLK

Medium humanoid (bearfolk), chaotic good
Armor Class 14 (hide armor)

Hit Points 45 (6d8 + 18)

Speed 40 ft.

STR DEX CON INT WIS CHA
19 (+4) 14 (+2) 16(+3) 8 (-1) 12 (+1) 9(1)

Senses darkvision 60 ft., passive Perception 11
Languages Common, Giant
Challenge 3 (700 XP)

Frenzy (1/rest). As a bonus action, the bearfolk can trigger
a berserk frenzy that lasts 1 minute. While in frenzy, it gains
resistance to bludgeoning, piercing, and slashing damage
and has advantage on attack rolls. Attack rolls made against a
frenzied bearfolk have advantage.

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

ACTIONS

Multiattack. The bearfolk makes three attacks: one with its
battleaxe, one with its warhammer, and one with its bite.

Battleaxe. Melee Weapon Attack: +6 to hit, reach 5 ft.,, one
target. Hit: 8 (1d8 + 4) slashing damage, or 9 (1d10 + 4)
slashing damage if used two-handed.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft,, one target. Hit:
11 (2d6 + 4) piercing damage.

Warhammer. Melee Weapon Attack: +6 to hit, reach 5 ft.,, one
target. Hit: 8 (1d8 + 4) bludgeoning damage, or 9 (1d10 + 4)
bludgeoning damage if used two-handed.
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BEHTU

With the face of a mandrill and the tusks of a great boar, these
ferocious half-ape, balf-buman pygmies have demon blood flowing
in their veins. Only the desperate or the suicidal travel to their
volcanic temple-islands.

Mechuiti (meh-CHOO-ee-tee), the demon lord of apes,
cannibalism, and torture, combines the cruelty of a demon with
the cunning of a human and the ferocity of an ape. He bred the
same qualities into his people, the behtu (BAY-too), who carry
his worship from island to island.

TEMPLE BUILDERS. The behtus raise shrines to Mechuiti
wherever they go. Some are kept and prosper, while others fall
into decay and return to the jungle.

IcHOR DRINKERS. In his volcanic temples, Mechuiti’s idols
weep his ichorous demon blood, which the behtus use to create
infusions that give them inhuman strength and speed. The
behtus also use the infusions to etch demonic tattoos that grant
them infernal powers and protection.

Scary MounTs. The behtus breed demonic iguanas as war
mounts (treat as giant lizards). The most powerful behtu
sorcerers and druids have been known to ride large crimson
drakes and small flame dragons as personal mounts.

Small humanoid, chaotic evil
Armor Class 14 (hide armor)
Hit Points 52 (8d6 + 24)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
17 (+3) 16(+3) 16(+3) 12(+1) 11(+0) 7(=2)

Saving Throws Dex +5

Skills Athletics +5, Stealth +5

Damage Resistances cold, fire, lightning
Senses darkvision 60 ft., passive Perception 10
Languages Behtu, Common, Infernal
Challenge 2 (450 XP)

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d6 + 3) piercing damage.

Shortspear. Melee or Ranged Weapon Attack: +5 to hit,
reach 5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 +
3) piercing damage.

Fire Breath (Recharge 6). The behtu exhales fire
in a 15-foot cone. Each creature in that area takes
21 (5d8) fire damage, or half damage with a
successful DC 13 Dexterity saving throw.

Ichorous Infusions. Behtu war parties carry 1d6
vials of ichorous infusions. They often ingest an
infusion before an ambush. For the next 2d6 rounds,
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the behtus gain a +4 bonus to their Strength and Constitution
scores and quadruple their base speed (including their climb
speed). Behtus also take a —4 penalty to their Intelligence and
Wisdom scores for the duration of the infusion. A non-behtu
character who ingests a behtu infusion becomes poisoned and
takes 10 (3d6) poison damage; a successful DC 14 Constitution
saving throw against poison reduces damage to half and
negates the poisoned condition.
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These small, winter faeries are vicious and deadly. With
their pale skin and translucent wings, they blend perfectly
into their snowy environment; only their beady black eyes
stand out against the snow and ice.

These malevolent ice-sprites are a plague upon the people of
snowy climates, ambushing unwary prey with icy arrows
and freezing spell-like powers.

SERVANTS OF THE NORTH WIND. Known as

“patzinaki” in some dialects of Dwarvish, the beli are

the servants of winter gods and venerate the north wind

as Boreas and other gods of darker aspects. They are
frequent allies with the fraughashar.

FeasT CRASHERS. Beli especially delight in disrupting
feasts and making off with the holiday cakes—the least
deadly of their malicious pranks.

FEAR oF DRuUIDS. They have an irrational fear of
northern druids and their snow bear companions.

Small fey, neutral evil

Armor Class 15 (natural armor)
Hit Points 45 (10d6 + 10)
Speed 30 ft., fly 30 ft.

STR DEX CON INT WIS CHA
11 (+0) 16 (+3) 12(+1) 8 (-1) 11 (+0) 14 (+2)

Saving Throws Dex +5

Skills Perception +4, Stealth +5

Damage Immunities cold

Damage Vulnerabilities fire

Senses darkvision 60 ft., passive Perception 14
Languages Common, Dwarvish, Giant
Challenge 2 (450 XP)

Arctic Hunter. Beli have advantage on Dexterity (Stealth)
checks and Wisdom (Perception) checks made in icy, natural
surroundings.

Cold Regeneration. As long as the temperature is below
freezing, the beli regains 3 hit points at the start of its turn.
If the beli takes fire damage, this trait doesn't function at the
start of the beli's next turn. The beli dies only if it starts its turn
with 0 hit points and it doesn’t regenerate.

Flyby. The beli doesn't provoke an opportunity attack when it
flies out of an enemy’s reach.

Innate Spellcasting. The beli's innate spellcasting ability is
Charisma (spell save DC 12, +4 to hit with spell attacks). It
can innately cast the following spells, requiring no material
components:

At will: invisibility
3/day: chill touch

ACTIONS

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

Icy Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320
ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 2 (1d4)
cold damage, and the target must make a successful DC
13 Constitution saving throw or gain 2 levels of exhaustion
from the arrow’s icy chill. If the save succeeds, the target also
becomes immune to further exhaustion from beli arrows for
24 hours (but any levels of exhaustion already gained remain
in effect). A character who gains a sixth level of exhaustion
doesn’t die automatically but drops to 0 hit points and must
make death saving throws as normal. The exhaustion lasts until
the target recovers fully from the cold damage.

C®
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BEREGINYAS

These small, winged faeries appear to be made out of gray mist,
and can conceal themselves completely in the fogbanks and clouds
enshrouding their mountainous lairs.

Mist DaNCERS. These evil and cunning faeries (whose name
means “mist dancers” in Old Elvish) overcome their victims by
seeping into their lungs and choking them on the bereginyas’s
foul essence.

MounNTAIN SPIRITS. They are most commonly found in the
highest mountain ranges, often above the treeline, but they
can be encountered in any foggy or misty mountainous region.
Shepherds and goatherds often leave bits of milk or cheese to
placate them; these offerings are certainly welcome during the
spring lambing season.

BEREGINYAS

Tiny fey, neutral evil
Armor Class 15

Hit Points 70 (20d4 + 20)
Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
14 (+2) 20 (+5) 12 (+1) 13(+1) 12(+1) 11(+0)

Saving Throws Dex +7

Skills Perception +5, Stealth +9

Damage Immunities bludgeoning

Senses darkvision 60 ft., passive Perception 15
Languages Common, Elvish, Sylvan
Challenge 4 (1,100 XP)

ACTIONS

Multiattack. The bereginyas makes two claw attacks. If both
attacks hit the same target, the target is grappled (escape DC
12) and the bereginyas immediately uses Smother against it as
a bonus action.

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

Smother. If the bereginyas grapples an opponent, it extends
a semi-solid gaseous tendril down the target's throat as
a bonus action. The target must make a successful DC 14
Strength saving or it is immediately out of breath and begins
suffocating. Suffocation ends if the grapple is broken or if the
bereginyas is killed.
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This beadless giant has a large mouth in its chest, with eyes bulging
out on either side of it.

Arways HuNGRy. Blemmyes are brutes that savor humanoid
flesh, and they see all humanoids as potential meals. Some even
have the patience to tend groups of humans, goblins, or halflings
like unruly herds, farming them for food and fattening them up
for maximum succulence.

CANNIBALS. So great is their hideous hunger that blemmyes
are not above eating their own kind; they cull and consume the
weakest specimens of their race when other food is scarce. The
most terrible habit of these monsters is that they seldom wait
for their food to die, or even for a battle to conclude, before
launching into a grisly feast.

BLEMMYES

Large monstrosity, chaotic evil
Armor Class 15 (natural armor)
Hit Points 168 (16d10 + 80)
Speed 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 13(+1) 20(+5) 7(-2) 12 (+1) 5(-3)

Skills Intimidation +3

Senses darkvision 60 ft., passive
Perception 11

Languages Giant
Challenge 8 (3,900 XP)

Carnivorous Compulsion. If it can
see an incapacitated creature,
the blemmyes must succeed
on a DC 11 Wisdom save
or be compelled to move
toward that creature and
attack it.

ACTIONS

Multiattack: The blemmyes
makes two slam attacks and
one bite attack.

Bite. Melee Weapon Attack: +8
to hit, reach 5 ft., one target. Hit: 19
(4d6 + 5) piercing damage. If the target is a
Medium or smaller incapacitated creature, that
creature is swallowed. While swallowed, the
creature is blinded and restrained, it has total
cover against attacks and other effects from
outside the blemmyes, and it takes 14 (4d6)

acid damage at the start of each of the blemmyes’ turns. If the
blemmyes takes 20 damage or more during a single turn from
a creature inside it, the blemmyes must succeed on a DC 16
Constitution saving throw at the end of that turn or regurgitate
the swallowed creature, which falls prone in a space within

5 feet of the blemmyes. The blemmyes can have only one
target swallowed at a time. If the blemmyes dies, a swallowed
creature is no longer restrained by it and can escape from the
corpse using 5 feet of movement, exiting prone.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft.,, one target.
Hit: 14 (2d8 + 5) bludgeoning damage. If the target is a
creature, it must succeed on a DC 16 Wisdom saving throw or
be stunned until the end of its next turn.

Rock. Ranged Weapon Attack: +8 to hit, range 30/120 ft., one
target. Hit: 27 (4d10 + 5) bludgeoning damage. If the target is
a creature, it must succeed on a DC 16 Wisdom saving throw
or be frightened until the end of its next turn.
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BoLoti

This small, leering water spirit resembles a cross between a gray
frog and a damp scarecrow, with small tendrils sprouting from all
its extremities. It bas water wings seemingly made out of jellyfish
flesh, allowing it to jet through the water at high speeds.

Swamp RoBBERS. Known as “uriska” in Draconic, the bolotis
are small, swamp-dwelling water spirits which delight in
drowning unsuspecting victims in shallow pools and springs,
then robbing their corpses of whatever shiny objects they find.
Bolotis use their magical vortex to immobilize their victims and
drag them to a watery death. They delight in storing up larders of
victims under winter ice or under logs.

Fonp oF ALLIES. Bolotis sometimes team up with vodyanoi,
miremals, and will-o™-wisps to create cunning ambushes. They
are happy with a single kill at a time.

BOLOTI

Tiny fey, neutral evil
Armor Class 15

Hit Points 63 (14d4 + 28)
Speed 20 ft., swim 60 ft.

STR DEX CON INT WIS CHA
12 (+1) 20 (+5) 14(+2) 13(+1) 12(+1) 11(+0)

Skills Perception +3, Stealth +7

Senses darkvision 60 ft., passive Perception 13
Languages Common, Primordial, Sylvan
Challenge 1 (200 XP)

Amphibious. The boloti can breathe air and water.

Innate Spellcasting. The boloti's innate spellcasting ability is
Intelligence (spell save DC 11). It can innately cast the following
spells, requiring no material components:

At will: detect magic, water walk

3/day: control water, create or destroy water, fog cloud,
invisibility, see invisibility, water breathing

1/day: wall of ice

Water Mastery. A boloti has advantage on attack rolls if both
it and its opponent are in water. If the opponent and the
boloti are both on dry ground, the boloti has disadvantage
on attack rolls.

B )

ACTIONS

Dagger. Melee Weapon Attack: +7 to hit, reach 5 ft. or range
20/60 ft., one target. Hit: 7 (1d4 + 5) piercing damage.

Vortex (1/Day). A boloti can transform into a vortex of swirling,
churning water for up to 4 minutes. This ability can be used
only while the boloti is underwater, and the boloti can't leave
the water while in vortex form. While in vortex form, the boloti
can enter another creature’s space and stop there in vortex
form. In this liquid form, the boloti still takes normal damage
from weapons and magic.

A creature in the same space as the boloti at the start of
the creature's turn takes 9 (2d8) bludgeoning damage unless
it makes a successful DC 15 Dexterity saving throw. If the
creature is Medium or smaller, a failed saving throw also means
it is grappled (escape DC 11). Until this grapple ends, the
target is restrained and unable to breathe unless it can breathe
water. If the saving throw succeeds, the target is pushed 5 feet
so it is out of the boloti's space.
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A bone collective is almost a fluid; its thousands of tiny bones
coalesce into a humanoid form only to disperse in a clattering
swarm the next moment. Their tiny bones rustle when they move, a
quiet sound similar to sand sliding down a dune.

SPIES AND SNEAKS. Bone collectives are not primarily fighters,
although they swarm well enough. They prefer to spy and skulk.
When cornered, however, they fight without fear or hesitation,
seeking to strip the flesh from their foes.

ZoMBIE MoUNTS. Bone collectives’long finger bones and
hooked claws help them climb onto zombie mounts and control
them. Bone collectives almost always wear robes or cloaks, the
better to pretend to be humanoid. They understand that most
creatures find their nature disturbing,.

FEED oN SociETY. Bone collectives join the societies around
them, whether human, goblin, or ghoul. They prey on the living
and the dead, using them to replenish lost bones. Occasionally,
they choose to serve necromancers, darakhul, some vampires,
and liches, all of whom offers magical attunements and vile joys
to the collective.

They dislike extreme heat, as it makes their bones brittle.

BONE COLLECTIVE

Small undead, chaotic evil
Armor Class 17 (natural armor)
Hit Points 120 (16d6 + 64)

Speed 30 ft.
STR DEX CON INT WIS CHA
10 (+0) 20 (+5) 18 (+4) 14 (+2) 10 (+0) 16 (+3)

Saving Throws Dex +8
Skills Arcana +5, Deception +6, Perception +3, Stealth +11

Damage Resistances bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren't silvered

Damage Immunities necrotic, poison
Condition Immunities exhaustion, poisoned
Senses darkvision 120 ft., passive Perception 13
Languages Common, Darakhul

Challenge 8 (3,900 XP)

Hive Mind. All elements of a bone collective within 50 miles
of their main body constantly communicate with each other.
If one is aware of a particular danger, they all are. Any bone
collective with at least 30 hit points forms a hive mind, giving
it an Intelligence of 14. Below this hp threshold, it becomes
mindless (Intelligence 0) and loses its innate spellcasting
ability. At 0 hp, a few surviving sets of bones scatter, and must
spend months to create a new collective.

Innate Spellcasting. The bone collective's innate spellcasting
ability is Charisma (spell save DC 14, +6 to hit with spell
attacks). It can innately cast the following spells, requiring no
material components:

At will: chill touch

3/day: animate dead (up to 5 skeletons or zombies)

Swarm. A bone collective can act as a swarm (composed of
smaller elements), or it can grant a single member (called
an exarch) control, acting as a singular creature. Changing
between forms takes one action. In its singular form, the
collective can't occupy the same space as another creature, but
it can perform sneak attacks and cast spells. In swarm form,
the bone collective can occupy another creature’s space and
vice versa, and it can move through openings at least 1 foot
square. It can't change to singular form while it occupies the
same space as another creature. It uses its skills normally in
either form.

ACTIONS

Multiattack. The bone collective makes two claw attacks, or
one claw and one bite attack, or one swarm attack.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft.,, one target. Hit:
31 (4d12 + 5) piercing damage, and the target must make a DC
16 Constitution save or suffer the effects of Wyrmblood Venom.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 25 (3d12 + 5) slashing damage.

Swarm. Melee Weapon Attack: +8 to hit, reach 0 ft., one
creature in the swarm'’s space. Hit: 57 (8d12 + 5) piercing
damage, or 31 (4d12 + 5) piercing damage if the bone
collective has half its hit points or fewer. If the attack hits, the
target must make a successful DC 15 Constitution save or
suffer the effects of Wyrmblood Venom.

Wyrmblood Venom (Injury). Bone collectives create a reddish
liquid, which they smear on their fangs. The freakish red
mouths on the tiny skeletons are
disturbing, and the toxin is deadly.
A bitten creature must succeed
on a DC 15 Constitution saving
throw or become poisoned and
take 1d6 Charisma damage. A
poisoned creature repeats the
saving throw every four hours,
taking another 1d6 Charisma
damage for each failure,
until it has made two
consecutive successful
saves or survived for 24
hours. If the creature
survives, the effect
ends and the creature
can heal normally.

Lost Charisma can be
regained with a lesser
restoration spell or
comparable magic.
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BoNE CRAB

A bone crab’s cracked skull scurries forward on bone-white legs.
These tainted crustaceans make discarded craniums their home.

SkULL SHELLS. Much like an enormous hermit crab, bone
crabs inhabit the remains of large fish, humanoids, and other
creatures. A bone crab’s spiny, ivory-white legs blend in perfectly
with bones and pale driftwood. When lacking bones, these crabs
gnaw cavities into chunks of driftwood or coral to make a shelter,
cementing bits of shell and debris to their portable homes. All
crabs fight over choice skulls.

SCAVENGERS OF MEMORY. Bone crabs are voracious
scavengers. They live in seaside crags and coves, where they
use their specialized chelae to crack open skulls and feast on
the brains. Centuries of such feeding have given bone crabs a
collective intelligence. Some crabs retain fragments of memory
from those they devour, and these crabs recognize friends or
attack the foes of those whose skulls they wear.

Bone crabs hunt in packs, preying on seabirds and creatures
stranded in tidal pools. They drag aquatic prey above the high
tide line and leave it to fester in the hot sun. They pick corpses
clean in a few hours, so their hunting grounds are littered with
cracked and sun-bleached bones—the perfect hiding place for
these littoral predators.

WHITE GHOST SHIVERS. Because they eat carrion, bone crabs
carry a dangerous disease—white ghost shivers, which wrack
victims with fever and delirium. Sailors and others who eat a
bone crab’s unwholesome, diseased flesh rarely survive it.

Although bone crabs cannot be domesticated, they can be
convinced to nest in particular areas, attacking intruders while
ignoring the area’s regulars.

BONE CRAB

Small beast, neutral

Armor Class 13 (natural armor)
Hit Points 33 (6d6 + 12)
Speed 20 ft., swim 10 ft.

STR DEX CON INT WIS CHA
10 (+0) 14 (+2) 14(+2) 1(-5) 12 (+1) 4(3)

Skills Perception +3, Stealth +4
Damage Resistances bludgeoning

Senses darkvision 60 ft.,
passive Perception 13

Languages —
Challenge 1/2 (100 XP)

Qo)

Amphibious. The bone crab can breathe air and water.

Bone Camouflage. A bone crab has advantage on Dexterity
(Stealth) checks while it's among bones.

Hive Mind. A bone crab can communicate perfectly with
all other bone crabs within 100 feet of it. If one is aware of
danger, they all are.

Leap. Bone crabs have incredibly powerful legs and can leap up
to 10 feet straight ahead or backward as part of its movement;
this counts as withdraw action when moving away from a foe.

ACTIONS

Multiattack. The bone crab makes two claw attacks.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft.,, one target.
Hit: 9 (2d6 + 2) slashing damage.

White Ghost Shivers. A living creature that is injured by or
makes physical contact with a creature carrying the white
ghost shivers must succeed on a DC 11 Constitution saving
throw at the end of the encounter to avoid becoming infected.
This disease manifests after 24 hours, beginning as a mild chill,
but increasingly severe after a day, accompanied by a fever.
Hallucinations are common, and the fright they induce lends
the disease its name. At onset, the infected creature gains two
levels of exhaustion that cannot be removed until the disease
is cured by lesser restoration, comparable magic, or rest. The
infected creature makes another DC 11 Constitution saving
throw at the end of each long rest; a successful save removes
one level of exhaustion. If the saving throw fails, the disease
persists. If both levels of exhaustion are removed by successful
saving throws, the victim has recovered naturally.
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Dank winds sweep up skeletons, both humanoid and animal. They
blow forward, reaching out for living creatures like a clawed band
of bone. A scattering of bones rolls across the ground, then rises into
the air, billowing like a sheet.

SwARMS OF FALLEN. On rare
occasions, the pugnacious
spirits of fallen undead
join together, bonded

by a common craving:

to feel alive again. They
gather up their bones from
life, as well as any

other bones they

come across, and

form bone swarms.

Nomapic UNDEAD. These

swarms then ravage the

countryside wresting life from

living creatures, grabbing

livestock, humanoids, and

even dragons, digging in their claws in an attempt to cling to life.
Bone swarms with one or more sets of jaws wail constantly in
their sorrow, interrupting their cries with snippets of rational
but scattered speech declaiming their woes and despair.

CLIFF AND P1T DWELLERS. Bone swarms gather near cliffs,
crevasses, and pits in the hope of forcing a victim or an entire
herd of animals to fall to its death, creating more shattered
bones to add to their mass.

UNDEAD NATURE. A mask wight doesn’t require
air, food, drink, or sleep.

BONE SWARM

Large swarm of Tiny undead, chaotic evil
Armor Class 17 (natural armor)

Hit Points 198 (36d10)

Speed 20 ft., fly 60 ft.

STR DEX CON INT WIS CHA
22 (+6) 18 (+4) 10(+0) 9(-1) 15 (+2) 20 (+5)

Saving Throws Dex +8, Wis +6, Cha +9
Skills Acrobatics +8, Perception +6, Stealth +8
Damage Vulnerabilities bludgeoning

Damage Resistances piercing and slashing from nonmagical
weapons

Damage Immunities poison

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

Senses darkvision 60 ft., passive Perception 16
Languages Common, Void Speech
Challenge 10 (5,900 XP)

Strength of Bone. A bone swarm can choose to deal
bludgeoning, piercing, or slashing damage, and adds 1.5x its

Strength bonus on swarm damage rolls as bits and pieces of
broken skeletons claw, bite, stab, and slam at the victim.

Swarm. The swarm can occupy another creature's space and
vice versa, and the swarm can move through any opening
large enough for a human skull. The swarm can’t regain hit
points or gain temporary hit points.

ACTIONS

Multiattack. The bone swarm can attack every hostile creature
in its space with swirling bones.

Swirling Bones. Melee Weapon Attack: +10 to hit, reach
0 ft., one creature in the swarm’s space. Hit: 31 (5d8 + 9)
bludgeoning, piercing, or slashing damage (includes Strength
of Bone special ability).

Death’s Embrace (Recharge 5-6). Melee Weapon Attack: +10
to hit, reach 0 ft., one creature in the swarm's space. Hit: the
target is grappled (escape DC 16) and enveloped within the
swarm's bones. While the creature is grappled, the swarm can
direct the creature's movement on the creature’s turn, or at
any other time the creature would be allowed to move. Any
non-area attack against the bone swarm has a 50% chance of
hitting a creature grappled in Death's Embrace instead.
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BOREAS

Rime encrusts the wild, spiky hair and beard of this gaunt,
savage-eyed man. He strides with an arrogant swagger, snapping
blue eyes regarding those around him as an eagle regards the
mouse. He carries a dragon-shaped horn, a spear of ice, and an
enchanted longbow that shoots bolts of pure frozen air.

Lorp oF THE NoRTH WIND. Known for creating mass
destruction and death on a whim, Boreas is a devouring spirit

of the north who frequently tampers with the mortal world. His
worldly avatar resides in a palace of blue ice and white marble on
Thule’s highest peak, and he styles himself lord of all the North.
Boreas suffers no disrespect and demands yearly tribute of gold,
goods, and horses. He has a deep and abiding hatred of the three
other Wind Lords.

EasiLy ANGERED. When displeased, he bombards his “subjects”
with snow, lightning storms, and gale-force winds, or buries
them in avalanches by blowing his greater horn of blasting.
When particularly displeased, he sends his various servants to
descend upon a tribe or settlement without mercy.

AVATAR OF BOREAS

Medium elemental (shapechanger), chaotic evil
Armor Class 20 (natural armor)

Hit Points 168 (16d8 + 96)

Speed 50 ft., fly 120 ft.

STR DEX CON INT WIS CHA
25 (+7) 22 (+6) 22(+6) 18 (+4) 19 (+4) 21 (+5)

Saving Throws Dex +12, Wis +10, Cha +11

Skills Deception +11, Nature +10, Perception +10, Stealth +12
Damage Resistances acid

Damage Immunities cold, lightning, poison, thunder
Condition Immunities petrification, poisoned

Senses darkvision 60 ft., truesight 120 ft., passive Perception 20
Languages Common, Dwarvish, Giant, Infernal

Challenge 17 (18,000 XP)

Chilling Presence. Boreas freezes everything within 150 feet
of him. After 5 rounds, nonmagical fires up to the size of a
campfire are quenched. Water freezes within 1 minute. Spells
that protect against cold are subjected to an immediate dispel
magic (at +10 spellcasting ability) when within 150 feet of
Boreas.

Wind Form. Boreas can shift between his humanoid body and
a body made of wind and mist as an action; he can never be
forced to shift forms. In wind form, he can use a whirlwind
blast attack and use his spells, but no weapon attack. Truesight
reveals both forms at once.

Freedom of the Wind. Locks, shackles, ropes, and other
bindings cannot hold Boreas.

Innate Spellcasting. Boreas's innate spellcasting ability is
Charisma (spell save DC 19). He can innately cast the following
spells, requiring no material components:

At will: create water, detect magic, guidance, invisibility,
polymorph, speak with animals, true seeing, wind wall

3/day each: call lightning, control weather, cure wounds, dispel
magic, ice storm, lesser restoration

1/day each: chain lightning, earthquake, finger of death, heal,
shapechange, wall of ice, word of recall

Regeneration. The avatar of Boreas regains 10 hit points at the
start of its turn. If the avatar of Boreas takes fire damage, this
trait does not function at the start of its next turn. The avatar
of Boreas dies only if it starts its turn with 0 hit points and
does not regenerate.

ACTIONS

Multiattack. Boreas makes 4 spear attacks, or 4 longbow
attacks, or 2 whirlwind blasts.

Ice Spear (Humanoid Form). Melee Weapon Attack. +13 to hit,
reach 5 ft., one target. Hit: 11 (1d8 + 7) piercing damage plus
17 (5d6) cold damage.

North Wind Longbow. Ranged Weapon Attack: +12 to hit,
range 150/600 ft., one target. Hit: 10 (1d8+6) piercing damage
plus 9 (2d8) cold damage.

Whirlwind Blast (Wind Form Only). Ranged Spell Attack: +11 to
hit, range 50 ft., one target. Hit: 37 (5d12 + 5) slashing damage.

HEGENDY O DOIREAY

All hail the Devourer, for tales and kennings of Boreas are as
common as a spring gale or a winter’s blast. Called the Hail
Thrower, the Snowy Rager, and the Father of the Snow Mares,
Boreas is said to have been one of four brothers who lived
far to the south, before a bitter struggle between Boreas and
his three younger brothers led to him cursing the others and
leaving them to suffer forever in empty quarters of sand and
dust, while he took the rich forests and cool northern climes
for his own.
Stories tell of that Boreas lives in a great tower in the Utmost
North, served by frost giants, thuellai, and ice maidens.
k"1'here he plots Ragnarok with Loki and the giants, but he has

another wish—to woo and win the hand of a worthy wife, and
he is bold enough to woo two by turns, Oluffa, the Queen of
the Frost Giants and Nicnevin, Fey Queen of Witches.

His daughter, the Snow Queen Morrinn of Grokeheim,
is not fond of this wild romance, and she strives to keep her
father far from the Witch-Queen’s affections and further still
from Loki and the giants. To do this, she sometimes employs
mortal heroes to steal a treasure from her father’s tower, to
rustle away with his finest winter wolves, or to bring sweet
spring air into his court, thereby provoking him into a rage,
and turning his careful wooing of powerful beauties into an
occasion for raw tempers and abject apologies. )
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Boreas 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. Boreas regains
spent legendary actions at the start of its turn.

Ice Spear. Boreas makes an ice spear attack.

North Wind’s Glare. Boreas freezes a foe with a look. One
creature within 60 feet that the avatar of Boreas can see must
make a successful DC 19 Constitution saving throw or be
petrified until the start of the avatar’s next turn.

Whirlwind Movement (Costs 2 Actions). Boreas erupts into an
icy whirlwind. Mundane and magical light sources alike within
20 feet are automatically extinguished. Each creature within 20
feet of the avatar must succeed on a DC 21 Dexterity saving
throw or take 14 (4d6) cold damage. The avatar can then fly up
to half its flying speed.
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Boupa

A bulking, byena-faced bumanoid with beavily scarred, oversized
muzzle, a bouda looks as if its jaw had once been ripped apart and
put back together. Clouds of gnats and fleas roil around its arms.

GrowiNG EvEes AND TEETH. Bouda are child-eaters, despoilers
of purity and family. Resembling oversized gnolls, a web of scars
along their muzzles is evidence of their gluttonous eating habits.
Forever leering, their teeth glow as yellow as their eyes.

FLY-BEDECKED SHAPECHANGERS. Bouda lurk on society’s
fringes, shapechanging to blend in with mortals. They seek out
happy families, consuming the children in the night and leaving
gruesome trophies behind. They may mark a victim nights
before attacking to terrify the helpless parents.

GrLuTtTONS. Bouda have a weakness: they are incorrigible
gluttons. When presented with a fresh corpse, even in combat,
they will attempt to gorge on it or at least defile it for later
consumption. Bouda are vindictive, seeking revenge on
anything that drives them from a kill.

BOUDA

Medium fiend (shapechanger), neutral evil
Armor Class 15 (natural armor)
Hit Points 93 (11d8 + 44)

Speed 30 ft.
STR DEX CON INT WIS CHA
19(+4) 14(+2) 18(+4) 10(+0) 12(+1) 15(+2)

Saving Throws Dex+5, Con +7, Wis +4, Cha +5

Skills Athletics +7, Deception +5, Intimidation +5,
Perception +4, Stealth +5

Damage Resistances acid, lightning; bludgeoning, piercing,
and slashing from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities charmed, exhaustion, poisoned

Senses darkvision 120 ft., passive Perception 14

Languages Common, Celestial, Infernal, Nurian; telepathy 100 ft.

Challenge 5 (1,800 XP)

Shapechanger. The bouda can use its action to polymorph into
a human, a hyena, or its true form, which is a hyena-humanoid
hybrid. Its statistics, other than its Mephitic Claw attack, are
the same in each form. Any equipment it is wearing or carrying
isn't transformed. It reverts to its true form if destroyed, before
turning to dust.

Defiling Smear (1/Day). The bouda can secrete a disgusting
whitish-yellow substance with the viscosity of tar to mark food
and territory. As a bonus action, the bouda marks a single
adjacent 5-foot space, object, or helpless creature. Any
living creature within 30 feet of the smear at the start of its
turn must succeed on a DC 15 Constitution saving throw
against poison or be poisoned for 1d6 rounds. A creature
that makes a successful saving throw is immune to that
particular bouda'’s defiling smear for 24 hours. The
stench of a smear remains potent for one week.

“ )

Innate Spellcasting. The bouda’s innate spellcasting ability is
Charisma (spell save DC 13, +5 to hit with spell attacks). It can
cast the following spells, requiring no material components:

Constant: detect evil and good, detect magic
At will: thaumaturgy

3/day: darkness, expeditious retreat

1/day: contagion

ACTIONS

Multiattack. The bouda makes one bite attack and one
mephitic claw attack.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft,, one target. Hit:
13 (2d8 + 4) piercing damage plus 10 (3d6) poison damage.
Mephitic Claw. Melee Weapon Attack: +7 to hit, reach 5 ft,, one
target. Hit: 11 (2d6 + 4) slashing damage, and the target must
make a successful DC 15 Constitution saving throw or become
poisoned for 1 round by the visible cloud of vermin swarming

around the bouda’s forearms.

Ravenous Gorge. The bouda consumes the organs of a corpse
in a space it occupies. It gains temporary hit points equal to
the dead creature’s HD that last 1 hour. Organs consumed by
this ability are gone, and the creature can't be restored to life
through spells and magical effects that require a mostly intact
corpse.
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Tiny and built like a caricature of a person, this creature’s
enlarged head is filled with pointed teeth.

Bopiry CHILDREN. Broodikens are crude servants created
by humanoid spellcasters willing to grow them within their
own bodies. They resemble their creators in the most obvious
ways, with the same number of limbs and basic features,

but all broodikens stand one foot tall with overly

large heads and heavily fanged mouths.

Those born to monstrous humanoids

with wings or horns have ineffective,

decorative versions that do not help the

creature fly or fight.

Emotional Echoes. Broodikens have

little personality of their own and respond

to their creators’ emotions, growling

when their creators feel anger and babbling

happily when their creators feel joy. When their

creators are more than 100 feet away, they cry loudly with

a sound that resembles children of the creator’s own species. If
discovered crying by anyone other than their creator, they attack.
When their creators focus their anger on specific individuals,
the broodikens attack as a group, using Stealth to get close and
overwhelm single opponents.

BorN WiTH DAGGERS. Broodikens are created by eating the
heart of a dead broodiken. Once this “seed” is consumed,

2d4 broodikens grow inside of the “mother” or creator.
Nurturing the growing brood requires consuming specific
muds, ashes, and plants, which cost 50 gp/day for each
incubating broodiken. The incubation period requires one
month and takes a toll on the creator’s health. During this time,
the creator becomes fatigued after four hours without eight
hours’ rest.

If the creator is not a spellcaster, a spellcaster who meets the
requirements below must supervise the incubation and birth.
Most spellcasters birth the broodiken using a dagger before
the broodiken tears its way out. A “mother” can only control
one brood of broodiken at a time. Incubating a second brood
makes the first brood furiously jealous, and it will turn on its
own creator.

CoNSTRUCTED NATURE. A broodiken doesn’t require air, food,
drink, or sleep.

BROODIKEN

Tiny construct, neutral

Armor Class 13 (natural armor)
Hit Points 55 (10d4 + 30)
Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
8 (-1) 14 (+2) 16 (+3) 2(4) 10 (+0) 6 (-2)

Skills Perception +4, Stealth +6

Damage Resistances bludgeoning, piercing, and slashing
damage from nonmagical weapons

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 14

Languages —

Challenge 1 (200 XP)

Immutable Form. The broodiken is immune to any spell or
effect that would alter its form.

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

Shared Rage. A broodiken cannot speak with its creator
telepathically, but it feels strong emotions and recognizes
the objects of those emotions. A creator can telepathically
order broodiken to hunt for and attack individuals by sending
the broodiken an image of the creature and the appropriate
emotion. As long as the broodiken is on such a hunt, it can be
more than 100 feet away from its master without wailing.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit:
7 (1d10 + 2) piercing damage.

Attach. When a broodiken succeeds on a bite attack, its teeth
latch on, grappling the target (escape DC 9). On each of
its turns, its bite attack hits automatically as long as it can

maintain its grapple.
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Bucca

These tiny, obsidian-skinned, bat-winged fey always
bave a bungry look, leering with razor-sharp fangs
showing and licking their leathery faces with

their forked, purple tongues.

HippEeN 1N CREVICES. Buccas are tiny,
underground faeries who are also
known as “snatchers,” because they
love to steal from miners and hoard
precious minerals and gems in tiny,
trap-filled crevices. Their small

size makes them easy to overlook.

TREASURE FINDERS. Buccas
are often enslaved by derro as
treasure seekers and can be
summoned by some derro
shamans. Buccas are the
bane of the dwarves of

many mountains and hilly
cantons, serving as spies and
scouts for evil humanoids.

Bat FRIENDS. Buccas often
train bats as mounts, messengers, and guard animals. On
occasion they sell them to goblins and kobolds.

Tiny fey, neutral evil

Armor Class 14 (natural armor)
Hit Points 27 (5d4 + 15)
Speed 20 ft., fly 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 16(+3) 17(+3) 13(+1) 9(-1) 16 (+3)

Skills Perception +1, Sleight of Hand +7, Stealth +7
Senses darkvision 60 ft., passive Perception 11
Languages Darakhul, Dwarvish

Challenge 1/2 (100 XP)

Flyby. The bucca doesn't provoke an opportunity attack when it
flies out of an enemy’s reach.

Vulnerability to Sunlight. A bucca takes 1 point of radiant
damage for every minute it is exposed to sunlight.

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

At will: invisibility
3/day each: darkness, ensnaring strike, locate object

ACTIONS

Dagger. Melee Weapon Damage: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4 + 3) piercing damage, and the target
must succeed on a DC 13 Constitution saving throw against
poison or take 1d2 Strength damage. The target must repeat
the saving throw at the end of each of its turns, and it loses
another 1d2 Strength for each failed saving throw. The effect
ends when one of the saving throws succeeds or automatically
after 4 rounds. All lost Strength returns after a long rest.
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Unleashing a bone-shattering roar, this toad-like monster bears
two gnarled horns and wicked claws. It charges from its watery lair
on six legs, eager for the kill.

Ponp LUrkEeRs. The placid surfaces of forest lakes and ponds
hide many lethal threats, among them the bukavac. While not
amphibious, the creature can hold its breath for minutes ata
time as it lurks under the surface in wait for fresh meat.

ENormouUs RoAR. A ravenous bukavac lives to hunt

and devour prey, preferring intelligent prey to

animals, and usually ambushes its victims.

Due to its size, the beast must find

deep ponds or lakes to hide in, but it

can flatten itself comfortably to rest

in two feet of water. It leads with its

wicked horns before grabbing hold

of its target or another nearby foe

and hanging on as it claws its victim

to death. The creature relishes the

feel of its victim’s struggles to escape

its embrace and reserves its roar,

which sounds like a cross between

atoad’s croak and lion’s roar

emanating from a creature the size

of a dragon, for organized foes or

against overwhelming numbers. If a bukavac’s devastating
sonic attack routs its foes, it picks off remaining stragglers;
otherwise, it retreats to its underwater hiding spot.

CLAMOROUS MATING. Solitary hunters by nature, bukavacs
pair up briefly in the spring. Male bukavacs travel to a female’s
lair and demonstrate their prowess by unleashing their most
powerful bellows. Villages ten miles away from the lair often
hear these howls for a week and pray that the creatures don’t
attack. Once mating has been completed (and groves of trees
have been destroyed), the female finds a secluded, shallow lake
in which to bury eggs. A bukavac reaches maturity in five years,
during which time it and its siblings hunt together. After the
bukavacs mature, each finds its own lair.

A bukavac is 11 feet long, including its foot-long horns, stands
four feet tall, and weighs 4,000 Ib. The creature has a natural
lifespan of 40 years, but its noise and proclivity to ambush
intelligent prey attracts the attention of hunting parties, which
considerably shorten its life expectancy.

BUKAVAC

Large monstrosity, neutral evil
Armor Class 16 (natural armor)
Hit Points 199 (21d10 + 84)
Speed 40 ft., swim 20 ft.

STR DEX CON INT WIS CHA
20 (+5) 17 (+3) 18 (+4) 7 (-2) 15(+2) 12 (+1)

Saving Throws Dex +7, Con +8
Skills Perception +10, Stealth +11

Damage Immunities thunder

Senses darkvision 60 ft., passive Perception 20
Languages Sylvan

Challenge 9 (5,000 XP)

Hold Breath. The bukavac can hold its breath for up to 20
minutes.

Hop. A bukavac can move its enormous bulk with remarkably
quick hop of up to 20 feet, leaping over obstacles and foes. It
may also use the hop as part of a withdraw action.

ACTIONS

Multiattack. The bukavac makes four claw attacks, or two claw
attacks and one bite attack, or two claw attacks and one gore
attack, or one bite and one gore attack.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 21 (3d10 + 5) piercing damage.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 11 (1d12 + 5) slashing damage and grapples (escape DC
15). A bukavac can grapple up to 2 Medium size foes.

Gore. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 21 (3d10 + 5) piercing damage.

Croaking Blast (Recharge 5-6). A bukavac can emit a howling
thunderclap that deafens and damages those nearby.
Creatures within 15 feet who fail a DC 17 Constitution saving
throw take 36 (8d8) thunder damage and are permanently
deafened. Those succeeding on the saving throw take half
damage and are not deafened. The deafness can be cured
with lesser restoration.

4
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Burao

An aura of holiness surrounds this handsome buman-headed
equine with its short but strong feathered wings.

On~vLy THE WORTHY. A buraq possesses astounding speed,
determination, and resilience, among a host of noble qualities,
but only pure-hearted humanoids can obtain a service from such
arighteous and honorable creature.

ANGEL MARKED. Every buraq wears a gilded band around its
head or neck. These are said to be angelic seals or wardings, each
different. The hide of every buraq is white, though their beards,
lashes, manes, and tails vary from silver and dusty tan to deep
brown or glossy black.

HEAVENLY STEEDS. A buraq is smaller than a mule but bigger
than a donkey, though their carrying capacity belies their size
and apparent strength. Nevertheless, a buraq is the ultimate
courier and a heavenly steed. Paladins and good-aligned clerics
are the most likely candidates to ride a buraq, but other virtuous
characters have had this privilege.

Medium celestial, lawful good
Armor Class 17

Hit Points 152 (16d8 + 80)
Speed 60 ft., fly 90 ft.

STR DEX CON INT WIS CHA
15(+2) 18 (+4) 20 (+5) 18 (+4) 18 (+4) 20 (+5)

Saving Throws Con +9, Wis +8, Cha +9
Skills History +8, Religion +8

Damage Resistances radiant; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened
Senses truesight 120 ft., passive Perception 14

Languages Celestial, Common, Primordial, telepathy 120 ft.
Challenge 11 (7,200 XP)

Angelic Weapons. The buraqg's attacks are magical. When
the buraq hits with its hooves, it deals an extra 4d8 radiant
damage (included in the attack).

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

At will: comprehend languages, detect evil and good, holy aura,
pass without trace

3/day each: haste, longstrider

1/day each: plane shift, wind walk

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

Night Journey. When outdoors at night, a buraq’s vision is not
limited by nonmagical darkness. Once per month, the buraq
can declare it is on a night journey; for the next 24 hours, it can
use its Teleport once per round. Its destination must always

(i)

be in an area of nonmagical darkness within its line of sight.
At any point during the night journey, as a bonus action, the
buraq can return itself and its rider to the location where it
began the night journey.

ACTIONS

Multiattack. The buraq makes two attacks with its hooves.
Hooves. Melee Weapon Attack: +8 to hit, reach 5 ft,, one target.
Hit: 11 (2d6 + 4) bludgeoning damage plus 18 (4d8) radiant

damage.

Teleport (1/Day). The buraq magically teleports itself and its
rider, along with any equipment it is wearing or carrying, to a
location the buraq is familiar with, up to 1 mile away.



TOME OF BEASTS o

BURROWLING

These light brown, furred creatures inquisitively survey their
surroundings, each comforted by the presence of the others.

FrIENDLY FARMERS. Burrowlings work together at every task:
digging tunnels, foraging, and rearing their young. They are
omnivorous, eating roots, berries, insects, and reptiles—and
they consider snakes a particular delicacy. The most advanced
burrowling towns set up rudimentary farms, where they grow
the fruits and vegetables they usually find in the wild.

SAFE WARRENS. Some towns have domesticated prairie dogs,
which burrowlings train to stand watch alongside their masters.
Pairs of adults stand watch around the town perimeter and
sound a warning when they spot a foe. An alerted town retreats
to the safety of its warrens, while the strongest creatures

add more tunnels if necessary, and close access from the

surface until the threat has passed. In combat, burrowlings
stand together in defense of the helpless young and fight

with crude slings or their sharp teeth and claws.

D1k oF LONELINESS. If separated from its coterie, a
burrowling becomes despondent, crying for others of its kind.
Alone burrowling usually dies of loneliness within a week,
unless it can find its way back to its town or discover another
burrowling town. Rarely, a solitary creature makes its way to a
non-burrowling settlement where it attempts to assist its new
community. This frustrates the creature and those it interacts
with as it tries to anticipate what its companions want. It

may join an adventuring party in the hope of returning toa
settlement. After spending at least six months with a party, the
burrowling can use its Burrow Tactics ability with its new allies.

Burrowlings live up to 15 years. Twice a year, a burrowling
female bears a litter of up to three pups, but in especially
dangerous regions, the creatures breed prodigiously to keep
their population ahead of massive attrition. In cases like this, a
female has a litter of five pups every other month. A burrowling
pup reaches adulthood in a year.

BURROWLING

Small humanoid (burrowling), lawful neutral
Armor Class 13

Hit Points 27 (6d6 + 6)

Speed 30 ft., burrow 10 ft.

STR DEX
10 (+0) 16 (+3)

CON INT WIS
12 (+1) 9(-1) 12 (+1)

CHA
13 (+1)

Skills Perception +3

Senses darkvision 60 ft., passive Perception 13
Languages Common

Challenge 1/2 (100 XP)

Burrow Awareness. A burrowling gets advantage on Perception
checks if at least one other burrowling is awake within 10 feet.

Pack Tactics. The burrowling has advantage on attack rolls
when its target is adjacent to at least one other burrowling
that's capable of attacking.

ACTIONS

Multiattack. The burrowling makes one bite attack and one
claw attack.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target. Hit:
6 (1d6 + 3) piercing damage.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target.
Hit: 6 (1d6 + 3) slashing damage.

Sling. Ranged Weapon Attack: +5 to hit, range 30/120 ft., one
target. Hit: 5 (1d4 + 3) bludgeoning damage.

SRRV Ng VIR

Burrowling towns are found in the Western Wastes, where
their greatest enemies are dust goblins. They seem to thrive

in the badlands and magically scant territories of former
human settlements. )
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CACTID

Rootlike tendrils explode from the sand at the base of this tall cactus
bristling with needles. It uses its tendrils to reach for prey.

NEEDLED SENTIENTS. Cactids are semi-sentient cacti that
grow in a myriad of shapes and sizes, from ground-hugging
barrels and spheroid clumps that pin their victims to the ground
to towering saguaros with clublike arms that yank victims oft
their feet. Most cactids are green or brown with distinct ribs; all
are lined with countless needles.

DraiN Fruips. In addition to gathering water, a cactid's
tendril-roots can snag nearby creatures and pull them into a
deadly embrace. Once a creature is pinned, the cactid’s spines
siphon off the victim’s bodily fluids, until little but a dried husk
remains. Many cactids are adorned with bright flowers or
succulent fruit to lure prey into reach. Some scatter shiny objects
within reach to attract sentient creatures. For those traveling
the desert, however, a cactid’s greatest treasure is the water
stored within its flesh. A slain cactid’s body yields four gallons of
water with a successful DC 15 Wisdom (Survival) check. Failure
indicates that only one gallon is recovered.

Srow Packs. Cactids were created by a nomadic sect of druids,
but their original purpose is lost. They have limited mobility, so
they often congregate in stands or to travel together in a pack to
better hunting grounds.

Large plant, unaligned

Armor Class 14 (natural armor)
Hit Points 76 (8d10 + 32)
Speed 5 ft.

STR DEX CON INT WIS CHA
16 (+3) 8(-1) 18 (+4) 7(-2) 10(+0) 9(1)

Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing
Condition Immunities blinded, deafened

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 10

Languages understands Sylvan, but can't speak
Challenge 3 (700 XP)

Hail of Needles (1/Day). When reduced below 10 hp (even
below 0 hp), the cactid releases a hail of needles as a reaction.
All creatures within 15 feet take 21 (6d6) piercing damage, or
half damage with a successful DC 14 Dexterity saving throw.

ACTIONS

Multiattack. The cactid makes two attacks with its tendrils and
uses Reel.

Tendril. Melee Weapon Attack: +5 to hit, reach 15 ft,, one
creature. Hit: 10 (2d6 + 3) bludgeoning damage plus 3 (1d6)
piercing damage, and a Medium or smaller target is grappled
(escape DC 13). Until this grapple ends, the target is restrained.
If the target is neither undead nor a construct, the cactid drains
the target's body fluids; at the start of each of the target's
turns, the target must make a DC 13 Constitution saving throw.
On a failed save, the creature’s hit point maximum is reduced
by 3 (1d6). If a creature’s hit point maximum is reduced to 0
by this effect, the creature dies. This reduction lasts until the
creature finishes a long rest and drinks abundant water or until
it receives a greater restoration spell or comparable magic. The
cactid has two tendrils, each of which can grapple one target
at a time.

Reel. Each creature grappled by the cactid is pulled up to 5 feet
straight toward the cactid.
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Unfolding impossibly from beneath voluminous robes, this
creature’s pockmarked, spindly arms end in clusters of narrow
spikes. Its long, hollow, needle-like fingers and its many-jointed
arms move with surprising speed and strength for such an
emaciated creature.

HuNcHED AND RoBED. The cambium skulks through mortal
society, hunched and contorted, concealing its nine-foot height
and its supernumerary arms.

Devours BopiLy Humogrs. The source of a cambium’s interest
lies in every mortal body: the four humors, which it drains in
precise amounts, sometimes to fix its own imbalances, sometimes
to concoct serums meant for sale in hellish markets. Its victims
are left in a desperate state, eager for a corrective fix and willing to
obey the cambium’s every whim as servants and toadies.

ABANDONS VicTiMs. After a sufficient crop has been harvested,
the cambium abandons these addicts to die slowly from violent
withdrawals, and allows the local population to lie fallow for a
decade or so.

Large fiend, neutral evil
Armor Class 19 (natural armor)
Hit Points 264 (23d10 + 138)

Speed 40 ft.
STR DEX CON INT WIS CHA
21 (+5) 16 (+3) 23 (+6) 17 (+3) 16 (+3) 18 (+4)

Saving Throws Dex +8, Con +11, Int +8, Wis +8, Cha +9

Skills Arcana +8, Deception +9, Insight +8, Medicine +8,
Perception +8, Stealth +8

Damage Immunities poison

Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 18
Languages Common, Draconic, Infernal
Challenge 14 (11,500 XP)

Innate Spellcasting. The cambium’s innate spellcasting ability
is Charisma (spell save DC 17, +9 to hit with spell attacks). The
cambium can innately cast the following spells, requiring no
material components:

Constant: levitate

At will: alter self, detect thoughts, hold person, plane shift, spare
the dying

3/day: cure wounds 21 (4d8 + 3), ray of sickness 18 (4d8),
protection from poison, heal

1/day: finger of death

ACTIONS

Multiattack. The cambium makes four needle fingers attacks.

Needle Fingers. Melee Weapon Attack: +10 to hit, reach 10 ft,,
one target. Hit: 21 (3d10 + 5) piercing damage. In addition, the
target must make a DC 19 Constitution saving throw; if it fails,

the cambium can either inflict Ability Damage or Imbalance

Humors. A target makes this saving throw just once per turn,

even if struck by more than one needle fingers attack.

Ability Damage (3/Day). When the target of the cambium’s
needle fingers fails its Constitution saving throw, one of its
ability scores (cambium’s choice) is reduced by 1d4 until it
finishes a long rest. If this reduces a score to 0, the creature is
unconscious until it regains at least one point.

Imbalance Humors (3/Day). When the target of the cambium’s
needle fingers fails its Constitution saving throw, apply one of
the following effects:

Sanguine Flux: The target cannot be healed—naturally or
magically—until after their next long rest.

Choleric Flux: The target becomes confused (as the spell)
for 3d6 rounds. The target can repeat the saving throw at
the end of each of its turns to shrug off the flux before the
duration ends.

Melancholic Flux: The target is incapacitated for 1d4 rounds
and slowed (as the spell) for 3d6 rounds. The target can
repeat the saving throw at the end of each of its turns to
shrug off the flux before the duration ends.

Phlegmatic Flux: A successful DC 18 Constitution saving throw
negates this effect. A failed saving throw means the target
gains one level of exhaustion which lasts for 3d6 rounds.

Bl
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CARRION BEETLE

The beetles wore golden bridles and carried buge leather sacks of
stone and guano. They marched without stopping; dozens, even
bundreds, bringing fresh earth to the white-fungus trees of the
great forests. Their claws skittered with a sound like horseshoes
slipping on stone, but their multiple legs ensured they never

fell. The air around them singed the nostrils with the taint

of acid.

BEAsTs OF BURDEN AND WAR. Carrion beetles
are powerful beasts of burden with strong jaws
and the ability to both climb and burrow.

With a wide back, serrated, spiky forelegs,

and a narrow head, the carrion beetle is too
large to ride on very comfortably although

it makes an excellent platform for ballistae

and howdabhs. Its thick exoskeleton varies

from drab brown, tan, and black to shimmering
blue green, purple-green, and a highly prized
yellow-orange.

The largest carrion beetles make a distinctive
wheezing sound when their spiracles are stressed;
this noise creates a hum when multiple beetles
run or charge on the field of battle. War
beetles are often armored with protective
strips of metal or chitinous armor fused to
their exoskeletons, increasing their natural
armor by +2 while reducing their speed to 20
feet.

DEevour FuNGI AND CARRION. Carrion

beetles rarely gather in groups larger than a

breeding pair and a small cluster of offspring in

the wild. The domesticated varieties travel in herds of 20-40
to feed on fungal forests, scavenge battlefields, or devour cave
lichen and scour sewage pits. The larger caravan beetles are
always antagonistic.

When breeding season hits, carrion beetles feast on the bodies
of large animals. They are often found in symbiotic relationships
with deathcap mycolids, darakhul, and related species. Many
species in the deep underworld consider carrion beetles food
and use their exoskeletons to fashion shields and armor (though
their chitin is too brittle for weaponry).

Purple worms are their major predators. Worms swallow
entire caravans when they find the beetles within.

DoMESTICATED BY GHOULS. Domesticated by the darakhul,
the carrion beetles live a more complex life. They begin as simple
pack animals, with the strongest being trained as war beetles.
War beetles often carry ballistae and harpoons fitted with lines
for use against flying foes.

In late life, the beetles are used as excavators, scouring out
tunnels with their acid. After death, their exoskeletons are used
both as animated scouting vehicles (ghouls hide within the shell
to approach hostile territory) and as armored undead platforms
packed with archers and spellcasters.

B

CARRION BEETLE

Large beast, neutral

Armor Class 15 (natural armor)

Hit Points 127 (15d10 + 45)

Speed 30 ft., burrow 20 ft., climb 10 ft.

STR DEX CON INT WIS CHA
19(+4) 12(+1) 17 (+3) 1(-5) 13 (+1) 10 (+0)

Condition Immunities paralysis

Senses darkvision 60 ft., passive Perception 11
Languages —

Challenge 4 (1,100 XP)

ACTIONS

Multiattack. The beetle makes one bite attack and two claw
attacks.

Bite. Melee Weapon Attack: +6 to hit, reach 10 ft, one target.
Hit: 10 (1d12 + 4) piercing damage.

Claws. Melee Weapon Attack: +6 to hit, reach 10 ft,, one target.
Hit: 7 (1d6 + 4) slashing damage.

Acid Spit (Recharge 5-6). The carrion beetle spits a line of acid
that is 30 ft. long and 5 ft. wide. Each creature in that line takes
32 (5d12) acid damage, or half damage with a successful DC 13
Dexterity saving throw.
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These patches of tangled, lacy moss cling to the ceiling, slowly
pulsing with an eerie glow. Their stems gently writhe among the
soft, feathery mass, dusting the ground below with a twinkling of
phosphorescent spores.

PLANT CARNIVORE. Cavelight moss glows with a pale yellow
light, but when agitated, its light changes to an icy blue.
Cavelight moss is frequently mistaken for a benign organism,
but it hunts living flesh and renders its meals immobile before
starting the long process of digestion.

A cavelight moss is a collective of smaller life forms patched
together and sharing sensations. Barely cognitive, a cavelight
moss spends its time positioning itself above well-traveled
sections of cavern, feeding on rats, bats, and crawling insects.
When it senses larger prey, it slowly and quietly moves toward
the creature.

LonNeG-L1vED SPORES. A cavelight moss can survive for 200
years, shedding luminous spores and consuming vermin. Its
spores germinate in the carcasses of its victims, and in lean
times, these spores can grow, albeit slowly, on guano or other
areas rich in moisture and organic nutrients.

RARE CoLONIES. If a cave system has no true protectors and
food is plentiful, these creatures congregate—most commonly,
in bat colonies of millions of individuals. When they gather
this way, cavelight mosses function as a large colony, covering
strategic locations where prey roams. When a source of food
moves on, the entire colony slowly disperses as well.

Large plant, neutral

Armor Class 15 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 5 ft., climb 5 ft.

STR DEX CON INT WIS CHA
24 (+7) 10(+0) 18 (+4) 1(-5) 13(+1) 5(3)

Damage Resistances acid, cold, fire; slashing from nonmagical
weapons

Condition Immunities charmed, deafened, frightened,
paralyzed, prone, stunned, unconscious

Senses tremorsense 60 ft., passive Perception 11
Languages —
Challenge 4 (1,100 XP)

Luminescence. The chemicals within cavelight moss make
the entire creature shed light as a torch. A cavelight moss
cannot suppress this effect. It can, however, diminish the light
produced to shed illumination as a candle.

ACTIONS

Tendrils. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 33 (4d12 + 7) bludgeoning damage. If the target
is a creature, it is grappled (escape DC 17). Until this grapple
ends, the target is restrained, and the cavelight moss can't use
its tendrils against another target.

Strength Drain. Living creatures hit by the cavelight moss's
tendril attack or caught up in its grapple must make a
successful DC 14 Constitution saving throw or 1 level of
exhaustion. Creatures that succeed are immune to that
particular cavelight moss's Strength Drain ability for 24 hours.
For every level of exhaustion drained, the cavelight moss gains
5 temporary hit points.
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CHELICERAE

A chelicerae resembles a massive spider perched on tall, stilted legs.
Most often, the disheveled body of a robed arcanist swings from its
clenched mandibles.

FEED ON SPELLCASTERS. These massive arachnids are largely
confined to the great forests and occasional wastelands, although
rumors do persist of sightings in the dark alleys of magocratic
cities, causing trepidation among the spellcasters there. Few
creatures pose such a threat to spellcasters as chelicerae.

CARrrY THEIR PREY. Walking on high, stilted legs, these
creatures resemble gigantic harvesters. More often than not,
they are found with the grisly bodies of humanoids dangling
from the chelicerae’s clenched mandibles.

CocoonN ArcanisTts. Chelicerae stalk isolated victims, striking
them with a poisonous bite and then pinning its prey within

its jaws. There, their helpless body can hang for days on end

as the chelicerae pursues obscure and eldritch tasks. At best,
victims wake up weeks later with no memory of the events, far
from home, and drained of vitality and spells. Others are stored
immobilized in a thick cocoon in a high treetop until their body
and mind recover. A few unlucky victims are slain and animated
as walking dead to protect the chelicerae.

Large aberration, neutral evil
Armor Class 16 (natural armor)
Hit Points 153 (18d10 + 54)
Speed 40 ft., climb 30 ft.

STR DEX CON INT WIS CHA
22 (+6) 17 (+3) 17 (+3) 14 (+2) 15(+2) 14 (+2)

Saving Throws Dex +6, Wis +5, Cha +5

Skills Acrobatics +6, Athletics +9, Perception +5, Stealth +6
Damage Immunities poison

Condition Immunities charmed, poisoned

Senses darkvision 60 ft., passive Perception 15

Languages —

Challenge 7 (2,900 XP)

Magic Resistance. The chelicerae has advantage on
saving throws against spells and other magical effects.
Spellcasting. The chelicerae is an 8th-level
spellcaster. Its spellcasting ability is Intelligence
(spell save DC 13, +5 to hit with spell attacks).
It requires no material components to cast its
spells. The chelicerae has the following wizard
spells prepared:
Cantrips: acid splash, mage hand, minor illusion,
true strike
1st level: burning hands, detect magic, expeditious
retreat, ray of sickness
2nd level: hold person, invisibility, scorching ray
3rd level: animate dead, haste, lightning bolt
4th level: phantasmal killer

B )

Siphon Spell Slots. The chelicerae cannot replenish its spells
naturally. Instead, it uses grappled spellcasters as spell
reservoirs, draining uncast spells to power its own casting.
Whenever the chelicerae wishes to cast a spell, it consumes
a number of spell slots from its victim equal to the spell slots
necessary to cast the spell. If the victim has too few spell slots
available, the chelicerae cannot cast that spell.

The chelicerae can also draw power from drained
spellcasters or creatures without magic ability. It can reduce a
grappled creature’'s Wisdom by 1d4, adding 2 spell slots to its
spell reservoir for every point lowered. A creature reduced to 0
Wisdom is unconscious until it regains at least one point, and
can't offer any more power. A creature regains all lost Wisdom
when it finishes a long rest.

Spider Climb. Chelicerae can climb difficult surfaces, including
upside down on ceilings, without requiring an ability check.

ACTIONS

Multiattack. The chelicerae makes one bite attack and two claw
attacks.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 17 (2d10 + 6) piercing damage, and the target is grappled
(escape DC 16). The target must also make a successful DC
16 Constitution saving throw or become poisoned. While
poisoned this way, the target is unconscious and takes
1d4 Strength damage at the start of each of its turns. The
poisoning ends after 4 rounds or when the target makes a
successful DC 16 Constitution save at the end of its turn.

Claw. Melee Weapon Attack: +9 to hit, reach 10 ft.,, one target.
Hit: 15 (2d8 + 6) slashing damage.
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These scaly creatures resemble
nothing so much as tiny,
batwinged dragonkin.

DrAGoON SPRITES. Chernomoi

(which means “lair sprite” in

Draconic) often reside discreetly in a
dragon lair or dragonborn household,
cleaning and tidying up at night, and

only occasionally keeping a small trinket
or shiny gemstone as compensation. They
appear as tiny, winged dragonkin, dressed
in metallic armor made of small coins and
semi-precious stones.

LArr ALarMS. Chernomoi

are terrified of wyverns and

never lair anywhere near

them. Otherwise, they are

very protective of their

draconic masters and raise

analarm if an intruder is

undetected. They fight with their

tiny blades and Shriek attack if
cornered, though they always flee from
danger as a first option— usually straight
to a dragon, dragonborn, or drake ally.

Tiny fey, neutral

Armor Class 13

Hit Points 32 (5d4 + 20)
Speed 20 ft., fly 20 ft.

STR DEX CON INT WIS CHA
9 (-1) 18 (+4) 18 (+4) 12 (+1) 11(+0) 16 (+3)

Skills Acrobatics +6, Perception +2, Stealth +6

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks not made with silver weapons

Senses darkvision 60 ft., passive Perception 12
Languages Common, Draconic, Sylvan
Challenge 1 (200 XP)

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

At will: detect magic, invisibility, mage hand, mending, message,
prestidigitation
1/day each: detect poison and disease, dimension door

ACTIONS

Scimitar. Melee Weapon Attack: +6 to hit, reach 5 ft,, one
target. Hit: 7 (1d6 + 4) slashing damage.

Shriek (Recharge 5-6). The chernomoi emits a loud shriek. All
creatures within 60 feet who can hear take 10 (3d6) thunder
damage, or half damage with a successful DC 13 Constitution
saving throw.

RN VIO NV AR

Dragons of the Mharoti Empire consider chernomoi cute
little guardian pets, and treat them roughly the way humans
treat a parrot or pet bird. In some cases, chernomoi serve
elder dragons as familiars and messengers, dressed in
completely dazzling armor made of gemstones. Their
golden armor is a sign of their master’s wealth and power.

CB




C o TOME OF BEASTS -

CHILD oF THE BRIAR

Its eyes gleam like polished walnuts, and its sly smile seems
oddly placed on the tiny body, covered in spikes and thorns. The
creature’s waist is no thicker than a clenched fist, and its sinuous
arms are no wider than a finger but twice the length of its body.

Born oF Magic. Children of the briar are a frequent nuisance
to fey and mortal alike. They grow in deep briar patches in
forest clearings or along sunny hillsides and riverbanks.

More rarely, they spawn when a sorcerer or magical

creature’s blood is spilled on the forest floor, or

when summoned into being by obscure druidic

items of power.

THORN FORTRESSES. Despite their size, children

of the briar gather in great numbers, cultivating

ancient forest thickets into veritable fortresses.

Wise men flee when they hear their clicking

language in the underbrush, for the children have all

the capricious wickedness of spiteful children and a taste

for blood.

SrIES AND ScouTs. From their lairs, the children of the briar
creep far and wide to spy on the forest’s inhabitants, sometimes
using spiders, monstrous centipedes, and giant dragonflies as
mounts. They converse with travelers bearing interesting news,
but their words are thorned with gleeful malice, jealous bile, and
lies. They are not above murder. They trade news and gossip for
trinkets, favors, and drops of spilled blood.

The fey have long used the children of the briar as spies and
informants, and the power of the Otherworld now courses
through their veins, allowing them to work simple magical tricks
and slip between the mortal and faerie realms with relative ease.

CHILD OF THE BRIAR

Tiny plant, neutral evil
Armor Class 13

Hit Points 50 (20d4)
Speed 20 ft., climb 10 ft.

STR DEX CON INT WIS CHA
6 (-2) 17 (+3) 11 (+0) 13(+1) 10 (+0) 14 (+2)

Skills Perception +4, Stealth +7

Damage Vulnerabilities fire

Senses darkvision 60 ft., passive Perception 14
Languages Briarclick, Common, Sylvan
Challenge 1 (200 XP)

Fey Blood. Children of the briar count as both plant and fey for
any effect related to type.

ACTIONS

Multiattack. A child of the briar makes two claw attacks. If both
attacks hit the same target, the target is grappled (escape DC
13) and the child of the briar uses its Thorny Grapple on it.

D

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage.

Spitdart Tongue (Recharge 4-6). Ranged Weapon Attack:
+5 to hit, range 20/60 ft., one target. Hit: 6 (1d6 + 3) piercing
damage. Every child of the briar can shoot thorns from its
mouth.

Entangle. Two children of the briar working together can cast
a version of the entangle spell with no components, at will.
Both creatures must be within 10 feet of each other, and both
must use their action to cast the spell. The entangled area
must include at least one of the casters but doesn’t need to
be centered on either caster. Creatures in the area must make
a DC 13 Strength saving throw or be restrained. All children of
the briar are immune to the spell’s effects.

Thorny Grapple. A child of the briar’s long thorny limbs help
it grapple creatures up to Medium size. A grappled creature
takes 2 (1d4) piercing damage at the end of the child’s turn for
as long as it remains grappled.
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A chronalmental is difficult to pin down, and it may appear as

a large man-shaped absence in the air that reveals first a field of
stars, then a contorted rainbow of colored bands, then a brilliant
white light, strobing in and out of existence.

Fruip as TiME. Shifting between the past, present, and future,
chronalmentals are formed from temporal energy. They flow like
sand in an hourglass and exist between the tickings of a clock.
The first chronalmentals were forged from extra time left
over from the beginning of the universe. Many served as shock
troopers in unfathomable wars between angels and fiends or
gods and ancient titans. Most were lost between seconds or
abandoned to drift aimlessly in the Astral Plane or in the void
between the stars.

STEWARDS OF CALAMITY. Locations of historical significance—
both past and future—attract chronalmentals. They have a
fondness for battlefields and other sites of strife. Because

they are drawn to noteworthy places, chronalmentals have a
reputation as harbingers of calamity, and their presence may
incite panic among scholars, priests, and sages.
ENvIRONMENTAL CHAOS. Whatever the terrain, the
environment behaves strangely around the chronalmental.
Collapsed walls might suddenly rise, seedlings become massive
trees, and fallen soldiers relive their dying moments. These
changes occur randomly, a side-effect of a chronalmental’s
presence, and things return to normal when they depart.
ELEMENTAL NATURE. A chronalmental does not require air,
food, drink, or sleep.

CHRONALMENTAL

Large elemental, unaligned
Armor Class 17 (natural armor)
Hit Points 152 (16d10 + 64)

Speed 30 ft.
STR DEX CON INT wis CHA
14(+2) 20 (+5) 19 (+4) 9(-1) 13 (+1) 6 (-2)

Damage Immunities poison; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities exhaustion, paralyzed, petrified,
poisoned, unconscious

Senses darkvision 60 ft., passive Perception 11
Languages Celestial, Infernal
Challenge 8 (3,900 XP)

Temporal Body. When a chronalmental is subjected to a slow
spell, haste spell, or similar effect, it automatically succeeds on
the saving throw and regains 13 (3d8) hit points.

ACTIONS

Multiattack. The chronalmental makes 1d4 + 1 slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 16 (2d10 + 5) bludgeoning damage.

Steal Time (1/Day). The chronalmental targets one creature it
can see within 30 feet of it. The targeted creature must make
a DC 16 Wisdom saving throw. On a failed saving throw, the
chronalmental draws some of the creature’s time into itself
and gains +10 to its position in initiative order. In addition, the
target’s speed is reduced by half, it can't take reactions, and
it can take either an action or a bonus action on its turn, but
not both. While it is stealing time, the chronalmental’s speed
increases by 30 feet, and when it takes the multiattack action, it
can make an additional slam attack. The targeted creature can
repeat the saving throw at the end of each of its turns, ending
the effect on a success.

Displace (Recharge 5-6). The chronalmental targets one
creature it can see within 30 feet of it. The target must succeed
on a DC 16 Wisdom saving throw or be magically shunted
outside of time. The creature disappears for 1 minute. As an
action, the displaced creature can repeat the saving throw. On
a success, the target returns to its previously occupied space,
or the nearest unoccupied space.

REACTION

Step Between Seconds (Recharge 4-6). When a creature
the chronalmental can see moves within 5 feet of it, the
chronalmental can shift itself to a place it occupied in the past,
teleporting up to 60 feet to an unoccupied space, along with
any equipment it is wearing or carrying.

CBT
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CIKAVAK

The cikavak is a remarkably ugly magical bird—a supernatural
creature conjured through a lengthy ritual. A dark gray comb flops
atop their beads and shapeless wattles dangle from their throats.
They seem unimposing.

DaGGER BeAKs. Cikavaks use their elongated, dull-gray beaks
to draw up nectar and other fluids—or to stab with the force

of a dagger. Although it requires great effort to call up these
homely birds, the magic is surprisingly common, known among
peasants and townsfolk as well as mages. Once summoned, they
remain faithful to their masters until death. While cikavaks don’t
speak, they comprehend the Common tongue and can speak
with animals to help their master. They often magically silence
the cries of more melodious birds.

Por1oN PoucHEs. Cikavaks possess another odd ability: when
fully distended, their ventral pouches hold up to half a gallon

of almost any liquid. These resilient pouches take little or no
damage from their contents, holding potions without ingesting
them or even carrying acid without injury.

Thieves make use of this ability, directing the birds to siphon
up liquids and thus steal honey from neighbors’ beehives, as
well as milk, beer, and wine. The most audacious thieves send
their birds into magicians’ towers, alchemists’ shops, or the
local apothecary to seize mercury, phlogiston, and more exotic
substances. They carry these stolen fluids back to their owner in
their pouches. While normally strong flyers, when laden with
liquids, their flight is clumsy at best.

ForLk CoNjURATION. To call a cikavak with folk magic rituals,
a character must gather an egg from a black hen as well as

30 gp worth of herbs and colored chalks. Cast at sunset, the
folk ritual requires half an hour and requires a successful

DC 15 Intelligence (Arcana) check to succeed. (The material
components can be used multiple times, until the ritual
succeeds). The hen’s egg must then be carried and kept warm
for 40 days. During this time, the ritual caster must not bathe
or be subject to any spell effects. Usable only by non-casters,
the ritual’s feeble magic is immediately dispelled if the cikavak’s
master uses any other sort of spell or spell-like ability.

Tiny fey, neutral
Armor Class 12

Hit Points 17 (7d4)
Speed 10 ft., fly 40 ft.

STR DEX CON INT WIS CHA
4 (-3) 15(+2) 10 (+0) 12 (+1) 12(+1) 43

Skills Perception +5, Stealth +6

Damage Resistances acid, fire, poison

Senses darkvision 60 ft., passive Perception 15
Languages understands Common; telepathy (touch)
Challenge 1/8 (25 XP)

Innate Spellcasting. The cikavak’s innate spellcasting ability is
Wisdom (spell save DC 11). It can innately cast the following
spells, requiring no material components:

At will: speak with animals
1/day: silence

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, range 5 ft., one target. Hit:
7 (1d4 + 2) piercing damage.
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CLOCKWORK ABOMINATION

At rest, a clockwork abomination resembles a pile of debris and
scrap on the ground, but in motion it reveals a large insectoid
form with smoke rising between the plates of its bide. Its many
orange-yellow eyes shine like dim lanterns and reveal no hint of
expression or intent.

Bounp DEeviLs. Clockwork abominations result from
ill-considered attempts to bind lesser devils into clockwork
or steam-driven constructs. The disciplines of devil binding
and engineering seemingly do not mix well, and the results
of such attempts are typically disastrous. Every now and
then, however, something goes right, and a clockwork
abomination is created.

Junk CoLLEcTORS. Clockwork abominations are canny
enough to collect bits of old wagons, tools, or machinery
as camouflage. Motionless among such objects, they

can often surprise a foe.

SAp1sTIC MACHINES. Malevolent in the extreme,

these fiendish automatons are frustrated by the

limits of their new forms, and they delight in

inflicting suffering on others. Constantly seeking

to break free of their creators’ control, the most

they can be entrusted to do is to serve as a guardian or
attack something.

CoNSTRUCTED NATURE. A clockwork abomination doesn’t
require air, food, drink, or sleep.

CLOCKWORK ABOMINATION

Large construct (devil), lawful evil
Armor Class 16 (natural armor)
Hit Points 76 (8d10 + 32)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
21 (+5) 12(+1) 18(+4) 10(+0) 10(+0) 12(+1)

Saving Throws Dex +4 Con +7
Skills Athletics +9, Perception +4, Stealth +4

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

Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 13
Languages Common, Infernal
Challenge 5 (1,800 XP)

Additional Legs. Four legs allow the clockwork abomination to
climb at a speed equal to its base speed and to ignore difficult
terrain.

Piston Reach. The abomination’s melee attacks have a
deceptively long reach thanks to the pistons powering them.

Immutable Form. The clockwork abomination is immune to
any spell or effect that would alter its form.

Infernal Power Source. When a clockwork abomination falls to
0 hp, its infernal battery explodes. Creatures within 10 feet of
the clockwork abomination take 14 (4d6) fire damage, or half
damage with a successful DC 14 Dexterity saving throw.

ACTIONS

Multiattack. The clockwork abomination makes one bite attack
and one slam attack.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft,, one target.
Hit: 15 (2d8 + 6) piercing damage.

Slam. Melee Weapon Attack: +9 to hit, reach 15 ft,, one target.
Hit: 13 (2d6 + 6) bludgeoning damage.

Breath Weapon (Recharge 5-6). The clockwork abomination'’s
Infernal Power Source allows it to breathe fire in a 20-foot
cone. Targets in this cone take 22 (4d10) fire damage, or half
damage with a successful DC 14 Dexterity saving throw.

Ch
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CLOCKWORK BEETLE

Gleaming metal and whirring gears make up the form of this
elaborate mechanical insect the size of a housecat.

BEejEwWELED FAMILIARS. Forged by talented jewelers and sold
to gear-mages and aristocrats, clockwork beetles are highly
prized as familiars. Although normally created in the form

of metal beetles, their appearance can vary greatly. Some
resemble incandescent ladybugs while others have razor-
sharp horns reminiscent of deadly stag beetles. Some are
fashioned as darkling beetles with prehensile antennae,

and even weevil-like designs have been spotted.

FryiNG NOISEMAKERS. In the
southern deserts, scarab beetle
patterns are particularly prized.
Anytime the creatures move they

emit an audible rhythmic buzz,
especially when taking to the air. Once
in flight, they create a disturbing
cacophony of clicks and whirs.

HippEeN TIMERS. The

most talented gear-mages

occasionally design a

clockwork beetle with

a hidden countdown

clock that silently

ticks down over years

or even decades.

When the tightly

wound gear-counter

expires, it suddenly

triggers a mechanical

metamorphosis within

the beetle, causing it to

rapidly transform and

blossom into a completely different clockwork creature—a
wondrous surprise known in advance only to the designer who
created it so many years ago.

CoNsTRUCTED NATURE. A clockwork beetle doesn’t require
air, food, drink, or sleep.

CLOCKWORK BEETLE

Tiny construct, unaligned
Armor Class 14 (natural armor)
Hit Points 15 (6d4)

Speed 30 ft,, fly 50 ft.

STR DEX CON INT WIS CHA
8 (-1) 16 (+3) 10 (+0) 4 (-3) 12 (+1) 7 (=2)

Saving Throws Dex +5
Skills Stealth +5

w )

Damage Immunities poison, psychic

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 11

Languages understands Common, telepathy 100 ft. (creator
only)

Challenge 1/2 (100 XP)

Immutable Form. The clockwork beetle is immune to any spell
or effect that would alter its form.

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

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
6 (1d6 + 3) piercing damage plus 5 (2d4) poison damage, or
one-half poison damage with a successful DC 10 Constitution
saving throw.
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CLocKWORK BEETLE SWARM

Light glints off the moving parts of almost a thousand clockwork Senses darkvision 60 ft., passive Perception 11
beetles in a biting cloud. Languages —
FreED But FoovrisH. Clockwork beetle swarms form when Challenge 3 (700 XP)
several of the creatures break free of their creators and bond
together in a noisy mass of clattering mechanical parts. Severed Swarm. The swarm can occupy another creature’s space and
from the bond of their creators, the beetle swarm lacks the vice versa, and the swarm can move through any opening
telepathy of singular clockwork beetles and has a reduced large enough for a Tiny construct. The swarm can’t regain hit
mental capacity. points or gain temporary hit points.

CLOCKWORK BEETLE SWARM ACTIONS
A Large swarm of Tiny constructs, neutral Bites. Melee Weapon Attack: +5 to hit, reach 0 ft., up to 4

creatures in the swarm'’s space. Hit: 17 (5d6) piercing damage

A Class 14 (natural
rmor Class 14 (natural armor) plus 3 (1d6) poison damage.

Hit Points 52 (8d10 + 8)
Speed 30 ft., fly 50 ft.

STR DEX CON INT WIS CHA
8 (-1) 16 (+3) 12 (+1) 4 (-3) 12 (+1) 7 (=2)

Damage Resistances bludgeoning, piercing, and slashing
Damage Immunities fire, poison, psychic

Condition Resistances charmed, frightened, paralyzed,
petrified, prone, restrained, stunned

(6]
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CLockwork Hounp

This black, mechanical hunting dog keeps its nose to the ground
sniffing and whuffling. Gleaming teeth fill its metal mouth.

TIcKING BLOODHOUNDS. Partners to the clockwork
huntsmen, these black hounds follow the trails of criminals,
escaped slaves, and other unfortunates. Their infused spirits
are those of hunting hounds, and their animating magic allows
them to follow a scent with preternatural speed and accuracy.

Tovy VARIANTS. Some claim the infusion of animal spirits into
clockwork hounds was one of the great arcane discoveries that
made the creation of the gearforged possible; others say that

it has done nothing but make clockwork mages rich. Certainly
the earliest hounds were built for work and war, but the most
recent varieties also include some that are deceptively big-eyed
and painted as children’s toys or to match a young aristocrat’s
favorite outfit.

SERVE THE RULERS. Despite this brief flirtation with fashion,
most clockwork hounds continue to serve town watches, royal
huntsmen, road wardens, moneylenders, and criminal gangs as
loyal trackers and guards.

CoNsTRUCTED NATURE. A clockwork hound doesn’t require
air, food, drink, or sleep.

CLOCKWORK HOUND

Medium construct, unaligned
Armor Class 12 (natural armor)
Hit Points 71 (11d8 + 22)

Speed 50 ft.
STR DEX CON INT wis CHA
16 (+3) 15(+2) 14(+2) 1(-5 10 (+0) 1(-5)

Saving Throws Dex +4, Con +4
Skills Athletics +7, Perception +4
Damage Immunities poison, psychic

COCEWURES

Clockwork magic in Midgard is common

in the Free City of Zobeck and other

advanced towns and cities, and devices

made with such magic are commonly

status symbols as much as functional

tools. The Gear Goddess Rava smiles on

all such creations, and destroying them

is an affront to her sense of balance and
industry—smashing a clockwork is said to be
quite unlucky. Gear mages practice a school of
clockwork magic that creates and sustains many
such devices.

@2 )

Condition Immunities charmed, exhaustion,
frightened, paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 14
Languages understands Common
Challenge 2 (450 XP)

Immutable Form. The clockwork hound is immune to any spell
or effect that would alter its form.

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

Diligent Tracker. Clockwork hounds are designed to guard
areas and track prey. They have advantage on all Wisdom
(Perception) and Wisdom (Survival) checks when tracking.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target. Hit:
16 (2d10 + 5) piercing damage.

Tripping Tongue. Melee Weapon Attack: +5 to hit, reach 15
ft., one target. Hit: 9 (1d8 + 5) slashing damage, and the
target must succeed on a DC 13 Strength saving throw or be
knocked prone.

Explosive Core. The mechanism that powers the hound
explodes when the construct is destroyed. All creatures within
5 feet of the hound take 7 (2d6) fire damage, or half damage
with a successful DC 12 Dexterity saving throw.
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CLockwork HunTSMAN

A clockwork buntsman is mechanical soldier clad in flat-black
armor, and beneath its breastplate, gears tick and whir.

Svave HUNTERS. These metal huntsmen were once the
province of corrupt aristocrats, running down escaped slaves
and tracking prey in hunting expeditions. Their masters may
vary, but the clockwork huntsmen still perform when called

upon. In some places they operate only on the command of the

secret police, hunting down persons of interest wanted
for questioning.

Huntsmen may operate alone, but usually they seek their
quarry as a small group of two or three. Because they are
unsleeping and tireless, few can hide from them for long
without magical assistance.

DEspr1sEp MACHINES. Clockwork huntsmen are painted
matte black with mithral trim, and occasionally outfitted
with armor or a black steel blade for added intimidation.
Common folk detest them; all but their keepers and
commanders shun them.

OBEDIENT TO ORDERS. Bound with specific instructions,
clockwork huntsmen patrol, stand sentry, or remain
unmoving as ordered, always paying attention, always
alert to their surroundings. Clockwork huntsmen are
unrelenting and single-minded in their missions,

focusing on particular targets—priests, spellcasters,

or heavily armored intruders, as directed. Oblivious to
injury, clockwork huntsmen attack until destroyed or
ordered to stand down.

Clockwork huntsmen stand nearly six feet tall and
weigh 400 1b.

CoNSTRUCTED NATURE. A clockwork huntsman
doesn’t require air, food, drink, or sleep.

CLOCKWORK HUNTSMAN

Medium construct, unaligned
Armor Class 14

Hit Points 110 (20d8 + 20)
Speed 40 ft.

STR DEX CON INT WIS CHA
17 (+3) 14 (+2) 12(+1) 4 (-3) 10 (+0) 1(-5)

Saving Throws Str +5, Dex +4

Skills Perception +4, Survival +4

Damage Immunities poison, psychic

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 14
Languages understands Common
Challenge 3 (700 XP)

Immutable Form. The clockwork huntsman is immune to any
spell or effect that would alter its form.

Magic Resistance. The clockwork huntsman has advantage on

saving throws against spells and other magical effects.

ACTIONS

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

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft.,, one target.
Hit: 6 (1d6 + 3) bludgeoning damage.

Net Cannon. Ranged Weapon Attack: +4 to hit, range 5/15 ft.,
one target, size Large or smaller. Hit: the target is restrained.
A mechanism within the clockwork huntsman'’s chest can
fire a net with a 20-foot trailing cable anchored within the
huntsman’s chest. A creature can free itself (or another
creature) from the net by using its action to make a successful
DC 10 Strength check or by dealing 5 slashing damage to the
net. The huntsman can fire up to four nets before it must be
reloaded.

Explosive Core. The mechanism that powers the huntsman
explodes when the construct is destroyed, projecting
superheated steam and shrapnel. Every creature within 5 ft. of
the construct takes 10 (3d6) fire damage, or half damage with
a successful DC 13 Dexterity saving throw.

6
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CLOCKWORK
VIYRMIDON

This bulking brass and iron creature resembles a
giant suit of plate armor; a constant growl issues
from its midsection. It stands 9 feet tall and its
squat head wears an angry expression.

A clockwork myrmidon always moves with
moves with a powerful, determined grace
unusual in most clockwork creations.

EL1TE MACHINES. Clockwork myrmidons

are heavily armored at their joints and at

most vital parts. They are much too valuable

to undertake patrols or menial labor, and they
are unleashed only for dangerous situations that
clockwork watchmen cannot handle.

SINGLE TARGETS. A clockwork myrmidon defends
itself but does not initiate combat unless so directed by its
master. When it does enter battle, a clockwork myrmidon
is unrelenting and single-minded, and it attacks one particular
target until that foe surrenders, escapes, or is defeated.

Unless given other instructions, a clockwork myrmidon
attacks whatever enemy is closest to it. A clockwork myrmidon
attacks until destroyed or ordered to stand down.

ArcHEMICAL TRICKS. A clockwork myrmidon is always
outfitted with alchemical fire, acids, grease, and other special
devices. An alchemist is required to keep one running well.

CoNSTRUCTED NATURE. A clockwork myrmidon doesn’t
require air, food, drink, or sleep.

CLOCKWORK MYRMIDON

Large construct, unaligned
Armor Class 16 (natural armor)
Hit Points 153 (18d10+54)

Speed 30 ft.
STR DEX CON INT WIS CHA
20 (+5) 14(+2) 16(+3) 10(0) 10(+0) 1(-5)

Saving Throws Str +11, Dex +5

Skills Athletics +8, Perception +6

Damage Immunities poison, psychic

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 16
Languages understands Common
Challenge 6 (2,300 XP)

Immutable Form. The clockwork myrmidon is immune to any
spell or effect that would alter its form.

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

(/D)

ACTIONS

Multiattack. The clockwork myrmidon makes two attacks: two
pick attacks or two slam attacks, or one of each.

Heavy Pick. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target.

Hit: 14 (2d8 + 5) piercing damage.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft,, one target.
Hit: 11 (1d12 + 5) bludgeoning damage.

Alchemical Flame Jet (Recharge 5-6). The clockwork
myrmidon can spew a jet of alchemical fire in a line 20 feet
long and 5 feet wide. Any creature in the path of the jet takes
26 (4d12) fire damage, or half damage with a successful DC 15
Dexterity saving throw. The clockwork myrmidon can use this
attack four times before its internal reservoir is emptied.

Grease Spray (Recharge 5-6). As a bonus action, the clockwork
myrmidon'’s chest can fire a spray of alchemical grease with
a range of 30 feet, covering a 10-by-10 foot square area and
turning it into difficult terrain. Each creature standing in the
affected area must succeed on a DC 15 Dexterity saving throw
or fall prone. A creature that enters the area or ends its turn
there must also succeed on a DC 15 Dexterity saving throw or
fall prone. The clockwork myrmidon can use this attack four
times before its internal reservoir is emptied.

Alchemical Fireball. The clockwork myrmidon’s alchemical
flame reservoir explodes when the construct is destroyed,
spraying nearby creatures with burning fuel. A creature within
5 feet of the myrmidon takes 19 (3d12) fire damage, or half
damage with a successful DC 15 Dexterity saving throw. This
explosion doesn't occur if the clockwork myrmidon has already
fired its alchemical flame jet four times.
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CLocKWORK W ATCHMAN

This mechanical being’s body is composed of brass and iron and
bedecked in a loose uniform of the city watch. Its movements are
slow but steady.

LicHTLY ARMORED SERVANTS. Clockwork watchmen are
more solidly built versions of the more common clockwork
scullions (servant creatures in wealthy households, incapable of
combat). Proper clockwork watchmen are built with iron parts
instead of tin, and given keener senses. Many have small bits of
armor covering their joints and most vital parts.

ConsTANT RounDs. They endlessly patrol the city day and
night, pausing only to receive maintenance and new boots.
SHOUTS & STUTTERS. Their speech is slow and halting, but their
distinctive shouts and whistles bring human guards at a run.

CoNSTRUCTED NATURE. A clockwork watchman doesn’t
require air, food, drink, or sleep.

CLOCKWORK WATCHMAN

Medium construct, unaligned
Armor Class 14 (natural armor)
Hit Points 55 (10d8 + 10)
Speed 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 12(+1) 12(+1) 5(=3) 10 (+0)  1(-5)

Saving Throws Con +3

Skills Athletics +4, Perception +4

Damage Immunities poison, psychic

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 14
Languages Common
Challenge 1/2 (100 XP)

Immutable Form. The clockwork watchman is immune to any
spell or effect that would alter its form.

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

ACTIONS

Halberd. Melee Weapon Attack: +4 to hit, reach 10 ft., one
target. Hit: 7 (1d10 + 2) slashing damage.

Slam. Melee Weapon Attack: +4 to hit, reach 5 ft.,, one target.
Hit: 5 (1d6 + 2) bludgeoning damage.

Net Cannon. Ranged Weapon Attack: +3 to hit, range 5/15 ft,,
one target, size Large or smaller. Hit: the target is restrained.
A mechanism within the clockwork huntsman'’s chest can
fire a net with a 20-foot trailing cable anchored within the
watchman'’s chest. A creature can free itself (or another
creature) from the net by using its action to make a successful

DC 10 Strength check or by dealing 5 slashing damage to the
net at AC 10. The watchman can fire up to four nets before it
must be reloaded.
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CLocKWORK WEAVING SPIDER

This clockwork creature looks like a mechanical spider with long,
spindly legs, including one equipped with a particularly sharp
blade that’s disproportionately large for the creature’s body.

CroTH MAKERS. These tiny but useful devices are a boon to
weavers as they help produce clothing—and they also sometimes
serve as spies and defenders, for nothing is so invisible as a
simple machine making cloth, day in and day out. As their name
implies, these devices resemble large spiders but with ten limbs
instead of eight. Two of their legs are equipped with loops or
crooks useful in guiding thread on aloom, six are for moving
and climbing, one is for stitching and extremely fast
needlework, and one has a razor-sharp blade used to trim

thread or cloth (or for attacking foes).

THROW Po1soN. Weaving spiders rarely initiate combat
unless directed to by their owners, but they instinctively
defend themselves, their masters, and other weavers. A
weaving spider throws its poisoned shuttle at the nearest
foe, then climbs along the strand to attack that foe. Weaving
spiders fight until destroyed or ordered to stand down.
When spying, they flee as soon as they are threatened, to
preserve whatever information they have gathered.

CoNsTRUCTED NATURE. A clockwork weaving spider
doesn’t require air, food, drink, or sleep.

WEAVING SPIDER

Tiny construct, unaligned
Armor Class 15 (natural armor)
Hit Points 25 (10d4)

Speed 40 ft., climb 40 ft.

STR DEX CON INT WIS CHA
10 (+0) 16(+3) 10 (+0) 9 (-1) 8 (-1) 8 (-1)

Damage Immunities poison

Condition Immunities blinded, charmed, deafened,
exhaustion, frightened, paralyzed, poisoned

Senses darkvision 60 ft., passive Perception 14
Languages understands Common
Challenge 1 (200 XP)

Weaving spiders are built by priests of Rava and imbued
with her divine energy, although their shells and armatures
are made by the Arms and Armory Guild and the
Geargrinders Guild, respectively. They are maintained,
operated, and directed by the Honorable Order of Weavers
in the Free City of Zobeck, and it is believed that weaving
spiders sometimes serve as vessels for a Norn or a skein

witch to speak to humans.
\_ _J

@ )

Immutable Form. The weaving spider is immune to any spell
or effect that would alter its form.

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

ACTIONS

Multiattack. The weaving spider makes two trimming blade
attacks or two needle shuttle attacks.

Trimming Blade. Melee Weapon Attack: +5 to hit, reach 5 ft,,
one target. Hit: 10 (2d6 + 3) slashing damage and possible
unmaking.

Poisoned Needle Shuttle. Ranged Weapon Attack: +5 to hit,
range 30 ft., one target. Hit: 7 (1d8 + 3) piercing damage,
and the target must succeed on a DC 13 Constitution saving
throw or become paralyzed. The target repeats the saving
throw at the end of each of its turns, ending the effect on
itself with a success.

Unmaking. The weaving spider’s speed and its slim, sharp
blade can slice cloth, leather, and paper into scraps very
quickly. Whenever a weaving spider’s trimming blade attack
roll exceeds the target's armor class by 5 or more, the target
must succeed on a DC 13 Dexterity saving throw or one
of their possessions becomes unusable or damaged until
repaired (DM'’s choice)
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Around a corner in the wine cellar stumbles a surly, two-foot tall
man carrying an open bottle of wine. He bas a bushy beard and
wears a rumpled, red overcoat over a dirty white shirt and knee-
length red trousers with blue stockings and silver-buckled shoes. A
cap made from leaves stitched together with gold thread slouches
atop his bead, and he reeks of stale beer and wine.

DruNKS IN THE CELLAR. Clurichauns are mean-spirited,
alcohol-loving fey that plague butteries and wine cellars. These
drunken fey were once leprechauns, but they long ago forsook a
life of toil for one of solitary debauchery. Now they spend every
night drinking, warbling off-key, and tormenting their hapless
hosts with cruel pranks.

However, if the clurichaun’s host keeps him or her well
supplied with a favorite libation and otherwise leaves him or her
alone, the clurichaun will protect their wine cellars from thieves,
drunkards, or worse—becoming quite vigorous when they feel
the security of the cellars is threatened in any way. They have a
particular hatred for rum gremlins and for other clurichauns.

ConNTEST EvIcTIONS. Most people can’t tolerate or afford
aclurichaun’s presence for long. Unfortunately, attempts to
drive them off usually result in the spiteful clurichaun going on
a destructive rampage and them spoiling any remaining wine.
The best way to evict a clurichaun is to challenge him or herto a
drinking contest. A clurichaun can’t abide losing to a mortal and
will slink away in shame, never to be seen again, if that happens.
This is a risky option, however, because despite their size,
clurichauns can drink prodigiously with little ill effect.

SmaLL BRAWLERS. While clurichauns aren’t adverse to an
old-fashioned tavern brawl, they rely mainly on their magic to
protect themselves. Creatures under a clurichaun’s spell feel
and act as if they were intoxicated, complete with hangovers the
next morning!

Tiny fey, chaotic neutral
Armor Class 14
Hit Points 22 (4d4 + 12)

Speed 30 ft.
STR DEX CON INT WIS CHA
13(+1) 12(+1) 16(+3) 10(+0) 8(-1) 16 (+3)

Saving Throws Con +5

Skills Perception +1, Stealth +3

Condition Immunities frightened, poisoned
Senses darkvision 60ft., passive Perception 11
Languages Common, Elvish, Sylvan
Challenge 1/4 (50 XP)

Clurichaun'’s Luck. Clurichauns add both their Dexterity and
Charisma modifiers to their Armor Class.

Innate Spellcasting. The clurichaun’s innate spellcasting ability
is Charisma (spell save DC 13). The clurichaun can cast the
following spells, requiring only alcohol as a component.

At will: friends, mending, minor illusion, purify food and drink,
vicious mockery
1/day each: blur, calm emotions, heroism, sleep, suggestion

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

ACTIONS

Unarmed Strike. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one creature. Hit: 2 (1 + 1) bludgeoning damage.

Improvised Weapon. Melee or Ranged Weapon Attack: +3 to
hit, reach 5 ft. or range 20/60 ft., one creature. Hit: 3 (1d4 +
1) bludgeoning, piercing, or slashing damage, depending on
weapon.

(67
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COBBLESWARM

The paving stones underfoot suddenly lurch and tumble over one
anotber. Thousands of tiny limbs, pincers, and stingers break from
the stony surface and frantically scuttle forward.

A cobbleswarm is made up of tiny, crablike creatures with
smooth, stony shells. Individually they are referred to as cobbles.
The creatures vary in size, shape, and color, but all have six
segmented legs, a whiplike stinger, and a single eye.

Paving SToNE Mimics. When the eye is closed and the limbs
are pulled under the shell, cobbles are nearly indistinguishable
from lifeless paving stones. Victims of cobbleswarms are caught
unaware when the floor beneath them suddenly writhes and
shifts, and dozens of eyes appear where there should be none.

TrAP AFFINITY. Cobbleswarms have a rudimentary
understanding of traps. They often hide in places where their shift
and tumble ability can slide intruders into pits or across trapped
areas, and kobold tribes prize them highly for this reason.

COBBLESWARM

Medium swarm of Tiny monstrosities, unaligned
Armor Class 15 (natural armor)
Hit Points 36 (8d8)

Speed 30 ft.
STR DEX CON INT wis CHA
12 (+1) 11(+0) 11(+0) 5(-3) 12 (+1) 5¢(-3)

(5D

Damage Resistances bludgeoning, piercing, slashing

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

Senses passive Perception 11
Languages —
Challenge 2 (450 XP)

FALsE ApPEARANCE. While the swarm remains motionless, it is
indistinguishable from normal stones.

SHIFT AND TUMBLE. As a bonus action, the swarm can push a
prone creature whose space it occupies 5 feet.

SHIFTING FLOOR. Whenever the swarm moves into a creature'’s
space or starts its turn in another creature’s space, that other
creature must make a successful DC 13 Dexterity saving throw
or fall prone. A prone creature must make a successful DC 13
Dexterity (Acrobatics) check to stand up in a space occupied
by the swarm.

SwarM. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
large enough for a Tiny stone. The swarm can't regain hit
points or gain temporary hit points.

ACTIONS

StINGs. Melee Weapon Attack: +3 to hit, reach 0 ft.,, one target
in the swarm's space. Hit: 10 (4d4) piercing damage, or 5 (2d4)
piercing damage if the swarm has half its hit points or fewer.
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The reeking pile of bodies and bones as large as a giant lurches
forward. Corpses that tumble off it rise moments later as undead
and follow the determined bill of corruption.

Rise FROM Mass GRAVES. In times of plague and war,
hundreds of bodies are dumped into mass graves. Without
sanctifying rites, necromantic magic can seep into the mound
of bodies and animate them as a massive horror hungering for
others to join its form.

ABsoRB BoDIES. A corpse mound is driven to kill by the anger
and loneliness of the dead within, and to absorb the bodies of its
victims. It attacks any living creature larger than a dog, but it is
drawn to humans and humanoids. It never tires no matter how
many victims it accumulates. Entire towns have been wiped out
by advancing corpse mounds.

UNDEAD NATURE. A corpse mound doesn’t require air, food,
drink, or sleep.

CORPSE MOUND

Huge undead, neutral evil
Armor Class 16 (natural armor)
Hit Points 207 (18d12 + 90)

Speed 30 ft.
STR DEX CON INT wis CHA
24 (+7)  11(+0) 21 (+5  8(1) 10 (+0) 8(-1)

Saving Throws Con +9, Int +3, Wis +4
Damage Resistances necrotic
Damage Immunities poison

Condition Immunities charmed, exhaustion, frightened,
poisoned

Senses darkvision 60 ft., passive Perception 10
Languages Understands Common but can't speak
Challenge 11 (7,200 XP)

Absorb the Dead. Whenever a Small or larger non-undead
creature dies within 20 feet of the corpse mound,
that creature’s remains join its form and the
corpse mound regains 10 hit points.

Noxious Aura. Creatures that are within 20
feet of the corpse mound at the end of its
turn must succeed on a DC 17 Constitution
saving throw or become poisoned until the
end of their next turn. On a successful saving
throw, the creature is immune to the Noxious
Aura for 24 hours.

Zombie Drop. At the start of the corpse
mound’s turn during combat, one corpse
falls from the mound onto the ground and
immediately rises as a zombie under its control.
Up to 10 such zombies can be active at one time.
Zombies take their turns immediately after
the corpse mound’s turn.

ACTIONS

Multiattack. The corpse mound makes two weapon attacks or
uses envelop once.

Slam. Melee Weapon Attack: +11 to hit, reach 5 ft,, one target.
Hit: 18 (2d10 + 7) bludgeoning damage plus 10 (3d6) necrotic
damage and the target is grappled (escape DC 17). Until this
grapple ends, the target is restrained.

Bone Shard. Ranged Weapon Attack: +11 to hit, range 30/120
ft., one target. Hit: 14 (2d6 + 7) piercing damage and 10 (3d6)
necrotic damage. When hit, the target must make a successful
DC 17 Strength check or be knocked prone, pinned to the
ground by the shard, and restrained. To end this restraint, the
target or a creature adjacent to it must use an action to make a
successful DC 17 Strength (Athletics) check to remove the shard.

Envelop. The corpse mound makes a slam attack against a
restrained creature. If the attack hits, the target takes damage
as normal, is pulled 5 feet into the corpse mound's space, and
is enveloped, which ends any grappled or prone condition.
While enveloped, the creature is blinded and restrained, it has
total cover against attacks and other effects outside the corpse
mound, and it takes 21 (6d6) necrotic damage at the start of
each of the corpse mound'’s turns. An enveloped creature can
escape by using its action to make a successful DC 17 Strength
saving throw. If the corpse mound takes 30 or more damage
on a single turn from the enveloped creature, it must succeed
on a DC 17 Constitution saving throw at the end of that turn or
expel the creature, which falls prone in a space within 10 feet
of the corpse mound. If the corpse mound dies, an enveloped
creature is no longer restrained by it and can escape by using
10 feet of movement, exiting prone. A corpse mound can
envelop up to 4 creatures at once.

@
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DAU

A constant shimmer surrounds this short, winged creature, and
staring at it is eyewatering and confusing, like a distant desert
mirage though it’s only scant yards away.

DESERT MIRAGE FEY. Daus are creatures of haze and illusion.
They stand three feet tall, with sandy skin, and are surrounded
by a shimmering aura like a heat haze. They are flighty, physically
weak, and unfocused, but are agile in both body and wit.

Lazy AND BoreD. Their ability to magically provide for
themselves in most material ways tends to make daus lazy and
hedonistic. As a result, daus are often friendly and eager for
company and they invite friends and strangers alike to rest in
their lairs, partake in their feasts and share their stories.

STICKLERS FOR ETIQUETTE. However, a dau’s hospitality often
turns to cruelty when guests breach its intricate rules of etiquette.

Small fey, chaotic neutral
Armor Class 13

Hit Points 49 (9d6 + 18)
Speed 20 ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA
7 (-2) 17 (+3) 14 (+2) 14 (+1) 17(+3) 16(+3)

Skills Deception +5, Insight +5, Perception +5, Stealth +5
Senses darkvision 60 ft., passive Perception 15

Languages Deep Speech, Primordial, Sylvan, telepathy 60 ft.
Challenge 4 (1,100 XP)

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

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

At will: detect thoughts
3/day each: invisibility, mirror image
1/day each: mirage arcana, programmed illusion, project image

ACTIONS

Multiattack: The dau makes two slam attacks.

Slam. Melee Weapon Attack: +5 to hit, reach 5 ft., one
creature. Hit: 6 (1d6 + 3) bludgeoning damage plus 10 (3d6)
necrotic damage, and the dau regains hit points equal to the
necrotic damage dealt. The target must succeed on a DC 13
Constitution saving throw or its hit point maximum is reduced
by an amount equal to the necrotic damage taken. This
reduction lasts until the creature finishes a long rest.

Tangible Illusion (1/Day). After casting an illusion spell of
an object, the dau temporarily transforms that illusion into a
physical, nonmagical object. The temporary object lasts 10
minutes, after which it reverts to being an illusion (or vanishes,
if the duration of the original illusion expires). During that
time, the illusion has all the physical properties of the object it

n)

represents, but not magical properties. The dau must touch the
illusion to trigger this transformation, and the object can be no
larger than 5 cubic feet.

REACTIONS

Mirror Dodge (1/Day). When the dau would be hit by an
attack or affected by a spell, the dau replaces itself with an
illusory duplicate and teleports to any unoccupied space
within 30 feet in sight. The dau isn't affected and the illusory
duplicate is destroyed.
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DEATH BUTTERFLY SWARM

These enormous clouds of orange and green butterflies add a reek of
putrefaction to the air, stirred by the flapping of their delicate wings.

DeMoN-HAUNTED. A death butterfly swarm results when a rare
breed of carrion-eating butterflies, drawn to the stench of great
decay, feeds on the corpse of a fiend, demon, or similar creature.

Dizzvine AND PorsoNous. The colorful and chaotic flapping of
the insects’ wings blinds and staggers those in its path, allowing
the swarm to necrotize more flesh from those it overruns.
Attracted to rotting material, the swarm spreads a fast-acting,
poison on its victims, creating carrion it can feed on immediately.
DEevour THE UNDEAD. Undead creatures are not immune to a
death butterfly swarm’s poison, and a swarm can rot an undead
creature’s animating energies as easily as those of the living.
Given the choice between an undead and living creature, a death
butterfly swarm always attacks the undead. Such swarms find
ghouls and vampires particularly appealing. Some good-aligned
forces regard summoning these swarms as a necessary evil.

DEATH BUTTERFLY SWARM

Large swarm of tiny beasts, chaotic evil
Armor Class 15 (natural armor)

Hit Points 60 (11d10)

Speed 5 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
1(-5 13(+1) 10(+0) 1(-5) 12 (+1) 15(+2)

Damage Resistances bludgeoning, piercing, slashing
Damage Vulnerabilities cold, fire

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

Senses darkvision 60 ft., passive Perception 11
Challenge 4 (1,100 XP)

Potent Poison. The death butterfly swarm's poison affects
corporeal undead who are otherwise immune to poison.

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
large enough for a Tiny insect. The swarm can’t regain hit
points or gain temporary hit point.

Weight of Wings. A creature in a space occupied by the death
butterfly swarm has its speed reduced by half, and must
succeed on a DC 13 Dexterity saving throw or become blinded.
Both effects end when the creature doesn’t share a space
with the swarm at the end of the creature’s turn. If a creature
succeeds on the saving throw, it is immune to the swarm’s
blindness (but not the speed reduction) for 24 hours.

ACTIONS

Multiattack: The swarm makes a Bite attack against every
target in its spaces.

Bites. Melee Weapon Attack: +3 to hit, reach 0 ft,, every target
in the swarm'’s space. Hit: 22 (6d6 +1) piercing damage, or
11 (3d6 + 1) piercing damage if the swarm has half of its hit

points or fewer. The target also takes 10 (3d6) poison damage
and becomes poisoned for 1d4 rounds; a successful DC 13
Constitution saving throw reduces poison damage by half and
prevents the poisoned condition..

GREATER DEATH BUTTERFLY SWARM

Huge swarm of tiny beasts, chaotic evil
Armor Class 15 (natural armor)

Hit Points 84 (13d12)

Speed 5 ft,, fly 40 ft. (hover)

STR DEX CON INT WIS CHA
1 (-5) 16 (+3) 10 (+0) 1(-5) 15(+2) 12 (+1)

Damage Resistances bludgeoning, piercing, and slashing
Damage Vulnerabilities cold, fire

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

Senses darkvision 60 ft., passive Perception 12
Challenge 6 (2,300 XP)

Potent Poison. As death butterfly swarm.
Swarm. As death butterfly swarm.

Weight of Wings. As death butterfly swarm but with DC 16
Dexterity saving throw

ACTIONS

Multiattack: The swarm makes a Bite attack
against every target in its spaces.
Bites. Melee Weapon Attack: +6 to hit,
reach O ft,, every target in the
swarm'’s space. Hit: 24 (6d6 +3)
piercing damage, or 13
(3d6 + 3) piercing damage
if the swarm has half of
its hit points or fewer.
The target also
takes 17 (5d6)
poison damage
and becomes
poisoned for 1d4
rounds; a successful DC
15 Constitution saving
throw reduces poison
damage by half and
prevents the
poisoned condition.

1
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DEATHWISP

A shadowy figure flickers in and out of view. Its indistinct shape
betrays a sylvan ancestry, and its eyes are malevolent blue points
of light.

FEy UNDEAD. A deathwisp is a wraith-like spirit created in the
Shadow Realm from the violent death of a shadow fey or evil fey.
RiFT WALKERS. Many deathwisps remain among the shadows,
but a few enter the natural world through planar rifts and gates,
or by walking along shadow roads between the worlds.
Retaining only a trace of their former personality and
knowledge, their lost kindness has been replaced with malice.
DEvOUR BREATH. A deathwisp feasts on the breath of living
things, and invariably seeks to devour animals and solitary
intelligent prey. It is quite intelligent and avoids fights against
greater numbers.

UNDEAD NATURE. A deathwisp doesn’t require air, food, drink,
or sleep

Medium undead, neutral evil
Armor Class 15

Hit Points 82 (11d8 + 33)
Speed 0 ft., fly 60 ft. (hover)

STR DEX CON INT WIS CHA
6(-2) 20(+5) 16(+3) 18 (+4) 16 (+3) 20 (+5)

Saving Throws Dex +8, Con +6, Wis +6
Skills Perception +6, Stealth +8

Damage Resistances acid, cold, fire, lightning, thunder;
bludgeoning, piercing, and slashing from nonmagical
weapons that aren't silvered

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion, grappled,
paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 60 ft., passive Perception 16
Languages the languages it knew in life
Challenge 7 (2,900 XP)

Flicker. The deathwisp flickers in and out of sight,
and ranged weapon attacks against it are made
with disadvantage.
Incorporeal Movement. The deathwisp 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 a solid object.
Shadow Jump. A deathwisp can travel between shadows
as if by means of dimension door. This magical transport
must begin and end in an area with at least some shadow.
A shadow fey can jump up to a total of 40 feet per day; this
may be a single jump of 40 feet, four jumps of 10 feet each,
etc. This ability must be used in 10-foot increments.
Sunlight Sensitivity. While in sunlight, the deathwisp
has disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

)

Unnatural Aura. Animals do not willingly approach within 30
feet of a deathwisp, unless a master makes a successful DC 15
Wisdom (Animal Handling) check.

ACTIONS

Life Drain. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 36 (7d8 + 5) necrotic damage. The target must
succeed on a DC 15 Constitution saving throw, or its hit point
maximum is reduced by an amount equal to the damage

taken. This reduction lasts until the target finishes a long

rest. The target dies if this effect reduces its hit point
maximum to 0.
Create Deathwisp. The deathwisp targets a
humanoid within 10 feet of it that died violently
less than 1 minute ago. The target's spirit rises
as a wraith in the space of its corpse or in
the nearest unoccupied space. This wraith
is under the deathwisp’s control. The
deathwisp can keep no more than
five wraiths under its control at
one time.
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With enormous eyes, a wide mouth, and almost no chin, the deep
ones are hideous, fishlike folk, often hunched and scaled when
encountered in coastal villages.

ELDER Gobs. In their fully grown form, the deep ones are an
ocean-dwelling race that worships elder gods such as Father
Dagon and Mother Hydra, and they dwell in deep water
darkness. They’ve intermarried with coastal humans to create
human-deep one hybrids.

CoAsTAL RAIDERS. The deep ones keep to themselves in
isolated coastal villages and settlements in the ocean for long
periods, and then turn suddenly, at the command of their patron
gods, into strong, relentless raiders, seizing territory, slaves, and
wealth all along the coasts. Some deep ones have even founded
small kingdoms lasting generations in backwater reaches or
distant chilled seas.

DEMAND SACRIFICES. They demand tolls from mariners
frequently; those who do not leave tribute to them at certain
islands or along certain straits find the fish escape their nets,
or the storms shatter their hulls and drown their sailors. Over
time, some seafaring nations have found it more profitable to
ally themselves with the deep ones; this is the first step in their
patient plans to dominate and rule.

Medium humanoid, chaotic evil
Armor Class 13 (natural armor)
Hit Points 91 (14d8 + 28)
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 12(+1) 14 (+2) 10 (+0) 8 (-1) 12 (+1)

Saving Throws Str +5, Con +4, Cha +3
Damage Vulnerabilities fire

Damage Resistances cold

Senses darkvision 120 ft., passive Perception 9
Languages Common, Void Speech

Challenge 2 (450 XP)

Amphibious. A deep one can breathe air or water with equal
ease.

Frenzied Rage. On its next turn after a deep one takes 10 or
more damage from a single attack, it has advantage on its
claws attack and adds +2 to damage.

Lightless Depths. A deep one is immune to the pressure
effects of the deep ocean.

Ocean Change. A deep one born to a human family
resembles a human child, but transforms into an
adult deep one between the ages of 16 and 30.

ACTIONS

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

DEEP ONE HYBRID PRIEST

Medium humanoid, chaotic evil
Armor Class 14 (natural armor)
Hit Points 120 (16d8 + 48)
Speed 30 ft., swim 30 ft

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 16 (+3) 12 (+1) 12(+1) 15(+2)

Saving Throws Con +5, Wis +3, Cha +4

Skills Athletics +6, Deception +4, Perception +3
Damage Vulnerabilities fire

Damage Resistances cold

Senses darkvision 120 ft., passive Perception 13
Languages Common, Void Speech

Challenge 4 (1,100 XP)

Amphibious. A deep one priest can breathe air or water with
equal ease.

Frenzied Rage. On its next turn after a deep one hybrid priest
takes 10 or more damage from a single attack, it has advantage
on its melee attacks and adds +4 to spell and claws damage.
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Innate Spellcasting. The deep one priest's innate spellcasting
ability is Charisma (spell save DC 12, +4 to hit with spell
attacks). It can innately cast the following spells, requiring no
material components:

At will: sacred flame, shocking grasp
3/day each: inflict wounds, sanctuary, sleep
1/day each: ice storm, shatter

Lightless Depths. A deep one hybrid priest is immune to the
pressure effects of the deep ocean.

Ocean Change. A deep one born to a human family resembles
a human child, but transforms into an adult deep one between
the ages of 16 and 30.

Voice of the Deeps. A deep one priest may sway an audience of
listeners with its rolling, droning speech, fascinating them for 5
minutes and making them dismiss or forget what they've seen
recently unless they make a successful DC 13 Wisdom saving
throw at the end of that period. If the saving throw succeeds,
they remember whatever events the deep one sought to erase.

ACTIONS

Claws. Melee Weapon Attack. +6 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) slashing damage.

DEEP ONE ARCHIMANDRITE

Large humanoid, chaotic evil
Armor Class 15 (natural armor)
Hit Points 153 (18d10 + 54)
Speed 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 15(+2) 17 (+3) 12 (+1) 17 (+3) 19 (+4)

Saving Throws Dex +5, Wis +6, Cha +7

Skills Arcana +4, Perception +6

Damage Vulnerabilities fire

Damage Resistances cold, thunder

Senses darkvision 240 ft., passive Perception 16
Languages Common, Void Speech

Challenge 8 (3,900 XP)

OBy E DR ONE

The deep ones are faithful servants of horrific powers
inimical to all life on land. Father Dagon is a god of
fertility, fish, and the strength of the deep ocean, and is an
evil lord of storm and waves. Mother Hydra is his consort,
agoddess of immense strength and size, spawning entire
schools of fish at once and mistress of the great kraken
and toothsome krake spawn, who are her children and
servitors. Both are keen on conquest, through a long
program of forced interbreeding and eldritch meddling
with human bloodlines.

In addition, many deep ones follow Shar-Ngolyeth,
along-lost deity also referred to as That Which Lurks
Beneath the Waves. This kraken and her krake spawn
offspring are close allies to the deep ones, but are largely

Qndiﬁerent to Dagon and Hydra. )

n )
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Amphibious. A deep one can breathe air or water with equal
ease.

Frenzied Rage. On its next turn after a deep one archimandrite
takes 10 or more damage from a single attack, it has
advantage on its attacks, it adds +4 to damage, and it can
make one extra unholy trident attack.

Innate Spellcasting. The deep one archimandrite’s innate
spellcasting ability is Charisma (spell save DC 15, +7 to hit with
spell attacks). It can innately cast the following spells, requiring
no material components:

At will: bless, revivify, sacred flame, shocking grasp, suggestion
3/day each: charm person, lightning bolt, sanctuary, shatter
1/day each: chain lightning, cone of cold, ice storm

Legendary Resistance (1/Day). If the deep one archimandrite
fails a saving throw, it can count it as a success instead.

Lightless Depths. A deep one hybrid priest is immune to the
pressure effects of the deep ocean.

Voice of the Archimandrite. With a ringing shout, the deep
one archimandrite summons all deep ones within a mile to
come to his aid. This is not a spell but a command that ocean
creatures and deep ones heed willingly.

ACTIONS

Multiattack. A deep one archimandrite makes one claw attack
and 1 unholy trident attack.

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

Unholy Trident. Melee Weapon Attack: +8 to hit, reach 10 ft,,
one target. Hit: 14 (2d8 + 5) piercing damage plus 13 (2d12)
necrotic damage.
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DEMON, ApAu PERAPE

Sharp teeth fill this large, demonic ape’s mouth. Its long, muscular ACTIONS
arms stretch to the ground, ending in wickedly curved claws.

Multiattack. The apau perape makes one bite attack and two
claw attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature.
Hit: 12 (2d6 + 5) piercing damage.

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

SERVANTS OF FIRE. These black-furred gorilla demons serve
only Mechuiti, the demon lord of fire and apes. Their final loyalty
is unshakable, though sometimes they serve others for a time—
and they have no fear of fire, gleefully setting fire to villages and
crops if their master is snubbed or insulted.

FEARLESS ATTACKERS. The apau perape are fearless and savage,
living for battle. Once in combat, their morale never breaks. Like

their master, they have an insatiable hunger and do not leave any VAR]AN T . D E M U N S U M M U N l N G

dead behind, consuming even their bones. Some apau perapes have an action option that allows them to

EvEs oF FIRE. When this demon is angered, its eyes glow a summon other demons.

deep, disturbing red, unlike any natural ape. Summon Demon (1/Day): The apau perape chooses what

to summon and attempts a magical summoning. The apau
perape has a 50 percent chance of summoning one apau
Large fiend (demon), chaotic evil perape or one giant ape.
Armor Class 16 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
21 (+5) 18 (+4) 19 (+4) 10 (+0) 12 (+1) 15 (+2)

Saving Throws Dex +7, Con +7, Wis +4

Skills Intimidation +5, Perception +4, Stealth +7

Damage Vulnerabilities cold

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

Damage Immunities poison

Condition Immunities frightened, poisoned

Senses darkvision 120 ft., passive Perception 14

Languages Ape, Infernal, telepathy 120 ft.

Challenge 6 (2,300 XP)

Diseased Ichor. Every time the apau perape takes piercing or
slashing damage, a spray of caustic blood spurts from the
wound toward the attacker. This spray forms a line 10 feet
long and 5 feet wide. The first creature in the line must make
a successful DC 15 Constitution saving throw against disease
or be infected by Mechuiti's Ichor disease. The creature is
poisoned until the disease is cured. Every 24 hours that
elapse, the target must repeat the Constitution saving throw
or reduce its hit point maximum by 5 (2d4). The disease is
cured on a success. The target dies if the disease reduces its
hit point maximum to 0. This reduction to the target's hit point
maximum lasts until the disease is cured.

Innate Spellcasting. The apau perape is an innate spellcaster.
Its spellcasting ability is Charisma (spell save DC 13). The apau
perape can innately cast the following spells, requiring no
material components:
1/day each: fear, wall of fire

Magic Resistance. The apau perape has advantage on saving
throws against spells and other magical effects.
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DEMON, BERSTUC

Althougb slightly stooped, this male figure is muscular and broad-
shouldered. The creature’s head is lost in a riot of moss, and a thick
mustache and beard reach almost to its waist.

The hulking, moss-haired berstuc looks sculpted out of a
primordial forest—and it stands over 12 feet tall and weighs 800
pounds. Despite its great stature, it seems strangely gentle, with
a serene, almost soothing presence. Nothing could be further
from the truth; the berstuc is a murderous demon that stalks
woodlands and jungles of the Material Plane.

PoisoNED Frurrt. Berstuc prowl forests in search of travelers

to torment. A berstuc demon poses as a benevolent, or at least
indifferent, wood spirit to gain the trust of mortals. It allows
itself to be persuaded to help lost travelers (reluctantly) or to lead
them to their destinations. Once it draws its unwitting prey deep
into the woods, it strikes.

VERDANT NATURE. The berstuc doesn’t require food or sleep.

Large fiend (demon), chaotic evil
Armor Class 18 (natural armor)
Hit Points 157 (15d10 + 75)
Speed 40 ft., burrow 20 ft.

STR DEX CON INT WIS CHA
22 (+6) 10(+0) 20 (+5) 12 (+1) 14(+2) 19(+4)

Saving Throws Str +10, Wis +6, Cha +8

Skills Deception +8, Nature +10, Stealth +4 (+8 in forest
terrain), Survival +6

Damage Resistances acid, fire; bludgeoning, piercing, and
slashing damage from nonmagical weapons

Damage Immunities lightning, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12
Languages Abyssal, Common, Sylvan; telepathy 120 ft.
Challenge 11 (7,200 XP)

False Presence. The berstuc counts as a fey for purposes of
spells and magical effects that detect otherworldly creatures.
Beasts and plants are comfortable around the berstuc and will
not attack it unless ordered to or provoked.

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

Twisted Path. The berstuc leaves no path through
natural terrain and can't be tracked with skill checks or
other natural means. Creatures that travel with it can't
retrace their own trails, and they become hopelessly
lost after 1 hour of travel. Creatures led astray by a
berstuc have disadvantage on attempts to discern their
location or to navigate for 24 hours.

w )

ACTIONS

Multiattack. The berstuc makes three slam attacks and
Absorbs once.

Slam. Melee Weapon Attack: +10 to hit, reach 5 ft,, one target.
Hit: 14 (2d8 + 5) bludgeoning damage and the target is
grappled (escape DC 16).

Absorb. The berstuc draws a Medium or smaller creature it
has grappled into its body. An absorbed creature is no longer
grappled but is blinded and restrained, has total cover from
attacks and other effects from outside the berstuc, and takes
14 (2d8 + 5) piercing damage plus 27 (5d10) poison damage
at the start of each of the berstuc’s turns. The berstuc can hold
one absorbed creature at a time.

If the berstuc takes 20 damage or more on a single turn
from a creature inside it, the berstuc must succeed on a DC
17 Constitution saving throw or expel the absorbed creature,
which falls prone within 5 feet of the berstuc. If the berstuc
dies, an absorbed creature is no longer restrained and can
escape from the corpse by
using 5 feet of movement,
exiting prone.
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This strong and bandsome warrior bas a snarling hyena’s face at

the back of its head.

DARk APPETITES. Kishi are two-faced male demons
perpetually driven by their voracious appetites, carnal or
otherwise, with a predilection for female humanoids. Kishi
frequently behead, scalp, or skin their conquests and decorate
their shields with their trophies.

Hats AND VEILS. Kishi demons typically masquerade as
muscular warriors or glib storytellers, wearing elaborate
headdresses or clan veils to hide the demonic hyena face on the
back of their head.

DEeapLY CHARMERS. They use magical and nonmagical means
of persuasion to inveigle women into their embrace, but their
trysts always end in a grisly feast upon their victim’s flesh.

Medium fiend (demon), chaotic evil
Armor Class 18 (natural armor, shield)
Hit Points 119 (14d8 + 56)

Speed 50 ft.
STR DEX CON INT WIS CHA
19 (+4) 20 (+5) 19 (+4) 15(+2) 11(+0) 22 (+6)

Saving Throws Dex +8, Con +7, Wis +3
Skills Deception +9, Perception +3, Performance +9

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

Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 13

Languages Celestial, Common, Draconic, Infernal, telepathy
120 ft.

Challenge 8 (3,900 XP)

Two Heads. The demon has advantage on Wisdom (Perception)
checks and on saving throws against being blinded, charmed,
deafened, frightened, stunned, and knocked unconscious.

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

At will: detect evil and good, detect magic, suggestion
3/day: glibness
1/day: dominate person

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

Trophy Shield. If the kishi demon killed an opponent this turn,
as a bonus action, it takes part of the slain creature’s essence
along with a grisly trophy and mounts it upon its shield. For
24 hours, the Armor Class of the kishi demon becomes 20,
and creatures of the same race as the slain creature have
disadvantage on attack rolls against the kishi demon.

ACTIONS

Multiattack. The demon makes one bite attack and three spear
attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one creature.
Hit: 12 (2d6 + 5) piercing damage.

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. or
range 20/60 ft., one target. Hit: 7 (1d6 + 4) piercing damage, or
8 (1d8 + 4) piercing damage if used with two hands to make a
melee attack.

VARIANT: DEMON SUMMONING

Some kishi demons have an action option that allows them to
summon other demons.

Summon Demon (1/Day): The kishi demon has a 35 percent

chance of summoning one kishi demon.
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DEMoN, MALAKBEL

Within a blinding wave of beat and glare strides a long-limbed,
misshapen form. The creature scorches everything in its path
as it strides forward.

What most people recall most vividly from an
encounter with a malakbel is the blinding light
and blistering heat surrounding them. Rippling
distortion obscures the creature’s body, which is
roughly the size and shape of an adult human.

DemoNIC MESSENGERS. Malakbel demons are
contradictory creatures. They are both messengers and
destroyers who carry the words of demon lords or even
dark gods to the mortal realm. Paradoxically, once their
message is delivered, they often leave none of its
hearers alive to spread the tale.

WHERE VIRTUE CANNOT Look. The malakbel is the
embodiment of all that is forbidden and destructive.
Despite its vital role as a messenger, its destructive
nature always comes to the fore. A malakbel descends
upon settlements and travelers with the merciless and
relentless onslaught of the raging sun, burning all it sees
to cinders before vanishing like heat shimmers at dusk.

MALAKBEL

Medium fiend (demon), chaotic evil
Armor Class 14 (natural armor)
Hit Points 102 (12d8 + 48)

Speed 40 ft.
STR DEX CON INT wiIs CHA
14 (+2) 17 (+3) 19 (+4) 13 (+1) 16(+3) 20 (+5)

Saving Throws Dex +7, Wis +7

Skills Perception +7

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

Damage Immunities fire, radiant, poison

Condition Immunities blinded, poisoned

Senses truesight 30 ft., passive Perception 17

Languages Abyssal, telepathy 120 ft.

Challenge 9 (5,000 XP)

Blistering Radiance. The malakbel generates a 30-foot-radius
aura of searing light and heat. A creature that starts its turn in
the aura, or who enters it for the first time on a turn, takes 11
(2d10) radiant damage. The area in the aura is brightly lit, and
it sheds dim light for another 30 feet. The aura dispels magical
darkness of 3rd level or lower where the areas overlap.

Distortion. Ranged attacks against the malakbel have
disadvantage.

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

B )

ACTIONS

Multiattack. The malakbel makes two scorching blast attacks.

Scorching Blast. Ranged Spell Attack: +9 to hit, range 120 ft,,
one target. Hit: 18 (3d8 + 5) fire damage.

Searing Flare (Recharge 5-6). The malakbel intensifies its
Blistering Radiance to withering levels. All creatures in the
malakbel’s aura take 31 (7d8) radiant damage and gain a level
of exhaustion; a successful DC 16 Constitution saving throw
reduces damage by half and negates exhaustion.

Teleport. The malakbel magically teleports to an unoccupied
space it can see within 100 feet.
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An immense creature sniffs at the air. Most of its head is covered by
a helmet from which one baleful eye gazes out. Its muzzle fuses flesh
and machinery, and sharp metal teeth glint from under its lips.

PAIp IN SouLs AND MEMORIES. These demonic creations are
bred for protection, which they provide for a select few. The price
for their guardianship is always high, and never in coin. Their
Abyssal breeders demand everything from memories to souls in
exchange for their services.

Fonp oF TROPHIES. Psoglav demons carry recent kills along
with them as grisly toys, and often wear strings of scalps or ears
as trophies. They do not mind the stench, and they enjoy gnawing
bones as a pastime, the larger and more durable the better.

Psoglav demons suffer no ill effects from bright light, but they
far prefer dappled shadow or full darkness.

HeLMET ToTEMS. Speculation about what a psoglav keeps under
its helmet is rampant. Some believe they keep stolen shadows
and souls there, others that their helmets are part of a leash held
by their breeders—and if the helmet were ever removed, one
would not only see the demon’s brains, but also release it from
servitude to its demonic lord or summoner. Psoglav demons
without a helmet are rare but extremely dangerous.

PSOGLAV DEMON

Large fiend (demon), chaotic evil
Armor Class 17 (natural armor)
Hit Points 115 (11d10 + 55)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
21 (+5) 23(+6) 20(+5) 16(+3) 19(+4) 18(+4)

Saving Throws Dex +9, Con +8, Wis +7, Cha +7

Skills Acrobatics +9, Perception +6, Intimidation +7, Stealth +9
Damage Resistances cold, lightning

Damage Immunities fire, poison

Condition Immunities poisoned

Senses blindsight 30 ft., darkvision 60 ft., passive Perception 16
Languages Common, Infernal; telepathy 60 ft.

Challenge 7 (2,900 XP)

Innate Spellcasting. The psoglav’'s innate spellcasting ability is
Charisma (spell save DC 15). It can innately cast the following
spell, requiring no material components:
1/day: greater invisibility

Magic Weapon. The psoglav’'s weapon attacks are magical.

Shadow Door (4/Day). The psoglav has the ability to travel
between shadows as if by means of a dimension door spell.
The magical transport must begin and end in an area with at
least some dim light. The shadow door can span a maximum
of 90 feet.

ACTIONS

Multiattack. The psoglav demon makes three bite attacks.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 18 (2d12 + 5).

Shadow Stealing Ray (Recharge 5-6). The psoglav emits a
beam from its single eye. One target within 60 feet of the
psoglav is hit automatically by the ray. The target is knocked 20
feet back and must succeed on a DC 15 Dexterity saving throw
or be knocked prone. The target’s shadow stays in the space
the target was originally in, and acts as an undead shadow
under the command of the psoglav demon.

If the creature hit with the shadow stealing ray flees the
encounter, it is without a natural shadow for 1d12 days before
the undead shadow fades and the creature’s natural shadow
returns. The undead shadow steals the body of its creature of
origin if that creature is killed during the encounter; in that
case, the creature’s alignment shifts to evil and it falls under
the command of the psoglav. The original creature regains its
natural shadow immediately if the undead shadow is slain.

A creature can only have its shadow stolen by the shadow
stealing ray once per day, even if hit by the rays of two
different psoglav demons, but it can be knocked back by it
every time it is hit.
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Resembling a black-furred stag that walks like a man, this creature
bas a pair of immense, branching antlers arching above its coldly
gleaming eyes. The fur is sleek over most of its body, but becomes
shaggy around its goatlike legs. The creature’s hands are tipped
with wicked claws, and its legs are goatlike with cloven hooves.

AssuME MorTAL ForM. Rubezahls are capricious creatures,
driven by constantly shifting motivations and mannerisms.
They are consummate tricksters who delight in taking the
form of innocuous mortals like traveling monks, tinkers, or
lost merchants. They love to play the friend with their nearly
undetectable lies, slipping into the confidence of unsuspecting
mortals before murdering them.

CounTiNGg DEMONS. Rubezahls have a weakness, however.
They are known as counting demons, and a savvy mortal who
knows its nature can confound one with groups of objects: a
handful of coins, a basket of apples, even a bed of flowers. If
the objects are clearly pointed out to the rubezahl, the creature
becomes distracted until it counts each item in the group.
Unfortunately for mortals, rebezahls can count startlingly fast;
even a mound of gravel takes no more than a few moments

for a rubezahl to assess. Rubezahl loathe being compelled this
way, and they are equally driven to annihilate any mortal bold
enough to exploit this weakness.

RUBEZAHL

Medium fiend (demon), chaotic evil
Armor Class 15 (natural armor)
Hit Points 110 (17d8 + 34)

Speed 50 ft.
STR DEX CON INT WIS CHA
20 (+#5) 15(+2) 14(+2) 11(+0) 12(+1) 18(+4)

Saving Throws Dex +6, Con +6, Wis +5
Skills Deception +8, Perception +5, Survival +5

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

Damage Immunities lightning, thunder, poison

Condition Immunities poisoned, stunned

Senses blindsight 10 ft., darkvision 120 ft., passive Perception 15
Languages Abyssal, Common, telepathy 120 ft.

Challenge 10 (5,900 XP)

Counting Compulsion. If a creature uses an action to point
out an ordered group of objects to the rubezahl, the demon is
compelled to count the entire group. Until the end of its next
turn, the rubezahl has disadvantage on attack rolls and ability
checks and it can't take reactions. Once it has counted a given
group of objects, it can’t be compelled to count those objects
ever again.

False Tongue. The rubezahl has advantage on Charisma
(Deception) checks, and magical attempts to discern lies
always report that the rubezahl’s words are true.

0D

Innate Spellcasting. The rubezahl's innate spellcasting ability
is Charisma (spell save DC 16, +8 to hit with spell attacks). It
can innately cast the following spells, requiring no material
components:

At will: disguise self (humanoid forms only), fog cloud
3/day each: call lightning, gust of wind, lightning bolt
1/day: control weather

Sneak Attack (1/turn). The rubezahl does an extra 10 (3d6)
damage if it hits a target with a weapon attack when it had
advantage on the attack roll, or if the target is within 5 feet of
an ally of the rubezahl that isn't incapacitated and the rubezahl
doesn't have disadvantage on the attack roll.

ACTIONS

Multiattack. The rubezahl makes one gore attack and two claw
attacks.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 15 (3d6 + 5) slashing damage.

Gore. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 18 (3d8 + 5) piercing damage and a target creature must
succeed on a DC 15 Strength saving throw or be knocked
prone.

Thunderstrike (Recharge 5-6). The rubezahl calls a sizzling bolt
of lightning out of the sky, or from the air if underground or
indoors, to strike a point the rubezahl can see within 150 feet.
All creatures within 20 feet of the target point take 36 (8d8)
lightning damage, or half damage with a successful DC 16
Dexterity saving throw. A creature that fails its saving throw is
stunned until the start of the rubezahl’s next turn.




DEMoN Lorps

Demonic powers swarm throughout the lower planes without
number. Ancient beasts fade from mortal history, only to
reappear eons later when their schemes draw them back to the
Material Plane.

AxvyisHIGAL, DEMoN LorD oF COCKROACHES

Of all the demons lurking in the Abyss, few are as vile and
disgusting as Akyishigal, the lord of cockroaches. His filth-slicked
mandibles clack ceaselessly for the flesh and souls of humanoids.

CiviLizAaTION’s CORRUPTION. Although Akyishigal has sired
an entire race in his image, he craves followers among humans,
elves, and other races as a means of corrupting civilization,
rotting it from within. Despite his repulsiveness, Akyishigal has
followers among the urban dispossessed, the slum-dwelling
poor, and those who lurk in lightless undercities. His shrines are
tended in abandoned houses, tanneries and butcher yards, as
well as in sewers and similar places.

FirLTH SACRIFICES. In these shrines, kidnapped victims find
themselves submerged in filth up to their necks. While the
demon lord’s cultists chant, sacramental roaches feast on the
prisoner’s eyes and tongue. A victim who survives the rite is
dumped back onto the streets.

PERSISTENT CuLTs. Akyishigal’s cults are almost as difficult to
stamp out as real cockroach infestations. No matter how they

are driven off or crushed, followers resurface among the teeming
mobs of the downtrodden. Typical worshipers include evil
humanoids, particularly kobolds and goblins as well as roachlings,
minor demons, slaves, thralls, and shadow creatures of all stripes.

ALQuam, DemoN Lorp ofF NIGHT

Alquam, the Silent Black, Eyes in the Night, the Dark Hunter,
is the demon lord of night and the creatures that prowl it. He
has a particular affinity for owls; the stryx and owl harpies are
both offshoots of his influence. Any shadow or dark corner at
night might carry whispers to his ears. Alquam delights in music,
though his favorite songs are said to grate mortal sanity to
shreds. His huffed breath reeks of carrion.

Alquam is composed mostly of darkness, with some features
of a monstrous owl. He stands over 15 feet tall, and dark gray
feathers with lighter speckles and bands cover his body. His
head is that of a great owl with back-swept horns and massive,
bulbous eyes that gleam yellow. His body is thin and such a deep
black that it drinks in light. His feathery wings are long enough
to wrap around his whole body.

Camazotz, DemoN LorDp ofF Bats AND FIRE

Camazotz looks like a hunched, lean man, covered in short black
fur and with large membranous wings. His lips, pulled back in

a sinister smile, reveal a mouth lined with crooked, needlelike
teeth. His eyes glow red like burning embers of hate. Long arms
end in cruel claws, and the air around him shimmers with waves
of intense heat.

UNDERWORLD BAT LorDp. Camazotz is a being of pure savagery
and hatred—a vile demon that holds sway over bats, vampires,
and the lightless places of the underworld. In the deep recesses
of the earth and the caves connecting to the surface, he waits
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restlessly until the slow creep of night engulfs the land, releasing
him to feed and spread terror.

NEew FIERY MANTLE. Recently, Camazotz stole the fire aspect of
the decrepit Huhueteotl, Lord of the Hearth and the Fire of Life.
With his new prestige, Camazotz has attracted new followers,
served notice to the gods of his ascendancy, and solidified his
place in the Abyss as a power to be reckoned with. Cults of derro,
goblins, and humans praise his name in the darkness.

EMERGING FROM DARKNESS. With his blindsense, Camazotz
much prefers darkness to light, but with his new ability to play
with fire and light, he grows increasingly confident in daylight.

MecHurti, DEMoN Lorb oF CANNIBAL APES

Avyellow-green fire burns atop the head of this towering,
red-furred demon, which resembles an enormous mandrill. It
has massive, muscular arms tipped with razor-sharp claws, and
a slavering jaw filled with huge fangs and tusks that curl back
almost to its blue cheeks. Standing 25-feet-tall, Mechuiti can
stand erect like a human or walk on its knuckles, like a great ape.

BroopsKULL IsLAND. After being expelled from the sweltering
jungles and deadly swamps of the Hell of Cannibals, Mechuiti
was coughed out of a volcanic portal into an island prison

called Bloodskull. Here he schemes and plots his revenge while
breeding demonic minions: tieflings, fiendish beasts, and behtu.

Bounp But DANGEROUS. Despite being imprisoned on his
island, Mechuiti has remained a terror through the ages. Only
with the most powerful magic and technology did the ancient
humans bind him within the volcano—the best they could
accomplish, since they couldn’t destroy him.

MAKER OF THE BEHTU. Mechuiti first enthralled a small band
of cannibal pygmies, known as the behtu, by visiting their leaders
and priests in dreams and nightmares. After crossbreeding

them with carnivorous apes, he infected them with his demonic
ichor and taught them tattoo magic to give them fiendish power
and strength. The behtu have not found the key to secure their
master’s release, but they still torture and ensorcel any unlucky
explorers who stumble into their abode, hoping to find someone
who knows how to unlock their master’s prison.

Mechuiti commanded the behtu to breed many fiendish beasts
and lizards with his blood: dire apes, fiery giant lizards, and even
demonic spiders. He has raised generations of flame dragons,
which lair in the volcano’s caldera, to guard his temple-fane and
deal with any threats beyond the behtu’s reach.

QOoRrGETH, DEMON LorD oF WoORMS

Qorgeth, the Writhing Prince, Pale Maw, the Devourer, is lord of

worms and decay, a massive undulating form that crushes trees

and cracks stone. Its presence seeps into the world of mortals

via the trails of worms and maggots through rotting flesh.

The demon lord views all things that live, or once lived, as its

property in the making. Everything becomes its food eventually.
An impossibly massive, pale-fleshed worm, Qorgeth’s

segmented body is road-mapped with pale veins of pink and

blue. When it opens its massive maw, it reveals a writhing mass

of smaller worms, many of which are adorned with wailing or

enraged humanoid heads.
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AxyisHiGAL, DEMoN Lorp

OF COCKROACHES

Large fiend (demon), chaotic evil

Armor Class 18 (natural armor)

Hit Points 138 (12d10 + 72)

Speed 40 ft., burrow 20 ft.,, climb 40 ft., fly 40 ft.

STR DEX CON INT WIS CHA
21 (+5) 17 (+3) 22 (+6) 19 (+4) 14 (+2) 24 (+7)

Saving Throws Str +9, Dex +7, Con +10, Wis +6, Cha +11
Skills Acrobatics +11, Athletics +9, Perception +6, Stealth +11

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

Damage Immunities cold, lightning, poison
Condition Immunities poisoned
Senses darkvision 120 ft., truesight 60 ft., passive Perception 16

Languages Abyssal, Common, Draconic, Elvish, Infernal;
telepathy 60 ft.

Challenge 12 (8,400 XP)

Innate Spellcasting. Akyishigal's innate
spellcasting ability is Charisma (spell save DC
19, +11 to hit with spell attacks). It can innately
cast the following spells, requiring no
material components:

At will: detect evil and good, magic circle,
teleport

3/day: dispel magic, insect plague (6th
level), shapechange (vermin only)

1/day: contagion (always filth fever)

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

Summon Demon (1/Day). Akyishigal
can summon a chasme demon. The
chasme appears in an unoccupied
space within 60 feet of Akyishigal,
acts as an ally of Akyishigal, and can't
summon other demons. It remains for 1
minute, until it or its summoner dies, or
until its summoner dismisses it as an action.

ACTIONS

Multiattack. Akyishigal makes four claw
attacks.

Claw. Melee Weapon Attack: +9 to hit,
reach 10 ft., one target. Hit: 16 (2d10
+ 5) slashing damage.

(7

Cloak of Swarms (Recharge 5-6). Akyishigal can emit a cloud
of flying, stinging insects from his mouth, his eyes, and the
tears in his skin. This cloud surrounds him to a depth of 5 feet.
When the cloak is active, all attacks against him are made with
disadvantage, and Akyishigal can see in all directions (through



the insects’ eyes). Any living creature that starts its turn within
5 feet of Akyishigal takes 11 (2d10) piercing damage plus 10
(3d6) poison damage, or half as much poison damage with a
successful DC 17 Constitution saving throw. If the saving throw
fails, the character is also poisoned for 1 hour. The swarm
lasts for 5 rounds; it dissipates instantly if Akyishigal takes 30
or more damage from a nonweapon attack that he doesn't
have resistance to. While poisoned by the Cloak of Swarms, a
character emits a stench of decomposition. All uncontrolled
vermin attack that character on sight and in preference to
other targets.

LEGENDARY ACTIONS

Akyishigal 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. Akyishigal
regains spent legendary actions at the start of its turn.

Teleport. Akyishigal may teleport within line of sight.

Skitter. Akyishigal combines an attack with a move up to 20
feet as if using a withdraw action, and is not subject to attacks
of opportunity.

Spellcasting (Costs 2 Actions). Akyishigal casts insect plague
from its innate spellcasting ability.

SPAWN OF AKYISHIGAL

This man-sized abomination has a tail that splits near the end
curling over its back. Both ends bear needle-stingers dripping
with poison.

The spawn of Akyishigal are found in
abundance wherever the demon lord
abides. He has also been known to
send them to his followers if their need
is great and the spawn’s presence will

somehow benefit Akyishigal.

Lorps oF VERMIN. Vermin of all

types instinctively obey mental commands

from a spawn of Akyishigal. What’s more,

these repulsive beings can vomit thousands of
roaches that also do the spawn’s bidding. They
take particular delight in belching roaches directly
onto their foes, but they’ve also been known to use
roaches and vermin as a means of cutting off an
enemy’s retreat or of hindering pursuit when

the spawn itself wants to escape.

SPAWN OF AKYISHIGAL

Medium fiend (demon), chaotic evil
Armor Class 15 (natural armor)
Hit Points 119 (14d8 + 56)

Speed 30 ft., climb 15 ft.

o
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STR DEX CON INT WIS CHA
15(+2) 13(+1) 19(+4) 10(+0) 11(+0) 12(+1)

Saving Throws Dex +4

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 10
Languages Infernal, Spawn of Akyishigal
Challenge 5 (1,800 XP)

Command Vermin. Spawn of Akyishigal can command tiny
beasts of Intelligence 2 or less within 30 feet that aren't under
any magical control. The vermin obey the spawn’s commands
to the best of their ability, heedless of their own safety.

Swarming Cough (recharge 5-6). The spawn can belch forth a
swarm of insects. The swarm is completely under the spawn’s
control. It remains for 1 minute or until destroyed.

ACTIONS

Multiattack. The spawn makes one bite attack and two sting
attacks.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft,, one target. Hit:
7 (1d10 + 2) piercing damage.

Sting. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
11 (2d8 + 2) piercing damage plus 5 (1d10) poison damage,
and the target must succeed on a DC 15 Constitution saving

throw or become poisoned for 1d6 rounds.
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Arguam, Demon Lorp oF Nigur

Huge fiend (demon), chaotic evil
Armor Class 20 (natural armor)
Hit Points 350 (28d12 + 168)
Speed 20 ft., fly 100 ft.

STR DEX CON INT WIS CHA
14 (+2) 19 (+4) 23 (+6) 16 (+3) 20 (+5) 16 (+3)

Saving Throws Dex +11, Con +13, Wis +12
Skills Deception +10, Perception +12, Stealth +11
Damage Resistances fire, lightning

Damage Immunities cold, poison; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened,
poisoned

Senses truesight 120 ft., passive Perception 22
Languages all, telepathy 120 ft.
Challenge 21 (33,000 XP)

Born of Darkness. Alquam can take the Hide action as a bonus
action on each turn while it is in dim light or darkness, even if
it is being observed.

Innate Spellcasting. Alquam's innate spellcasting ability is
Charisma (save DC 18). It can innately cast the following
spells without material components.

At will: darkness, silence
3/day each: fear, invisibility, teleport
1/day: circle of death

Keen Senses. Alquam has advantage on Wisdom
(Perception) checks that rely on sight.

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

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

Magic Weapons. Alquam's weapon attacks
are magical.

ACTIONS

Multiattack. Alquam makes one bite
attack, one wing attack, and one
talons attack.

Bite. Melee Weapon Attack: +11 to
hit, reach 5 ft.,, one target. Hit: 26
(4d10 + 4) piercing damage.

Wing. Melee Weapon Attack: +11 to hit, reach 15 ft.,, one target.
Hit: 17 (3d8 + 4) bludgeoning damage and the target must
succeed on a DC 17 Strength saving throw or be knocked prone.

/D)




Talons. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 14 (3d6 + 4) slashing damage and the target is
grappled and restrained (escape DC 17). Alquam can grapple
one creature at a time if it is on the ground or two if it is flying.
Talons grappling a creature can't attack any other creature.

LEGENDARY ACTIONS

Alguam 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. Alquam
regains spent legendary actions at the start of its turn.

Attack. Alguam makes one attack.

Move. Alquam flies half its speed without provoking
opportunity attacks.

Shroud (2 actions). Alquam radiates magical darkness in a
30-foot radius. The darkness lasts until the start of Alquam’s
next turn.

Arpuam’s LAIR

Alquam’s lair is an immense tree in the center of a lightless layer
of the Abyss. The tree is an ancient, dead snag with a massive,
hollow chamber in the rotting trunk.

LAIR ACTIONS

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

e Alquam snuffs all light sources within the lair. Spells
that create light are dispelled, mundane light sources are
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extinguished, and magical light sources are suppressed. Even
light created by artifacts is reduced to dim light with half its
normal radius of illumination. This lasts until initiative count
20 on the following round.

¢ Haunting, maddening music emanates from a point Alquam
can see. Creatures within 5o feet of the origin that can hear
the music must make a DC 15 Wisdom saving throw. Those
that fail are charmed, incapacitated, and have their speed
reduced to o until they take damage or until initiative count
20 on the following round.

e Black tendrils writhe around up to three creatures Alquam
can see within 100 feet. The creatures must succeed ona DC
15 Strength saving throw or be restrained until initiative count
20 on the following round.

REGIONAL EFFECTS

The region containing Alquam’s lair is warped by the demon
lord’s magic, which creates one or more of the following effects:

e Within 1 mile of the lair all light sources except artifacts shed
light to only half the usual radius.

e Owls and other nocturnal beasts become enraged and hostile
within 5 miles of the lair, attacking intruders individually and
in swarms.

e Within 1 mile of the lair, Alquam can cast his senses into any
area of dim light or darkness as if using clairvoyance.

If Alquam dies, conditions in the area surrounding the lair
return to normal over the course of 1dro days.

CamMAzoTZ, DEMON LoRD
OF BATS AND FIRE

Large fiend (demon), chaotic evil
Armor Class 19 (natural armor)
Hit Points 537 (43d10 + 301)
Speed 30 ft.,, climb 30 ft,, fly 80 ft.

STR DEX CON INT WIS CHA
30 (+10) 22 (+6) 25(+7) 12(+1) 22(+6) 25(+7)

Saving Throws Dex +13, Con +14, Wis +13, Cha +14

Skills Acrobatics +13, Athletics +17, Deception +14, Insight
+13, Intimidation +14, Perception +13

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

Damage Immunities fire, poison, thunder
Damage Vulnerabilities cold

Condition Immunities charmed, deafened, frightened,
paralyzed, petrified, poisoned, stunned

Senses blindsight 120 ft., darkvision 40 ft., passive Perception 23

Languages Common, Darakhul, Derro, Draconic, Dwarvish,
Infernal, Nurian, Primordial, Void Speech; telepathy 300 ft.

Challenge 22 (62,000 XP)

Shapechanger. Camazotz can use his action to polymorph into
a form that resembles a giant bat covered in smoldering ashes,
or back into his true, winged humanoid form. His statistics
are the same in each form. Any equipment he is wearing or
carrying isn't transformed. Either form turns into a pile of
greasy ash if destroyed.

Echolocation. Camazotz can't use his blindsight while deafened.

Keen Hearing. Camazotz has advantage on Wisdom
(Perception) checks that rely on hearing.

Gift of Vampirism. Camazotz may choose to raise those slain
through Strength loss as vampires. They rise after 1d4 days,
permanently dominated by Camazotz until such time as he
sees fit to grant them free will. Camazotz may have no more
than ten enslaved vampires at any given time.
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Heat Mantle. Camazotz is infused with the heart of volcanoes.
A creature who strikes Camazotz with a nonreach weapon
or with an unarmed strike takes 7 (2d6) fire damage
automatically.

Innate Spellcasting. Camazotz' innate spellcasting ability is
Charisma (spell save DC 22, +14 to hit with spell attacks). He
can innately cast the following spells, requiring no material
components:

At will: darkness, detect evil and good, dispel magic, plane shift,
shapechange, telekinesis, teleport

3/day each: banishment, haste, symbol

1/day: earthquake

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

Summon Bats (1/Day). Camazotz can summon 4d6 giant bats
or 2d6 swarms of bats. The bats appear immediately and serve
the demon for up to 1 hour.

Summon Demons (1/Day). Camazotz can summon 2d4
barlgura of a variety native to his cavernous realm: squat and
blubbery creatures with clawed batwings for arms and a fly
speed of 40 ft.

ACTIONS

Multiattack. Camazotz makes one bite attack and two
claw attacks.

Bite. Melee Weapon Attack: +17 to hit, reach
5 ft., one target. Hit: 38 (8d6 + 10) piercing
damage plus 7 (2d6) fire damage, and
the target must make a successful DC
22 Constitution saving throw or have
its Strength score reduced by 1d4. A
creature reduced to O Strength dies.

Claw. Melee Weapon Attack: +17 to
hit, reach 10 ft.,, one target. Hit:
31 (6d6 + 10) slashing damage
plus 7 (2d6) fire damage,
and the target must
make a successful DC 22
Constitution saving throw
or have its Strength
score reduced by 1d4.

A creature reduced to 0
Strength dies.

Fire Breath (Recharge
5-6). Camazotz can
breathe a 30-foot
cone of unholy fire. Any
creature caught in the area
takes 55 (10d10) damage,
half of which is fire, the other
half is necrotic, or half as much
damage with a successful DC 22
Dexterity saving throw.

LEGENDARY ACTIONS

Camazotz 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. Camazotz
regains spent legendary actions at the start of its turn.

Detect. Camazotz makes a Wisdom (Perception) check.

Wing Attack (Costs 2 Actions). Camazotz beats his wings,
extinguishing mundane and magical light sources alike. Each
creature within 10 feet must succeed on a DC 21 Dexterity
saving throw or take 14 (4d6) fire damage. Camazotz can then
fly up to half his flying speed.



SKIN BAT

A repulsive, batlike creature darts from the Stygian darkness.

Its body consists entirely of rotting sheets of stolen skin. Though

its large eyes are glassy and lifeless, an unmistakably evil intent
glimmers within them as a toothless mouth spreads wide in hunger.

Skin bats are undead creatures created from skin flayed from

the victims of sacrificial rites. They are given a measure of unlife
by avile ritual involving immersion in Abyssal flesh vats and
invocations to Camazotz and similar demon lords. They feed on
the skin of living beings to replenish their own constantly rotting
skin. Their acidic saliva acts as a paralytic poison and leaves ugly
scars on those who survive an attack.

CLIFF AND DUNGEON DWELLERS. Skin bats prey on the
unwary but do not develop sinister plots of their own. Their
flocks can be encountered in isolated areas accessible only by
flight or by climbing treacherous cliffs. Skin bats can exist in any
climate. In cool climes, they feed only infrequently, because the
cold preserves their forms and reduces the need to replenish
decaying flesh. This also explains why they are attracted to the
dark depths of ageless dungeons. In wet, tropical climes where
their skin decomposes rapidly, skin bats are voracious feeders
by necessity.

AccipENTAL TREASURES. Skin bats have no use for magic
items or wealth, but occasionally a ring or necklace from a past
victim gets embedded in their fleshy folds, where it becomes an
unintended trophy.

The typical skin bat has an 8-foot wingspan. The color of their
skin matches that of their prey, so a skin bat’s coloration can
change over time. A skin bat weighs about 15 Ib.

UNDEAD NATURE. A skin bat doesn’t require air, food, drink,
or sleep.

TOME OF BEASTS o ID

SKIN BAT

Small undead, neutral evil
Armor Class 13 (natural armor)
Hit Points 14 (4d6)

Speed 10 ft., fly 40 ft.

STR DEX CON INT WIS CHA
12 (+1) 16(+3) 10 (+0) 2(-4) 13(+1) 6(2)

Skills Perception +3

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 13
Challenge 1/2 (100 XP)

Summon Bat Swarm. The high-frequency cries of a skin bat
attract nearby mundane bats. When a skin bat faces danger,
0-3 (1d4-1) swarms of bats arrive within 1d6 rounds. These
swarms are not under the skin bat's command, but they tend
to reflexively attack whatever the skin bat is fighting.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d4 + 3) piercing damage and the target must make a
successful DC 10 Constitution saving throw or be paralyzed
for 1d4 rounds. In addition, the skin bat attaches itself to
the target. The skin bat can't bite a different creature while
it's attached, and its bite attack automatically hits a creature
the skin bat is attached to. Removing a skin bat requires
a successful DC 11 Strength check and inflicts 5 (1d4 + 3)
slashing damage to the creature the bat is being removed
from. A successful save renders the target immune to skin bat

poison for 24 hours.
Qi
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MEecHurt, DEmon Lorp oF APES

Gargantuan fiend (demon), chaotic evil
Armor Class 19 (natural armor)

Hit Points 370 (20d20 + 160)

Speed 60 ft., climb 60 ft.

STR DEX CON INT WIS CHA
29(+9) 19(+4) 27(+8) 18 (+4) 18 (+4) 22 (+6)

Saving Throws Str +17, Dex + 12, Wis +12

Skills Arcana +12, Insight +12, Intimidate +14,
Perception +12, Religion +12

Damage Vulnerabilities cold

Damage Immunities acid, fire,
lightning, poison; bludgeoning,
piercing, and slashing from
nonmagical weapons

Condition Immunities charmed,
frightened, poisoned, stunned

Senses truesight 120 ft., passive
Perception 22

Languages Celestial, Common, Draconic,
Infernal, Primordial, telepathy 300 ft.

Challenge 27 (105,000 XP)

Legendary Resistance (4/Day). If Mechuiti
fails a saving throw, it can choose to succeed
instead.
Magic Resistance. Mechuiti has advantage on
saving throws against spells and other magical
effects.
Magic Weapons. Mechuiti's weapon attacks are
magical.
Diseased Ichor. Every time Mechuiti takes
piercing or slashing damage, a spray of caustic
blood spurts from the wound toward the
attacker. This spray forms a line 10 feet
long and 5 feet wide. The first creature
in the line must make a successful DC 24
Constitution saving throw against disease
or be infected by Mechuiti's Ichor disease.
The creature is poisoned until the disease is
cured. Every 24 hours that elapse, the target
must make a successful DC 24 Constitution
saving throw or reduce its hit point maximum by 5
(2d4). The disease is cured on a success. The target dies
if the disease reduces its hit point maximum to 0. This
reduction to the target’s hit point maximum lasts until
the disease is cured.




Innate Spellcasting. Mechuiti's spellcasting ability is Charisma
(spell save DC 22, +14 to hit with spell attacks). Mechuiti
can innately cast the following spells, requiring no material
components:
At will: dispel magic, fireball, hold monster, wall of fire
3/day each: fire storm, power word stun
1/day each: meteor swarm, power word kill

Speak with Apes. Mechuiti can communicate simple concepts
to apes.

ACTIONS

Multiattack. Mechuiti uses its Frightful Presence and makes
one bite attack and two with claw attacks.

Bite. Melee Weapon Attack: +17 to hit, reach 10 ft., one target.
Hit: 20 (2d10 + 9) piercing damage plus 5 (1d10) fire damage.

Claw. Melee Weapon Attack: +17 to hit, reach 20 ft., one target.
Hit: 20 (2d10 + 9) slashing damage. If Mechuiti scores a critical
hit, it rolls damage dice three times instead of twice.

Immolating Breath (Recharge 5-6). Mechuiti exhales fire and
acid in a 60-foot cone. Each creature in that cone takes 21
(6d6) fire damage plus 21 (6d6) acid damage, or half damage
with a successful DC 24 Dexterity saving throw.

Immolating Corona. Mechuiti's fiery crown explodes into a
burst of yellow-green flames. All creatures within 30 feet of
Mechuiti take 10 (3d6) fire damage plus 10 (3d6) acid damage,
or half damage with a successful DC 24 Dexterity saving throw.
If the saving throw fails, the creature also catches fire and takes
3 (1d6) fire damage at the start of each of its turns while on
fire. A creature can use an action to extinguish a fire on itself or
on another creature within 5 feet.

Frightful Presence. Each creature of Mechuiti's choice that
is within 120 feet of Mechuiti and aware of it must succeed
on a DC 24 Wisdom saving throw or become frightened for
1 minute. A frightened creature repeats 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 Mechuiti's Frightful
Presence for the next 24 hours.

LEGENDARY ACTIONS

o

TOME OF BEASTS o ID

Mechuiti 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. Mechuiti
regains spent legendary actions at the start of its turn.

Move. Mechuiti moves up to half its speed, using any move it
wishes.

Burn from Inside. Mechuiti targets a creature within 120 feet
that has Mechuiti's Ichor disease. The creature takes 10 (3d6)
fire damage plus 10 (3d6) acid damage, or half damage with
a successful DC 24 Constitution saving throw. If the saving
throw fails, the creature also catches fire and takes 3 (1d6) fire
damage at the start of each of its turns while on fire. A creature
can use an action to extinguish a fire on itself or on another
creature within reach.

Spell (Costs 2 Actions). Mechuiti casts a spell.

Fiery Corona (Costs 2 Actions). Mechuiti uses Immolating
Corona.

MEecHuit's LAIR

Mechuiti is trapped within the volcano in its island prison.
Imprisonment hasn’t prevented Mechuiti from mustering an
army and turning its confinement into a nightmarish bastion.

If Mechuiti is encountered in its lair, it has a challenge rating of
28 (120,000 XP).

LAIR ACTIONS

On initiative count 20 (losing initiative ties), Mechuiti takes a
lair action to cause one of the following effects. Mechuiti can’t
use the same effect two rounds in a row.

e Mechuiti targets one creature it can see within 120 feet of
it, and a fissure full of lava opens under the target’s feet. The
target must succeed on a DC 20 Dexterity saving throw or
take 28 (8d6) fire damage.

¢ The whole volcano trembles and shakes. Each creature ona
solid surface other than a demon must succeed on a DC 20
Dexterity saving throw or be knocked prone. All ground in the
volcano becomes difficult terrain for creatures other than a
demon until initiative count 20 on the next round.

e Volcanic gases form a cloud in a 20-foot-radius sphere
centered on a point Mechuiti can see within 120 feet of it.
The sphere spreads around corners, and its area is lightly
obscured. It lasts until initiative count 20 on the next round.
Each creature that starts its turn in the cloud must succeed on
a DC 15 Constitution saving throw or be poisoned until the
end of its next turn. While poisoned in this way, a creature is
incapacitated.

e The pain of all creatures other than demons within 120 feet of
Mechuiti is intensified. Until initiative count 20 on the next
round, every time a creature affected this way takes damage,
he must succeed on a DC 15 Constitution saving throw or be
stunned until the end of its next turn.

Mechuiti can’t repeat an effect until all have been used, and it
can’t use the same effect two rounds in a row.

REGIONAL EFFECTS

The region containing Mechuiti’s lair is warped by its presence,
which creates one or more of the following effects.

e Mechuiti can make the volcano erupt at will. A cloud of hot
ashes and smoke covers a 6 mile area around the volcano, and
magma flows from the volcano’s cone.

e When intelligent creatures within 6 miles sleep, they dream
with Mechuiti. Unless they make a successful DC 15 Wisdom
saving throw, they are compelled to seek out and join
Mechuiti’s cult.

e Water within 1 mile of the lair carries Mechuiti’s Ichor disease.
Any creature that drinks the water must make a successful DC
15 Constitution saving throw against disease or be infected.
An infected creature is poisoned until the disease is cured.
Every 24 hours that elapse, the target must repeat the saving
throw. On a failure, its hit point maximum is reduced by 5
(2d4). The disease is cured on a success. The target dies if the
disease reduces its hit point maximum to o. This reduction to
the target’s hit point maximum lasts until the disease is cured.

When Mechuiti dies, all these regional effects fade immediately.

&
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(JOoRGETH, DEMON
THE DEVOURING

ORD OF
ORM

Gargantuan fiend (demon), chaotic evil
Armor Class 21 (natural armor)

Hit Points 370 (20d20 + 160)

Speed 50 ft., burrow 50 ft., climb 30 ft.

STR DEX CON INT WIS CHA
29(+9) 6(-2) 26 (+8) 9(-1) 19 (+4) 18 (+4)

Saving Throws Dex +5, Con +15, Wis +11, Cha +11

Skills Perception +11

Damage Resistances cold, fire, lightning

Damage Immunities poison; bludgeoning, piercing, and
slashing from nonmagical weapons

Condition Immunities blinded, charmed, exhaustion,
frightened, poisoned

Senses blindsight 120 ft., tremorsense 120 ft., passive
Perception 21

Languages all, telepathy 120 ft.
Challenge 23 (50,000 XP)

Innate Spellcasting. Qorgeth’s innate spellcasting ability is
Charisma (spell save DC 19). It can innately cast the following
spells, requiring no material or somatic components.

At will: detect magic, black tentacles
3/day each: dispel magic, fear, insect plague (biting worms)
1/day each: earthquake, teleport

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

Tunneler. Qorgeth can burrow through solid stone at its full
speed. It leaves a 15-foot-diameter tunnel in its wake.

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

Magic Weapons. Qorgeth's weapon attacks are magical.

ACTIONS

Multiattack. Qorgeth makes one bite attack, two crush attacks,
and one stinger attack.

Bite. Melee Weapon Attack: +16 to hit, reach 10 ft., one target.
Hit: 22 (2d12 + 9) piercing damage. A target creature of Large
size or smaller must succeed on a DC 24 Dexterity saving
throw or be swallowed by Qorgeth. A swallowed creature is
blinded and restrained, and takes 16 (3d10) necrotic damage
at the start of each of Qorgeth’s turns. Qorgeth can have any
number of creatures swallowed at one time.

If Qorgeth takes 50 damage or more in a single turn
from a creature it has swallowed, it must succeed on a DC
20 Constitution saving throw or regurgitate all swallowed
creatures, who land prone within 10 feet of Qorgeth. If
Qorgeth dies, a swallowed creature is no longer restrained,
and can escape the corpse by spending 30 feet of movement,
exiting prone.

D)

Crush. Melee Weapon Attack: +16 to hit, reach 10 ft,, one target.
Hit: 20 (2d10 + 9) bludgeoning damage. A target creature is
also grappled and restrained (escape DC 19) until Qorgeth
moves. Qorgeth can grapple up to two creatures at once; at
least one of Qorgeth’s crush attacks must be directed against
each creature it has grappled.

Stinger. Melee Weapon Attack: +16 to hit, reach 15 ft.,, one
target. Hit: 23 (4d6 + 9) piercing damage, and the target
takes 33 (6d10) poison damage and is poisoned for 1 hour;

a successful DC 23 Constitution saving throw reduces poison
damage by half and negates the poisoned condition. A
creature that fails the save by 10 or more is also paralyzed for
as long as the poisoned condition lasts.

LEGENDARY ACTIONS

Qorgeth 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. Qorgeth
regains spent legendary actions at the start of its turn.

Shriek. All creatures within a 60-foot cone that can hear
Qorgeth must succeed on a DC 19 Wisdom saving throw or
be frightened for 1 minute. A frightened creature repeats the
saving throw at the end of each of its turns, ending the effect
on itself on a success.

Death Roll (2 actions). Qorgeth moves half its speed
and makes one Crush attack. Any structures or objects in
spaces Qorgeth moves through take double Crush damage
automatically.

Devour (3 actions). Qorgeth makes one bite attack.

QorGETH'S LAIR

Qorgeth’s lair is a tangled labyrinth of tunnels in the heart of its
dark realm. The tunnels seem to twist and burrow through space
itself rather than just the rock and soil surrounding them.

LAIR ACTIONS

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

e Until initiative count 20 on the following round, Qorgeth
twists space through the tunnels of its lair. Any creature other
than a demon that tries to move must succeed ona DC 15
Charisma saving throw or move half its speed in a random
direction before getting its bearings; it can then finish moving
as it wants.

e Asection of ceiling in the lair collapses, raining debris onto
a 20-foot-radius area. Each creature in the area must make
asuccessful DC 15 Dexterity saving throw or take 18 (4d8)
bludgeoning damage and be restrained until the end of its
next turn.



~_ TOME OF BEASTS o ID

e Thick tangles of demonic worms erupt in the space of up creatures spoils every 24 hours it remains in the area. It is
to three creatures Qorgeth can see within 60 feet. Each impossible to forage for food in this area.
targeted creature is attacked once by the worms (Melee
Weapon Attack: +7 to hit, reach o ft., one target; Hit: 14 (4d6)
piercing).

¢ Dead bodies within 1 mile of the lair decay quickly. Any
corpse is reduced to bones in 24 hours. Magic that prevents
decay staves off this decomposition normally. Anointing the

RE GI[]N AL EFFECTS body with holy water prevents decomposition for one day but

no longer.

The region containing Qorgeth’s lair is warped by the demon

. . : If Qorgeth dies, conditions in the area surrounding the lair
lord’s magic, which creates one or more of the following effects: Qorg ] &

return to normal over the course of 1d1o days.
¢ Tunnels within § miles of the lair attract all manner of worms

and vermin, including purple worms. These creatures are
ravenous and violent.

e Within 1 mile of the lair, food rots and
spontaneously erupts with maggots.
One day worth of food carried by

)
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DERRO FETAL SAVANT

This creature resembles a blue-skinned dwarven infant, no older
than a year. Its limbs flail and its bead lolls with an obvious lack of
coordination, and it screams incessantly.

Of the madness and insanity that resonates so strongly in derro
society, perhaps none is so twisted as these premature infants,
born insane and destined to lead their people further into
madness. These derro are known as fetal savants.

SouL SwAPPING. Only the rarest of derro are born with the ability
to exchange souls with other creatures, and when discovered, the
babbling infants are treated with maddened reverence.

CARRIED INTO BATTLE. Placed in small, intricately wrought
pillowed cages and borne aloft on hooked golden staves, the
wild-eyed newborns are used to sow madness and confusion
among enemy ranks.

FEAR THE SUN. Fetal savants hate and fear all bright lights.

DERRO FETAL SAVANT

Tiny humanoid, chaotic evil
Armor Class 15 (cage)
Hit Points 2 (4d4 - 8)
Speed 5 ft. (0 in cage)

STR DEX CON INT WIS CHA
1(-5) 1(-5) 6 (-2) 6 (-2) 12 (+1) 20 (+5)

Saving Throws Wis +3, Cha +7

Skills Perception +3

Damage Immunities psychic

Condition Immunities charmed, frightened
Senses darkvision 60 ft., passive Perception 13
Languages —

Challenge 4 (1,100 XP)

Enchanted Cage. The iron cage that holds the fetal savant
provides cover for the creature. The cage (AC 19, 10 hp) is
considered an equipped object when borne by a derro and
cannot be attacked directly. In addition, the cage protects the
occupant from up to 20 spell levels of spells 4th level or lower
but provides no protection to those outside of the cage. Spells
of level 5 or higher take full, normal effect against the cage
and its occupant. Once the cage protects against 20 or more
spell levels it is rendered non-magical. If exposed to direct
sunlight for over one hour of cumulative time it is destroyed.

Madhness. A derro fetal savant's particular madness grants it
immunity to psychic effects. It cannot be restored to sanity by
any means short of a wish spell or comparable magic. A derro
fetal savant brought to sanity gains 4 points of Wisdom and
loses 6 points of Charisma.

Vulnerability to Sunlight. A derro fetal savant takes 1 point of
Constitution damage for every hour it is exposed to sunlight,
and it dies if its Constitution score reaches 0. Lost Constitution
points are recovered at the rate of 1/day spent underground or
otherwise sheltered from the sun.

37

ACTIONS

Babble. The sight of potential host bodies so excites the
fetal savant that it babbles and giggles madly and childishly,
creating an insanity effect. All sane creatures that start their
turns within 60 feet of the fetal savant must succeed on a DC
13 Charisma saving throw or be affected by confusion (as the
spell) for 1d4 rounds. This is a psychic effect. Creatures that
successfully save cannot be affected by the same fetal savant's
babbling for 24 hours. This action cannot be taken when the
fetal savant is using Soul Exchange.

Soul Exchange. As an action, the fetal savant can attempt to
take control of a creature it can see within 90 feet, forcing an
exchange of souls as a magic jar spell, using its own body as
the container. The fetal savant can use this power at will, but
it can exchange souls with only one other creature at a time.
The victim resists the attack with a successful DC 13 Charisma
saving throw. A creature that successfully saves is immune
to the same fetal savant's soul exchange for 24 hours. If the
saving throw fails, the fetal savant takes control of the target’s
body and ferociously attacks nearby opponents, eyes blazing
with otherworldly light.

As an action, the fetal savant can shift from its host body
back to its own, if it is within range, returning the victim’'s soul
to its own body. If the host body or fetal savant is brought to 0
hit points within 90 feet of each other, the two souls return to
their original bodies and the creature at 0 hit points is dying;
it must make death saving throws until it dies, stabilizes, or
regains hit points, as usual. If the host body or fetal savant is
slain while they are more than 90 feet apart, their souls cannot
return to their bodies and they are both slain. While trapped in
the fetal savant's withered
body, the victim is
effectively paralyzed
and helpless.
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DERRO SHADOW ANTIPALADIN

This blue-skinned creature resembles a stunted dwarf. Its eyes are
large and its hair wild, and both are colorless. The expression on its
face is a terrible rictus of madness and hate.

All derro are mad, but some devote their very souls to the service
of insanity. They embrace the powers of darkness and channel
shadow through their minds to break the sanity of any creatures
they encounter. Derro shadow antipaladins are the elite servants
of gods like Nyarlathotep and the Black Goat of the Woods.

HERALD oF MADNESS. The derro shadow antipaladin
is insanity personified. Despite being called paladins,
these unhinged creatures aren’t swaggering warriors
encased in steel or their dark reflections. Instead, a
shadow antipaladin serves as a more subtle vector

for the madness of its patron. They are masters

of shadow magic and stealth who attack the faith

of those who believe that goodness can survive the
approaching, dark apotheosis. Death, madness, and
darkness spread in the shadow antipaladin’s wake.

DERRO SHADOW ANTIPALADIN

Small humanoid (derro), chaotic evil
Armor Class 18 (breastplate and shield)
Hit Points 82 (11d6 + 44)

Speed 30 ft.
STR DEX CON INT WIS CHA
11(+0) 18 (+4) 18(+4) 11(+0) 5(-3) 14(+2)

Saving Throws Str +3, Wis +0, Cha +5

Skills Perception +0, Stealth +7

Senses darkvision 120 ft., passive Perception 10
Languages Derro, Undercommon

Challenge 5 (1,800 XP)

Evasive. Against effects that allow a Dexterity
saving throw for half damage, the derro takes
no damage on a successful save, and only half
damage on a failed one.

Insanity. The derro has advantage on saving throws against
being charmed or frightened.

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

Shadowstrike. The derro's weapon attacks deal 9 (2d8) necrotic
damage (included in its Actions list).

Spellcasting. The derro is a 5th level spellcaster. Its spellcasting
ability is Charisma (save DC 13, +5 to hit with spell attacks).
The derro has the following paladin spells prepared:
1st level (4 slots): hellish rebuke, inflict wounds, shield of faith,

wrathful smite
2nd level (2 slots): aid, crown of madness, darkness, magic
weapon

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

ACTIONS

Multiattack. The derro makes two scimitar attacks or two heavy
crossbow attacks.

Scimitar. Melee Weapon Attack: +7 to hit, reach 5 ft.,, one target.
Hit: 7 (1d6 + 4) slashing damage plus 9 (2d8) necrotic damage.

Heavy Crossbow. Ranged Weapon Attack: +7 to hit, range
100/400 ft., one target, Hit: 9 (1d10 + 4) piercing damage plus
9 (2d8) necrotic damage.

Infectious Insanity (Recharge 5-6). The derro chooses a
creature it can see within 30 feet and magically assaults its
mind. The creature must succeed on a DC 13 Wisdom saving
throw or be affected as if by a confusion spell for 1 minute. An
affected creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success.
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DEVIL, ARCH-DEVILS

The rulers of Hell are the arch-devils, some arch-dukes and
princes, others mere barons—but all with great longing to
advance themselves and seize power.

ARBEYACH, PRINCE OF SWARMS

This gaunt old man—unwashed, disheveled, clad in ragged pants
and a tattered coat, with stringy gray hair and yellow skin—
stands nearly eight feet tall. Beneath his shredded clothing, his
flesh hangs in strips from his bones, revealing innards swarming
with insects.

Lorp oF DEcAy. The Prince of Swarms is the slow creep of
decay; the worm and the locust that feed on life and death alike.
He is the disinterested order that stamps out all voices that

dare speak against the customs of the hive. Even among the
unyielding denizens of the Hells, Arbeyach is exceptionally rigid.
He finds disorder painful and disobedience enraging. His lairs
and his minions all follow the model of the hive, with each and
every member obeying a specific function.

Bornx oF FLiEs. Arbeyach was created by Beelzebub when the
Lord of Lies and Flies spat forth a cloud of vermin, that they
might consume for him the first mortal soul to arrive in the
Hells. The cloud’s essence melded with those souls and became
something unique: a being of terrible power that called itself
Arbeyach. The self-styled Prince of Swarms has little interest in
mortals, viewing the Material Plane not as a source of souls but
as a chaos to be wiped clean and set to order.

A FapinGg POwWER. As the eons passed, Arbeyach’s interests

and ambitions deviated further from those of the Hellish lords
around him. He grows ever more unyielding, ever more alien.
Eventually, those below and those above him expelled the Prince
of Swarms from power; none can say whether Arbeyach allowed
himself to be deposed. He was once nearly as powerful as the
Arch-Dukes, but time and habit have weakened him so that now
he is scarcely greater than the pit fiends. If he fails to molt and
shed his carapace of familiar habits, his many foes need only wait
for an opportune moment to destroy him forever.

IA'AFFRAT THE INSATIABLE

A dark, droning cloud containing thousands of gray,
thumb-sized wasps, shifts and swarms around the black
silhouette of a tall human with glowing red eyes. The wasps, too,
glow with the heat of a low-burning coal and are wreathed in
foul-smelling smoke.

ARIDIE AES AN UAA gD

In the Southlands, the insectoid tosculi still revere the

Great Hivelord Arbeyach, and their hive-cities reflect their

patron’s philosophy of clear functionality and unyielding

order. While Arbeyach is indifferent to their prayers

and pleas, the tosculi nevertheless remain a significant

source of his following and strength. From time to time,

Arbeyach sends his herald to visit the tosculi hives and
Cnsure their continued loyalty. )

/)

FarTHLESS SERVANT. Ja’Affrat is the inverted reflection of his
unkempt, overly-unyielding creator, Arbeyach, Hell’s Prince

of Swarms, and may soon be his successor. [a’Affrat acts as
Arbeyach’s emissary to the courts of his rivals and to the mortal
world as diplomat, spy, assassin, and scourge. Though he serves
the rigid and resolute Prince of Hell, Ia’Affrat shows little
loyalty to his maker. The eloquent and sophisticated creature
has betrayed his master in thousands of small ways over the
centuries, and eventually may betray him utterly. Until then,
Ia’Affrat’s shifting hive mind is pursues an unquenchable lust for
arcane mysteries, human interaction, and the material pursuit of
unwholesome flavors and dark delights.

JokER AND DEVOURER. [2’Affrat delights in comedy, wine,
song, dance, food, and inflicting torture and public humiliation
on his foes—he is a rapacious devourer, gluttonous and greedy
for all transient pleasures. Ia’Affrat abhors all permanency and
leaves nothing in his path but ruin. He laughs with glee at the
shattering of keystones, the stench of burning paint, and the
hollow echoes of a library reduced to rubble.

MammoN, ARCHDUKE OF GREED

This massive demon is made of money. His corpulent body is
clad only in a woven platinum loincloth and a myriad of golden
bangles, necklaces, rings, and chains. His skin is a deep golden
hue, and his bald head is surmounted by a magnificent crown.
The figure’s grin is wide, wicked, and dripping with avarice.

RicH AND OSTENTATIOUS. Mammon, the Golden Duke, the
Arch-Devil of Greed, embodies the desire for material wealth
that s so prevalent in mortals, and he has grown fat on the
Material Plane’s greed. Supplicants enter into service with
Mammon, hoping desperately for a taste of the mind-boggling
treasures that flow through his realm. The Arch-Devil of Greed
rarely has to try to corrupt souls—they willingly cast themselves
onto his counting room floor.

Befitting his appetites, Mammon is a rotund devil, and
massively tall. He clads his golden body in ostentatious wealth.
His only concession to actual clothing is a scant loincloth woven
from platinum threads.

GREED EMBODIED. Mammon’s greed knows no bounds. It is
the one constant that allows mortals hope when dealing with
him. If Mammon wants something badly enough, he spares no
expense to get it, and even the lowliest supplicant can leverage
that desire to his gain. Damned souls can be rescued from the
Halls of Avarice by trading some unique bauble that has escaped
Mammon’s collection, or by offering to deliver an even more
valuable soul in their place. Of course, such promises must be
delivered, which means somehow coercing or tricking another
living person into Mammon’s clutches.

TortiviLLus, ScriBe oF HELL

This unassuming man has walnut-colored skin and small horns,
and he wears a simple, gray scribe’s robe.

EviL IN TRIPLICATE. Devils track everything, and therein
lies the difference between the creatures of demonkind and
the creatures of the Nine Hells. The devil responsible for all



pacts, soul-stealing contracts, and documents signed in blood

is Totivillus, who also creates errors in sacred scrolls and who
encourages nodding scribes to drift to sleep and ruin a fresh page
of vellum.

SERVES MAaMMON. To all outward appearances, Totivillus is the
most powerful servant of the Archduke Mammon, though in

the infernal chain of command his immediate superior is Duke
Berith, the Duke of False Coins and the Master of Accounts. To
the unbiased eye, Totivillus is at least as powerful as Duke Berith,
and some believe he rivals Mammon himself. However, this is
not reflected in public or even in the confidential lists of Hell’s
feudal order. Totivillus is a sort of hidden archduke, and that is
the way he prefers to operate, shielded by reams of paper and
ranks of intermediaries.

ARBEYACH
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HumBLE APPEARANCE. Totivillus is a baron, but unlike most
of the princes of Hell, he does not appear wealthy, powerful, or
even outwardly malignant. His simple robe seems gray from a
distance, but on close inspection it is actually a white garment
woven with tiny letters that describe his history and deeds in the
Infernal tongue.

it i) gt gV

Depending on your group of players, it might or might
not be worth using the baron’s true name: Titivillus.
Pronounced at the table, it’s likely to reduce grown men to
giggles, but that might prove worthwhile as no arch-devil
can stand to be laughed at. Perhaps this is why Totivillus
maintains a low profile and works his evil in paper and ink?

. J

Large fiend (devil), lawful evil

Armor Class 17 (natural armor)

Hit Points 275 (22d10 + 154)

Speed 40 ft., burrow 20 ft., climb 40 ft., fly 80 ft. (hover)

STR DEX CON INT WIS CHA
22 (+6) 20 (+5) 25(+7) 19 (+4) 21 (+5) 25(+7)

Saving Throws Dex +12, Con +14, Wis +12, Cha +14
Skills Deception +14, Insight +12, Perception +12, Stealth +12

Damage Resistances acid, cold; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Damage Immunities fire, poison
Condition Immunities charmed, frightened, poisoned, stunned
Senses truesight 120 ft., passive Perception 22

Languages Celestial, Common, Draconic, Infernal, telepathy
120 ft.

Challenge 21 (33,000 XP)

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

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

Magic Weapons. Arbeyach's weapon attacks are magical.

Innate Spellcasting. Arbeyach'’s spellcasting ability is Charisma
(spell save DC 22, +14 to hit with spell attacks). Arbeyach
can innately cast the following spells, requiring no material
components:

At will: poison spray
3/day each: fog cloud, stinking cloud
1/day each: cloudkill, contagion, insect plague

Fear Aura. Any creature hostile to Arbeyach that starts its turn
within 20 feet of it must make a DC 22 Wisdom saving throw,
unless Arbeyach is incapacitated. On a failed save, the creature
is frightened until the start of its next turn. If a creature’s saving
throw is successful, the creature is immune to Arbeyach'’s Fear
Aura for the next 24 hours.

Aura of Virulence. Creatures that would normally be resistant
or immune to poison damage or the poisoned condition
lose their resistance or immunity while within 120 feet of
Arbeyach. All other creatures within 120 feet of Arbeyach
have disadvantage on saving throws against effects that cause
poison damage or the poisoned condition.

Swarm Prince. Arbeyach can communicate with spawns of
Arbeyach and all vermin and insects, including swarms and
giant varieties, within 120 feet via pheromone transmission.

In a hive, this range extends to cover the entire hive. This

is a silent and instantaneous mode of communication that
only Arbeyach, spawn of Arbeyach, insects, and vermin can
understand. All these creatures follow Arbeyach’s orders and
will never harm the devil.

ACTIONS

Multiattack. Arbeyach makes one bite attack and two claw
attacks.

Bite. Melee Weapon Attack: +13 to hit, reach 5 ft,, one target.
Hit: 15 (2d8 + 6) piercing damage plus 9 (2d8) poison
damage. If the target is a creature, it must succeed on a DC
22 Constitution saving throw or be cursed with Arbeyach rot.
The cursed target is poisoned, can't regain hit points, its hit
point maximum decreases by 13 (3d8) for every 24 hours that
elapse, and vermin attack the creature on sight. If the curse
reduces the target’s hit point maximum to 0, the target dies
and immediately transforms into a randomly chosen swarm of

C®
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insects. The curse lasts until removed by the
remove curse spell or comparable magic.

Claw. Melee Weapon Attack: +13 to hit, reach
10 ft,, one target. Hit: 10 (1d8 + 6) slashing
damage plus 9 (2d8) poison damage.

Vermin Breath (Recharge 5-6). Arbeyach
exhales vermin in a 120-foot line that's 10
feet wide. Each creature in the line takes 54
(12d8) poison damage, or half damage with
a successful DC 22 Dexterity saving throw.
Each creature that fails this saving throw
must succeed on a DC 22 Constitution saving
throw or be cursed with Arbeyach rot (see the
Bite attack). In addition, Arbeyach summons a
swarm of insects (of any type) at any point of
the line. The swarm remains until destroyed,
until Arbeyach dismisses it as a bonus action,
or for 2 minutes. No more than five swarms of
insects can be summoned at the same time.

LEGENDARY ACTIONS

Arbeyach 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. Arbeyach regains spent
legendary actions at the start of its turn.

Move. Arbeyach moves up to half its
speed, using any movement mode it wishes.

Poison. Arbeyach targets a creature within 120
feet. If the target isn't poisoned, it must make
a DC 22 Constitution saving throw or become
poisoned. The poisoned target repeats the
saving throw at the end of each of its turns,
ending the effect on itself on a success.

Spell (Costs 2 Actions). Arbeyach casts a spell.




SPAWN OF ARBEYACH

This insectile hbumanoid’s mouth stretches over dripping mandibles
that are poorly concealed behind an ill-fitting mask of flesh. Its
eyes bave compound irises, and barbed stingers sprout between the
fingers at the ends of its long, segmented limbs.

SKIN AND CARAPACE. Spawn of Arbeyach are roughly
humanoid, with many insectoid qualities including a hardened
carapace and oddly-jointed limbs. Their faces, arms, and legs are
covered with a largely decorative skin which stretches and tears
to reveal insectile traits beneath.

CARRION EATERS. Spawn of Arbeyach are scavengers and
predators that feast on both living creatures and carrion they
find within their territory.

Hive DweLLERS. They dwell in hive structures comprised of
natural growth and rigid architecture. The hives are built in
isolated, easily-defensible locales (hilltops, forest canopies, and
even cliff dwellings). Visitors often must climb or fly to reach
them—some such hives built by the tosculi, who share them with
the spawn of Arbeyach.

Most spawn of Arbeyach stand between 4 and 6 feet tall, and
they weigh between 85 and 160 Ib.

SPAWN OF ARBEYACH

Medium fiend (devil), lawful evil
Armor Class 17 (natural armor)
Hit Points 78 (12d8 + 24)
Speed 40 ft., climb 20 ft.

STR DEX CON INT WIS CHA
18 (+4) 15(+2) 15(+2) 10 (+0) 13 (+1) 12(+1)

Saving Throws Wis +4

Skills Perception +4, Stealth +5

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 14
Languages Infernal

Challenge 5 (1,800 XP)

Hive Mind. Spawn of Arbeyach share a bond with other
members of their hive that enhances their hive mates’
perception. As long as a spawn is within 60 feet of at least
one hive mate, it has advantage on initiative rolls and Wisdom
(Perception) checks. If one spawn is aware of a particular
danger, all others in the hive are, too. No spawn in a hive mind
is surprised at the beginning of an encounter unless all of
them are.

Innate Spellcasting. The spawn of Arbeyach’s spellcasting
ability is Charisma. The Spawn of Arbeyach can innately cast
the following spells, requiring no material components:
1/day: conjure animals (only swarms of insects)

Scent Communication. Spawn of Arbeyach can communicate
with each other and all swarms of insects within 60 feet via
pheromone transmission. In a hive, this range extends to
cover the entire hive. This is a silent and instantaneous mode
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of communication that only Arbeyach, spawn of Arbeyach,

and swarms of insects can understand. As a bonus action, the
spawn of Arbeyach can use this trait to control and give orders
to one swarm of insects within 60 feet.

ACTIONS

Multiattack. A Spawn of Arbeyach makes one bite attack and
two stinger attacks.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:
11 (2d6 + 4) piercing damage plus 4 (1d8) poison damage.

Stinger. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) piercing damage plus 9 (2d8) poison
damage. If the target is a creature, it must succeed on a DC
13 Constitution saving throw or be poisoned for 1 minute. A
poisoned creature repeats the saving throw at the end of each
of its turns, ending the effect on itself on a success.
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[A’ AFFRAT

Large swarm of Tiny elementals, lawful evil
Armor Class 17 (natural armor)

Hit Points 170 (20d10 + 60)

Speed 5 ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
3(-4) 21 (+5) 16 (+3) 20 (+5) 18 (+4) 23(+6)

Saving Throws Dex +10, Con +8, Wis +9, Cha +11

Skills Arcana +10, Deception +11, Insight +9, Perception +9,
Persuasion +11

Damage Vulnerabilities cold

Damage Immunities fire, poison; bludgeoning, piercing, slashing

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

Senses blindsight 10 ft., darkvision 120 ft., passive Perception 19
Languages Common, Draconic, Infernal, Primordial
Challenge 15 (13,000 XP)

Elemental Swarm. la'Affrat can occupy another creature’s space
and vice versa, and the swarm can move through any opening
large enough for a Tiny insect.

Magic Resistance. Ia’Affrat has advantage on saving throws
against spells and other magical effects.

Innate Spellcasting. la'Affrat’s spellcasting ability is Charisma
(spell save DC 19, +11 to hit with spell attacks). Ia’Affrat
can innately cast the following spells, requiring no material
components:

At will: fire bolt, poison spray

3/day each: burning hands, invisibility, ray of enfeeblement, ray
of sickness

1/day each: bestow curse, contagion, harm, insect plague,
fireball

Inhabit. Ia'Affrat can enter the body of an incapacitated or
dead creature by crawling into its mouth and other orifices.
Inhabiting requires 1 minute, and the victim must be Small,
Medium, or Large. Ia’Affrat can abandon the body as an action.
Attacks against the host deal half damage to la'Affrat as well,
but Ia'Affrat’s resistances and immunities still apply against this
damage. If [a'Affrat inhabits a dead body, it can animate it and
control its movements, effectively becoming a zombie for as
long as it remains inside.

In a living victim, Ia'Affrat can control the victim’s movement
and actions as if using dominate monster (save DC 19) on the
victim. Ia’Affrat can consume a living victim; the target takes
5 (2d4) necrotic damage per hour while Ia'Affrat inhabits its
body, and Ia'Affrat regains hit points equal to the damage
dealt. When inhabiting a body, Ia’Affrat can choose to have
any spell it casts with a range of self, target the inhabited
body rather than itself. The skin of a creature inhabited by
Ia'Affrat crawls with the forms of the insects inside. Ia'Affrat
can hide this telltale sign with a Charisma (Deception) check
against a viewer's passive Insight. A greater restoration spell or
comparable magic forces la'Affrat to abandon the host.
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Smoke Shroud. la’Affrat is shrouded in a 5-foot-radius cloud
of dark smoke. This area is lightly obscured to creatures other
than Ia'Affrat. Any creature that needs to breathe that begins
its turn in the area must make a successful DC 16 Constitution
saving throw or be stunned until the end of its turn.
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Bites. Melee Weapon Attack: +10 to hit, reach 0 ft., one creature
in the swarm'’s space. Hit: 21 (6d6) piercing damage plus 14
(4d6) fire damage plus 14 (4d6) poison damage, or 10 (3d6)
piercing damage plus 7 (2d6) fire damage plus 7 (2d6) poison
damage if Ia'’Affrat has half of its hit points or fewer. The target
must succeed on a DC 16 Constitution saving throw or be
poisoned for 1 minute. A poisoned creature repeats the saving
throw at the end of each of its turns, ending the effect on itself
on a success.

Smoke Jump. la'Affrat can travel instantly to a space in sight
where there’s smoke.

VIAMMON
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Whirlwind (Recharge 4-6). Each creature in la'Affrat’s space
must make a DC 18 Strength saving throw. Each creature that
fails takes 28 (8d6) bludgeoning damage plus 14 (4d6) fire
damage plus 14 (4d6) poison damage and is flung up 20 feet
away from Ia’Affrat in a random direction and knocked prone.
If the saving throw is successful, the target takes half the
bludgeoning damage and isn't flung away or knocked prone.
If a thrown target strikes an object, such as a wall or floor, the
target takes 3 (1d6) bludgeoning damage for every 10 feet
it traveled. If the target collides with another creature, that
creature must succeed on a DC 18 Dexterity saving throw or
take the same damage and be knocked prone.

Huge fiend (devil), lawful evil
Armor Class 20 (natural armor)
Hit Points 378 (28d12 + 196)

Speed 50 ft.
STR DEX CON INT WIS CHA
22 (+6) 13 (+1) 24 (+7) 23 (+6) 21 (+5) 26 (+8)

Saving Throws Dex +9, Int +14, Wis +13, Cha +16
Skills Deception +16, Insight +13, Perception +13, Persuasion +16
Damage Resistances cold

Damage Immunities fire, poison; bludgeoning, piercing, and
slashing from weapons that aren't silvered

Condition Immunities charmed, exhaustion, frightened,
poisoned

Senses truesight 120 ft., passive Perception 23
Languages all, telepathy 120 ft.
Challenge 25 (75,000 XP)

Innate Spellcasting. Mammon'’s innate spellcasting ability is
Charisma (spell save DC 24, +16 to hit with spell attacks). He
can innately cast the following spells, requiring no material
components:

At will: charm person, detect magic, dispel magic, fabricate
(Mammon can create valuable objects), heat metal, magic
aura

3/day each: animate objects, counterspell, creation, instant
summons, legend lore, teleport

1/day each: imprisonment (minimus containment only, inside
gems), sunburst

Legendary Resistance (3/day). If Mammon fails a saving throw,
he can choose to succeed instead.

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

Magic Weapons. Mammon's weapon attacks are magical.

ACTIONS

Multiattack. Mammon makes three attacks.

Purse. Melee Weapon Attack: +14 to hit, reach 10 ft., one target.
Hit: 19 (3d8 + 6) bludgeoning damage plus 18 (4d8) radiant
damage.

Molten Coins. Ranged Weapon Attack: +14 to hit, range 40/120
ft., one target. Hit: 16 (3d6 + 6) bludgeoning damage plus 18
(4dB) fire damage.

Your Weight In Gold (Recharge 5-6). Mammon can use this
ability as a bonus action immediately after hitting a creature
with his purse attack. The creature must make a DC 24
Constitution saving throw. If the saving throw fails by 5 or more,
the creature is instantly petrified by being turned to solid gold.
Otherwise, a creature that fails the saving throw is restrained.
A restrained creature repeats the saving throw at the end of its
next turn, becoming petrified on a failure or ending the effect
on a success. The petrification lasts until the creature receives a
greater restoration spell or comparable magic.

LEGENDARY ACTIONS

Mammon 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. Mammon
regains spent legendary actions at the start of his turn.

Attack. Mammon makes one purse or molten coins attack.

Make It Rain! Mammon casts gold and jewels into a 5-foot
radius within 60 feet. One creature within 60 feet of the treasure
that can see it must make a DC 24 Wisdom saving throw. On
a failure, the creature must use its reaction to move its speed
toward the trinkets, which vanish at the end of the turn.

Deep Pockets (3 actions). Mammon recharges his Your Weight
In Gold ability.
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Manvmon's LAIR

Mammon resides within a realm of overwhelming opulence.
The forests grow golden trees with emerald leaves. Streams of
liquid silver wind past fields of lapis wildflowers. The Archdevil of
Greed’s home, the Halls of Avarice, is in the heart of a golden city.
Everything within his palace is made of a precious substance, and
itis filled to bursting with breathtaking treasures.

LAIR ACTIONS

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

e Mammon infuses a pile of treasure in his lair with life.
It becomes an earth elemental made of precious metals
and gems. The elemental acts immediately and lasts until
destroyed or until Mammon uses this action again.

e Stacked piles of treasure shift and slide, collapsing onto a
creature Mammon can see. The creature is restrained until
initiative count 20 on the following round, or until it or
an adjacent ally uses an action to make a successtul DC 18
Strength check to free it.

e Mammon magically teleports from one area of
treasure to another within 150 feet.

REGIONAL EFFECTS

The region containing Mammon’s lair is warped by
the archdevil’s magic, which creates one or more of the
following effects:

e Treasure in the possession of creatures other than
Mammon turns to worthless materials such as lead,
wood, or gravel, after spending 24 hours within 1 mile
of the lair. The resulting junk resumes its valuable form
when Mammon claims it, or by means of a wish spell or
comparable magic.

¢ Creatures that spend more than 1 hour within 1 mile of
Mammon’s lair become obsessed with gaining the most
generous payment or portion of wealth in any dealing unless
they succeed on a DC 18 Wisdom saving throw. A creature
that saves successfully is immune to this effect for 24 hours.
The effect can be removed by a greater restoration spell or
comparable magic.

e Any naturally occurring treasure in Mammon’s home plane
reverts to worthless junk if removed from the plane. Similarly,
any mundane item left behind transforms into something
fantastically valuable, as long as it remains on the plane.

If Mammon dies, conditions in the area surrounding the lair
return to normal over the course of 1d1o days.
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TotviLLus, ScriBe oF HELL

Medium fiend (devil), lawful evil
Armor Class 19 (natural armor)
Hit Points 299 (26d8 + 182)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 24 (+7) 26 (+8) 22 (+6) 18 (+4)

Saving Throws Dex +11, Con +14, Int +15, Wis +13, Cha +11

Skills Arcana +15, History +15, Investigation +15, Perception
+13, Religion +15

Damage Resistances bludgeoning, piercing, and
slashing from nonmagical weapons

Damage Immunities fire, poison
Condition Immunities poisoned

Senses truesight 30 ft., darkvision 60 ft.,
passive Perception 23

Languages Common, Celestial, Draconic,
Infernal, Void Speech; telepathy 120 ft.

Challenge 24 (62,000 XP)

Devil’s Sight. Magical darkness
doesn't impede the devil's darkvision.
Fear Aura. Any creature hostile
to Totivillus that starts its turn
within 20 feet of him must make
a DC 21 Wisdom saving throw,
unless Totivillus is incapacitated.
On a failed save, the creature is
frightened until the start of its
next turn. If a creature’s saving
throw is successful, it is immune
to the devil's Fear Aura for the
next 24 hours.
Spellcasting. Totivillus is a
20th-level spellcaster who uses
Intelligence as his spellcasting
ability (spell save DC 23, +15 to
hit with spell attacks). He requires
no material components to cast his
spells. Totivillus has the following
wizard spells prepared:
Cantrips (at will): chill touch, light, minor
illusion, poison spray, prestidigitation
1st level (4 slots): comprehend languages,
disguise self, illusory script, magic missile,
unseen servant
2nd level (3 slots): blindness/deafness, hold person,
mirror image, misty step
3rd level (3 slots): counterspell, dispel magic, haste,
protection from energy
4th level (3 slots): banishment, dimension door, greater
invisibility, polymorph

5th level (3 slots): dominate person, geas, modify memory,
passwall

6th level (2 slots): eyebite, guards and wards, mass suggestion
7th level (2 slots): forcecage, plane shift

8th level (1 slot): feeblemind

9th level (1 slot): time stop

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

s
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Magic Weapons. Totivillus's weapon attacks are magical.

Meld with Text. Totivillus can enter any book, scroll, or other
written material and remain hidden there as long as he wishes.
If the text is damaged or destroyed, he is ejected from it
without suffering damage.

Trust Aura. Totivillus projects a 25-foot-radius trust aura. As
long as Totivillus is talking, creatures in that area find his
utterances so fascinating and compelling that they must
make a DC 23 Wisdom saving throw at the start of each of
their turns; if the saving throw fails, they can’t attack Totivillus
directly until the start of their next turn. This effect ends
immediately and can't be renewed for 1 minute if Totivillus
attacks physically. Devils are not immune to this aura.

ACTIONS

Multiattack. Totivillus makes two claw attacks.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft.,, one target.
Hit: 30 (4d12 + 4) slashing damage.

Hellfire Bolt (Recharge 5-6). Ranged Spell Attack: +15 to hit,
range 120 ft.,, one target. Hit: 65 (10d12) force damage plus 33
(6d10) thunder damage; a successful DC 20 Dexterity saving
throw halves thunder damage.

DEVIL, AUTOMATA

e

LEGENDARY ACTIONS

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

Claw Attack. Totivillus makes one claw attack.

Devil’s Mark. Totivillus sprays magical ink from his fingertips
at a single target within 30 feet. The target must make a
successful DC 23 Dexterity saving throw or receive a devil's
mark: a tattoo in the shape of Totivillus's personal seal. All devils
have advantage on spell attacks made against the devil-marked
creature, and the creature has disadvantage on saving throws
made against spells and abilities used by devils. The mark
can be removed by remove curse if the caster also makes a
successful DC 23 spellcasting check. The mark reveals itself as
desecrated to detect evil and good. It often shifts its position
on the body, especially when it's concealed (and usually at
the most inconvenient moment). Because such marks are
sometimes placed on those who've made pacts with devils, NPC
paladins and clerics might assume that any character bearing a
devil's mark is in league with evil forces.

Cast a Spell (Costs 3 Actions). Totivillus casts a spell from its
list of prepared spells, using a spell slot as normal.

A nightmare wrapped in chains and built of cutting cogs and
whirring gears, an automata devil howls like a burricane in
battle. Once chain devils, automata devils have been promoted to
greater power.

GUARDS AND OVERSEERS. Sometimes called castigas, automata
devils are made to monitor others. They are often put in charge
of prisoners or infernal factories.

P1ercED BY CHAIN AND WIRE. This slender creature’s skin

is pierced with barbs, sharp nails, and coils of wire, which have
been threaded through its flesh. Chains are buried under blisters
and scabs. This infernal horror’s eyelids—both front and back
pairs—have been sewn back with wire, while six arms ending in
large grasping hands erupt from its shoulders.

CoILEp METAL WHIPS. The creature’s back is broad and
massive. Its head is a black mass ending in two large mandibles.
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One corner of the Eleven Hells is known simply as the
Forge. Here, black chimneys rise a mile high from a dead
land of choking air and red poison hills. The Machine, a
greater devil who never sleeps and never lets his subjects
know rest, rules this land. His overseers consist of
thousands upon thousands of imps who whip and punish
the workers. The imps themselves are kept in check by
hordes of chain devils, who in turn answer to the automata

devils as overseers.
\_ J
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By its side, it carries a huge coiled whip that squirms like a snake
and is said to scent lies and treachery. The creature’s stomach
opens up like a second mouth, filled with spines.

AUTOMATA DEVIL

Large fiend (devil), lawful evil
Armor Class 17 (natural armor)
Hit Points 168 (16d10 + 80)

Speed 40 ft.
STR DEX CON INT wis CHA
24 (+7) 17(+3) 20(+5) 11 (+0) 14 (+2) 19 (+4)

Saving Throws Str +11, Dex +7, Con +9, Wis +6, Cha +8
Skills Athletics +11, Intimidation +8

Damage Resistances cold; bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft.

Languages Common, Infernal; telepathy 100 ft.
Challenge 10 (5,900 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s
darkvision.

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



Innate Spellcasting. The automata devils’ spellcasting ability is
Charisma (spell save DC 16). It can innately cast the following
spells, requiring no material components:

At will: charm person, suggestion, teleport
1/day each: banishing smite, cloudkill

ACTIONS
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Multiattack. The automata devil makes two melee attacks,
using any combination of bite, claw, and whip attacks. The bite
attack can be used only once per turn.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft,, one target.
Hit: 18 (2d10 + 7) slashing damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit: 14 (2d6 + 7) slashing damage.

Whip. Melee Weapon Attack: +11 to hit, reach 15 ft,, one
target. Hit: 11 (1d8 + 7) slashing damage and the target is
grappled (escape DC 17) and restrained. Only two targets
can be grappled by the automata devil at one time, and each
grappled target prevents one whip from being used to attack.
An individual target can be grappled by only one whip at
a time. A grappled target takes 9 (2d8) piercing
damage at the start of its turn.

Punishing Maw. If a target is already grappled
in a whip at the start of the automata devil's
turn, both creatures make opposed Strength
(Athletics) checks. If the grappled creature
wins, it takes 9 (2d8) piercing damage and

remains grappled. If the devil wins, the grappled creature is
dragged into the devil's stomach maw, a mass of churning
gears, razor teeth, and whirling blades. The creature takes 49
(4d20 + 7) slashing damage and is grappled, and the whip

is free to attack again on the devil's next turn. The creature
takes another 49 (4d20 +7) slashing damage automatically
at the start of each of the automata devil’s turns for as long
as it remains grappled in the maw. Only one creature can be
grappled in the punishing maw at a time. The automata devil
can freely “spit out” a creature or corpse during its turn, to free
up the maw for another victim.

Fear Aura. Automata devils radiate fear in a 10-foot radius. A
creature that starts its turn in the affected area must make a
successful DC 16 Wisdom saving throw or become frightened.
A creature that makes the save successfully cannot be affected
by the same automata devil's fear aura again.

C_log
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DEviL, CHORT

Small horns crown this pig-faced devil’s bead. It stands on shaggy
goat legs and holds a flaming polearm in its clawed bands. It bears
a wicked gleam in its black eyes.

Bap BarGaINs. Quick and canny, a chort devil uses varied,
pleasing forms to entice mortals to make terrible bargains, but
it revels in its obvious devilishness. A chort wants its victim to
know it is dealing with a devil. The relative straightforwardness
of this approach enables the creature to better deceive those
whom it bargains with. After all, the chort affirms, if the victim
weren’t so desperate, he wouldn’t be bargaining with a devil.

If necessary, an implied threat of immolation gives it greater
bargaining power, but the creature is careful not to torture or
otherwise harm its patsy, since that voids any potential contract.

REec1TATION OF CONTRACTS. An annual spectacle in large
cities involves some poor fool who believes he can trick a
chort and escape a legal bargain. The devil appears and
recites the entirety of the contract its victim signed, replete
with embarrassing details about a dispatched rival, the
ensnarement of a love who once spurned him, and other
disclosures. A chort ensures all those entangled in its
victim’s affairs are present to hear it, and it disappears
once all the victim's dark secrets have been revealed.

SMEAR TAcTICS. A zealous opponent of the chort

often finds himself the victim of his own hubris, as

the devil digs up or creates vile tales about its foe

and brings his folly to light. A chort enjoys tarnishing

the reputation of tools of good. For example, it may

steal a paladin’s sword and use it to murder an especially

pious person, leaving the sword in the victim. Thus, a chort
dispatches a foe strongly resistant to its manipulations, brings
suspicion to another potential foe, and taints a weapon—at least
in reputation—which might be used against it.

Medium fiend (devil), lawful evil
Armor Class 18 (natural armor)
Hit Points 187 (15d8 + 120)

Speed 30 ft.
STR DEX CON INT WIS CHA
24 (+7) 20 (+5) 26(+8) 18(+4) 20(+5) 20 (+5)

Saving Throws Str +11, Dex +9, Con +12, Int +8, Cha +9
Skills Athletics +11, Deception +9, Insight +9, Perception +9

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons that aren't silvered

Damage Immunities cold, fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 19

Languages Celestial, Common, Draconic, Infernal, Primordial;
telepathy (120 ft.)

Challenge 12 (8,400 XP)
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Devil’s Sight. Magical darkness doesn't impede the
devil's darkvision.

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

Innate Spellcasting. The chort devil's spellcasting ability is
Charisma (spell save DC 17, +9 to hit with spell attacks). The
chort devil can innately cast the following spells, requiring no
material components:

At will: blur, magic circle, teleportation
3/day: scorching ray (5 rays)
1/day each: dispel magic, dominate person, flame strike, haste

ACTIONS

Multiattack. The chort devil makes three melee attacks with its
flaming ranseur, or three melee attacks with its claws.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft.,, one target.
Hit: 12 (2d4 + 7) slashing damage plus 2 (1d4) Charisma
damage.

Flaming Ranseur. Melee Weapon Attack: +11 to hit, reach 10
ft., one target. Hit: 12 (1d10 + 7) piercing damage plus 10
(3d6) fire damage.

Devilish Weapons. Any weapons wielded by a chort devil do 10
(3d6) fire damage in addition to their normal weapon damage.



DEVIL, CRYSTALLINE
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Created and favored by Mammon, the arch-devil of greed,
crystalline devils masquerade as magic treasures.

BAREFOOT, GEM-COATED. Crystalline devils resemble
gem-coated humanoids with cruel, twisted faces, jagged teeth,
and terrible talons like shards of broken glass. Their feet,
however, are soft and bare, allowing them to pad along with
surprising stealth, always looking for a favorable spot to assume
gem form

WINKING JEWELS. In its treasure form, a crystalline devil
resembles a pretty, sparkling jewel lying on the ground, glowing
with a warm inner light. They seek to catch the eye of an unwary
creature whose mind it might corrupt to greed and murder. If
their identity is discovered in gem form, they reassume their
normal form and attack.

PasseED ALONG. After insinuating themselves into groups, they
encourage betrayal and murder, then persuade a host to pass on
their treasure as atonement for their crimes.

CRYSTALLINE DEVIL

Medium fiend (devil), lawful evil
Armor Class 15 (natural armor)
Hit Points 102 (12d8 + 48)

Speed 30 ft.
STR DEX CON INT WIS CHA
18 (+4) 12(+1) 18(+4) 14(+2) 13(+1) 15(+2)

Saving Throws Wis +4, Cha +5
Skills Deception +8, Insight +4

Damage Resistances acid, cold; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11
Languages Celestial, Common, Infernal, telepathy 120 ft.
Challenge 6 (2,300 XP)

Devil’s Sight. Magical darkness doesn't impede the devil's
darkvision.

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

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

Innate Spellcasting. While in the form of a gemstone, the devil
is an innate spellcaster. Its spellcasting ability is Charisma (spell
save DC 13). The devil can innately cast the following spells,
requiring no material components:
2/day: command
1/day: suggestion

ACTIONS

Multiattack. The devil makes two claw attacks.

Betraying Carbuncle. The crystalline devil takes the form of
a gemstone worth 500 gp. It radiates magic in this form, but
it can't be destroyed. It is fully aware and can see and hear
its surroundings. Reverting to its usual form requires another
action.

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

Crystalline Spray (Recharge 5-6). The crystalline devil
magically sprays shards of crystal in a 15-foot cone. Each
target in that area takes 17 (7d4) piercing damage, or half
damage with a successful DC 15 Dexterity saving throw.

VARIANT: DEVIL SUMMONING

Some crystalline devils have an action option that allows them
to summon other devils.

Summon Devil (1/Day): The crystalline devil has a 25 percent
chance of summoning one crystalline devil.
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DEvIL, GILDED

This tall, bronze-complexioned man is abnormally long-limbed
and clad in armor of stained and battered coins. His wiry frame
is festooned with mismatched bracelets, rings, and necklaces, each
gaudier than the last. The easy smile on bis face is cold with envy.

SERVANTS OF MAMMON. Rarely seen in their natural form
outside of Hell, gilded devils are the servitors of Mammon,
archdevil of greed. They tempt and corrupt with promises
of wealth, power, and fame, twisting mortal greed into sure
damnation.

IMPRESSION OF WispoM. When pursuing a mortal of high
standing, gilded devils prefer unassuming appearances, molding
their flesh and gaudy trappings to make themselves look the
parts of wise advisers, canny merchants, or sly confidants.

Fonp oF GoLp AND JEWELS. Even in their humblest form,
gilded devils always wear a piece of golden jewelry or a jeweled
button or ornament.

Medium fiend (devil), lawful evil
Armor Class 16 (coin mail)
Hit Points 112 (15d8 + 45)

Speed 30 ft.
STR DEX CON INT wis CHA
17 (+3) 15(+2) 17 (+3) 15(+2) 18 (+4) 17 (+3)

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

Skills Deception +9, History +5, Insight +10, Persuasion +9,
Sleight of Hand +8

Damage Resistances cold; bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 60 ft.

Languages Celestial, Common, Draconic, Infernal;
telepathy (120 ft.)

Challenge 7 (2,900 XP)

Devil’s Sight. Magical darkness doesn't impede the devil's
darkvision.

Liar’s Largesse. A gilded devil has influence over the
recipient of a gift for as long as that creature retains
the gift. The recipient receives a -2 penalty on
saving throws against the gilded devil's abilities
and a further —10 penalty against scrying
attempts made by the gilded devil. A
remove curse spell removes this effect.

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

Magic Weapons. The gilded devil’s
weapon attacks are magical.

(05D,

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

At will: detect thoughts, major image, suggestion

3/day each: dominate person, polymorph, scorching ray (4 rays),
scrying

1/day: teleport (self plus 50 Ib. of objects only)



ACTIONS

Multiattack. The gilded devil makes two heavy flail attacks.

Heavy Flail (Scourge of Avarice). Melee Weapon Attack: +8
to hit, reach 5 ft., one target. Hit: 10 (1d10 + 5) bludgeoning
damage.

Betrayal of Riches (Recharge 5-6).As a bonus action, a gilded
devil can turn rings, necklaces, and other jewelry momentarily
against their wearer. The devil can affect any visible item of
jewelry on up to two creatures within 60 feet, twisting them into
cruel barbs and spikes. Each target must succeed on a DC 15
Wisdom saving throw to halve the damage from this effect. If
the saving throw fails, the victim takes 13 (3d8) piercing damage
and an additional effect based on the item location targeted.

o
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LOCATION EFFECT

Arms Melee damage halved until short rest
Hand Drop any held item

Eyes Permanently blinded

Head Disadvantage on Int checks until long rest
Feet Speed halved for 24 hours

Neck Stunned, unable to breathe for 1 round
Other No additional effect

DEvIL, Ink

An item is treated as jewelry if it is made of a precious material
(such as silver, gold, ivory, or adamantine), adorned with gems,
or both, and is worth at least 100 gp.

Scorn Base Metals. A gilded devil's attacks ignore any
protection provided by nonmagical armor made of bronze,
iron, steel, or similar metals. Protection provided by valuable
metals such as adamantine, mithral, and gold apply, as do
bonuses provided by non-metallic objects.

Scourge of Avarice. As a bonus action, a gilded devil wearing
jewelry worth at least 1,000 gp can reshape it into a +2 heavy
flail. A creature struck by this jeweled flail suffers disadvantage
on all Wisdom saving throws until his or her next short rest, in
addition to normal weapon damage. The flail reverts to its base
components 1 minute after it leaves the devil's grasp, or upon
the gilded devil’s death.

Voracious Greed. As an action, a gilded devil can consume non-
magical jewelry or coinage worth up to 1,000 gp. For each 200
gp consumed, it heals 5 hp of damage. A gilded devil can use
this ability against the worn items of a grappled foe. The target
must succeed on a DC 13 Dexterity saving throw to keep an
item from being consumed.

This small devil wears a small red hat. A wicked grin flashes black
teeth, and the creature nervously wrings its hands, baring long,
needle-like claws.

Ink devils have small, pursed mouths and long, thin, bony
fingers. Their nails resemble quills. Their heads are often bald

or shaved in a monastic tonsure, and they have two small horns,
no larger than an acorn. Their skin tends toward walnut, indigo,
and black tones, though the eldest are as pale as parchment. They
often wear robes and carry scroll cases, and many consider the
Baron Totivillus the greatest of arch-devils.

CowaRrDpSs AT HEART. Ink devils are talkers and cowards. They
prefer chatting, whining, and pleading to any form of combat.
When they are forced to fight, they prefer to hide behind other
devils. They force lesser devils, like lemures, to fight for them
while they use teleportation, invisibility, and their ability to disrupt
the concentration of spellcasters to harry the opposition.

FaLsk GrrTs. They often give strangers false gifts, like letters
of credit, charters, or scholarly papers inscribed with a glyph of
warding to start combat.

BiBLIOPHILES AND BookwoRMS. Ink devils live in libraries
and scriptoria in the hells and related planes. Their speed and
keen vision make them excellent accountants, record keepers,
translators, and note takers. They cannot be trusted, and they
delight in altering documents for their own amusement or in
their master’s service.
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Small fiend (devil), lawful evil
Armor Class 14
Hit Points 54 (12d6 + 12)

Speed 30 ft.
STR DEX CON INT WIS CHA
12 (+1) 18(+4) 12(+1) 20(+5 8(-1) 18 (+4)

Saving Throws Dex +6
Skills Arcana +9, Deception +8, History +9, Stealth +8

Damage Resistances cold; bludgeoning, piercing, and slashing
from nonmagical weapons that aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 9

Languages Celestial, Common, Draconic, Infernal;
telepathy (120 ft.)

Challenge 2 (450 XP)

Devil’s Sight. Magical darkness doesn't impede the devil's
darkvision.

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

Innate Spellcasting. The ink devil's spellcasting ability is
Charisma (spell save DC 14). The ink devil can cast the
following spells, requiring no material components:

At will: detect magic, illusory script, invisibility, teleportation
(self plus 50 Ib. of objects only)

1/day each: glyph of warding, planar ally (1d4 + 1 lemures
40%, or 1 ink devil 25%)

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., single target.
Hit: 11 (2d6 + 4) piercing damage.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., single target.
Hit: 14 (3d6 + 4) slashing damage.

Disrupt Concentration. Their sharp, shrill tongues and sharper
claws make ink devils more distracting than their own combat
prowess might indicate. As a bonus action, an ink devil can
force a single foe within 30 feet of the ink devil to make a
DC 13 Wisdom saving throw or lose concentration until the
beginning of the target's next turn.

Corrupt Scroll. An ink devil can corrupt the magic within any
scroll by touch. Any such corrupted scroll requires a DC 13
Intelligence saving throw to use successfully. If the check fails,
the scroll's spell affects the caster if it is an offensive spell, or it
affects the nearest devil if it is a beneficial spell.

Devil’s Mark. Ink devils can flick ink from their fingertips at
a single target within 15 feet of the devil. The target must
succeed on a Dexterity saving throw (DC 13), or the affected
creature gains a devil's mark—a black, red, or purple tattoo in
the shape of an archduke’s personal seal (most often Mammon
or Totivillus but sometimes Arbeyach, Asmodeus, Beelzebub,
Dispater, or others). All devils have advantage on spell attacks
made against the devil-marked creature, and the creature
has disadvantage on saving throws made against spells and
abilities used by devils. The mark can be removed only by a
remove curse spell or comparable magic. In addition, the mark
detects as faintly evil and often shifts its position on the body.
Paladins, witchfinders, and some clerics may consider such a
mark proof that a creature has made a pact with a devil.

DEviL, Korartk (HARVESTER DEVIL

The fiendish bulk bears features taken from a nightmare scorpion,
with three stinging tails and four limbs, and wields a massive
scythe.

SHAPED BY ARBEYACH. These fiendish scorpions sprang from
the dark imagination of the arch-devil Arbeyach himself, who
twisted them into being from the tormented forms of lemures
and demoted devils. The Lord of the Swarm shaped the koralk to
not only be annihilators in battle, but also to gather souls from
the fallen, bypassing the typical methods of collecting souls and
speeding up the influx to feed his war machine.

TRANSFORMING Po1soN. Poison from any one of the koralk’s
three stingers liquefies the target’s insides in an agonizing
transformation. The stung creature swells as its organs, muscle,
and skeleton rapidly break down and reform. When the skin
casing pops, it releases a spray of gelatinous goo and reveals

the form of a lemure, the lowest form of devil. The new lemure

is subject to the will of more powerful devils, and its fate from
that moment on is the same as any lemure’s. Eventually it will

be remolded into a higher form of devil and become another
warrior in service to the arch-devils and Arbeyach. Astoundingly,
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the koralk’s poison can even work this transformation on
demons, converting them to the lowest form of devil.

INFERNAL MOUNTS. A koralk is large and strong enough for
Medium-size devils to ride as a mount. They don’t like being
used this way, but being devils, they do what they’re told by their
betters or suffer the consequences. Arbeyach commands an
especially large specimen of koralk, called the Grand Annihilator
by his devilish troops. The Prince of Swarms has been seen riding
it into battle.

KORALK (HARVESTER DEVIL)

Large fiend (devil), lawful evil
Armor Class 15 (natural armor)
Hit Points 136 (16d10 + 48)

Speed 40 ft.
STR DEX CON INT WIS CHA
16 (+3) 13(+1) 17(+3) 10(+0) 11(+0) 13(+1)




Saving Throws Con +7, Wis +4, Cha +5

Damage Resistances cold; bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 10
Languages Infernal, telepathy 120 ft.
Challenge 11 (7,200 XP)
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Devil’s Sight. Magical darkness does not impair the koralk’s
darkvision.

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

Steadfast. The koralk cannot be frightened while it can see an
allied creature within 30 feet of it.

ACTIONS

Multiattack. The koralk can make three stinger attacks and two
scythe attacks. It can also make a bite attack if it has a target

grappled.

Scythe. Melee Weapon Attack: +7 to hit, reach 10 ft.,, one target.
Hit: 16 (2d12 + 3) slashing damage, OR a Medium-sized or
smaller target can be grappled by the koralk’s smaller, vestigial
arms instead (no damage, escape DC 13).

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one grappled
target. Hit: 19 (3d10 + 3) piercing damage.

Stinger. Melee Weapon Attack: +7 to hit, reach 5 ft,, one
target. Hit: 12 (2d8 + 3) piercing damage and the target
must make a successful DC 15 Constitution saving throw or
become poisoned. While poisoned this way, the target takes
10 (3d6) poison damage at the start of each of its turns, from
liquefaction of its innards. A successful save renders the target
immune to the koralk’s poison for 24 hours. If a creature dies
while poisoned by a koralk, its body bursts open, spewing vile
liquid and a newly-formed lemure devil. The lemure is under
the command of any higher-order devil nearby. The poison can
be neutralized by lesser restoration, protection from poison, or
comparable magic. If the lemure is killed, the original creature
can be restored to life by resurrection or comparable magic.
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DEviL, LunAR

A bulking figure floats in the air, a winged horror
painted in mist and moonlight.

CORRUPTORS OF THE MOON. Always
standing a bit apart from the
machinations of the Dukes of Hell due

to their dependence on moonlight, lunar
devils can be found subverting druidical
orders or leading packs of werewolves.
They are a lazy breed of devil, and prefer
lounging in the light of the moon over any
more vigorous activity. The only exception
is an opportunity to corrupt druids

and moon-worshippers, pitting them
against followers of sun gods.

VAIN AND BoASTFUL. Lunar devils are
asvain as they are indolent, and tales the
fey tell of them involve thwarting them
by appealing to their vanity. Lunar devils
frequently befriend the dark fey.

FLYING IN DARKNESS. In combat, lunar
devils sometimes cast fly on allies to bring
them along, and they stay in areas of
moonlight whenever they can. Lunar devils
have excellent vision in total darkness

as well, though, and are happy to use

that against foes. At range, they use

hurl moonlight and lightwalking to
frustrate enemies. In melee, they use

wall of ice to split foes, the better to battle
just half at a time.

Large fiend (devil), lawful evil
Armor Class 16 (natural armor)
Hit Points 94 (9d10 + 45)

Speed 40 ft., fly 60 ft. (hover),
lightwalking 80 ft.

STR DEX CON INT WIS CHA
21 (+5) 21 (+5) 20(+5) 16 (+3) 15(+2) 18(+4)

Saving Throws Str +8, Dex +8, Con +8, Wis +5
Skills Perception +5

Damage Resistances cold; bludgeoning, piercing, and slashing
damage from nonmagical weapons that aren't silvered
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In Midgard, lunar devils serve the Moonlit King in the
Realms of the Shadow Fey and are close allies of followers
of Hecate. They have some agreement with the shadow

fey; the two often work together.
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Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 15

Languages Celestial, Draconic, Elvish, Infernal, Sylvan,
telepathy 120 ft.

Challenge 8 (3,900 XP)

Devil’s Sight. Magical darkness doesn't impede the devil's
darkvision.

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

At will: fly, major image, planar binding
3/day: greater invisibility
1/day: wall of ice



Light Incorporeality. The devil is semi-incorporeal when
standing in moonlight, and is immune to all nonmagical
attacks in such conditions. Even when hit by spells or magic
weapons, it takes only half damage from a corporeal source,
with the exception of force damage. Holy water can affect the
devil as it does incorporeal undead.

Lightwalking. Once per round, the lunar devil magically
teleports, along with any equipment it is wearing or carrying,
from one beam of moonlight to another within 80 feet. This
relocation uses half of its speed.

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

DEvIL, OROBAS
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VARIANT

Summon Devil (1/Day). The devil can attempt a magical
summoning. The devil has a 40 percent chance of summoning
either 2 chain devils or 1 lunar devil.

ACTIONS

Multiattack. The devil makes three attacks: one with its bite,
one with its claws, and one with its tail. Alternatively, it can use
Hurl Moonlight twice.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit:
11 (1d12 + 5) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 10 ft.,, one target.
Hit: 12 (2d6 + 5) slashing damage.

Tail. Melee Weapon Attack: +8 to hit, reach 10 ft.,, one target.
Hit: 9 (1d8 + 5) bludgeoning damage.

Hurl Moonlight. Ranged Spell Attack: +7 to hit, range 150 ft,,
one target. Hit: 19 (3d12) cold damage and the target must
succeed on a DC 15 Constitution saving throw or become
blinded for 4 rounds.

Tall and powerful, this creature resembles a strong man with
well-chiseled muscles, save its equine head, flaring nostrils, and
boofed feet.

The orobas thrive in Hell, selling their knowledge to those who
have the coin (or other form of payment). The common phrase,
“never trust a gift horse,” stems from these corrupting devils.

Horse-HEADED BUT WiSE. When called to the mortal world,
they sometimes take the shape of a destrier. Orobas devils
prefer to take the horrific form of a horse-headed man. Sulfuric
smoke curls from their nostrils and their fingers sport ragged
claws. This beast-like appearance belies their true strength; the
orobas possess an uncanny knowledge of the past, as well as of
things to come.

MaAsTERS OF DECEIT. When bargaining with an orobas, one
must speak truthfully—or possess an exceptionally quick tongue
and the most charming smile. Practitioners of the dark arts
know these devils as the Lords of Distortion, for their ability to
practice deceit. They prize reality-warping magic above all else,
and bribes of that sort can win concessions when making a pact.

SURROUNDED BY LESSERS. Orobas devils gather lesser devils
both as chattel and defense. Their analytical minds telepathically
confer the strengths and weaknesses of foes to their allies. With
surprising speed, the deceivers can assess a battlefield, weigh
outcomes, and redirect forces. Enemies of the orobas almost
never catch them off guard. They have frequent, clear visions of
their immediate future.

OROBAS DEVIL

Large fiend (devil), lawful evil
Armor Class 19 (natural armor)
Hit Points 261 (14d10 + 126)

Speed 40 ft.
STR DEX CON INT wis CHA
26 (+8) 14(+2) 28(+9) 23(+6) 26(+8) 21 (+5)

Saving Throws Str +13, Dex +7, Con +14, Wis +13

Skills Deception +10, History +11, Insight, +13, Perception +13,
Persuasion +10

Damage Resistances acid, cold; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses truesight 90 ft., passive Perception 23

Languages Celestial, Darakhul, Draconic, Giant, Infernal,
Undercommon, Void Speech; telepathy 100 ft.

Challenge 14 (11,500 XP)

Knowing (3/day). An orobas can predict actions and alter
chance accordingly. Three times per day, it can choose to have
advantage on any attack or skill check.

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

Magic Weapons. The orobas’s weapon attacks are magical.

Sage Advice. An orobas sometimes twists responses to a
divination. It softens the answer, leaves crucial information out
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of the response, manipulates a convoluted answer, or outright

lies. An orobas always has advantage on Deception and

Persuasion checks when revealing the result of a divination.

Innate Spellcasting. The orobas’ spellcasting ability is Charisma

(spell save DC 18, +10 to hit with spell attacks). It can innately

cast the following spells, requiring no material components:

Constant: detect evil and good

At will: augury, protection from evil and good, teleport (self plus
50 Ib. of objects only)

5/day each: bestow curse, fireball, scorching ray

3/day each: antimagic field, chain lightning, contact other
plane, dimension door, wall of fire

1/day each: eyebite, find the path, foresight

ACIONS

Multiattack. The orobas makes four attacks: one
with its bite, one with its claw, one with its flail,
and one with its stomp.

Bite. Melee Weapon Attack: +13
to hit, reach 5 ft., one target.
Hit: 18 (3d6 + 8) piercing
damage. The target
must succeed on a DC
18 Constitution saving
throw or become
poisoned. While poisoned in
this way, the target can't regain
hit points and it takes 14 (4d6)
poison damage at the start of
each of its turns. The poisoned
target can repeat the saving throw
at the end of each of its turns,
ending the effect on itself on a success.

ORGSRV ISl g VAR

Once a benevolent race of advisors to the great serpent
Ouroboros, these devils tricked the “dragon that eats
itself” into renouncing its nature, nearly destroying the
mortal world in the process. Ouroboros cast down these
deceivers after learning of their treachery, committing

them into hellish exile.
\_ J
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Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 15 (2d6 + 8) slashing damage.

Flail. Melee Weapon Attack: +13 to hit, reach 10 ft.,, one target.
Hit: 17 (2d8 + 8) bludgeoning damage plus 18 (4d8) acid
damage.

Stomp. Melee Weapon Attack: +13 to hit, reach 5 ft., one target.
Hit: 15 (2d6 + 8) bludgeoning damage.



DEVIL, SALT
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“They led that caravan without mercy or

kindness. If you fell or stumbled, they struck you,
making your tongue feel as sand or your body

ache with pain, then laughed, telling you to get

up. And once we arrived, gods, they had us take
the tools from the dead, withered hands of the last
slaves, and start digging.”” He took a drink from his
waterskin, as if just the memory made him thirsty.

SPARKLY CRYSTALS. Salt devils have sharp,
crystalline teeth, sparkling skin studded with
fine salt crystals, and long claws that leave jagged,
burning wounds. They can also fight with salt-
encrusted blades seemingly forged from thin air.

SERVANTS OF MAMMON. Salt devils claim to serve
Mammon, and they often ally with gnolls and slavers
with whom they seek out oases to use as ambush sites
or just to poison the water.

SLAVERS AND CORRUPTORS. Salt devils create slave markets
and salt mines, where they thrive on the misery of those
indentured into their service. They detest summoning peers
during combat because they hate being indebted to another
devil. They prefer to forge alliances with mortals when partners
are needed for an endeavor, and they are less grasping and
greedy than one might expect of Mammon’s servants, preferring
to encourage corruption in others.

Medium fiend (devil), lawful evil
Armor Class 13 (natural armor)
Hit Points 93 (11d8 + 44)

Speed 30 ft.
STR DEX CON INT wis CHA
18 (+4) 13 (+1) 18 (+4) 13 (+1) 14 (+2) 15 (+2)

Saving Throws Dex +4, Con +7, Cha +5
Skills Perception +5, Stealth +4

Damage Resistances acid, cold; bludgeoning, piercing, and
slashing from nonmagical weapons that aren't silvered

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 15

Languages Celestial, Common, Gnoll, Infernal, telepathy 120 ft.
Challenge 6 (2,300 XP)

Devil’s Sight. Magical darkness doesn't impede the devil's
darkvision.

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

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

At will: darkness

1/day each: harm, teleport

ACTIONS

Multiattack. The devil makes two scimitar attacks.

Scimitar. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) slashing damage. If the target is neither
undead nor a construct, it also takes 5 (1d10) necrotic damage,
or half damage with a successful DC 15 Constitution saving
throw. Plants, oozes, and creatures with the Amphibious, Water
Breathing, or Water Form traits have disadvantage on this
saving throw. If the saving throw fails by 5 or more, the target
also gains one level of exhaustion.

VARIANT: DEVIL SUMMONING

Some salt devils have an action option that allows them to
summon other devils.

Summon Devil (1/Day): The salt devil has a 40% chance of
summoning one salt devil.
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This lumbering saurian quadruped has large, oblong plates of bone
covered in greenish slime protruding from its back and its thick,
club-like tail.

LARGE PLATES. People describe this reptilian herbivore as “the
animal with planks growing out of its back.” The mbielu is a
large dinosaur akin to a stegosaurus, with square dorsal plates
that support symbiotic colonies of toxic, green algae. The plates
themselves are as large as shields.

Aquatic HERBIVORE. An mbielu spends most of its life
underwater, feeding on aquatic plants and avoiding the
withering glare of the harsh sun, but it comes onto land
frequently to sun itself for a few hours before immersing itself
once again.

Toxic ALCHEMY. Its dorsal plate algae undergo an alchemical
reaction in the continual transition between water and sky,
especially during mbielu migrations to new watery dens. The algae
produce a hallucinogenic contact poison that clouds the minds
of most creatures. Mbielus themselves are immune to the toxin.

Huge beast, unaligned

Armor Class 15 (natural armor)
Hit Points 95 (10d12 + 30)
Speed 30 ft., swim 20 ft.

I )

STR DEX CON INT WIS CHA
19 (+4) 14 (+2) 16 (+3) 2(-4) 12(+1) 6 (-2)

Skills Perception +3

Senses passive Perception 13
Languages —

Challenge 3 (700 XP)

Toxic Skin. A creature that touches the mbielu or hits it with a
melee attack exposes itself to the mbielu’s poisonous skin. The
creature must succeed on a DC 13 Constitution saving throw
or be poisoned for 1 minute. While poisoned in this way, a
creature also suffers disadvantage on Intelligence, Wisdom,
and Charisma saving throws.

ACTIONS

Tail. Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 20 (3d10 + 4) bludgeoning damage. If the target is a
creature, it must succeed on a DC 14 Strength saving throw or
be knocked prone.

REACTIONS

Rollover. If the mbielu is grappled by a Large creature, it rolls
on top of the grappler and crushes it. The mbielu automatically
escapes from the grapple and the grappler takes 20 (3d10 + 4)
bludgeoning damage.
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Dinosaur, NGoBou
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This ill-tempered, six-horned creature resembles a triceratops the
size of an ox, with pairs of horns atop its nose and brows, as well as
great tusks jutting from each side of its mouth.

HaTRED OF ELEPHANTS. Ngobous are ox-sized dinosaurs often
at war with elephants over territory. Ngobous are irascible and
suspicious by nature, prone to chasing after any creature that
stays too long inside its territory. They also become aggressive
when they can see or smell elephants. Even old traces of
elephants’ scent are sufficient to trigger an ngobou’s rage.

Poor BEasTs oF WAR. Grasslands tribes sometimes try to train
ngobous as beasts of burden or war, but most have given up on
the ill-tempered animals; their behavior is too erratic, especially
if elephants are nearby or have been in the area recently.
TraMPLE CrROPS. Ngobou herds can smash entire crops flat in
minutes—and their horns can tear through a herd of goats or
cattle in little time as well.

NGOBOU

Large beast, unaligned
Armor Class 15 (natural armor)
Hit Points 85 (10d10 + 30)

Speed 40 ft.
STR DEX CON INT wis CHA
20 (+5) 9(1) 16(+3) 2(-4 9(-1) 6(-2)

Skills Perception +5

Senses passive Perception 15
Languages —

Challenge 5 (1,800 XP)

Trampling Charge. If the ngobou moves at least 20 feet
straight toward a creature and then hits it with a gore attack
on the same turn, that target must succeed on a DC 13
Strength saving throw or be knocked prone. If the target is
prone, the ngobou can make one stomp attack against it as a
bonus action.

Elephants’ Bane. The ngobou has advantage on attacks against
elephants. It can detect by scent whether an elephant has been
within 180 feet of its location anytime in the last 48 hours.

Spikes. A creature that grapples an ngobou takes 9 (2d8)
piercing damage.

ACTIONS

Gore. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 38 (6d10 + 5) piercing damage.

Stomp. Melee Weapon Attack: +8 to hit, reach 5 ft., one prone
creature. Hit: 18 (3d8 + 5) bludgeoning damage.




D o TOME OF BEASTS Ve

DINOSAUR, SPINOSAURUS

A spinosaurus is a land and riverine predator capable of carrying
a platoon of lizardfolk long distances on raids. Often called a river
king or river dragon, they are worshipped by bullywugs and other
primitive humanoids.

FRIEND TO L1ZARDFOLK. The spinosaurus is a special saurian
bred for size and loyalty by lizardfolk. Lizardfolk prize them like
prime warhorses, and lavish them with food and care.
Exormous S1zZE AND CoLoR. This immense saurian has a long
tooth-filled maw, powerful claws, and colorful spines running
the length of its spine. An adult dire spinosaurus is 70 feet long
and weighs 35,000 pounds or more, and a young spinosaurus is
20 feet long and weighs 6,000 pounds or more.

SwiFT PREDATOR. A spinosaurus is quick on both land and
water.

SPINOSAURUS

Gargantuan beast, unaligned
Armor Class 15 (natural armor)
Hit Points 231 (14d20 + 34)
Speed 60 ft., swim 40 ft.

STR DEX CON INT WIS CHA
27 (+8) 9(-1) 22 (+6) 2(-4) 11(+0) 10(+0)

Skills Perception +5

Senses passive Perception 15
Languages —

Challenge 13 (10,000 XP)
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Tamed. The spinosaurus will never willingly attack any reptilian
humanoid, and if forced or magically compelled to do so, it
suffers disadvantage on attack rolls. Up to twelve Medium
or four Large creatures can ride the spinosaurus. This trait
disappears if the spinosaurus spends a month away from any
reptilian humanoid.

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

ACTIONS

Multiattack. The spinosaurus makes one bite attack and two
claw attacks.
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Bite. Melee Weapon Attack: +13 to hit, reach 15 ft., one target.
Hit: 34 (4d12 + 8) piercing damage. If the target is a Large
or smaller creature, it is grappled (escape DC 18). When the
spinosaurus moves, the grappled creature moves with it. Until
this grapple ends, the target is restrained and the spinosaurus
can't bite another target.

Claw. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 22 (4d6 + 8) slashing damage.

Tail. Melee Weapon Attack: +13 to hit, reach 20 ft., one target.
Hit: 21 (3d8 + 8) bludgeoning damage.

Frightful Presence. Each creature of the spinosaurus’ choice
that is within 120 feet of the spinosaurus and aware of it
must succeed on a DC 18 Wisdom saving throw or become
frightened for 1 minute. A frightened creature repeats 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
spinosaurus’ Frightful Presence for the next 24 hours.

LEGENDARY ACTIONS

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

Move. The spinosaurus moves up to half its speed.
Roar. The spinosaurus uses Frightful Presence.

Tail Attack (Costs 2 Actions). The spinosaurus makes one tail
attack.

YOUNG SPINOSAURUS

Huge beast, unaligned

Armor Class 14 (natural armor)
Hit Points 105 (10d12 + 40)
Speed 50 ft., swim 30 ft.

STR
23 (+6)

DEX
11 (+0)

CON INT
19 (+4) 2 (-4)

WIS
11 (+0)

CHA
8(-1)

Skills Perception +3
Senses passive Perception 13
Languages —

TOME OF BEASTS o ID

Challenge 5 (1,800 XP)

Tamed. The spinosaurus never willingly attacks any reptilian
humanoid, and if forced or magically compelled to do so
it suffers disadvantage on attack rolls. Up to three Medium
or one Large creatures can ride the spinosaurus. This trait
disappears if the spinosaurus spends a month away from any
reptilian humanoid.

ACTIONS

Multiattack. The spinosaurus makes one bite attack and two
claw attacks.

Bite. Melee Weapon Attack: +9 to hit, reach 10ft., one target.
Hit: 25 (3d12 + 6) piercing damage. If the target is a Medium
or smaller creature, it is grappled (escape DC 16). Until this
grapple ends, the target is restrained and the spinosaurus can't
bite another target.

Claw. Melee Weapon Attack: +9 to hit, reach 5 ft,, one target.
Hit: 13 (2d6 + 6) slashing damage.

SIS AOIRSES A -WO

Spinosauruses mate each year in the winter. Male
spinosauruses bring food and help build an enormous nest
of reeds, sticks, and mud. Then the male departs, leaving
the female to lay and care for the eggs. Spinosaurus eggs are
typically found in nests along riversides or deep in marshes.
They are sometimes stolen and sold, generally to lizardfolk
and sometimes to daring humans with a knack for training
animals. These eggs are worth as much as 2,000 gp apiece;
live young are worth twice that. Characters eager for dire
spinosaurus mounts, however, should note that buying or
domesticating such an enormous carnivore requires vast
amounts of food and vast stores of patience. They do not
take easily to domestication.

Before it can be ridden in combat, a spinosaurus must
practice bearing the weight of its trainer and passengers.
They rarely master more than a handful of tricks, but they
are extremely comfortable in the water and are aware that
some of their riders may not breathe water.

An adult spinosaurus can carry up to six tons as cargo.
Riding a spinosaurus requires an exotic saddle, riding

platform, or howdah.
\_

J

SPRGSATRTSES INHHE-SOUHHLAND

The lizardfolk of Veles-Sa in the Southlands use spinosauruses
as amode of transportation; they are large enough to pull
barges or to carry a crew of raiders anywhere on the rivers,
and they are reasonably swift overland as well. Lizardfolk
scouts are especially fond of these enormous reptiles, as they
are powerful combatants and capable of carrying a dozen
lizardfolk warriors.

In addition to their role as trained raiders in Veles-Sa, some
spinosauruses live in or along most of the major river systems
of the Southlands—including the River Nuria. There they are

katlso called “river dragons” or sometimes “river walkers,” and

they are frequently associated with the worship of Baal-
Hotep and Set. They are kept as sacred animals in several
river temples, where they are fed regular meals and have been
known to grow to enormous size and strength.

Finally, along the Spice Coast, spinosauruses carry high-
value spice cargoes along the coast when banditry is rife or
when a lizardfolk mercenary company is available to guard
materials going north toward Mhalmet, Nuria, or Ishadia.
These Spice Coast beasts are often especially bred for gaudy
coloration: green-and-orange, blue-and-gold, and even red-
and-black bloodlines are spotted in the Spice Coast harbors. )
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Dipsa

Except for a pair of tiny fangs, the entire body of this yellowish-
green worm looks like a ropy tangle of slime-covered tubes and

puddles of mucus.

ANEsTHETIC O0ZE. Many jungle clans believe the dipsa is an
eyeless snake, but it is a tubular ooze with a lethal poisonous
bite. The dipsa’s venom has an anesthetic quality that allows the
ooze to cling to creatures and slowly turn their innards to jelly
without being noticed until the victim falls down dead. Once the
poison’s numbing property wears off, however, victims report an
agonizing sense of burning from the inside out.

Tiny Fangs. A dipsa’s undulating movement evokes that of a
snake as much as its serpentine form, but close examination
reveals that it has neither bones nor internal organs, only tiny
fangs of the same color and substance as the rest of its body. A
dipsa never exceeds 1 foot in length. Its coloration oscillates
between sickly hues of yellow or green.

GEeLATINOUS EGGSs. Dipsas are hermaphroditic. When two
dipsas breed, they leave behind about 100 gelatinous eggs in a
small puddle of highly acidic milt. A dozen become fertilized
and survive long enough to hatch, after which they immediately
devour the others.

Tiny ooze, unaligned

Armor Class 15

Hit Points 27 (6d4 + 12)

Speed 20 ft., climb 20 ft., swim 20 ft.

STR DEX CON INT WIS CHA
3(-4) 17 (+3) 14 (+2) 1(-5 62 1(-5)
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Skills Stealth +7 (+9 in swamp terrain)
Damage Resistances acid

Condition Immunities blinded, charmed, deafened, exhaustion,
frightened, prone

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 8

Languages —
Challenge 1/4 (50 XP)

Amorphous. The dipsa can move through a space as narrow as
1 inch wide without squeezing.

Discreet Bite. The bite of a dipsa is barely perceptible and the
wound is quickly anesthetized. A creature bitten must succeed
on a DC 15 Wisdom (Perception) check to notice the attack or
any damage taken from it.

Translucent. The dipsa can take the Hide action as a bonus
action on each of its turns.

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 0 ft., one creature
in the dipsa’s space. Hit: 1 piercing damage, and the dipsa
attaches to the target. A creature with a dipsa attached takes
3 (1d6) acid damage per round per dipsa, and it must make
a successful DC 12 Constitution saving throw or have its hit
point maximum reduced by an amount equal to the damage
taken. If a creature’s hit point maximum is reduced to 0 by this
effect, the creature dies. This reduction to a creature’s hit point
maximum lasts until it is affected by a lesser restoration spell or
comparable magic.
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This twisted humanoid bhas gray flesh and black claws that drip
blood. A bone mask is bound to its head by strips of putrid flesh
and a third arm bangs from the right side of the creature’s body, its
hand clutching a large sack stained with blood.

PLAGUE BRINGERS. Dissimortuum are undead monstrosities
constructed by necromancers to spread the undead plague,
slowly but surely. These creatures are rare but tenacious. A
dissimortuum obeys orders from the necromancer whose magic
created it.

When a dissimortuum kills, it collects body parts from its
victims and keeps them in a sack that it carries with its
third arm at all times. The monster sets down its sack
of trophies only when pressed in combat, to make the
most of its extra limb.

CONSTRUCTING DissiMmORTUUM. Even
when not following instructions,
adissimortuum seeks to create

more of its own kind. The creature
wanders graveyards, battlefields,

and slums, searching for the

gruesome components it

needs to construct a mask

and body for its undead

offspring. The process

is slow, taking up to

amonth to make a

single mask, but

adissimortuum

has nothing but time. The new creation is independent and not
under the control of its maker.

DonnNING THE Mask. The mask of a dissimortuum is nigh
indestructible. When the creature is destroyed, its mask usually
survives and breaks free. On its own, the object detects as
magical with mixed enchantment and necromantic auras. Itisa
tempting souvenir, but anyone foolish enough to don the mask is
immediately wracked by pain and takes 7 (2d6) necrotic damage.
The character must make a successful DC 15 Wisdom saving
throw or become dominated by the mask. The domination arrives
slowly. The character acts normally for a day or two, but then the
character notices periods of time that cannot be accounted for.
During these times, the character gathers the grisly components
needed to build a new body for the dissimortuum. This process
takes a week, after which the character is freed from domination
as the undead creature is reborn.

Medium undead, chaotic evil
Armor Class 15 (natural armor)
Hit Points 112 (15d8 + 45)
Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 10 (+0) 16(+3) 8 (-1) 11 (+0) 18 (+4)

Saving Throws Con +6

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities charmed, exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages Common

Challenge 7 (2,900 XP)

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

ACTIONS

Multiattack. The dissimortuum makes three claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 15 (3d8 + 2) slashing damage.

Terrifying Mask. Each non-undead creature within 60 feet of
the dissimortuum that can see it must make a successful DC
15 Wisdom saving throw or be frightened for 1d8 rounds. If a
target's saving throw is successful or the effect ends for it, the
target becomes immune to all dissimortuum’s terrifying masks
for the next 24 hours.

I
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DoGMOLE

This mole-like creature is the size of a large dog, with a thick,
barrel-shaped body as beavy as a full-grown dwarf. A ring of
tentacles sprouts above a mouth dominated by spade-like incisors.
It has no visible ears and only tiny, cataract-filled eyes, but
somehow it senses its environment nonetheless.

DOMESTICATED BY DWARVES. Mountain dwarves have
domesticated many subterranean creatures, among them a breed
of giant talpidae commonly called dogmoles. Energetic and
obedient, dogmoles pull ore-trolleys through mines, sniff out
toxic gases and polluted waters, and help dig out trapped miners.

SENSE CaVE-INs. Dogmoles are renowned for their ability to
detect imminent cave-ins and burrowing monsters, making
them welcome companions in the depths. Outside the mines,
dogmoles serve as pack animals, guard beasts, and bloodhounds.

DERRO CRUELTY. Derro also use dogmoles, but such
unfortunate creatures are scarred and brutalized, barely
controllable even by their handlers.

Medium beast, neutral

Armor Class 14 (natural armor)

Hit Points 71 (11d8 + 22)

Speed 30 ft., burrow 10 ft.,, swim 10 ft.

STR DEX CON INT WIS CHA
14 (+2) 17(+3) 15(+2) 2(-4) 12 (+1) 10 (+0)

Senses blindsight 30 ft., passive Perception 11
Languages —
Challenge 1 (200 XP)

Burrow. Dogmoles cannot burrow into solid rock, but they can
move through softer material like soil or loose rubble, leaving
a usable tunnel 5 feet in diameter.

Wormdkiller Rage. Wild dogmole packs are famed for their
battles against monsters in the dark caverns of the world. If
the dogmole draws blood against vermin, a purple worm, or
other underground invertebrates, it gains a +4 boost to its
Strength and Constitution, but suffers a -2 penalty to its AC.
The wormkiller rage lasts for 3 rounds. It cannot end the rage
voluntarily while the creatures that sent it into a rage still lives.

ACTIONS

Multiattack. The dogmole makes one claw attack and one bite
attack.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 12 (3d6 +2) slashing damage.
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DoGMOLE JUGGERNAUT

Hide armor and scraps of mail are nailed onto this scarred and
tattooed mole-like beast. A ring of tentacles sprouts above its
mouth, which is dominated by spade-like incisors. The beast has no
visible ears and only tiny, cataract-filled eyes. Blood and foam fleck
from its tentacled maw.

GRrRowN FROM CHAO0s. What the derro have done with certain
breeds of dogmole almost defies description, but the secret of
their size is a steady diet of chaos fodder, magical foodstuffs
and spells that force the creatures to grow and grow.

SCARRED AND ABUSED. Brutalized from birth and
hardened by scarification, foul drugs, and

warping magic, the dogmole juggernaut is

barely recognizable as a relative of its smaller

kin. A furless mass of muscle, scar tissue,

and barbed piercings clad in haphazard

barding, a dogmole juggernaut stands

seven feet tall at the shoulder and stretches

nine to twelve feet long. Its incisors are the

length of shortswords.

Living S1EGE ENGINES. Derro use dogmole
juggernauts as mounts and improvised siege
engines, smashing through bulwarks

and breaking up dwarven

battle lines. When not at

war, derro enjoy pitting

rabid juggernauts against

one another in frenzied

gladiatorial contests.

DOGMOLE JUGGERNAUT

Large monstrosity, neutral

Armor Class 15 (chain armor)

Hit Points 126 (12d10 + 60)

Speed 30 ft., burrow 10 ft.,, swim 10 ft.

STR DEX CON INT WIS CHA
21 (+5) 14 (+2) 20 (+5) 2 (-4) 10(+0) 24

Saving Throws Con +11

Senses blindsight 30 ft., passive Perception 10
Languages —

Challenge 5 (1,800 XP)

Burrow. Dogmole juggernauts cannot burrow into solid rock,
but they can move through softer material like soil or loose
rubble, leaving a usable tunnel 10 ft. in diameter.

Ferocity (1/Day). When the dogmole juggernaut is reduced to
0 hit points, it doesn't die until the end of its next turn.

Powerful Build. A dogmole juggernaut is treated as one
size larger if doing so is advantageous to it (such as during

grapple checks, pushing attempts, and tripping attempts, but
not for the purposes of squeezing or AC). It gains advantage
against magical pushing attempts such as gust of wind or
Repelling Blast.

Wormkiller Rage. Wild dogmole juggernaut packs are famed
for their battles against the monsters of the dark caverns of the
world. If a dogmole juggernaut draws blood against vermin,
purple worms, or other underground invertebrate, it gains a +4
bonus to Strength and Constitution but suffers a -2 penalty to
AC. The wormkiller rage lasts for a number of rounds equal to
1+ its Constitution modifier (minimum 1 round). It cannot end
the rage voluntarily while the creatures that sent it into a rage
still live.

ACTIONS

Multiattack. The dogmole juggernaut makes one claw attack
and one bite attack.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 11 (1d12 + 5) piercing damage.

Claw. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 19 (4d6 + 5 slashing damage.

@
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Domovor

The domovoi enjoy violence and bonebreaking; this makes them
useful to more delicate creatures that need enforers.

Lo~ ARMED BRUISERS. Domovoi resemble nothing so much
as large, stony goblins, with oversized heads and leering grins,
and with mossy beards as well as massive shoulders and forearms.
Their large limbs give them reach and powerful slam attacks.

ABANDONED SERVANTS. The domovoi were the portal guards
and house lackeys of the elvish nobility, and some were left
behind—some say on purpose.

DEBT CoLLECTORS. These smirking stragglers seek work

as tireless sentinels and fey button men, collecting debts for
criminal syndicates. They can use alter self and invisibility at will,
and they delight in frustrating the progress of would-be thieves
and tomb robbers. They enjoy roughing up weaker creatures
with their powerful, stony fists.

DOMOVOI

Medium fey, chaotic neutral
Armor Class 15 (natural armor)
Hit Points 93 (11d8 + 44)

Speed 30 ft.
STR DEX CON INT WIS CHA
19 (+4) 13(+1) 18 (+4) 6 (-2) 10 (+0) 16 (+3)

Skills Intimidation +5, Perception +2
Damage Immunities acid, lightning

Senses darkvision 60 ft., passive Perception 12
Languages Common, Dwarvish, Elvish
Challenge 4 (1,100 XP)

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

At will: alter self, invisibility
3/day each: darkness, dimension door, haste

ACTIONS

Multiattack. The domovoi makes two slam attacks.

Slam. Melee Weapon Attack: +6 to hit, reach 10 ft., one target.
Hit: 13 (2d8 + 4) bludgeoning damage.

DONONI0 g g VTG N

The domovoi are ancient survivors, and they have outlived
empires. They now have a certain sense of ownership of
ancient places, and they are most commonly found in

the ruins of Old Valera and Old Thorn, as well as the vast
necropoli of Spintarra and Siwal. The Siwalese fey are
sandier in appearance and have beards of rope and twine.

kThese desert domovoi are known as “pa’athara” in Siwalesej




DOPPELRAT
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This vat startled the moment it knew it was seen. Within seconds,
the one rat became four, and then the four quickly multiplied into
sixteen rats.

The result of a clone spell gone awry, a doppelrat uses
short-lived duplicates to overwhelm its adversaries. An
easy battle against a single rat can quickly spiral out of
control as the doppelrat clones itself into a swarm—
and the original rat may hide while combat rages.

STILLBORN CLONES. Those who survive a
doppelrat’s bite suffer from a frightening
disease, sloughing off a stillborn clone
each day as their own vitality fades. These
clones cannot be raised from the dead
in any manner.
Doppelrats settle in large city
alleys and sewers after they have killed
off or driven out normal rats and natural predators. A cat
that survives an encounter with a doppelrat avoids any other
doppelrats it meets. Doppelrats can sense others of their kind;
helpful, since doppelrat litters produce only one truebred
creature out of ten. Their parents and siblings devour the others.

CroNE AND RuUN. In combat, they spawn as many clones

as they can, and then flee while the copied rats swarm their
opponent. By succeeding at a Perception check opposed by the
doppelrat’s Stealth check, a character can discern the original
from all the clones.

CrtYy BoUNTIES. In cities with known doppelrat lairs,
magistrates hire spellcasters to scour alleys and sewers and
obliterate any rats they find. Shady spellcasters who capture a live
doppelrat have blackmailed such magistrates by promising to
rescue the town from the rats for an exorbitant fee.

DOPPELRAT

Tiny monstrosity, unaligned

Armor Class 13

Hit Points 22 (5d4 + 10)

Speed 15 ft,, climb 15 ft., swim 15 ft.

STR DEX CON INT WIS CHA
2 (-4) 17 (+3) 14 (+2) 2 (-4) 13(+1) 2(4)

Saving Throws Dex +5

Skills Stealth +5

Senses darkvision 60 ft., passive Perception 11
Languages —

Challenge 2 (450 XP)

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

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
1 piercing damage.

Arcane Doubling (recharges after 10 minutes). A doppelrat
under duress creates clones of itself at the beginning of its
turn. Each round for 4 rounds, the number of live doppelrats
quadruples but never exceeds 20. For example, when the
doppelrat triggers arcane doubling, 1 rat becomes 4; at the
start of the rat's next turn, those 4 become 16; and at the start
of the rat's third turn, those 16 become 20, the maximum
allowed. If one of the duplicates was destroyed between the
original doppelrat's 1st and 2nd turns, then the surviving 3
would become 12, and so on.

Each duplicate appears in the same space as any other rat,
can either move or take an action the round it appears, and
has 4 hit points and AC 13. Any surviving duplicates perish
1 minute (10 rounds) after the first ones were created. If the
original doppelrat dies, its clones stop duplicating but the pre-
existing clones remain until their time expires. A creature can
identify the original doppelrat from its duplicates as an action
by making a successful DC 15 Intelligence (Nature) or Wisdom
(Perception) check.

Doppeling Disease. At the end of a dopplerat encounter,
every creature bitten by a doppelrat or its duplicates must
succeed on a DC 12 Constitution saving throw or contract
the degenerate cloning disease. During each long rest,
the diseased creature grows and sloughs off a stillborn
clone. The doppeling process leaves the diseased creature
incapacitated for 1 hour, unable to move and barely able
to speak (spellcasting is impossible in this state). When
the incapacitation wears off, the creature makes a DC 12
Constitution saving throw; it recovers from the disease when it
makes its second successful save. Humanoid clones created by
the disease cannot be brought to life in any manner.

RO gy RlsRviy}

The hardest part of this monster is the sheer volume of
attacks they generate. To model this, run them in groups of
4 for attack purposes and have those groups all use the same
+5 to attack and do 1d4 damage. That way you need not roll
20 times for all of them, and you reduce the number of rolls

required by a factor of 4.
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D o TOME OF BEASTS

DORREQ

These twitching balls of tentacles surround an
inhuman face dominated by a squid-like beak.

SERVANTS OF THE VoID. The dorreqiare

servants to ancient horrors of the void and

realms beyond human understanding. They

are guardians and sentries for such creatures, and they
swarm and attack any creatures approa