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LEVEL UP

HeRrRE BE MONSTERS

he Monstrous Menagerie is a bestiary for

Level Up: Advanced Sth Edition. It contains
all of the classic monsters that you need to play the
game, carefully tuned to provide just the right level
of tactical challenge—along with quite a few
new faces.

With around 600 monsters, variants, and monster
templates—many of them suitable for high level
play—there are unique challenges for an adventuring
party of any level. From the humble kobold to the
titanic tarrasque, each monster has new tricks, new
treasure, new combat strategies, and more detailed
worldbuilding and adventure hooks than ever before.

For good measure, we’re including new guidance
on how to build more fun monsters (Appendix C:
Designing Monsters) and more challenging combat
encounters (Appendix D: Designing Combat
Encounters), along with a new type of monster —

the elite monster—that’s built to match up against
an entire party of adventurers in a way that even a
legendary monster can’t.

While every monster in this book has been tuned
to provide a satisfying combat challenge, a wise
party knows that not every encounter leads to battle.
In Level Up few creatures are inherently good or
evil (or chaotic or lawful), and most monsters can
become either implacable enemies or steadfast allies.
Adventurers may find themselves fighting alongside
hobgoblin soldiers against a fallen angel riding a
corrupted unicorn. Deep-delving heroes may win
the friendship of distrustful dark elves, and run
afoul of an imprisoned titan or a forgotten god.

Consider everything in this book as merely a
suggestion! Modify monsters and rewrite stories
however you like. Every stat block and bit of lore
in this tome describes a potential monster: the real
creature is what appears in your game.



Monster Entries

You can use the monster information in this book
to inspire your game preparation or worldbuilding
ahead of time. You can also use it on the fly. Just
flip open the book: each monster entry contains
everything you need to generate a unique encounter,
with suggested encounter groups, treasure, monster
behaviors, and even names.

A monster entry has the following parts: descrip-
tion, legends and lore, sample encounters, monster
signs, monster behavior, optional monster-specific
tables, optional sample names, and stat blocks.

Description

This is an essay describing the monster’s place in
the world. It may contain ecological information
and story hooks. Like every other part of a monster
entry, this description is for inspiration only: you are
free to use another setting’s lore or invent your own.

Legends and Lore

What does an adventurer know about a monster?
The Legends and Lore section describes the infor-
mation a character might recall about a monster
with a successful skill check. The higher the check,
the more in-world information—natural history,
weaknesses, and so on—the character recalls.
Even if a character learns nothing else about
a monster, a DC 10 check is usually sufficient to
recognize it by sight. At the Narrator’s discretion,
recognizing a monster might not require a roll (for
common creatures) or might be difficult or impos-
sible (for rare or unknown monsters).

Sample Encounters and Treasure

Most monster entries include sample encounters,
usually featuring multiple variations and varying
difficulty levels. For instance, the goblin monster
entry includes encounters suitable for beginning
adventurers. A handful of goblins is enough to chal-
lenge a low-level party. It also features challenges
for mid-level groups and even an encounter suitable
for powerful characters: a goblin boss with a dozen
goblin warriors, and possibly a mighty spellcasting
goblin warlock or an elite worg-riding cavalry.

Introduction
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This bestiary can be used with 5E or Level Up. If you're using
5E, you'll want to be aware of a few rules changes which we've
introduced. These changes will be discussed in greater detail
further on in this introduction.

Alignment: Few monsters have an alignment. Those that
do (mostly celestials, fiends, and some undead) have their
alignment listed among their traits.

Bloodied Monsters: Monsters are considered bloodied
when they’ve been reduced to half their hit points or less.
There are no rules associated with being bloodied, but other
game elements may interact with it. For instance, some
monsters have abilities they can only use while bloodied.

Expertise Dice: Some monsters have expertise dice listed
next to skills, saving throws, or other d20 rolls. An exper-
tise die is rolled and added to the d20 roll it modifies. For
instance, a Stealth bonus of +5 (+1d4) means that 1d4 + 5 is
added to the monster’s d20 roll when it makes a Stealth check.

New Conditions: Level Up introduces confused, rattled,
slowed, fatigue, and strife, which are described fully in
Appendix E: Conditions.

Gazes: Some monsters’ actions include the Gaze keyword
in their name. These actions can be taken only if the monster
and the target can both see each other. Full rules for gaze
attacks can be found later in this introduction.

Ongoing Damage: Some attacks, like being set on fire,
deal ongoing damage. This damage occurs at the end of each
of the affected creature’s turns, and it continues until ended
by a condition specified by the attack.

Math Changes: We've slightly changed the way a few
monster statistics are calculated behind the scenes. For
instance, some monsters gain different Armor Class benefits
from armors, and grapple escape DCs are calculated using a
slightly different formula. None of these changes require any
tweaking: just use the monsters as they are written.

Similarly, we’ve included sample treasure hoards
along with each sample encounter. A small goblin
patrol might have a handful of gold and silver, while
a goblin army might have gold, jewels, wagons of
trade goods, and multiple magic items.

These sample treasures are a convenience for

when you don’t have the time to randomly generate
or hand-curate a treasure hoard. Do#n’t use a trea-
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sure more than once! It will strain credibility if two
aboleths both have the exact same treasure hoards
with identical numbers of coins and identical periapis
of health. The second time a party would earn the
same treasure reward, instead hand-pick or randomly
generate a treasure using the appropriate rules.

It’s important to note that not every encounter
comes with treasure. In fact, most don’t. For most
campaigns, the party finds only one to three trea-
sures over the course of one character level. The
other encounters come with nothing at all or with
ordinary equipment and a handful of incidental
coins. Don’t make the mistake of giving out the
sample treasure for each encounter!

If a monster does possess treasure, particularly
magical treasure, it may well use it. An intelligent
creature with a magic weapon will use that magical
weapon if it’s capable of doing so. A mage with a spell
scroll may use the scroll, and a creature with a potion
of healing may quaff it. Magical treasure not only
acts as a reward but poses an increased challenge.

Monster Signs

Often, an encounter occurs with no warning:

a group of characters stumbles into a group of
monsters. Sometimes, though, characters come
upon a sign of impending danger. Perhaps they see
a footprint or hear an ominous, distant wail. Clues
like this allow characters to make interesting explo-
ration decisions and make the world feel lived-in.

As a rule of thumb, assume that half of all
encounters are preceded by the discovery of a
sign (or its potential discovery: some signs may
be missed by those who don’t make a successful
Perception or other skill check).

A group may try to identify a monster by the
signs it leaves behind, for instance by examining a
footprint. As a rule of thumb, doing so requires a
Survival or Investigation check (minimum DC 15),
with some monsters being impossible to identify
(for instance, a doppelganger’s footprint is indistin-
guishable from that of the creature it mimics, and
a distant pillar of smoke offers no clues about the
creature that set its flame).

Monster Behavior

One of the most important elements of any
encounter is this: what are the monsters up to?
A roll on the monster behavior tables determines
whether a monster or group is hiding in ambush,
looking for help, preoccupied with a prisoner, or
any of thousands of other individual behaviors.
These randomized tables can be a great way to
quickly get a story idea when you don’t have time
to read a whole essay.

Nearly every monster comes with its own
individualized tables, sometimes broken out by
environment or monster number.

Sample Names

Coming up with a name on the fly can be a hit-or-
miss affair. If you need a suitably resonant name

for a dread knight, or if the party suddenly takes a

liking to a random goblin, we’ve provided sample

name lists for most intelligent monsters.

Monster-Specific Random Generators

Some monsters call out for unique random charts
to give them variety and bring them to life. Does
your vampire have an alternate weakness instead
of sunlight? Does your lich or dragon have some
unique lair defenses sure to complicate the players’
lives? Whenever possible, we want to provide
inspiring details to make your encounters vivid
and memorable.

Stat Block

Besides descriptions, lore, and other world informa-
tion, each entry contains stat blocks. A stat block
describes a particular creature’s capabilities, attacks,
combat spells, and other statistics needed to run it
as either a social or combat encounter.

One monster entry may contain multiple stat
blocks. For instance, the entry for the salamander
(an elemental creature made of fire) contains three
stat blocks: the salamander (a typical adult member
of its species), the salamander nymph (a larval but
still very dangerous form of the salamander), and
the salamander noble (a larger variant of the sala-
mander that gains extra hit points and fire breath).



Challenge and XP

Introduction

Elite Monsters

Each monster’s stat block includes its Challenge
Rating (CR). This is an important number for
determining whether a monster provides a suit-
able combat challenge for a group. The higher
the Challenge Rating, the tougher the monster.

Appendix D: Designing Combat Encounters
includes details about using Challenge Rating to
plan a battle or to determine a combat encounter’s
difficulty. In general, a monster of a given Chal-
lenge Rating can challenge two to four characters
of the same level. If a single monster’s Challenge
Rating is more than 50 percent higher than the
characters’ level, it may be too powerful an adver-
sary for them. Thus, no monster in this book has a
CR higher than 30.

Each monster’s Challenge Rating is accompanied
by a number of experience points (XP). Experience
points are one way to reward players for completing
an encounter. In some games, when characters have
triumphed in a combat or noncombat encounter
against a monster, they are awarded the listed expe-
rience points. If you are not using experience point-
based leveling, you can ignore this number.

Legendary Monsters

Legendary monsters are powerful apex creatures.
They often rule the lands around them for miles.
A legendary monster is a formidable opponent that
can successfully wage battle against an entire
adventuring party.

A legendary monster has up to three legendary
actions, which it can use when it’s not its turn. Many
legendary monsters also have legendary resistances,
which are abilities that allow them to succeed at a
saving throw that they would otherwise fail. Using
Legendary Resistance often comes with a cost.

Legendary monsters are intended to be used as
solo opponents or as powerful bosses surrounded
by minions. Just like a normal monster, a legendary
monster is an appropriate combat challenge for two
to four characters with character levels that match
its Challenge Rating. However, its additional actions
and defenses provide a more interesting battle,
suitable for the climax of a story.

An elite monster is a tough and dangerous example of
its species or type. Often, an elite monster represents
a specific, named individual. For instance, the Skull
of Medon is a demilich mastermind, more fearsome
even than a normal demilich.

An elite monster is only suitable for gaming groups
that desire an unusually difficult combat challenge.
Fighting an elite monster is as tough as fighting
two ordinary monsters of its Challenge Rating. For
instance, although the Skull of Medon’s Challenge
Rating is 18, it is as tough as two ordinary Chal-
lenge Rating 18 demiliches.

An elite monster is a hard combat challenge for
four characters with character levels that match its
Challenge Rating.

For magical effects and spells that rely on a crea-
ture’s Challenge Rating, such as true polymorph,
treat an elite monster as if its Challenge Rating was
doubled. For instance, treat an ancient aboleth (a CR
11 elite monster) as if its Challenge Rating was 22.
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A creature can be both elite and legendary.
Such a monster gains the extra complexity of a
legendary monster and the doubled combat power
of an elite monster.

Size

A monster can be Tiny, Small, Medium, Large,
Huge, Gargantuan, or Titanic. A Small or Medium
monster is around the same size as most charac-
ters and takes up a 5 by 5 foot space in combat.
A Tiny creature takes up a 2 %-foot-square space.
A Large creature takes up a 10-foot-square space,
and a Huge creature takes up a 15-foot-square
space. A Gargantuan creature takes up a 20-foot-
square space. A Titanic creature takes up at least a
25-foot-square space but can be larger.

Type

A monster’s type describes its origin or nature.

While a monster’s type has no effect on its own,

other game elements may refer to it. For instance,

the charm person spell only affects creatures of the
humanoid type.

Some monsters have a second monster type. For
instance, a faerie dragon is both a dragon and a fey
creature. Its type is dragon (fey). Any game rules
which apply to dragons, or which apply to fey
creatures, apply to it.

Other monsters have a categorization that isn’t
a monster type but which may interact with other
game rules. For instance, a werewolf is a humanoid
that is also a shapechanger. Its type is humanoid
(shapechanger). Rules regarding humanoids and
shapechangers apply to it.

The fourteen monster types are as follows:
Aberrations are unnatural beings that don’t belong

to this plane of existence. Many aberrations are

telepathic and use a mental power known as
psionic power instead of magic. An aboleth is
an aberration.

Beasts are natural animals whose existence and
abilities are nonmagical. A bear and a tyranno-
saurus rex are both beasts.

Celestials are creatures native to divine realms
or heavens. Celestials have alignments, such as
Lawful Good. Most celestials are good, although
the servants of evil deities can be evil. Angels
are celestials.

* Constructs are beings that were built or made. Some

are mindless machines, while others have some
form of intelligence. Guardians are constructs.

Dragons include red and gold dragons, which are
huge reptilian fire-breathers that number among
the world’s most dangerous monsters. This type
includes white dragons, which breathe killing
frost, as well as smaller reptilian creatures related
to true dragons, such as pseudodragons.

Elementals are creatures from one of the Elemental
Planes. The most basic of elementals are earth
elementals, fire elementals, water elementals,
and air elementals, each composed of magically
animate earth, fire, and so on. The Elemental
Planes are also home to genies, mephits, and
other elemental creatures.



Fey are creatures that are native to Fairyland, also
called the Dreaming. These creatures live in a
verdant realm of heightened natural beauty and
combine grace and danger. Sprites and pixies
are fey.

Fiends are evil-aligned creatures from Hell, the Abyss,
and other cursed realms. Most fiends are demons
and devils, each of which have their own subtypes
and hierarchies. Some fiends, such as hell hounds,
are neither demons nor devils.

Giants look like immense humanoids, standing from
10 feet tall (like ogres) to 30 (like storm giants).
Some giants, like trolls, have human-like shapes
but monstrous features.

Humanoids include a number of different intelligent,
language-using bipeds of Small or Medium size.
Humans and elves are humanoids, and so are orcs
and goblins. Humanoids may employ magic but
are not fundamentally magical—a characteristic
that distinguishes them from bipedal, language-
using fey, fiends, and other monsters. Human-
oids have no inherent alignment, meaning that
no humanoid ancestry is naturally good or evil,
lawful or chaotic.

Monstrosities are magical beings usually native to the
Material Plane. Some monstrosities combine the
features of beasts and humanoids, like centaurs.
Others have bizarre or unnatural appearances, like
many-tentacled ropers. Monstrosities could only
arise in a world suffused with magic.

Oozes are ambulatory, predatory amoeboid crea-
tures that infest caverns and other dark places.
A gelatinous cube is an ooze.

Plant creatures are magical fungoid or plant-like
creatures. Ordinary plants, such as trees, are not
plant creatures. A treant is an intelligent plant
creature that resembles a tree.

Undead are supernatural creatures or spirits that
are no longer alive but are still animate. Some
have been reanimated by magic spells, such as
skeletons. Others, like vampires, are the products
of an evil ritual or curse.

Celestials, elementals, fiends, some fey, and crea-
tures with the titan subtype are immortal, meaning
they are living creatures that do not die of old age
(though they may die by other means). Undead and
most constructs are creatures that are not living. All
other creatures are mortal.

Introduction

Armor (lass

A monster’s Armor Class (AC) includes the effects of

its Dexterity bonus and armor, if any. Many monsters
have natural armor, such as scaly or tough hides.

Hit Points

While characters who reach 0 hit points normally

make death saves, monsters typically die at 0 hit
points. At the Narrator’s discretion, a particularly
important foe or beloved ally might gain the benefit
of death saves, or it might be stabilized with a
successful Medicine check.

A Narrator can vary a monster’s hit points. Listed
after each monster’s hit point value is a die expression
(for instance 3d8 + 3). The Narrator can roll this to
obtain a number of hit points that may be lower or
higher than average for the monster, or raise or lower
a monster’s hit points within this range to represent
a creature that is stronger or weaker than average.
For instance, a monster with 3d8 + 3 hit points has
an average of 16 hit points, but it might have as many
as 27 hit points (if it rolled three 8s) or as few as 6
hit points (if it rolled three 1s).

Monsters are considered bloodied when they’re
reduced to half their hit points or less. Being
bloodied isn’t a condition and has no effects on its
own, but other game elements may interact with it.
For instance, some monsters have abilities they can
only use while bloodied.

A monster’s usual bloodied value is listed next to
its hit points. If a Narrator has varied a monster’s hit
points to make it weaker or stronger, the monster’s
bloodied value is half its new maximum hit points
(rounded down).

Speed

A monster’s Speed represents its walking speed. On

its turn, a monster can move a number of feet equal
to its Speed.
Some creatures have additional movement modes:
Burrow: The creature can burrow this far on its turn
through earth, ice, or sand, but not through rock
unless otherwise noted.
Climb: The creature can climb this far on its turn and
doesn’t need to spend extra movement to do so.
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Fly: The creature can fly this far on its turn. A flying
creature falls if it is knocked prone unless it has
the ability to hover, noted as “fly (hover)”

Swim: The creature can swim this far on its turn and
doesn’t need to spend extra movement to do so.

Ability Scores

Some abilities deal damage and inflict an extra
effect, like a condition, on a failed saving throw
and deal half damage on a successful saving throw.
Unless otherwise specified, a successful saving
throw prevents the extra effect.

Skills

Monsters have the same six ability scores as adven-
turers (Strength, Constitution, Dexterity, Intelligence,
Wisdom, and Charisma). These ability scores, along
with a monster’s proficiency bonus, determine its
skills, saving throws, and attack bonuses, just as
they do for characters.

Proficiency Bonus

A monster’s proficiency bonus is added to any ability
check that uses a skill, attack roll, saving throw,
and the like in which it is proficient. You can grant
a new skill or saving throw proficiency to a monster
by adding its proficiency bonus to the appropriate
check or saving throw.

Armor, weapon, and tool proficiencies aren’t listed
in a monster’s stat block. Assume that a monster is
proficient with any armor, weapon, or tool that it’s
likely to have used before.

Maneuver DC

In Level Up, Maneuver DC is the difficulty class of
martial tasks such as escaping a grapple. A monster’s
Maneuver DC is 8 + proficiency bonus + the better
of the monster’s Strength or Dexterity modifier.

If you're playing Level Up, you can use a monster’s
Maneuver DC to determine the success of various
combat maneuvers; otherwise, you can ignore it
and just use the monster as written.

Saving Throws

The Saving Throws entry gives bonuses for the saving
throws in which a monster is proficient. If a partic-
ular saving throw isn’t listed, the monster makes
an untrained saving throw (adding the appropriate
ability modifier to their d20 roll).

A monster can voluntarily fail a saving throw.
An object always fails a saving throw.

10

The Skills entry gives bonuses for the skills in
which a monster is proficient. If a particular skill
isn’t listed, the monster makes an ability check
(adding the appropriate ability modified to their d20
roll). Skills frequently gain expertise dice (see below).

Expertise Dice

Some monsters have expertise dice listed next to

skills, saving throws, or other rolls based on their
ability scores. An expertise die is a d4, d6, d8, d10,
d12, or d20, which is rolled and added to the d20
roll it modifies. For instance, a Stealth bonus of +5
(+1d4) means that 1d4 + 5 is added to the monster’s
d20 roll when it makes a Stealth check.

When an expertise die is applied to a passive
score, such as passive Perception, the expertise die’s
average value (rounded down) is added to the passive
score. For instance, a creature gains a +2 bonus to
its passive Perception if it has a 1d4 expertise die in
Perception checks.

Resistances, Immunities,
and Vulnerabilities

A creature immune to a certain damage type takes no
damage of that type when subjected to it. A creature
that is resistant to a damage type takes half damage
(rounded down). A creature vulnerable to a damage
type takes double the damage it is subjected to.

Some creatures are resistant or immune to
damage dealt by nonmagical weapons, weapons
that are not silvered or magical, or other forms of
weapons. This applies to any interaction between a
character and a monster. However, when a monster
is fighting a monster, a different rule applies: the
attacks of any monster of Challenge Rating 5 or
higher are considered to be magical for the purposes
of overcoming the damage resistance or immunity
of a different monster.



Senses

Every monster has its passive Perception listed
under its senses. Some monsters may have one of
the following other senses, each of which is modi-
fied by the maximum range, in feet, at which the
sense operates.

Blindsight: Not everything relies on vision to sense
the world. Within a certain radius, a creature
with blindsight is not affected by darkness or
other heavily or lightly obscured areas and can
detect invisible creatures and objects. Creatures
adapted to the darkness (like bats and moles) or
creatures without eyes (like oozes) have blind-
sight. Blindsight counts as sight for the purposes
of targeting spells and so on.

A naturally blind creature with blindsight is

noted as being blind beyond the blindsight’s range.

Naturally blind creatures are immune to visual

illusions (such as those created by minor illusion).

Darkvision: Darkvision allows a monster to see in
dim light as if it were bright light, and in dark-
ness as if it were dim light. Darkvision doesn’t
allow a creature to see color.

Introduction

Tremorsense: A monster with tremorsense can
detect and pinpoint the vibrations of creatures
and moving objects which are in contact with the
same surface. It can’t detect flying or incorporeal
creatures. Tremorsense doesn’t count as sight.

Truesight: A creature with truesight can see in dim
light, darkness, and magical darkness as if it were
bright light, see invisible creatures and objects, and
detect visual illusions and automatically succeed
on saving throws against them. Additionally, it can
perceive a shapechanger’s true form and it can see
into the Ethereal Plane.

Languases

A monster can speak the languages listed in this

entry. Sometimes an entry notes that a monster

can understand but not speak a language.

Telepathy: Some monsters have telepathy listed as a
language. Telepathy allows a creature to magically
communicate with a target creature within the
specified range. The target doesn’t need to share a
language to understand the telepathic creature, but
must understand at least one language. A creature
without telepathy can’t initiate a telepathic conver-
sation but can respond to a telepathic message.

A telepathic creature doesn’t need to see a
creature to communicate with a target, as long
as it is aware of the target and neither is inca-
pacitated. A creature can’t maintain telepathic
contact with several creatures simultaneously.

Traits

Many monsters have characteristics noted below

their languages and above their actions. These are
called traits. All of a monster’s traits should be read
carefully when running a monster, since they might
influence any facet of the monster’s behavior, actions,
and abilities in or out of combat.

Sometimes a single monster entry includes multiple
monster stat blocks that share a trait. Instead of
reprinting the trait inside each stat block, it’s listed
towards the beginning of the entry, right after the
monster’s description.

Common monster traits include the following:
Spellcasting: A creature with the Spellcasting trait

casts spells in much the same way a character

does. It has a spellcaster level, spell slots, and a

11 )
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list of known or prepared spells. A monster with
this trait can cast a spell with a higher spell slot if
it has one available. The Narrator can customize
such a monster’s spell list, swapping any known
or prepared spell for another of the same level
and from the same spell list. When casting an

attack cantrip, the monster uses its spellcaster
level to determine the effect of the spell.

Innate and Psionic Spellcasting: A creature with the
Innate Spellcasting trait can cast spells without
using spell slots. Instead, it can cast the spells it
knows a certain number of times per day. It can’t
cast a spell it knows at a higher level, and it can’t
usually swap its spells known for other spells.
When casting an attack cantrip, the monster uses
its Challenge Rating instead of spellcaster level to
determine the effect of the spell.

Psionic spellcasting works much like innate spell-
casting. Creatures with the Psionic Spellcasting trait
typically don’t require components for spellcasting.

Actions

Monsters can take the following types of actions:

action, bonus action, reaction, and legendary action.

Monsters follow the same rules as characters
when they take actions, bonus actions, and reac-
tions. They can use one of the options described in
their stat block, or they can use the options available
to characters (such as using the Dash action, taking
the Opportunity Attack reaction, and so on).

If it makes sense to do so, a monster may take an
action, a bonus action, or a legendary action outside
of combat and when not in initiative order.

Nearly anything can trigger a reaction. However,
in the Monstrous Menagerie, nearly all of a crea-
ture’s reactions are triggered by an attack or a spell
targeted at that creature or on a creature next to it.
This is intended to ease the difficulty of complex
battles: you only need to check a monster’s reac-
tions when attacking that creature or a close ally.

In the description of a reaction, the term “attacker”
refers to the creature that triggered the reaction by
casting a spell or making an attack.

Legendary actions are only available to legendary
monsters. An effect, like incapacitation, which
prevents a creature from taking an action also
prevents it from taking a legendary action.
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Some of a monster’s actions or abilities may be
magical in nature. If an ability’s description notes
that it is magical, then it may be subject to spells
such as antimagic field and dispel magic. Unless
an action or ability specifies that it is magical, it
doesn’t interact with those spells. For instance, a red
dragon’s fire breath isn’t described as magical, and
therefore it can be used inside an antimagic field.

Limited Use Actions

Some of a monster’s action options have limits on

their use. This is noted in parentheses after the name

of the action. A single action can have multiple limits.

Limits include:

X/Day: A creature can use this option only the
given number of times per day. A monster’s day
ends when it finishes a long rest.

Recharge: After the monster uses this ability, it can’t
use it again until the ability recharges. At the start
of each of the monster’s turns, the monster can roll
a dé6. If the roll is within the range in the recharge
notation, the ability is recharged and the monster
can use it on that turn. For instance, if a monster’s
ability says “Recharge 4-67, it recharges on a d6
roll of 4, 5, or 6. Taking a rest also recharges
the ability.

Recharges after a Short or Long Rest: A creature
can use this ability once and then must complete
a short or long rest before doing so again.

While Bloodied: A creature can use this ability only
while it is bloodied (while its current hit points
are half or less than its total hit points). Similarly,
there are abilities that can only be used while
not bloodied.

Attacks

Many of a monster’s actions are attacks. An attack

can be a melee spell attack, a ranged spell attack, a
melee weapon attack, or a ranged weapon attack.
A weapon may refer to a manufactured weapon, like
a trident, or a natural weapon, like a claw.

An attack usually targets either one creature or one
target (which can be either a creature or an object),
though an attack might target multiple creatures and
might include other requirements (like “one creature
grappled by the monster”).



An attack’s damage is presented as both a fixed
number and as a dice expression. You can use which-
ever you like: use the fixed number to speed play or
roll dice to provide variety.

Some weapons deal different damage in different
circumstances. For instance, a longsword is versatile
and deals 1d8 damage one-handed or 1d10 damage
two-handed. In some cases, both options are noted
in an attack description. In other cases, only the most
typical option is noted. For instance, if a creature
bears a longsword and a shield, its attack description
might not include rules for two-handed longsword
use. A monster is allowed to use its equipment in ways
not listed in the attack entry: consult the description
of a weapon to see all the options available.

Spells

Some monsters have the ability to cast spells just
as characters can. Since it can be inconvenient to
cross-reference spell descriptions during combat,
a monster’s most useful combat spells are listed
among its actions.

The spell’s description provides the spell’s level
(or notes that it’s a cantrip). It also specifies any
spell components necessary and whether or not the
spell requires concentration. Consult the creature’s
Spellcasting trait to determine how many times a
spell can be cast per day.

A monster’s stat block doesn’t summarize every
spell known by a creature—just the ones most
likely to be used during combat. Furthermore, the

spell summary doesn’t always describe every option

available in a spell. For example, if a monster can
cast fire shield, the spell description might list the
effects of either the warm shield or the chill shield,
whichever the monster is most likely to use. Addi-
tionally, a spell description rarely notes the effects of
casting a spell with a higher spell slot. If a monster
needs access to these tactical choices, you can refer

to the full description of the spell.

Monstrous Menagerie stat blocks use the Level Up
version of each spell, which may slightly differ from
the spell as presented in other systems. For instance,
the Level Up version of fireball deals 6d6, not 8d6,
damage. Even if you’re not using the Monstrous
Menagerie as part of a Level Up game, the spell
versions presented here are well-balanced and
usable as printed.

Targets

Some actions require a creature to target one or more

other creatures.

A creature can target a creature it can’t see with
an attack (but it generally attacks with disadvantage,
as per the rules for unseen creatures). However, a
creature can’t target a creature it can’t see (or perceive
with a similar sense, like blindsight) with an non-
attack action that requires the target to make a saving
throw, unless the action specifically says it can.

Gaze

Introduction

Some actions have the Gaze keyword. Gaze actions
have the following rules:

¢ In order to take the action, the monster must
be able to see the target.

o If the target can’t see the monster at the time
of the action, it has no immediate effect.
However, if the monster and the target
can see each other at any time before the
beginning of the monster’s next turn, and
the monster is not incapacitated, the action
occurs then.

e If the target is not surprised, it can choose to
avert its eyes from the monster at the start
of the target’s turn. This lasts until the start
of the target’s next turn. While its eyes are
averted, the creature can’t see the monster.
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Ongoing Damace

Some attacks deal ongoing damage. This is recurring

hit point loss that doesn’t occur when the ongoing
damage is first dealt; instead, it happens at the end of
each of the affected creature’s turns. An effect that
deals ongoing damage specifies the condition that
ends the damage. For instance, a fire elemental’s slam
deals 5 (1d10) ongoing fire damage by causing its
target to catch on fire. This ongoing damage can be
ended when a creature (either the target or another

creature within 5 feet) uses an action to extinguish

the flame.

(ombat Stratesy

After each monster’s stat block is a section describing
the monster’s strategy in combat. It describes the
monster’s preferred tactics: for instance, does it
typically engage in melee or ranged combat, and
when does it use its l[imited-use moves? Most
combat strategy sections also outline situations
in which a monster will flee or surrender.

Combat strategy sections are meant to inspire
but not constrict the Narrator. Different monsters
may employ varying strategies based on circum-
stances and personality.

Modifying Monsters

A monster is nothing but statistics until it’s brought
to life at your game table. Therefore, monsters should
be modified to best serve your game. Here are some
tools you can use to customize the monsters in

this book.

Variants

Many monsters in the Monstrous Menagerie are
listed with variant versions. A variant adds or
replaces some of the monster’s characteristics
and frequently alters its Challenge Rating.
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A variant might represent an exceptional member
of a group. For instance, the balor general is a
legendary variant of the balor. Other variants are
re-imaginings of the original monster. For instance,

a warlord’s ghost is a variant of a banshee that
doesn’t alter the banshee’s mechanics at all but
changes the monster’s story and appearance.

When a variant changes a monster’s Challenge
Rating, the monster’s proficiency bonus is unchanged.
For instance, a balor general, Challenge Rating 24,
uses the balor’s proficiency bonus of +6.

Templates

This book includes several templates which can be
applied to a wide variety of monsters. For instance,
the skeleton template can be applied to any beast,
humanoid, giant, or monstrosity, allowing you to
create skeleton bears, berserkers, and bulettes,
among other horrors.

Other Chanees

Two easy ways to get more use out of a stat block
are to reskin it or to increase or decrease its
Challenge Rating.

To reskin a monster, you can change the way
you describe it and its attacks. You might change
its type, size, and Intelligence score, and possibly
change the damage type dealt by some of its attacks,
but otherwise leave its numeric statistics alone. For
instance, you could describe a manticore as a flying
elven archer, reflavoring its tail attack as a volley of
arrows and its claws and bite as a dual wielded axe
and rapier.

To increase or decrease the combat challenge
offered by a monster, you can use the statistics in
Appendix C: Designing Monsters. A quick and easy
way to increase a monster’s Challenge Rating by 1
is to increase its hit points by 15 and make one of
its attacks deal an extra 5 damage each turn.



Aboleth

Aboleth

Aboleths are hyper-intelligent amphibians that lurk in

A K

underwater caves and strange ruined cities, guarding
ancient secrets and sending forth charmed thralls
to advance their intricate schemes.

Ancient Empires. Aboleths claim they once ruled
barren land and slimy sea alike before the coming
of the gods. They commanded legions of fish folk
in underwater cities of black stone columns, twisted
towers, and floating portals glowing with unearthly
light. The ruins of these sunless cities still beckon
and annihilate unwise explorers.

Memory Eaters. Aboleths remember their former
days of dominion perfectly. Each aboleth gains the
memory of any creature it eats, and aboleths consume
their elders as well as other prey. Every aboleth is
a repository of ancient knowledge, which it will
share for a price. If a supplicant asks a sea witch
for a service or secret that she can’t provide, she
will turn to an aboleth for help.

Well-Laid Plans. Aboleths plot to overthrow the
gods, sink continents, and bring about an endless

watery empire. To that end, they scheme endlessly
to enthrall mighty mortals, acquire artifacts, gain AhOlEtl’l [n[(lllntl!I‘S

the keys to the krakens’ freedom, and sow dissent

Aboleths dwell among the ruins of forgotten cities

and distrust among the gods and their servants. in underground lakes or at the bottom of the sea.

CR 11-16 Aboleth; aboleth and 1 or 2 thralls;

aboleth and 1 or 2 merrow; aboleth and sea hag

Every setback can be turned to advantage in time,
and aboleths —with their generation-spanning
memories— have eons at their disposal. Neverthe- .
less, aboleths always seek to avenge a wrong. Even or siren (see harpy) ’
Treasure 170 pp, 600 ep, platinum statuette of
a three-eyed piscine humanoid (900 gp), gold

crown for a Large creature (750 gp), 2 potions of

a slain aboleth can be a dangerous foe; the aboleth
that consumes it will inherit its resentments.

water breathing that also allow water-breathing

legends and Lore creatures to breathe air, periapt of bealth

With an Arcana or History check, characters can CR 17-22 Aboleth and 1d4 + 1 thralls; aboleth
learn the following;: a1l o 9 @bl
DC 10 Aboleths are underwater monsters. Treasure 6,000 gp, 30 scattered pearls (100 gp
They are said to have dealings with merfolk each), 2 potions of supreme healing, folding
and sea hags. boat, staff of charming
DC 15 Aboleths are ancient aberrations that CR 23-30 Aboleth and 1d4 + $ thralls; aboleth
turn victims into charmed servants. and 3 chuuls; ancient aboleth and 1d4 thralls

Treasure 500 bars of gold stamped with the
name of a legendary empire (50 gp each),
life-sized silver statue of a sea elf (7,500 gp),
apparatus of the crab, rod of lordly might

DC 20 Aboleths maintain a network of spies
working behind the scenes in settled lands.
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siens

1 A projected image of the nearby aboleth;
it promises you information or treasure in
exchange for your promise to perform a task
on the surface world or to kill a rival monster

2 An aboleth thrall that tries to lead you
towards or away from the aboleth’s lair

3 A telepathic vision of you swimming into a
nearby underwater cave and finding treasure

4 Wet footprints lead to a dying humanoid,
diseased by an aboleth tentacle; it’s gasping
out its last, unable to breathe air

Behavior

Skills Deception +8, History +9, Stealth +5
Senses blindsight 30 ft., darkvision 120 ft.,
passive Perception 15
Languages Deep Speech, telepathy 120 ft.
Amphibious. The aboleth can breathe air and water.
Innate Spellcasting. The aboleth’s spellcasting ability is
Charisma (spell save DC 16). It can innately cast the
following spells, requiring no components:
3/day each: detect thoughts (range 120 ft.),
major image, project image (range 1 mile)
Legendary Resistance (3/Day). When the aboleth fails a
saving throw, it can choose to succeed instead. When
it does so, one of its eyes flashes with green light and
then turns dull black. Once all 3 of its eyes are black,
it is blind beyond the range of its blindsight until it
finishes a long rest.

1 Tries to detect thoughts, then communicates
with you telepathically and offers you a trade:
information about something you desire in
exchange for a future service

2 Uses major image to draw travelers in with
illusory visions of something they desire

3 Tries to detect thoughts and then ambush
intruders; during the battle, it drops hints
about useful information it possesses, which
it will provide if you surrender

4 Tts evil plans are too far advanced to risk any
trouble; it tries to escape if interfered with

5 Meeting with one of its aboleth thralls, a
well-known human or merfolk noble; they
will kill you to preserve their secret

6 In its lair, monologuing about how it is one
of the last of a species beyond age, knows
secrets beyond mortal ken, has been banished
by treacherous gods, etc.; its monologue lasts

until killed

ABOLETH
LEGENDARY LARGE ABERRATION

AC 17 (natural armor)
HP 171 (18d10 + 72; bloodied 85)
Speed 10 ft., swim 40 ft.

CHALLENGE 11
7,200 XP

ACTIONS

Multiattack. The aboleth attacks three times with
its tentacle.

Tentacle. Melee Weapon Attack: +9 to hit, reach 15 ft.,
one target. Hit: 19 (4d6 + 5) bludgeoning damage.
The aboleth can choose instead to deal 0 damage. If
the target is a creature, it makes a DC 16 Constitution
saving throw. On a failure, it contracts a disease called
the Sea Change. On a success, it is immune to this
disease for 24 hours. While affected by this disease,
the target has disadvantage on Wisdom saving throws.
After 1 hour, the target grows gills, it can breathe
water, its skin becomes slimy, and it begins to suffo-
cate if it goes 12 hours without being immersed in
water for at least 1 hour. This disease can be removed
with a disease-removing spell cast with at least a
4th-level spell slot, and it ends 24 hours after the
aboleth dies.

Slimy Cloud (1/Day, While Bloodied). While underwater,
the aboleth exudes a cloud of inky slime in a 30-foot-
radius sphere. Each non-aboleth creature in the area
when the cloud appears makes a DC 16 Constitution
saving throw. On a failure, it takes 44 (8d10) poison
damage and is poisoned for 1 minute. The slime
extends around corners, and the area is heavily
obscured for 1 minute or until a strong current
dissipates the cloud.

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

Proficiency +4; Maneuver DC 17
Saving Throws Dex +5, Con +8, Int +9, Wis +9
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LEGENDARY ACTIONS
The aboleth can take 2 legendary actions, choosing
from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the start of its turn.



Move. The aboleth moves up to its swim speed without
provoking opportunity attacks.

Telepathic Summon. One creature within 90 feet makes
a DC 16 Wisdom saving throw. On a failure, it must use
its reaction, if available, to move up to its Speed toward
the aboleth by the most direct route that avoids hazards,
not avoiding opportunity attacks. This is a magical
charm effect.

Baleful Charm (Costs 2 Actions). The aboleth targets
one creature within 60 feet that has contracted Sea
Change. The target makes a DC 16 Wisdom saving
throw. On a failure, it is magically charmed by the
aboleth until the aboleth dies. The target can repeat
this saving throw every 24 hours and when it takes
damage from the aboleth or the aboleth’s allies. While
charmed in this way, the target can communicate
telepathically with the aboleth over any distance and
it follows the aboleth’s orders.

Soul Drain (Costs 2 Actions). One creature charmed by
the aboleth takes 22 (4d10) psychic damage, and the
aboleth regains hit points equal to the damage dealt.

Combat

The aboleth strikes as many enemies as possible
with its tentacles in order to infect them with the
Sea Change, and then uses Baleful Charm on the
biggest threats. When hurt, it uses Slimy Cloud and
escapes through a hidden exit. Its thralls sacrifice
themselves to cover its retreat.

Aboleth Variant: Ancient Aboleth

The eldest aboleths are immense creatures that
haunt underwater cities. Their memories extend
back to ages when oceans covered the world.

The ancient aboleth is an elite monster, equivalent
to two CR 11 monsters (14,400 XP). It is Huge
and has 342 (36d10 + 144; bloodied 171) hit points.
The aboleth has the following additional legendary
actions, which it can use only while bloodied:

Elite Recovery. The aboleth ends one negative effect
currently affecting it. It can use this action as long as
it has at least 1 hit point, even while unconscious or
incapacitated.

Look Upon My Works (1/Day). Each creature within
90 feet makes a DC 16 Wisdom saving throw. On
a failure, the creature sees a fragmentary vision of
the aboleth’s memories, taking 33 (6d10) psychic

Aboleth

damage. After taking the damage, the creature
forgets the vision, but it may learn one piece of lore.

A K

Lunging Attack. The aboleth moves up to its swim
speed without provoking opportunity attacks and
makes a tentacle attack.

Aboleth Thrall

Aboleths use their Baleful Charm to turn creatures
into their thralls, keeping some as bodyguards and
sending others to infiltrate the sunlit world. They
have agents in positions of power in many lands.
Aboleths make tantalizing promises of power

and immortality to their servants; many thralls
continue to serve their overlords even when their
magical charm is broken.

ABOLETH THRALL CHALLENGE 2
MEDIUM HUMANOID 450 XP
AC 12
HP 45 (7d8 + 14; bloodied 22)
Speed 30 ft., swim 30 ft.

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

Proficiency +2; Maneuver DC 12

Skills Any one skill

Senses passive Perception 10

Languages Common, unlimited-range telepathy
with aboleth

Sea Changed. The aboleth thrall can breathe water
and air, but must bathe in water for 1 hour for every
12 hours it spends dry or it begins to suffocate. It is
magically charmed by the aboleth.

ACTIONS

Poison Ink Knife. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 4 (1d4 + 2) slashing damage plus 10

(3d6) poison damage.

REACTIONS

Self-Sacrifice. When a creature within 5 feet of the thrall
that the thrall can see hits an aboleth with an attack, the
thrall can make itself the target of the attack instead.

Combat

When protecting their master, thralls move into
melee range with the most dangerous opponents,

sacrificing themselves for the aboleth. They fight
to the death.
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Angels

Angels are the immortal servants of the gods and
the extensions of divine power. They aid mortals,
battle fiends, and further their deity’s causes. While
most angels are good, some evil deities are served
by evil angels. All angels hold their god’s divine
laws as sacred.

Angels appear as awe-inspiring, winged human-
oids of unearthly beauty and strength.

No Possessions. To angels, the physical world is not
as real as their native realm of divine energy. Angels
own no physical objects of their own, though they
may sometimes safeguard another being’s treasure.
Even an angel’s garments and weapons are made of
astral energy and are changeable according to the
angel’s needs.

Angels of Chaos. Legends tell of angels of chaotic
alignment that travel the astral realm alone, unaffil-
iated with any god. They claim that angels existed
before gods, and that the “fall of angels” was when
most angels forsook their independence to become
servants of the gods.

Aligned. An angel radiates a Lawful aura.
Most angels also radiate a Good aura, and a few
radiate Evil.

Celestial Dissolution. When an angel dies, its
body and equipment dissolve into motes of light.

Detect Alignment. An angel knows the alignment,
if any, of each creature within 30 feet that it can see.

Immortal Nature. An angel doesn’t require air,
sustenance, or sleep.

Legends and Lore

With an Arcana or Religion check, characters can
learn the following:

DC 15 Not all angels are good. Some serve evil
gods, and some have fallen from grace and have
been banished from their celestial domains.

DC 20 Gods rarely send angels to the material
world, but they can be summoned, sometimes
against their will.

Angel Encounters

Angels guard places of power and travel the
Astral Plane.

CR 5-10 Deva
CR 11-16 Planetar; deva with couatl
CR 17-22 Solar; 2 devas

CR 31+ Solar counselor; solar counselor with
1 or 2 devas

Sions

1 A faint glow illuminates the area
2 Melodic chimes

3 A distant, quiet chant or song

4

Worshipers of the angel’s deity feel a sense
of sacred quiet



Behavior

1 Protecting a forgotten holy spot or a gate to
a celestial realm

2 Guarding an unholy spot, making sure no
one frees an imprisoned fiend or opens an
infernal gate

3 With a message from a higher power and a
quest to bestow

4 Fallen angel, in disguise or hiding

Wounded, wings broken; looking for help
against enemy forces

6 Shackled with infernal chains, forced to
attack mortal creatures

Names

bludgeoning damage plus 17 (5d6) radiant damage. On
a hit, the target can’t make opportunity attacks against
the deva until the beginning of the target’s next turn.

Divine Blast. Ranged Spell Attack: +8 to hit, range 60 ft.,
one target. Hit: 22 (5d8) radiant damage.

Radiant Energy (1/Day). The deva touches a creature
other than itself. If the target is unwilling, the deva
makes an attack roll with a +8 bonus. The deva can
choose to magically heal 60 hit points of damage and
end any blindness, curse, deafness, disease, or poison
on the target. Alternatively, the deva can choose to
deal 60 radiant damage to the target.

Change Form. The deva magically transforms into a beast
or humanoid or back into its true form. It retains its deva
statistics, including speech and telepathy, except that it
has the size, movement modes, and traits of its new form.

Combat

Aia, Alfiath, Aturnal, Belarial, Emelar, Jarnaxa,
Marn, Serapas, Starlathan, Zadianth

Deva

Devas usually travel alone, acting as messengers,
emissaries, or guardians of mortals. Although they
rarely lie, they often travel in disguise, hiding
their angelic nature even from those they are
bound to protect.

DEVA
MEDIUM CELESTIAL

AC 17 (natural armor)
HP 153 (18d8 + 72; bloodied 76)
Speed 30 ft., fly 90 ft.

CHALLENGE 10
5,900 XP

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

Proficiency +4; Maneuver DC 16

Saving Throws Wis +9, Cha +9

Skills Insight +9, Perception +9, Religion +9

Damage Resistances radiant; damage from nonmagical
weapons

Condition Immunities charmed, fatigue, frightened

Senses truesight 30 ft., passive Perception 19

Languages all, telepathy 120 ft.

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

ACTIONS

Multiattack. The deva makes two attacks.

Celestial Hammer (Deva Form Only). Melee Weapon
Attack: +8 to hit, reach 5 ft., one target. Hit: 8 (1d8 + 4)

Against an isolated foe, the deva flies by the target,
using Celestial Hammer and escaping out of range.
Against a foe with an inferior ranged attack, it uses
Divine Blast from a distance. In other circumstances,
it closes to melee range and uses Radiant Energy
and Celestial Hammer. Angels have no fear and
rarely retreat.

Angel Variant: Fallen Angel

When angels violate the moral laws of the deity

they serve, they are severed from their creator.
No longer sustained by their deity, they must find
spiritual nourishment elsewhere by serving another
divine power or by consuming mortal souls, or their
powers slowly fade. Any type of angel can become a
fallen angel.

A fallen angel’s alignment changes, although the
lawful portion remains. Most fallen angels suffer
an alignment change from good to evil, though an
angel of an evil god may become good.

A fallen angel gains the following vulnerability:
Damage Vulnerabilities: radiant

Evil fallen angels gain the following action:

Consume Life Energy (1/Day). The angel feasts on the
departing life energy of a humanoid within 5 feet.

The target must have been slain within the last hour.

The angel magically gains temporary hit points equal

to half the dead creature’s maximum hit points. These

hit points last until depleted. Only a spell cast with a

oth-level slot can raise the corpse from the dead.
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Planetar

Planetars are leaders of divine armies. They are most
commonly sent to battle fiendish armies, guard holy
places, and guide the most important mortal servants

of a god.
PLANETAR CHALLENGE 16
LARGE CELESTIAL 15,000 XP

AC 19 (natural armor)
HP 250 (20d10 + 140; bloodied 125)
Speed 40 ft., fly 120 ft.

STR DEX CON INT WIS CHA
22 (+6) 22(+6) 24(+7) 22(+6) 24(+7) 24(+7)
Proficiency +5; Maneuver DC 19
Saving Throws Wis +12, Cha +12
Skills Athletics +11, Insight +12, Perception +12,

Religion +12

Damage Resistances radiant; damage from nonmagical
weapons

Damage Immunities necrotic, poison

Condition Immunities charmed, fatigue, frightened,
poisoned

Senses truesight 60 ft., passive Perception 22

Languages all, telepathy 120 ft.

Champion of Truth. The planetar automatically detects
lies. Additionally, it cannot lie.

Innate Spellcasting. The planetar’s spellcasting ability
is Charisma (spell save DC 20). The planetar can
innately cast the following spells, requiring no
material components:
1/day each: commune, control weather, raise dead

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

ACTIONS

Multiattack. The planetar attacks twice with its
flaming sword.

Flaming Sword. Melee Weapon Attack: +11 to hit, reach 10
ft., one target. Hit: 20 (4d6 + 6) slashing damage plus
21 (6d6) ongoing fire or radiant damage (the planetar’s
choice). A creature can use an action to extinguish this
holy flame on itself or a creature within 5 feet.

Heavenly Bolt. The planetar fires a lightning bolt in
a line 100 feet long and 5 feet wide. Each creature
in the line makes a Dexterity saving throw, taking
56 (16d6) lightning damage on a failed save, or half
damage on a success.

Heal (2/Day). The planetar touches a creature other
than itself, magically healing 60 hit points of damage
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and ending any blindness, curse, deafness, disease, or
poison on the target.

BONUS ACTIONS

Awe-Inspiring Gaze (Gaze). The planetar targets a crea-
ture within 90 feet. The target makes a DC 20 Wisdom
saving throw. On a failure, it is frightened until the end

of its next turn. If the target makes its saving throw,
it is immune to any angel’s Awe-Inspiring Gaze for the
next 24 hours.

REACTIONS
Protective Parry. When a creature within 5 feet would

be hit with a melee attack, the planetar applies disad-
vantage to the attack roll.

Combat

The planetar prefers to attack its strongest oppo-

nent with its flaming sword, using Heavenly Bolt
against creatures it can’t reach and against groups.
The planetar stays near allies to protect them with
its parry. Angels have no fear and rarely retreat.

Solar

A solar acts as a deity’s chief general and advisor.
They are fierce in battle, but their ineffable wisdom
and immortal memories make them even more useful
as architects of divine schemes. Scholars believe that
only a few dozen solars remain as survivors of ancient
celestial wars.

SOLAR

LEGENDARY LARGE CELESTIAL
AC 21 (natural armor)

HP 319 (22d10 + 198; bloodied 159)
Speed 50 ft., fly 150 ft.

STR DEX CON INT WIS CHA
28 (+9) 22(+6) 28(+9) 28(+9) 30(+10) 30 (+10)
Proficiency +7; Maneuver DC 24
Saving Throws Wis + 17, Cha +17
Skills Athletics +16, History +16, Insight +17,

Perception +17, Religion +17

CHALLENGE 21
33,000 XP

Damage Resistances radiant; damage from nonmagical
weapons

Damage Immunities necrotic, poison

Condition Immunities charmed, fatigue, frightened,
poisoned

Senses truesight 120 ft., Passive Perception 27

Languages all, telepathy 120 ft.

Champion of Truth. The solar automatically detects lies.
Additionally, it cannot lie.



Innate Spellcasting. The solar’s spellcasting ability is
Charisma (spell save DC 25). The solar can innately cast
the following spells, requiring no material components:
1/day each: commune, control weather, resurrection

Legendary Resistance (3/Day). When the solar fails
a saving throw, it can choose to succeed instead.
When it does so, it wards itself with its sword, which
dissolves into glowing particles of light. The solar’s
sword re-forms at the beginning of its next turn.
Until then, the solar has no sword and can’t use
Forceful Parry, attack with its holy sword, or use
Legendary Resistance.

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

ACTIONS

Multiattack. The solar attacks twice with its
holy sword.

Holy Sword. Melee Weapon Attack: +16 to hit, reach 10 ft.,
one target. Hit: 23 (4d6 + 9) slashing damage plus 21
(6d6) radiant damage.

Column of Flame. Flame erupts in a 10-foot-radius,
30-foot-tall cylinder centered on a point the solar
can see within 60 feet of it. Each creature in the area
makes a DC 21 Dexterity saving throw, taking 21 (6d6)
fire damage and 21 (6d6) radiant damage of a failure,
or half as much damage on a success.

REACTIONS

Forceful Parry (While Bloodied). When a creature misses
the solar with a melee attack, the solar’s parrying sword
sparks with energy. The attacker takes 21 (6d6) lightning
damage and makes a DC 24 Constitution saving throw.
On a failure, it is pushed 10 feet away and falls prone.

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

Teleport. The solar magically teleports up to 120 feet to
an empty space it can see.

Heal (3/Day). The solar touches a creature other than
itself, magically healing 60 hit points of damage and
ending any blindness, curse, deafness, disease, or
poison on the target.

Deafening Command (Costs 2 Actions). The solar speaks
an echoing command. Each creature of the solar’s choice
within 30 feet that can hear the solar and understands
a language makes a DC 24 Charisma saving throw. Each

creature that succeeds on the saving throw takes 21
(6d6) thunder damage. Each creature that fails its saving
throw immediately takes a certain action, depending on
the solar’s command. This is a magical charm effect.
Abase yourself! The creature falls prone.

Approach! The creature must use its reaction, if avail-
able, to move up to its Speed toward the solar by the
most direct route that avoids hazards, not avoiding
opportunity attacks.

Flee! The creature must use its reaction, if available,
to move up to its Speed away from the solar, not
avoiding opportunity attacks.

Surrender! The creature drops anything it is holding.

Combat

The solar uses Column of Flame if it can scorch many

enemies, or its holy sword otherwise. It uses Teleport
to escape danger and pursue particular foes. Angels
know no fear, and the solar will die if it believes it is
necessary, but it is aware of its own strategic value
and will retreat from a losing battle.

Solar Variant: Solar Counselor

The three most powerful solars command powers

rivaling those of some deities.

The solar counselor is an elite monster, equivalent
to two CR 21 monsters (66,000 XP). It has 638
(44d10 + 396; bloodied 319) hit points. The solar
has the following additional legendary actions, which
it can use only while bloodied:

Elite Recovery. The solar ends one negative effect
currently affecting it. It can use this action as long as
it has at least 1 hit point, even while unconscious or
incapacitated.

Seeking Sword (Costs 2 Actions). The solar uses Teleport
and attacks with its holy sword.

Divine Gaze (1/Day, Gaze). The solar targets a creature
within 120 feet. The target makes a DC 21 Charisma
saving throw. On a failure, the target takes 49 (14d6)
radiant damage and is blinded for 24 hours or until the
blindness is magically removed.

Light of Judgment (1/Day). A column of radiance shines
down from the heavens in a 30-foot-radius, 100-foot-
high cylinder centered on the solar. Each creature of
the solar’s choice in the area makes a DC 21 Charisma
saving throw, taking 70 (20d6) radiant damage on a
failed save or half damage on a success.
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Animated Objects

In a world filled with magic, even the most
mundane object might be more than it appears.
Animated objects can sit motionless for years, only
to spring to life at their master’s command. Though
animated objects do not normally possess person-
alities of their own, some mirror the traits of their
creator, their environment, or the creatures they
interact with regularly.

Tireless Guardians. Their innocuous appearance
makes animated objects the perfect guardians for
those looking to catch intruders by surprise. Because
they do not eat or rest, such objects can remain at
their posts for centuries, long after their original
owners have moved on.

Endless Variety. With potent enough magic,
nearly any object can be granted the semblance of
life. Creators of animated objects might weave other
magic into their handiwork, such as the ability to
sense falsehoods spoken in the item’s presence,
immunity to a certain element or spell, or a curse
that befalls whoever destroys the object.

Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 10 Spellcasters can animate objects as
permanent guardians. While nearly anything
can be animated, weapons and armor, rugs,
and statues are most common.

DC 15 An animated object can be permanently
destroyed with dispel magic. Breaking it into
pieces works too.

Animated 0bjects Encounters

Animated objects stand guard in magical laborato-
ries and ancient ruins.

CR 0-2 1d4 flying swords; 1 or 2 animated
armors; rug of smothering
Treasure 700 sp, silver and hematite bracelet
(25 gp)

CR 3-4 3 or 4 animated armors; 2 animated
armors with 1d4 flying swords; walking statue;
rug of smothering with animated armor and 2
flying swords; flame-spitting statue
Treasure 350 gp, spell scrolls of thunderwave
and unseen servant

Behavior

1-3 Immobile, attacking when an intruder comes
within a set distance

4 When approached, delivers a riddle or
warning with a magic mouth and attacks
those that don’t heed it

Loudly patrolling or mock-fighting

6 Immobile, attacking only when intruders
approach an object or location it guards



Animated Armor

Only when its visor is lifted can this suit of plate
mail be distinguished from a living knight. It clanks
and bangs as it patrols, and it sometimes intones
hollow battle cries as it attacks, slamming its metal
fists into an opponent or wielding a rusty weapon

with both hands.

ANIMATED ARMOR CHALLENGE 1
MEDIUM CONSTRUCT 200 XP
AC 18 (natural armor)
HP 31 (7d8; bloodied 15)
Speed 30 ft.

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

Proficiency +2; Maneuver DC 12

Damage Resistances piercing

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

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

Languages —

Spell-created. The DC for dispel magic to destroy this
creature is 19.

False Appearance. While motionless, the armor is
indistinguishable from normal armor.

ACTIONS

Weapon. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 7 (1d1o + 2) bludgeoning, piercing,
or slashing damage, depending on weapon.

Variants: Enchanted Objects

Any animated object may possess one of the
following traits:

Flaming. The object is immune to fire damage, and any
damage it deals is fire damage.

Sentinel. The object’s creator receives a mental alarm if
the object is destroyed.

Spell Imbued. The creator stores a spell in the object
(typically a spell with a level equal to or lower than the
object’s CR) that triggers once when certain conditions
are met. For instance, a rug of smothering might
levitate before attacking.

Talkative. The object can pose riddles or answer questions
as if it were a sentient creature.

Animated Objects

Flying Sword

A weapon dances in the air as if wielded by a skilled
invisible warrior. It can be defeated by magic or by
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damaging the weapon itself. Flying swords are often
found crossed on walls, in the hands of animated
armor, or in the scabbards of inanimate skeletons.
Most wait to attack travelers by surprise, but some
clash and clatter endlessly through sword drills and
mock battles.

Swords are the most common animated weapons,
although other flying weapons exist, differing in
their damage type and damage dealt.

FLYING SWORD
SMALL CONSTRUCT

AC 17 (natural armor)
HP 10 (3d6; bloodied 5)
Speed o ft., fly 30 ft.

STR DEX CON INT WIS CHA
12(+1) 12(+1) 10(+0) 1(-5) 10(+0) 1(-5)

Proficiency +2; Maneuver DC 11

CHALLENGE 1/4
50 XP

Damage Resistances piercing

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

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

Languages —

Spell-created. The DC for dispel magic to destroy this
creature is 19.

False Appearance. While motionless, the sword is
indistinguishable from a normal sword.

ACTIONS

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

Rue of Smothering

A rug of smothering lies in wait in a well-furnished

room. When a victim steps on or sits on the rug, it
rolls up around the victim and squeezes the life out
of them. A nearby skeleton might betray the rug’s
dangerous nature.

A rug of smothering can also be used as a
curtain or tapestry, in which case it may attack
creatures that touch it or merely move within 5 feet.
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RUG OF SMOTHERING CHALLENGE 2
LARGE CONSTRUCT 450 XP
AC 12

HP 45 (7d8 + 14; bloodied 22)

Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 14(+2) 14(+2) 1(-5) 10(+0) 1(-5)

Proficiency +2; Maneuver DC 13

Damage Resistances bludgeoning

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

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

Languages —

Spell-created. The DC for dispel magic to destroy this
creature is 19.

False Appearance. While motionless, the rug is indistin-
guishable from a normal rug.

ACTIONS
Smother. Melee Weapon Attack: +5 to hit, reach 5 ft.,

one Large or smaller creature. Hit: The target is grappled

(escape DC 13). Until this grapple ends, the target is
restrained and can’t breathe. When the rug is dealt
damage while it is grappling, it takes half the damage
(rounded down) and the other half is dealt to the
grappled target. The rug can only have one creature
grappled at once.

Squeeze. One creature grappled by the rug takes 10
(2d6 + 3) bludgeoning damage.

Walking Statue

When it moves, a walking statue lumbers clumsily
but deceptively quickly, its heavy footfalls accom-
panied by the sound of grinding stone. Its fists are
fearsome weapons, although some statues are also
armed with stone or bronze weaponry.

WALKING STATUE
LARGE CONSTRUCT

AC 16 (natural armor)
HP 66 (7d10 + 28; bloodied 33)
Speed 30 ft.

CHALLENGE 3
700 XP

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

Proficiency +2; Maneuver DC 14
Damage Immunities poison, psychic
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Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

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

Languages —

Bludgeoning Weakness. When the statue takes more than
10 bludgeoning damage from one attack, it falls prone.

False Appearance. While motionless, the statue is indistin-
guishable from a normal statue.

Spell-created. The DC for dispel magic to destroy this
creature is 19.

ACTIONS

Smash. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 15 (2d10 + 4) bludgeoning damage.

Flame-Spitting Statue

These brass constructs guard efreet palaces in
the City of Brass, as well as fire temples on the
Material Plane.

FLAME-SPITTING STATUE CHALLENGE 4
LARGE CONSTRUCT 1,100 XP

AC 16 (natural armor)
HP 76 (8d10 + 32; bloodied 38)
Speed 30 ft.

STR DEX CON INT WIS CHA
18(+4) 8(-1) 18(+4) 1(-5) 10(+0) 1(-5)
Proficiency +2; Maneuver DC 14

Damage Immunities fire, poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

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

Languages —

Bludgeoning Weakness. When the statue takes more than
10 bludgeoning damage from one attack, it falls prone.

False Appearance. While motionless, the statue is indistin-
guishable from a normal statue.

Spell-created. The DC for dispel magic to destroy this
creature is 19.

ACTIONS

Smash. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 15 (2d10 + 4) bludgeoning damage.

Spit Flame. Ranged Spell Attack: +2 to hit, range 60 ft.,
one target. Hit: 5 (1d10) fire damage. If the target is
a flammable object that isn’t being worn or carried, it

also catches fire.



Ankhegs

An ankheg is a monstrous burrowing insect with
ferocious mandibles. It is a scourge of settled lands,
making a meal of sheep and shepherd alike.

Burrowers Beneath. Ankhegs prey on animals
in the wild, but they observe no borders. Because
they can burrow to safety, they’re hard to eradi-
cate from settled lands. Ankheg tunnels can ruin
farmlands and topple small buildings. Occasion-
ally, their excavations turn up buried treasure or
entrances to ancient dungeons.

Plague on the Land. In temperate lands, ankhegs
often stay underground for years at a time, nurturing
broods of young. After a cycle of 33 years, a region
may erupt with hundreds of ravenous ankheg spawn
that devour every animal for miles before burrowing
underground for another 33 years of inactivity.

Legends and Lore

Ankhegs

siens |

1 Partially collapsed tunnels (possibly
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containing treasure from a previous victim)
2 Acid-scarred trees

3 The ground vibrating as if something is
digging below

4 A big, half-buried, grasshopper-like shed skin

Behavior

With a History or Nature check, characters can
learn the following:

DC 10 Ankhegs are giant insects that burst out
of the ground and attack people and livestock.

DC 15 Ankhegs bite off people’s heads and spit
acid. They have a hard exoskeleton but a vulner-
able underbelly.

DC 20 Ankheg tunnels sometimes contain a
huge ankheg queen and dozens of young, each
bigger and fiercer than a mastiff.

Ankheg Encounters

Ankhegs burrow beneath the soil in temperate and
warm lands.

CR 0-2 ankheg; 2 to 4 ankheg spawn

CR 3-4 2 ankhegs; ankheg queen; ankheg with

2 to 4 ankheg spawn; 1d4 + 4 ankheg spawn
Treasure platinum armlet (250 gp), ancient brass
key to an unknown door, 2 potions of healing

CR 5-10 ankheg queen with 2 or 3 ankhegs or

1d8 + 4 ankheg spawn; 1d10 + 10 ankheg spawn
Treasure 900 sp, 450 gp, vial made of glass as
hard as steel (250 gp)

1-4 Bursts from the earth to attack
5 Half aboveground, eating prey

6 Dragging a struggling humanoid into its hole
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ANKHEG CHALLENGE 2
LARGE MONSTROSITY 450 XP
AC 14 (natural armor), 10 while prone
HP 45 (6d10 + 12; bloodied 22)
Speed 30 ft., burrow 15 ft.

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

Proficiency +2; Maneuver DC 13

Damage Resistances acid

Senses tremorsense 30 ft., passive Perception 12

Languages —

ACTIONS

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 12 (2d8 + 3) slashing damage. If the
target is a Medium or smaller creature, it is grappled
(escape DC 13). Until this grapple ends, the target
is restrained, and the ankheg can’t use its claws on

anyone else.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
creature grappled by the ankheg. Hit: 16 (3d8 + 3)
slashing damage. If this damage kills the target, the
ankheg severs its head.

Acid Spray (Recharge 6). The ankheg spits a 30-foot-long,
5-foot-wide stream of acid. Each creature in the area
makes a DC 13 Dexterity saving throw, taking 14 (4d6)
acid damage on a failure or half damage on a success.
If the ankheg is grappling a target, it instead bathes
the target in acid, dealing 14 (4d6) acid damage with
no saving throw only to that target.

Combat

The ankheg lurks 10 feet underground, waiting for
its tremorsense to register movement. It bursts out,
firing its acid spray and then grabbing and biting
the largest target available. It flees if badly hurt,

dragging away any creature it has grappled.

Variant: Ankheg Queen

An ankheg queen can threaten a village’s very
existence. Even more dangerous than its rapacious
appetite is the clutch of eggs it hides in its lair; if
undisturbed, it will hatch a swarm of ankheg spawn.
The ankheg queen is a legendary Huge monstrosity
and is CR 3 (700 XP) with 59 (7d12 + 14; bloodied
29) hit points. It has 1 legendary action it can take
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at the end of another creature’s turn, choosing from
the options below. The ankheg regains the spent
legendary action at the start of its turn.

Acid Glob. Ranged Weapon Attack: +5 to hit, range
30/90 feet, one target. Hit: 7 (1d8 + 3) acid damage.
Burrowing Ambush (1/Day). The ankheg burrows up to
its burrowing speed without provoking opportunity
attacks, and then resurfaces. If within melee range of

an enemy, it makes a claw attack with advantage.

Ankheg Spawn

Ankheg spawn rarely leave their tunnels except
when they reach adulthood or during their periodic
swarms, but they chase and devour any who enter

their lair.

ANKHEG SPAWN CHALLENGE 1/4
MEDIUM MONSTROSITY 50 XP
AC 13 (natural armor), 10 while prone

HP 11 (2d8 + 2; bloodied 5)

Speed 30 ft., burrow 10 ft.

STR DEX CON INT WIS CHA

14(+2) 12(+1) 12(+1) 2(-4) 14(+2) 8(-2)

Proficiency +2; Maneuver DC 12

Damage Resistances acid

Senses tremorsense 30 ft., passive Perception 12

Languages —

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) slashing damage.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one
Medium or smaller creature. Hit: 4 (1d4 + 2) slashing
damage, and the target makes a DC 12 Strength check.
On a failure, it is knocked prone. If the target is already

prone, the ankheg can instead move up to half its
Speed, dragging the target with it.

Acid Spit. Ranged Weapon Attack: +3 to hit, range 30 ft.,
one creature. Hit: 4 (1d8) acid damage.

Combat

Ankheg spawn attack in a pack, surrounding their
prey if possible. When attacking a group, some
ankheg spawn use their claws to drag one victim
away, while other spawn occupy the victim’s
allies by biting and spitting acid.



Azers

Azers are beings of living flame bound within
dwarflike bodies made of bronze. They are widely
considered the finest smiths in the multiverse, due to
the part they played in the construction of the City of
Brass, the largest settlement on the Elemental Plane
of Fire. This project also kindled the azers’ legendary
hatred of the efreet, who attempted to enslave their
former allies once the city was complete.

Ordered Flame. Though native to the Plane of
Fire, azers do not arise spontaneously from that
burning chaos. Instead, they are born when an
existing azer forges a body from bronze and fills it
with its own life force, bringing order to an other-
wise formless flame. Though some azers submit to
their fiery inner impulses, most embody the disci-
pline that went into their creation.

Death Masks. When an azer dies, its body melts
into a puddle of inert metal—except for its face,
which remains locked in the expression it held the
moment the azer perished. Unscrupulous collectors
value these bronze “death masks” as curiosities,
but many azers consider their theft a grave offense.
Some azers display such masks in places of honor
as a reminder of their fallen kin.

Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 15 Azers are beings made of bronze and fire.
They are so hot that merely approaching them is
dangerous. They detest cold.

DC 20 Azers are native to the Plane of Fire and
are that plane’s finest smiths. They can teleport
from one fire to another.

Azer Encounters

Azers are native to the Plane of Fire but build outposts
near lava and other superheated environments.

CR 3-4 2 azers
Treasure 200 gp, a collection of perpetually-
warm brass scraps (75 gp to the right buyer)

CR 5-10 azer forgemaster with 2 or 3 azers;
2 to 4 azers with fire snake
Treasure 600 gp, brass +1 medium shield

CR 11-16 3 to 5 azers with fire elemental; azer

forgemaster with 3 to 5 azers; 5 to 7 azers
Treasure 4 1-pound mithral bars (750 gp each),
+1 warbammer which grants advantage on

smith’s tools checks

Sions

1 Smoky smell

2 Clattering of metal and flickering orange
light
Iron-shod bootprints

4 Deep gnome commoner as a captive or scout
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Behavior

1 Looking for precious metals and gems to

trade for or take by force

2 Tending a fire they can use to plane shift to
their fiery realm

Mining or forcing prisoners to mine

4 Fleeing or hunting an efreeti

Names

Adrin, Bellowbright, Pyrth, Runewright, Skirn, Zintha

AZER
MEDIUM ELEMENTAL

AC 16 (natural armor, buckler shield)
HP 39 (6d8 + 12; bloodied 19)

CHALLENGE 2
450 XP

Speed 30 ft.
STR DEX CON INT WIS CHA
16 (+3) 12 (+1) 14(+2) 10(+0) 12(+1) 10 (+0)

Proficiency +2; Maneuver DC 13

Damage Vulnerabilities cold

Damage Immunities fire, poison

Condition Immunities poisoned

Senses passive Perception 11

Languages Ignan

Fiery Aura. A creature that ends its turn within 5 feet of
one or more azers takes 5 (1d10) fire damage. The azer
sheds bright light in a 10-foot radius and dim light for
an additional 10 feet.

ACTIONS

Hammer. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) bludgeoning damage plus
3 (1d6) fire damage.

Heat Metal. Ranged Spell Attack: +4 to hit, range 60 ft.,
one creature wearing or holding a metal object. Hit: 9

(2d8) fire damage. If a creature is holding the object
and suffers damage, it makes a DC 12 Constitution
saving throw, dropping the object on a failure.

BONUS ACTIONS
Fire Step. While standing in fire, the azer can magically

teleport up to 90 feet to a space within fire.

Combat

Azers fight in melee when possible, dealing damage

with their Fiery Aura and hammer. When possible,
they maintain a string of bonfires they can use to
make quick advances and retreats with Fire Step.
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Azer Forgemaster

Azer forgemasters lead efforts to create outposts
on other planes. Each forgemaster on the Material
Plane knows the hidden location of a permanent
portal to the Elemental Plane of Fire.

AZER FORGEMASTER
MEDIUM ELEMENTAL

AC 16 (natural armor, buckler shield)
HP 78 (12d8 + 24; bloodied 39)

CHALLENGE 4
1,100 XP

Speed 30 ft.
STR DEX CON INT WIS CHA
18(+4) 14 (+2) 14(+2) 12(+1) 16(+3) 16(+3)

Proficiency +2; Maneuver DC 14

Damage Vulnerabilities cold

Damage Immunities fire, poison

Condition Immunities poisoned

Senses passive Perception 13

Languages Common, Ignan

Fiery Aura. A creature that ends its turn within 5 feet
of one or more azers takes 5 (1d10) fire damage. The
azer sheds bright light in a 10-foot radius and dim light
for an additional 10 feet.

ACTIONS

Multiattack. The azer attacks with its returning hammer

and uses Bonfire if available.

Returning Hammer. Melee or Ranged Weapon Attack:
+6 to hit, reach 5 ft. or range 20/60 feet, one target.
Hit: 8 (1d8 + 4) bludgeoning damage plus 7 (2d6) fire
damage. The azer’s hammer returns to its hand after
it's thrown.

Bonfire (3/Day). A 5-foot-square space within 60 feet
catches fire. A creature takes 10 (3d6) fire damage
when it enters this area for the first time on a turn or
starts its turn there. A creature can use an action to
extinguish this fire.

BONUS ACTIONS

Fire Step. While standing in fire, the azer can magically

teleport up to 90 feet to a space within fire.

Combat

The azer forgemaster uses its Bonfire ability not only

to damage enemies but also to provide tactical move-
ment options for itself and its minions. It remains
in or near a bonfire. It starts combat by throwing
hammers from the back lines if it can, but advances
to fight in melee after several allies are killed. When
close to death, it uses Fire Step to escape.



Banshee

A banshee manifests as a wispy spirit with a faint
glow that resembles moonlight. Its form is sugges-
tive of an androgynous humanoid wearing layers
of rags, though stories often depict banshees as

grieving women.

Born from Violence. Banshees are created when
a humanoid is killed in an act of horrific violence,
or when a mourner of such a violent death dies of
grief. The trauma binds a spirit to the Material
Plane. A remove curse spell or similar magic cast
on its remains can release a spirit that has become
a banshee, as can setting right old crimes.

Bound by Trauma. The banshee is cursed to
spend eternity in the place where it was formed. It
is unable to venture more than five miles from the
site of its death. A banshee will wander within this
boundary forever, occasionally manifesting illusory
depictions of its brutal demise.

Harbingers of Death. Compelled by its curse, a
banshee uses its powerful shriek (sometimes called a
keen) to warn people of their imminent demise and
to mourn the recent dead. If angered or attacked, it
can instead use its shriek to inflict pain and death on
the living.

Legends and Lore

With a History or Religion check, characters can
learn the following:

DC 10 Banshee are ghostly spirits whose
screams can kill.

DC 15 A banshee is insubstantial and can pass
through walls. It takes little damage from most
weapons and magic, but fears radiant and
force energy.

DC 20: A banshee is the spirit of a creature
that was a victim of violence. It can be put
to rest by bringing a criminal to justice or by
casting remove curse on its grave.

Banshee Encounters

Banshees haunt tombs and places of tragedy.

CR 3-4 Banshee
Treasure gold ring (125 gp), 3 vials of holy water

Banshee

CR 11-16 3 banshees; banshee with 2 ghosts
Treasure golden harp (750 gp), letter revealing
the spot where 3,000 gp are buried, dagger of
venom between the ribs of a skeleton

Siens

1 Distant weeping or singing

2 A distant eerie wail

3 A sudden chill

4 A chilly mist that reduces visibility to 30 feet
5

A corpse, its face frozen in horror, with no
obvious cause of death

6 A face looks back at you from a pool of
water or mirror

B &K
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Lone Behavior

1 Crooning a love song or working on an
opera; attacks if interrupted

2 Mistakes you for someone from its life:
friendly unless reminded of its death

While attacking, begs to be destroyed

4 Can’t speak, but has something important
about its life it wants to communicate; wails
when frustrated

Group Behavior

1 Singing together, attack anyone that doesn’t
sing along

2 Floating in a circle around a grim altar;
attack on sight

3 Circling an inanimate skeleton, towards
which they feel some strong emotion; attack
anyone that interferes with it

4 Each wishes you to side with them on some
disagreement

Names

Ardas, Aurelia, Bellavia, Bittern, Callias, Desdemona,
Leta, Morrigan

BANSHEE CHALLENGE 4
MEDIUM UNDEAD 1,100 XP
AC 13

HP 58 (13d8; bloodied 29)
Speed 30 ft., fly 40 ft.

STR DEX CON INT WIS CHA
8(-1) 16(+3) 10(+0) 12(+1) 10(+0) 18(+4)

Proficiency +2; Maneuver DC 13

Saving Throws Wis +2

Damage Resistances acid, fire, lightning, thunder;
damage from nonmagical weapons

Damage Immunities cold, necrotic, poison

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

Senses darkvision 60 ft., Passive Perception 10

Languages the languages it spoke in life

Death Howl. When reduced to 0 hit points, the banshee
uses Baleful Wail.
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Detect Life. The banshee magically senses the general
direction of living creatures up to 5 miles away.

Incorporeal Movement. The banshee can move through
creatures and objects. It takes 5 (1d10) force damage
if it ends its turn inside an object.

Undead Nature. A banshee doesn’t require air, sustenance,
or sleep.

Unquiet Spirit. If defeated in combat, the banshee
returns on the anniversary of its death. It can be
permanently put to rest only by finding and casting
remove curse on its grave or by righting whatever
wrong was done to it.

ACTIONS

Presage Death. The banshee targets a creature within

60 feet that can hear it, predicting its doom. The
target makes a DC 14 Wisdom saving throw. On a
failure, the target takes 11 (2d6 + 4) psychic damage
and is magically cursed for 1 hour. While cursed in this
way, the target has disadvantage on saving throws
against the banshee’s Baleful Wail.

Baleful Wail. The banshee shrieks. All living creatures
within 30 feet of it that can hear it make a DC 14
Constitution saving throw. On a failure, a creature
takes 11 (2d6 + 4) psychic damage. If the creature is
cursed by the banshee, it drops to 0 hit points instead.

REACTIONS

Wounded Warning. When the banshee takes damage

from a creature within 60 feet, it uses Presage Death
on the attacker.

Combat
The banshee begins combat by using Presage Death.

It uses Baleful Wail whenever a cursed creature is
within 30 feet, and otherwise uses Presage Death
on a creature not yet under its curse.

Variant: Warlord's Ghost

A warlord’s ghost can be found re-enacting its defeat

on ancient battlefields or pacing the battlements of
abandoned castles. It appears as an armored warrior
wielding a sword and a bugle. Dozens of incorporeal,
spectral soldiers flicker in and out of sight within
60 feet of the ghost. These spectral soldiers can’t
be affected except by killing the warlord’s ghost.

A creature cursed by the ghost’s Presage Death
action appears to be surrounded by attacking
spectral soldiers.

The ghost performs its Baleful Wail by blowing a
bugle and calling on its spectral soldiers to charge.



Basilisk

A basilisk is a venomous eight-legged reptile that
turns creatures to stone with its gaze.

Dangerous Guardians. Basilisks can be trained
as pets and guardians, although the process is
dangerous. They can learn to avoid meeting the
eyes of specific creatures. A well-trained basilisk
commands a high price, and even a basilisk egg
1s precious.

Basilisks are often used as guardians by blind
creatures, such as grimlocks, and creatures immune
to petrification, such as stone giants.

Killing Cure. The venom in a basilisk’s mouth
removes petrification, allowing the beast to consume
a petrified victim piece by piece. If a basilisk’s venom
is extracted and spread on a petrified creature, the
petrification ends—but the newly-cured creature
takes 10 (3d6) poison damage from the venom.

Legends and Lore

With a History or Nature check, characters can

learn the following:

DC 10 A basilisk’s gaze can turn its victims
to stone.

DC 15 If you act quickly, lesser restoration can
prevent petrification. If it’s too late, extracted
basilisk venom can be used to unpetrify a crea-
ture, but victims don’t always survive the process.

DC 20 If a basilisk sees itself in a mirror, it may
turn itself to stone.

Basilisk Encounters

Basilisks favor caves, mountains, and other rocky

environments.

CR 3-4 Basilisk
Treasure 450 petrified gp on a petrified statue

CR 5-10 2 or 3 basilisks; basilisk and 1d4 + 1
cockatrices
Treasure 400 gp, 800 sp, a golden-framed
hand mirror (75 gp), a silver-and-pearl
bracelet (125 gp), +1 dagger

Wilderness Signs

1 Toppled statue of a griffon with one leg

missing

2 Statue of a basilisk with shoulder and tail
missing '
Nest containing stone birds

Big lizard footprints

Underground Signs

1 Statue of a knight with sword raised

2 Heaped flagstones sheltering large eggs
3 A life-sized stone head lying on the floor

4 Stone rat statues sitting in a circle

Behavior

1 Attacks on sight
2 Eating pieces of a statue

3 Immobile; doesn’t immediately attack but
will meet your eyes if you examine it

4 Asleep
Protecting a clutch of eggs

6 Guarding treasure for its master

31)



LEUCL UP MoNsSTROUS MENAGERIE

| BASILISK CHALLENGE 3 Behir

MEDIUM MONSTROSITY 700 XP
AC 15 (natural armor)

HP 52 (7d8 + 21; bloodied 26)

Speed 20 ft., climb 10 ft.

The behir is a blue-scaled, serpentine monster that
creeps through dark tunnels on a dozen legs. It swal-

lows prey alive when it can, and electrocutes fiercer
STR DEX  CON INT wis CHA foes with lightning breath.
N )R 16I(13) - 2(-4)' 10(r0) 8(-1)

Proficiency +2; Maneuver DC 12

Underground Travelers. A behir constantly ranges

through miles of underground caves and tunnels,
Senses darkvision 30 ft., passive Perception 10

Languages —

hunting for lone creatures and small groups to devour.
It sleeps only while digesting such a meal. A behir

ACTIONS 5 o can scuttle through narrow spaces and is usually
Stone Gaze (Gaze). The basilisk targets a creature within aware of the closest secret passages and boltholes

it can use for escape or ambush.
Although behirs don’t greatly value treasure, they

60 feet. The target makes a DC 13 Constitution saving
throw. On a failure, the target magically begins to turn
to stone and is restrained. A lesser restoration spell ends collect some in their lair, and the relics of past meals
this effect. At the beginning of the basilisk’s next turn, are often found lodged in their gizzards.

Draconic Foes. Behirs are bitter enemies of

dragonkind. Weaker than most adult dragons, they

if still restrained, the target repeats the saving throw.
On a success, the effect ends. On a failure, the target is

petrified. This petrification can be removed with greater rely on stealth to prey on dragon eggs and young.

Old legends have it that some ancient enemy of the
dragons introduced behirs from another world to
wipe out dragonkind —a failed effort which left

restoration or similar magic or with basilisk venom.
Venomous Bite. Melee Weapon Attack: +4 to hit, reach 5
ft., one target. Hit: 6 (1d8 + 2) piercing damage plus 10

(3d6) poison damage. the world’s underground places even more

REACTIONS dangerous than before.
Stone Glance. If a creature within 60 feet that the basilisk Although behirs prey on humanoid adventurers

they sometimes make use of them, revealing the

can see hits the basilisk with an attack, the basilisk uses

Stone Gaze on the attacker. location of a dragon’s lair, watching the ensuing

Combat battle from hiding, and attacking the victor. A
behir rarely lies, so its directions can be trusted,
The basilisk uses Stone Gaze and Stone Glance on though its motivations cannot.

anyone nearby that is not averting their eyes, and

bites only if it has no such target. legends and I_m"Q

With an Arcana or History check, characters can

learn the following:

DC 10 Behirs resemble dragons but are their
mortal enemies.

DC 15 Behirs breathe lightning bolts and take
no damage from lightning.

DC 20 Behirs have been known to swallow
adventurers whole, and sometimes treasure
gets left behind in their gizzards.
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Behir Encounters

Behirs make their lairs in twisting caverns deep
beneath the earth.
CR 11-16 Behir
Treasure 1,100 gp, 3,500 sp, broken jade dragon
statuette (750 gp when repaired), 2 potions of
greater healing, lantern of revealing

Sions

1 Large bones. DC 13 Nature check: They are
the bones of a young dragon.

2 A wall scorched by lightning

3-4 A five-foot-wide tunnel going straight up or
down. DC 16 Perception or Investigation
check: draconic tracks leading up or down

5 DC 17 Perception check: quiet slithering sound

6 A stone frieze of a dragon, defaced and scorched

Behavior

1 From hiding, questions trespassers about

whether they are friends or foes of dragons;
if foes, it reveals the location of a dragon lair,
and if friends, it attacks

2 Lying in wait in dark holes in the ceiling
or wall

On the hunt

4 Slithering stealthily over and under ruins,
such as the fallen statues of storm giants

5 Dormant after a large meal

6 Muttering to itself about its craving for a
delicious dragon egg

7 Obsessed with a particular dragon it wishes
to destroy

8 Spellcaster (use the NPC Priest’s
Spellcasting trait)

BEHIR
HUGE MONSTROSITY

AC 16 (natural armor)
HP 168 (16d12 + 64; bloodied 84)
Speed 60 ft., climb 40 ft., swim 40 ft.

STR, DEX CON INT WIS CHA
20 (+5) 14(+2) 18(+4) 10(+0) 16(+3) 12(+1)

Proficiency +4; Maneuver DC 17

CHALLENGE 11
7,200 XP
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Saving Throws Dex +6, Int +4, Wis +7

Skills Athletics +9, Perception +7, Stealth +6

Damage Immunities lightning

Senses darkvision 90 ft., passive Perception 17

Languages Common, Draconic

Serpentine. The behir can move through a space as
narrow as 5 feet wide, vertical or horizontal, at full
speed, without squeezing.

Spider Climb. The behir can use its climb speed even on
difficult surfaces and upside down on ceilings.

ACTIONS

Multiattack. The behir makes a bite attack and then a
constrict attack.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft.,
one target. Hit: 24 (3d12 + 5) piercing damage. If the
target is a Medium or smaller creature grappled by
the behir, and the behir has not swallowed anyone
else, the target is swallowed. A swallowed creature is
blinded and restrained, it has total cover from attacks
from outside the behir, and it takes 21 (6d6) acid
damage at the start of each of the behir’s turns.

If a swallowed creature deals 30 or more damage to
the behir in a single turn, or if the behir dies, the behir
vomits up the creature.

Constrict. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 21 (3d10 + 5) bludgeoning damage. The target
is grappled (escape DC 17) and restrained while grappled.

Lightning Breath (Recharge 5-6). The behir breathes a line
of lightning 5 feet wide and 20 feet long. Creatures in
the area make a DC 16 Dexterity saving throw, taking
56 (16d6) lightning damage on a failed save or half
damage on a success.

REACTIONS

Vengeful Breath (1/Day, While Bloodied). When struck
by a melee attack, the behir immediately recharges
and uses Lightning Breath, including the attacker in
the area of effect.

Combat

The behir prefers to attack with surprise, often from
the ceiling. It opens with a lightning bolt and then
tries to bite, constrict, and swallow. It tries to escape
when badly hurt, and usually has a bolthole nearby.
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Boggards

With their gangly limbs and haughty manners,
boggards might seem comical, but an encounter
with these frog-headed humanoids is no laughing
matter. Though peaceful boggards exist, most lord
over any creature they consider weaker than them-
selves. Adventurers who fail to pay a boggard ruler
proper respect—usually in the form of a hefty
tribute—might find themselves taken prisoner or
fed to the giant frogs that boggards raise as watch-
dogs and mounts.

Grandiose Schemes. Their megalomania leaves
many boggards susceptible to delusions of grandeur.
They plot intricate campaigns of conquest against
their neighbors, in the hopes of expanding into a
mighty boggard empire. These schemes usually
collapse when infighting breaks out among the
would-be conquerors, but not before the boggards’
raids have left trade routes disrupted and otherwise
idyllic settlements burned to the ground.

Croaking Fiends. Scholars have long noted the
similarities between boggards and the frog-headed
demons known as hezrous. Some have even suggested
that hezrous created boggards to spread havoc and
chaos in the mortal world. What is known for certain
is that some boggards pay reverence to hezrous, as
evidenced by the crude stone idols found rising from
the muck in the depths of boggard territory.

Amphibious. The boggard can breathe air and water.

Speak with Frogs and Toads. The boggard can
communicate with frogs and toads.

Legends and Lore

With a History or Nature check, characters can
learn the following:

DC 10 Boggards are arrogant humanoids
constantly seeking to expand their territory.
Like the frogs they resemble, boggards can
jump incredible distances.

DC 15 Bribes or flattery can sometimes appease
a boggard leader.

DC 20 Some boggards worship demons or other
supernatural entities. These mysterious patrons

grant their servants the ability to summon frog-
like guardians.



Boggard Encounters

Boggards congregate in damp environments such
as swamps and rainforests.

CR 0-2 1d4 boggards; 2 boggards with 2 giant
frogs; boggard bravo riding giant toad
Treasure 650 sp

CR 3-4 1d4 + 4 boggards; 2 boggards riding
giant toads
Treasure 300 gp, 800 sp, 3 stone frog statuettes
(25 gp each), 2 potions of healing

CR 5-10 Boggard sovereign with 1d10 + 4
boggards
Treasure 600 gp, 12 gold and silver rings
strung on a rope necklace (25 gp each), gaunt-
lets of ogre power

CR 11-16 Boggard sovereign with hezrou and
1d6 + 6 boggards; boggard sovereign with 1d8 +
4 boggards riding giant toads
Treasure 2,000 gp, 8 pieces of amber (100
gp each), dented gold crown (750 gp), silver
scepter (250 gp), 2 potions of healing, loun
stone of insight

Siens

Behavior

1 Clouds of swarming flies

2 A chorus of croaking that penetrates even
plugged ears; non-frog and non-boggard
creatures that take a long rest in the area
must make a DC 10 Constitution saving
throw or gain no benefit from the rest

3 Webbed footprints in the muck; some of the
tracks were made by giant frogs, but other
creatures walked upright

4 A menhir carved with images of frog-
headed demons

Scouting for an upcoming raid

Returning to their camp with a recently .
captured prisoner

3 Preparing a sacrifice to their fiendish patron

Transporting an offering of stolen goods to
the boggard emperor

Two groups of boggards engaged in a border
dispute

A peaceful tribe seeking new territory after
a drought devastated their homeland

Bocgard Names

Brekka, Glipglop, Guworka, Kerro, Koratar,
Kawak, Mukmuk, Rhoka, Verrok
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BOGGARD CHALLENGE 1/4
MEDIUM HUMANOID (BOGGARD) 50 XP
AC 12

HP 13 (3d8; bloodied 6)
Speed 20 ft., swim 40 ft.

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

Proficiency +2; Maneuver DC 12
Skills Stealth +4 (+1d4), Survival +2
Senses passive Perception 10
Languages Boggard

ACTIONS

Vaulting Leap. The boggard jumps up to its Speed hori-
zontally and half its Speed vertically without provoking
opportunity attacks. If it’s within 5 feet of a creature
at the end of this movement, it may make a melee
spear attack against that creature with advantage.

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.

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

Combat

The boggard uses Vaulting Leap to move around
whenever it’s not sneaking, essentially doubling its
movement speed. When attacking, it uses Vaulting
Leap to close with its enemies and deliver a powerful
spear attack. While next to a foe, it uses its more
accurate bite attack. Once a group of boggards
have been reduced to half their number, they retreat,
trusting in their stealth to escape.

Bocgard Variant: Boggard Bravo

The strongest and most daring boggards rise to
become heroes among their people. The boggard
bravo is CR % (100 XP) and has 27 (6d8; bloodied
13) hit points. It can make the following attack as
a bonus action:

Tongue. Melee Weapon Attack: +3 to hit, reach
15 ft., one creature. Hit: The target must make
a DC 11 Strength saving throw. On a failure, the
boggard pulls the target up to 10 feet, or knocks
the target prone, or forces the target to drop one
item it is holding (boggard’s choice).
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Boggard Sovereien

Blessed by a mysterious frog-like entity, a boggard
sovereign swells to enormous size and gains magical
powers it uses to protect and direct its tribe. Boggard
sovereigns demand tribute from travelers and
nearby peoples.

BOGGARD SOVEREIGN
LARGE HUMANOID (BOGGARD)

AC 13 (natural armor)
HP 67 (9d10 + 18; bloodied 33)
Speed 20 ft., swim 40 ft.

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

CHALLENGE 3
700 XP

Proficiency +2; Maneuver DC 13

Skills Stealth +3 (+1d4), Perception +3, Intimidation +3
Senses passive Perception 13

Languages Boggard, Common

ACTIONS

Parting Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 12 (2d8 + 3) piercing damage plus 7
(2d6) poison damage. On a hit, the boggard may jump
up to its Speed horizontally and half its Speed verti-
cally without provoking opportunity attacks.

Incite Frenzy (1/Day). Each boggard and frog with a
Bite attack within 60 feet may use its reaction to
make a Bite attack.

Earthshaking Croak (1/Day). Each non-frog and
non-boggard creature within 30 feet makes a DC 12
Constitution saving throw, taking 14 (4d6) thunder
damage and falling prone on a failure, or taking half
damage on a success.

Summon Frog Guardians (1/Day). The boggard magically
summons two Medium frog guardians, which wriggle
from the ground in an empty space within 30 feet.
They follow the boggard’s orders and disappear after
1 minute. They have the statistics of boggards except
they have Intelligence 2, have no spear attack, and
can make a bite attack as part of their Vaulting Leap.

Combat

The boggard sovereign prefers to stay out of melee
range, often leaping onto high and hard-to-reach
places. It uses Earthshaking Croak, Incite Frenzy,
and Summon Frog Guardians from a distance. If
forced into melee, it attacks with its parting bite.
If this attack hits, it hops away.



Bugbears

Bugbears are rangy, hairy creatures related to
goblins. Nimble and quiet for their size, they are
stealthy ambushers and relentless hunters. Along
the margins of settled land, the word “bugbear”
has become synonymous with hidden terrors
lurking in wait.

Fearsome Hunters. Bugbears are skilled trackers
and trappers. Despite their size and strength, they
rarely attack openly. They strike from hiding; their
prey often dies without ever knowing it was being
stalked. Bugbears’ silent combat efficiency makes
them sought after as scouts and mercenaries, and
some bugbears make good livings in cities and war
camps. Few forest villages open their gates to a
bugbear traveler, however —bugbear raids are the
stuff of nightmares.

Goblins. Bugbears are related to goblins and
hobgoblins and are sometimes found among them.
Bugbears are strong enough to rule over goblins,
but in a disciplined hobgoblin force they are rele-
gated to the role of scout and ambusher.

Legends and Lore

With a History or Nature check, characters can
learn the following:

DC 10 Bugbears are stealthy hunters and trackers.

DC 15 Some bugbear tribes are feared raiders, and
others are valued as mercenaries and bodyguards.

Buebear Encounters

Bugbears thrive in any environment.
CR 0-2 1 or 2 bugbears

CR 3-4 3 or 4 bugbears; bugbear with

4 to 6 goblins
Treasure 250 gp, 600 sp, potion of climbing,
potion of healing

CR 5-10 Bugbear chief with 1d4 + 2 bugbears;
2 or 3 bugbears with 1d4 + 3 goblins riding
wolves
Treasure 700 gp, 1,200 sp, 5 blood-
stones (50 gp each), 4 potions of
healing, gloves of missile snaring

siens |

Bugbears

1

3 An extinguished campfire

4 A hunting trap (DC 14 to spot)

Behavior

DC 14 Perception check: clump of coarse
brown fur caught on something sharp

The corpse of a human soldier or bandit,
strangled and robbed; DC 14 Perception
check discovers big footprints leading away

A »nn A W N

On the hunt

With a prisoner in a sack
Hiding in ambush

Looking for mercenary work
Scouting for a larger force

Looking for a new home after tribe was

defeated
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7 Owed money by a former boss, and mad
about it

8 Working as mercenaries for a nearby faction;
wearing breastplate (AC 16)

Names

Bruggek, Gashk, Gnashtooth, Groar, Hrak, Hrorr,
Redclaw, Sturg

BUGBEAR CHALLENGE 1
MEDIUM HUMANOID (GOBLINOID) 200 XP
AC 12
HP 30 (5d8 + 8; bloodied 15)
Speed 30 ft.

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

Proficiency +2; Maneuver DC 12

Skills Athletics +4, Stealth +4 (+1d4), Perception +3
(+1d4), Survival +3 (+1d4)

Senses darkvision 60 ft., passive Perception 15

Languages Common, Goblin

ACTIONS

Strangle. Melee Weapon Attack: +4 to hit, reach 10 ft., one
Medium or smaller creature that is surprised, grappled
by the bugbear, or that can't see the bugbear. Hit: 9 (2d6
+ 2) bludgeoning damage, and the target is pulled 5 feet
towards the bugbear and grappled (escape DC 12). Until
this grapple ends, the bugbear automatically hits with
the Strangle attack and the target can’t breathe.

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

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach
5 ft. or range 30/120 ft., one target. Hit: 5 (1d6 + 2)
piercing damage, or 12 (3d6 + 2) piercing damage if
the target is a creature that is surprised or that can’t
see the bugbear.

Stealthy Sneak. The bugbear moves up to half its Speed
without provoking opportunity attacks. It can then
attempt to hide.

Combat

A bugbear prefers to strangle an unaware opponent
from hiding. It fights with its maul if it must, but
when badly injured it uses its Stealthy Sneak to
reach a hiding spot and then either attack with
its javelin or strangle a passing creature.
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Bucbear Chief

Bugbears grow stronger with age, and their tribes
are often led by a silver-pelted and muscular warrior.

BUGBEAR CHIEF CHALLENGE 4
MEDIUM HUMANOID (GOBLINOID) 1,100 XP
AC 15 (leather brigandine)
HP 71 (11d8 + 22; bloodied 35)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 14(+2) 10(+0) 12(+1) 10 (+0)

Proficiency +2; Maneuver DC 14

Skills Athletics +6, Stealth +4 (+1d4), Perception +3
(+1d4), Survival +3 (+1d4)

Senses darkvision 60 ft., passive Perception 15

Languages Common, Goblin

ACTIONS

Multiattack. The bugbear chief makes two attacks.

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

Javelin. Melee or Ranged Weapon Attack: +6 to hit, reach
5 ft. or range 30/120 ft., one target. Hit: 7 (1d6 + 4)
piercing damage, or 14 (3d6 + 4) piercing damage if
the target is a creature that is surprised or that can’t
see the bugbear.

Move Out (1/Day). The bugbear and creatures of its
choice within 30 feet move up to half their Speed
without provoking opportunity attacks.

Combat

The bugbear chief likes to ambush opponents. It uses
Move Out to allow sudden charges against surprised
enemies (or flee when the battle turns against them),
and leads from the front, attacking with its maul.

Variant: Kech

Kech are arboreal, simian humanoids covered with
leaf-green camouflage patterns. They are excellent
hunters and trappers with a taste for humanoid flesh
(but never ape flesh). They rarely leave the green
forests and jungles in which they can hide so well.
They construct snares and javelins from vines and
saplings, and often hide in branches right above
head height, grabbing travelers by the throat.

Kech share bugbear statistics except they
have a climb speed of 40. Additionally, treat the
bugbear’s maul attack as a claw attack that deals
slashing damage.



Bulette

A bulette, also called a land shark, is a voracious
predator that tunnels underground, using tremor-
sense to search for prey.

Underground Hunters. Bulettes burrow constantly,
never sleeping and claiming no lair for their own.
When they tunnel at top speed after quarry, their trail
can be marked by a path of disturbed ground racing
across a field. They burst from the earth to seize their
victim in huge, serrated jaws. A bulette knows no fear
and never retreats from battle.

Two-legged Prey. The tremorsense of bulettes
is sensitive enough to determine the species of the
creatures that walk above them. They primarily hunt
humanoids. When bulettes happen upon a settlement,
they stay within a few dozen miles indefinitely, eating
about one victim per day. They particularly enjoy
the taste of halfling. Many a halfling village has
been harried into nonexistence by a single bulette.

Prized Armor. Armorers pay well for an undam-
aged piece of bulette scale, a key ingredient in making
enchanted armor.

Bulette

Legends and Lore |

With a Nature or Survival check, characters can

learn the following: B K

DC 10 Bulettes are armor-plated predators that
burst up from the ground.

DC 15 Bulettes love halflings and pursue them
above other targets (note: this is DC 5 for
halflings).

Bulette Encounters

Nowhere is safe from a rampaging bulette, but

villages in hilly terrain or on the edges of deserts

are particularly at risk.
CR 5-10 bulette

Wilderness Signs

1 Disturbed earth and a tree lying on its side

2 A path of turned-up earth; if you walk on it,
you may fall in a sinkhole
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, 3 A dead and partially-eaten beast; nearby are Speed horizontally and half its Speed vertically without
the signs of recent tunneling provoking opportunity attacks, and can land in a space
4 DC 12 Perception check: a faint scraping containing one or more creatures. Each creature in its
underground, like something tunneling; it space when it lands makes a DC 15 Dexterity saving

moves when you move and stops when you throw, taking 18 (4d6 + 4) bludgeoning damage and

stop, as if tracking you being knocked prone on a failure. On a success, the

creature takes half damage and is pushed 5 feet to a
space of its choice. If that space is occupied, the

Underground Siens

1 The entrance of a rough earthen tunnel Burrow. The bulette burrows under the ground without

creature is knocked prone.

2 A wall trembles as if a digging creature is provoking opportunity attacks, moves up to its burrow

about to burst through speed, and then resurfaces in an unoccupied space. If it

is within 5 feet of a creature, it then makes a bite attack.

Quiet rumbling like a distant rock fall Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one

4 A single steely scale target. Hit: 30 (4d12 + 4) piercing damage.
REACTIONS
Behavior Jaw Clamp (1/Day). When an attacker within 5 feet of the
bulette misses it with a melee attack, the bulette makes
1 Bursts out of the ground and attacks on sight a bite attack against the attacker. On a hit, the attacker
2 Attacking a caravan, marketplace, or holy site is grappled (escape DC 15). Until this grapple ends, the

grappled creature is restrained, and the only attack the

bulette can make is a bite against the grappled creature.
Hard Carapace (1/Day). After taking damage from

an attack, the bulette lies down and closes its eyes,

3 Audibly tunneling nearbys; it bursts out and
attacks you unless you stay still

4 Near an open tunnel, eating human corpses

protecting all vulnerable spots. Until the beginning of

BULETTE CHALLENGE 6 its next turn, its AC becomes 21 and it has advantage

LARGE MONSTROSITY 2,300 XP It

AC 17 (natural armor)

HP 95 (10d10 + 40; bloodied 47) Combat

Speed 40 ft., burrow 40 ft. The bulette targets halflings first. The bulette uses
STR DEX CON INT WIS  CHA Leap if it can land on two or more creatures. Other-

18 (+4) 10(+0) 18(+4) 2(-4) 10(+0) 8(-1)
Proficiency +3; Maneuver DC 15
Saving Throws Int -1
Skills Perception +3
Senses darkvision 60 ft., tremorsense 60 ft.,
passive Perception 13
Languages —
Steely Hide. If a creature targets the bulette with a melee

wise, it uses Burrow. It fights to the death.

attack using a nonmagical weapon and rolls a natural 1
on the attack roll, the weapon breaks.

ACTIONS
Leap (Recharge 5-6). The bulette leaps up to half its
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Cambion

A cambion is the offspring of a mortal and a
powerful demon or devil. In its true form, a cambion

has horns, batlike wings, and cloven hoofs that scorch
the ground, but it often cloaks itself in mortal guise.

Spawn of Evil. Demons and devils sometimes
seek to extend their power by seducing or forming
pacts with mighty mortals, or breeding children
to act as underlings and generals. Most cambions
serve their fiendish parent willingly, though some
rebel, seeking power for their own ends or even
rejecting their evil upbringing altogether.

Carefully Laid Plans. Every cambion wages a
constant campaign to increase its own power,
either to serve or to fight its parent. Using its ability
to change form, a cambion often maintains false
identities and surrounds itself with duped minions
and allies. It has contingency plans for many eventu-
alities and can readily turn failure into success. It
uses its ability to escape to its parent’s fiery domain
only as a last resort. Once it does so, it remains
under its fiendish creator’s thumb for some time.

Black Iron Blade. A cambion’s weapon often

resembles a cruelly barbed black glaive, greatsword,

axe, or scythe. A creature that obtains and attunes
to it gains a magic weapon that grants resistance to
fire damage. Some blades have additional sinister
properties. The fiendish creator of a lost black iron
blade will stop at nothing to retrieve it.

Legends and Lore

With an Arcana or Religion check, characters can
learn the following:

DC 10 A cambion is the winged, horned
offspring of a mortal and a fiend.

DC 15 A cambion can change its shape and
shrugs off damage from fire, cold, poison, and
mundane weapons.

DC 20 Cambions can be bargained with and
usually stick to the letter of their agreement.

Cambion Encounters

Cambions live in secret among humanoids, favoring
war camps, cities gripped by political turmoil, and
other places of strife.

CR 5-10 1 or 2 cambions; cambion with several

commoners or nobles; cambion riding a nightmare
Treasure 110 pp, potion of poison, figurine of
wondrous power (obsidian steed)

CR 11-16 Cambion with 1d6 + 7 soldiers;

cambion with cult fanatic and 1d6 + 5 cultists;

cambion with 2 or 3 doppelgangers
Treasure 3 black opals (1,000 gp each),
adamantine scale mail, figurine of wondrous
power (ebony fly)
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siens

1 Merry laughter, long and loud
2 Hoofprints filled with ash

3 A picnic with fine wine, bread, cakes, and a
basket of pears, scattered and trampled

4 A charred corpse sitting cross-legged in
front of a game board; DC 13 gaming profi-
ciency check: the corpse was one turn away
from winning

A stone altar, still wet with blood

6 An imp or cultist scout

Behavior

1 Carrying out its master’s orders or reporting
on its progress

Recruiting mighty adventurers for its army
Searching for an evil artifact

Threatening, bribing, or charming a victim

“»n A W DN

In mortal disguise, pretending to be a young,
admiring noble

6 In its lair, executing a subordinate, throwing
darts at a painting of its arch-enemy, or yelling
at a cracked mirror

Names

Azlea, Belarith, Ilbane, Latharn

CAMBION
MEDIUM FIEND

AC 16 (scale mail) or 14 while unarmored
HP 93 (11d8 + 44; bloodied 46)
Speed 30 ft., fly 60 ft.

CHALLENGE 5
1,800 XP

STR DEX CON INT WIS CHA
18 (+4) 18(+4) 18(+4) 16(+3) 14(+2) 18(+4)

Proficiency +3; Maneuver DC 15

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

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

Damage Resistances cold, fire, poison; damage from
nonmagical weapons

Senses darkvision 60 ft., passive Perception 15

Languages Abyssal, Common, Infernal
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ACTIONS
Multiattack. The cambion makes two melee attacks or

two ranged attacks.

Black Iron Blade. Melee Weapon Attack: +7 to hit, reach 10
ft., one target. Hit: 9 (1d10 + 4) slashing damage, and the
target takes a wound that deals 5 (1d10) ongoing slashing
damage. A creature can end the ongoing damage by
staunching the wound as an action or by giving the
target magical healing.

Fire Blast. Ranged Spell Attack: +7 to hit, range 60 ft.,
one target. Hit: 13 (3d8) fire damage.

Fiery Escape (1/Day). The cambion magically creates a
fiery portal to the realm of its fiendish parent. The
portal appears in an empty space within 5 feet. The
portal lasts until the end of the cambion’s next turn
or until it passes through the portal. No one but the
cambion can pass through the portal; anyone else
that enters its space takes 14 (4d6) fire damage.

BONUS ACTIONS

Fell Charm. The cambion targets one creature within 30

feet. The target makes a DC 15 Wisdom saving throw.
On a failure, it is magically charmed by the cambion for
1 day. The effect ends if the cambion or a cambion’s ally
harms the target, or if the cambion commands it to take
a suicidal action. While charmed, the target regards the
cambion as a trusted friend and is an ally of the cambion.
If the target makes a successful saving throw or the
effect ends, the target is immune to this cambion’s
Fell Charm for 24 hours.

Command. The cambion gives an order to an ally within
60 feet that can hear it. If the ally has a reaction avail-
able, it can use it to follow the cambion’s order, either
taking an action or moving up to its Speed.

Shapeshift. The cambion magically changes its form to
that of any humanoid creature it has seen before, or back
into its true form. While shapeshifted, its statistics are
unchanged except that it has no armor or equipment,
can’t use its black iron blade, and can fly only if it is in
a form with wings. It reverts to its true form if it dies.

Combat

The cambion prefers to stay out of melee range,
attacking with its fire blast and using Fell Charm on

its first turn. It uses Command when it has an ally or
charmed victim in position to harm one of its foes. If
its allies fail it, it wades into battle using its black iron
blade, attacking multiple targets to inflict ongoing
wounds on as many foes as possible. When reduced
to 30 hit points or fewer, it flies away, promising
revenge. It uses Fiery Escape only as a last resort.



Centaur

A centaur has the body of a horse and a humanoid’s
upper body. From a distance, a tribe of centaurs
resembles a troop of armed riders, but they are
more sure-footed than any cavalry.

Hunters and Gatberers. The keen, far-seeing
eyes of centaurs make them excellent hunters
and gatherers. They forage for rare medicinal
herbs and enjoy brewing flower wine and mead.
Their accuracy with the bow is famed, and they
harry large game with hit-and-run tactics. These
hunting skills make them prized as mercenaries.
Even hardened knights blanch before a charge of
centaurs equipped with breastplates and lances.

Isolated Tribes. Widely scattered across the world,
centaur tribes have little contact with each other and
share no common goals. Some range over vast areas,
seeking peace and trade with all whose lands they
cross. Others claim wide steppes as their hunting
preserves, attacking any that dare to poach in their
territory. Still others live in hidden forests, studying
prophecies and consulting spirits.

Legends and Lore

Siens I

With a History or Nature check, characters can
learn the following:

DC 10 Centaurs are creatures with the bodies
of horses and the torsos of humanoids. Some
are far-ranging nomads, while others spend
their lives guarding secluded glades.

DC 15 Centaurs are skilled archers and fearsome
skirmishers that trample foes beneath their hooves.

DC 20 While some centaurs are peaceful, others
are fiercely territorial and attack strangers on sight.

(entaur Encounters

1-2 Hoofprints

3
4
5

Distant sound of galloping hooves

An arrow stuck in the ground or a tree

DC 14 Perception check: a small sign or
glyph carved 7 feet up on a tree or rock

DC 16 Perception check: a long strand of hair
caught on a thorn bush

Behavior

1

Reading an omen by observing the sky or
casting bones

Gathering herbs and fruit; have potions and
herbs to sell

Recently attacked by human raiders; may
mistake you for the raiders

Pretend to be friendly and try to lead you
into a trap or ambush

Attack on sight

Engaging in races and archery contests;
outsiders are welcome to compete

Hunting
Being preyed upon by a foe they can’t defeat

Names

Centaurs range across open plains or protect
hidden fey forests.

CR 0-2 Centaur
Treasure healing herbs which act as 2 potions
of healing

CR 5-10 3 to 5 centaurs
Treasure healing herbs which act as a potion
of greater bealing, bracers of archery

Caestra, Cimix, Elflock, Iris, Kratalos, Swiftbranch
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CENTAUR CHALLENGE 2
LARGE FEY 450 XP
AC 13
HP 45 (6d10 + 12; bloodied 22)
Speed 50 ft.

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

Proficiency +2; Maneuver DC 13

Skills Nature +5, Perception +5 (+1d4), Survival +5
Senses passive Perception 17

Languages Common, Elvish, Sylvan

ACTIONS

Multiattack. The centaur attacks with its pike and
its hooves.

Pike. Melee Weapon Attack: +5 to hit, reach 10 ft., one
target. Hit: 8 (1d10 + 3) piercing damage.

Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (2d4 + 3) bludgeoning damage. If this attack
deals damage, the centaur’s movement doesn’t provoke
opportunity attacks from the target for the rest of the
centaur’s turn.

Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320
ft., one target. Hit: 10 (2d6 + 3) piercing damage.

Deadeye Shot (1/Day). The centaur makes a shortbow
attack with advantage.

Combat

Centaurs open combat by firing a Deadeye Shot.
If their enemies have weak ranged options, the
centaurs continue to use their shortbows from a
distance. Otherwise, they gallop into battle, attack
with their pikes and hooves, and gallop out again.
They try to avoid ending their turn next to a foe.
They retreat if half their number fall.

Variants: Horned Tauric

Some centaur tribes resemble quadrupeds other than
horses. These centaur variants are called taurics.

Tribes of elktaurs wander the tundra. Goat-
taurs skip nimbly over mountainsides. Elfin deer-
taurs race through faerie forests. These taurics
bear horns or antlers on their heads and replace
the pike action with the following:

Gore. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) piercing damage, or 10 (2d6 + 3)
damage if the centaur moved at least 30 feet towards
the target before the attack.
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Chimera

In eons past, a cult of demon worshippers welcomed
their dark lord to the mortal world with a gift of
999 beasts of the earth, air, and sea. Displeased with
this meager offering, the half-mad demon prince
divided the beasts into groups of three and fused
them into terrible monstrosities, which he loosed to
hunt his former servants. Through the ages, heroes
have slain some of these ancient chimeras, but many
continue to terrorize the world.

Multitudinous Monstrosities. The most recog-
nizable chimera is an amalgam of a goat, a lion,
and a dragon, but a nearly limitless variety of
chimeras exist. Some exhibit the behaviors of the
beasts that comprise them, but all chimeras share
the viciousness of their demonic creator. Chimeras
claim territory in lands far removed from civiliza-
tion. Adventurers might encounter a chimera atop
a windswept crag, within a trackless jungle, or—
in the case of chimeras formed from aquatic beasts—
inside a grotto deep beneath the waves.

Blasphemous Rites. Since the creation of the first
chimeras, various cults have learned the magic to
create more of these horrible monsters. The ritual
requires three different living animals, which form
the new chimera once the ceremony is complete.
Cultists typically collect the most ferocious crea-
tures they can find for this unholy rite, to ensure
the newborn terror pleases their infernal master.
Territorial and with several pairs of eyes always
on alert, a chimera makes a fearsome guardian.

Legends and Lore

With an Arcana or Nature check, characters can
learn the following:

DC 10 A chimera is a three-headed, winged
monster with a goat, lion, and dragon head.
DC 15 There are many types of chimeras besides

the goat-lion-dragon type, often with heads that
match the environment in which they live.



Chimera Encounters

Chimeras terrorize wild places everywhere.

CR 5-10 Chimera
Treasure 800 gp, 1,000 sp, incomplete
bestiary (50 gp), spell scroll of invisibility,
wand of wonder

Siens

1 Charred trees
2 Tracks: a mix of big-cat and hoof prints
3 A charred corpse

4 A distant roar

Behavior

1 In its lair, resting on bones and treasure

2 Returning to its lair with a prize in its
mouth, such as a dying human or a bloody,
ring-encrusted hand

Two of its heads are fighting with one another
Flying overhead looking for prey

In aerial combat against a wyvern

A »nn K~ W

Toying with a group of terrified merchants

or other travelers

CHIMERA
LEGENDARY LARGE MONSTROSITY

AC 13 (natural armor)
HP 114 (12d10 + 48; bloodied 57)
Speed 30 ft., fly 60 ft.

STR DEX CON INT wIs CHA
18 (+4) 10(+0) 18(+4) 3(-4) 16(+3) 10 (+0)
Proficiency +3; Maneuver DC 15

CHALLENGE 7
2,900 XP

Saving Throws Con +7, Int -1, Wis +6

Skills Perception +6 (see Three Heads)

Senses darkvision 60 ft., passive Perception 21

Languages —

Reactive Heads. The chimera can take three reactions
per round, but not more than one per turn.

Three Heads. The chimera has advantage on Perception
checks and on saving throws against being blinded,
charmed, deafened, frightened, stunned, and knocked
unconscious, and it can’t be flanked.

Wakeful. When one of the chimera’s heads is asleep, the
others are awake.

ACTIONS

Headbutt. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit: 11 (2d6 + 4) bludgeoning damage. The
target must succeed on a DC 15 Strength saving throw
or fall prone.

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

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 9 (2d4 + 4) slashing damage, or 14 (4d4 + 4)
slashing damage against a prone target.

Breath Weapon (Recharge 5-6). The dragon head breathes
fire in a 15-foot cone. Creatures in the area make a DC 15
Dexterity saving throw, taking 21 (6d6é) fire damage on
a failed save or half damage on a success.

REACTIONS

Tail Swipe (1/Day). If a creature within 5 feet hits the
chimera with a melee attack, the attacker is battered
by the chimera’s tail. The attacker makes a DC 15
Strength saving throw. On a failure, it takes 9 (2d4 + 4)
bludgeoning damage and is pushed 10 feet from the
chimera and knocked prone.

Winged Charge (1/Day). If a creature the chimera can
see hits it with a ranged attack, the chimera leaps off
the ground and moves up to its fly speed towards the
attacker. If within range, the chimera then makes a

headbutt attack against the attacker.
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LEGENDARY ACTIONS
The chimera can take 2 legendary actions, choosing
from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the start of its turn.

Bite. The chimera uses its Bite attack.

Claw. The chimera uses its Claw attack.

Combat

The chimera uses its Breath Weapon when it can.
It usually makes a headbutt attack on its turn, and
it uses each of its legendary actions to claw a prone
creature or bite anyone else. If a creature hits it
with a particularly potent ranged attack, it uses
its Winged Charge to try to punish that creature.
It fights to the death.

Variants: Regional Chimeras

There are many types of chimera, often composed of
animals native to a particular habitat. Their statis-
tics and attacks are nearly identical to those of the

standard chimera. Some regional variations include:

Faerie chimera. White stag headbutt, black wolf
bite, and silver dragon claw and breath weapon.
This chimera’s breath weapon deals cold damage,
and its form cannot be changed through poly-
morph or similar magic.

Fiendish chimera. Bat wings and bite, hellhound
breath weapon and claw, and nightmare trample
which deals the same damage as the headbutt attack.
This chimera is immune to fire damage.

Sea chimera. Shark bite, lobster claw, and
narwhal headbutt. The narwhal’s breath weapon
is an ear-splitting cone of whalesong that deals
thunder damage. This chimera has a swim speed
of 60 instead of a fly speed.

Sewer chimera. Alligator bite, giant rat claw, and
horned snake headbutt. The horned snake exhales
the breath weapon, a cone of gas that deals poison
damage. This chimera is immune to poison damage
and the poisoned condition, and it has a swim speed
of 60 instead of a fly speed.

Tundra chimera. Polar bear bite, elk headbutt,
and white dragon breath weapon. This chimera
is immune to cold damage and its breath weapon
deals cold damage.
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Chuul

Though they bear many of the physical characteristics
of crustaceans, chuuls are not natural creatures. Eons
ago, the aboleth created chuuls to serve as custodians
for their humanoid thralls. With the decline of the
aboleth empire, most chuuls now exist in solitude,
patiently awaiting the return of their aquatic masters.

Deep Conditioning. Chuuls are intelligent enough
to understand language — or, as is more often the
case, the telepathic dictates of their aboleth overlords.
Few chuuls, however, exhibit any sort of free will. A
chuul without its master will follow the last orders
it received, mindlessly patrolling a certain area or
attacking any humanoid it encounters. Chuuls repro-
duce by laying eggs, but they do not age, meaning the
oldest chuuls have spent countless centuries carrying
out the mandates of long-departed masters.

Warped by Magic. Chuuls can sense magic and
often hoard magic items they find on the bodies of
their victims. Some even decorate their exoskeletons
with these enchanted treasures, drawing on their
power in a rudimentary way. Still others are warped
by the proximity of magic, growing to incredible size
or twisted into aberrations so horrific that normal
chuuls look ordinary by comparison.

Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 15 Aboleths created chuuls as servants.
Chuuls are more intelligent than they appear
and can detect magic but have no desires of
their own.

DC 20 A chuul’s tentacles drip a powerful
paralytic toxin.

Chuul Encounters

Chuuls stalk underwater caverns or keep watch

over sunken ruins.

CR 5-10 1 or 2 chuuls; spell-warped chuul
Treasure 3 spheres enchanted with different
colors of continual flame (25 gp each), spell
scrolls of magic missile and sleep inscribed
on bronze tablets, spellguard shield



CR 11-16 3 chuuls; spell-warped chuul with
1d4 aboleth thralls (see aboleth)
Treasure magic chess board that plays black
at novice skill level (25 gp), pearl of power,
+1 trident

Sions

1 An armor-clad skeleton, its breastplate
crushed by some incredible force

2 A brief distortion in the weave of magic that
spellcasters in the area automatically detect

3 A shipwreck, its hull torn open like paper

4 A clutch of slimy, yellow-green egg sacs

Behavior

CHUUL
LARGE ABERRATION

AC 16 (natural armor)
HP 93 (11d10 + 33; bloodied 46)
Speed 30 ft., swim 40 ft.

STR DEX CON INT WIS CHA
18(+4) 10(+0) 16(+3) 5(-3) 16(+3) 10(+0)
Proficiency +3; Maneuver DC 15

CHALLENGE 5
1,800 XP

Damage Immunities poison

Condition Immunities frightened, poisoned

Senses darkvision 60 ft., passive Perception 13

Languages understands Deep Speech but can’t speak

Amphibious. The chuul can breathe air and water.

Detect Magic. The chuul senses a magical aura around
any visible creature or object within 120 feet that
bears magic.

1 Lured by the presence of magic, now waiting
to ambush the party

2 Guarding the gates of an abandoned under-
water city

Admiring the magic ring it wears on its tentacle
Leading a group of shackled humanoid captives

Locked in mortal combat with a giant shark
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Oblivious to its surroundings as it receives a

psychic message from its master

ACTIONS

Multiattack. If the chuul is grappling a creature, it
uses its tentacle on that creature. It then makes two
pincer attacks.

Pincer. Melee Weapon Attack: +7 to hit, reach 5 ft., one
Large or smaller target. Hit: 11 (2d6 + 4) bludgeoning
damage. If the target is a creature, it is grappled
(escape DC 15). When carrying a grappled creature,
the chuul can move at full speed. A pincer that is
being used to grapple a creature can be used only to
attack that creature.
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Tentacle. A grappled creature makes a DC 14 Constitution
saving throw. On a failure, it is paralyzed for 1 minute.
The creature repeats the saving throw at the end of each
of its turns, ending the paralysis on a success.

Combat

The chuul seeks out magical treasure. It uses its
Detect Magic ability to choose the target with the
most visible magic items. The chuul tries to grapple
that creature and then paralyze it on the next turn.
Once the chuul has at least one creature seized, it

retreats, trying to carry its victim to its master.

VVariants: Spell-Warped Chuul

Exposure to magic transforms some chuuls into
terrifying monstrosities.

A spell-warped chuul is CR 7 (2,900 XP), has 127
(15d10 + 45; bloodied 63) hit points, and possesses
one of the following traits:

Absorb Magic. The chuul has advantage on saving throws
against spells and other magical effects. Whenever
the chuul successfully saves against a spell or magical
effect, it magically gains 5 (1d10) temporary hit points.
While these temporary hit points last, the chuul’s pincer
attacks deal an additional 3 (1d6) force damage.

King-Sized Claw. One of the chuul’s pincers deals 18
(4d6 + 4) bludgeoning damage on a successful hit. A
creature grappled by this pincer makes ability checks
to escape the grapple with disadvantage.

Rune Drinker. Whenever the chuul takes damage from a
magic weapon, until the start of the chuul’s next turn
attacks made with that weapon have disadvantage, and
the chuul gains a +4 bonus to AC.

Sparking Wand. A wand of lightning bolts adorns the
chuul’s carapace. A creature that starts its turn within
10 feet must make a successful DC 14 Dexterity saving
throw or take 7 (2d6) lightning damage. As an action, a
creature within 5 feet of the chuul can grab the wand
by making a successful DC 14 Athletics or Sleight of
Hand check. A creature that fails this check must make
a DC 14 Dexterity saving throw. On a failed save, the
creature takes 7 (2d6) lightning damage and is knocked
prone. On a successful save, a creature takes half damage
and isn’t knocked prone.
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Cloaker

Cloakers resemble flying stingrays with long, whip-
like tails and sharp teeth. They are stone-gray on
their top sides and pallid corpse-like white on their
lower. When at rest clinging to a wall, a cloaker
bears an uncanny resemblance to a hanging cloak,
its two rows of black eyes resembling buttons.

Alien Language. Cloakers are often believed to
be instinct-driven predators, but they are in fact
highly intelligent creatures that communicate over
vast underground distances with their moans, most
of which are inaudible to humanoids. A creature
that could hear and understand the full range of
the cloaker’s haunting language might be fore-
warned of underground menaces—and might
learn secrets best unknown.

The Nightfall. Though cloakers are clearly
intelligent, their motivations have always been a
mystery. Recent discoveries, however, reveal that
cloakers possess a strange fascination with an
event they call the “Nightfall.” In preparation
for the Nightfall, they have begun to study the
progress of celestial bodies through the heavens
and—most disturbingly— eclipses. Some scholars
now speculate that cloakers plan a planet-wide
invasion of the surface world.

Legends and Lore

With an Arcana or Nature check, characters can
learn the following:

DC 15 Cloakers are monsters that resemble
draped black cloth. They suffocate the unwary.

DC 20 Cloakers are intelligent creatures with
mind-twisting powers. They fear light.

Cloaker Encounters

Alone or in flocks, cloakers swoop and soar through
the lightless caverns beneath the earth.
CR 5-10 Cloaker; cloaker with 1d4 grimlocks;
cloaker with 1d4 darkmantles
Treasure hat of disguise



CR 11-16 2 cloakers; cloaker with rug of smoth-

ering and 1d3 suits of animated armor
Treasure cloak of elvenkind, cloak of the
manta ray

Siens

Behavior

1 A distant eerie moan

2 A dead monster such as a minotaur (possibly
with treasure); DC 14 Medicine check reveals
that the monster was strangled to death

3 An everburning torch inscribed with a warning
against the dangers lurking in the dark

4 An altar crudely carved with alien spiral
patterns

1 Hunting in the shadows

2 Flitting about an ancient orrery which pres-
ages an eclipse
Clinging to the wall like a cloak on a hook
4 1In a cobwebbed, furnished area, masquer-
ading as a black curtain, tablecloth, cloak, or
similar item; DC 16 Perception check reveals
that everything is dusty except the cloaker
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CLOAKER CHALLENGE 8
LARGE ABERRATION 3,900 XP
AC 13

HP 97 (13d10 + 26; bloodied 48)
Speed 10 ft., fly 50 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 14(+2) 12(+1) 12(+1) 12(+1)
Proficiency +3; Maneuver DC 15
Saving Throws Wisdom +4
Skills Stealth +6 (+1d4)

Damage Resistances bludgeoning

Condition Immunities charmed, frightened

Senses darkvision 60 ft., passive Perception 11

Languages Deep Speech, Undercommon

False Appearance. When motionless, the cloaker is
indistinguishable from a black cloak or similar cloth
or leather article.

Light Sensitivity. The cloaker has disadvantage on attack
rolls and Perception checks while in bright light.

Phantasms (1/Day). The cloaker magically creates flick-
ering illusions of itself in its space. Attacks on it have
disadvantage. This effect ends after 1 minute, when
the cloaker enters an area of bright light, or when it
successfully grapples a creature.

ACTIONS

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit: 11 (2d6 + 4) piercing damage, and the
target is grappled (escape DC 15). If the cloaker has
advantage against the target, the cloaker attaches
to the target’s head, and the target is blinded and
suffocating. Until this grapple ends, the cloaker auto-
matically hits the grappled creature with this attack.
When the cloaker is dealt damage while grappling, it
takes half the damage (rounded down) and the other
half is dealt to the grappled target. The cloaker can
have only one creature grappled at once.

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one
creature. Hit: 7 (1d6 + 4) slashing damage plus 3 (1d6)
poison damage, and the creature makes a DC 13 Consti-
tution saving throw. On a failure, it is poisoned until the
end of the cloaker’s next turn.

Moan. The cloaker emits a bone-chilling moan. Each
non-aberration creature within 60 feet that can hear
its moan makes a DC 13 Wisdom saving throw. On a
failure, it is frightened until the end of the cloaker’s
next turn. When a creature succeeds on this saving
throw, it becomes immune to the cloaker’s Moan for
24 hours.
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REACTIONS
Reactive Tail. When hit or missed with a melee attack,

the cloaker makes a tail attack against the attacker.
Angry Moan. When the cloaker takes damage, it
uses Moan.

Combat

A cloaker never attacks unless it can do so with

surprise. It either masquerades as a cloth item or

uses Phantasms and lurks in the darkness or over-
head. When it attacks, it bites. The first time it is
attacked each turn, it uses Reactive Tail or Angry
Moan. The cloaker flees if reduced to 20 hit points

or fewer, if a creature escapes its grapple, or when
in bright light. While fleeing, it uses its reactions to

slow pursuit. A cloaker forced to flee often returns
to stalk its foes, waiting for an opportune time to

strike again.

Variant: Sand Ray

Cloaker statistics can be used for a sand ray, a levi-
tating manta-ray-like creature that haunts deserts,
or a shroud ray, an underwater form of intelligent
manta ray that disguises itself as the ocean floor.

The shroud ray has a swim speed instead of a fly
speed and can only breathe underwater. For either
variant, the cloaker’s False Appearance trait is
replaced with the following:

False Appearance. When motionless, the ray is
indistinguishable from a patch of sand.



Clockworks

Clockworks are constructs of steel and bronze that
perform complex routines. Clockworks are neither
living nor magical, but their clever engineering can
make them appear to be both.

Nonmagical Guards. In a world where magic
prevails, mundane engineering is rarely appreciated.
But clockwork constructs have one advantage that
sets them apart from magical inventions —their
very lack of magic. Dungeon architects pay princely
sums for complex nonmagical sentries, knowing all
too well that thieves have many tools to detect and
bypass magic.

Authorization Required. Clockworks perceive
the world using delicate sensors capable of picking
up the slightest vibrations. They sense shape but not
color, and are not fooled by visual illusions. Never-
theless, they are able to identify individual creatures
by their shape, size, and behavior. They can be
programmed to allow authorized creatures to enter
an area, while attacking or monitoring intruders.

Creations of Routine. Clockworks follow instruc-
tions built into them by their creators. While these
instructions can be very complex, clockworks don’t
think and don’t learn. If you trick a clockwork once,
you can do so again the next time you meet it.

Clockwork Nature. A clockwork doesn’t require
air, nourishment, or rest, and is immune to disease.

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

Legends and Lore

With an Engineering or History check, characters
can learn the following:

DC 15 Engineers and artificers can build metal
spiders, suits of armor, and larger constructs out
of nothing but gears and springs.

DC 20 Clockworks are not magical and don’t
think or learn. Given the same situation, they
will always act the same way.

Clockwork Encounters

Clockworks guard palaces, fortresses, and
ancient tombs.

CR 0-2 bolt-thrower; 1d4 clockwork spiders

CR 3-4 clockwork sentinel; 2 bolt-throwers;
bolt-thrower with animated armor

CR 5-10 crusher; clockwork sentinel with 1 to 3
bolt-throwers

Siens

1 Ruts worn into stone floors
2 Distant clanks, clicks, and hisses

3 Workbenches containing artisan tools, gears,
springs, and the like

4 Inert and half-assembled engineering projects

Behavior

1 Patrolling: attacks intruders on sight

2 Stationary: attacks if intruders take certain
forbidden actions

3 Malfunctioning: emitting sparks as it walks
in a circle or performs some useless activity.
Attacks if interacted with

4 TFollows a list of preprogrammed instructions

Bolt-Thrower

Bolt-throwers are among the most common and
affordable clockworks, highly valued for their versa-
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tility. Bolt-throwers are usable anywhere there’s a wall,
ceiling, or roof, and are not as time-intensive to create
as their more complex counterparts.

BOLT-THROWER
SMALL CONSTRUCT

AC 14 (natural armor)

HP 44 (8d6 + 16; bloodied 22)

Speed 15 ft., climb 15 ft.
STR DEX CON INT WIS
6(-2) 16(+3) 14(+2) 1(-5) 6(-2)

Proficiency +2; Maneuver DC 13

Skills Perception +0 (+1d8)

Damage Immunities poison, psychic

CHALLENGE 2
450 XP

CHA
1(-5)

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

Senses blindsight 120 ft. (blind beyond that range),
passive Perception 14

Languages —

Clockwork Sights. The bolt-thrower does not have
disadvantage on attack rolls when making ranged
attacks within 5 feet of a hostile creature.

Rooted. The bolt-thrower can use a bonus action to
anchor itself to or detach itself from a surface. While
anchored, the bolt-thrower’s Speed is 0, and a DC 20
Strength check is required to detach it. A bolt-thrower
cannot use its heavy crossbow unless it is anchored.

ACTIONS
Multiattack. The bolt-thrower attacks once with each of

its crossbows.
Light Crossbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 7 (1d8 + 3) piercing damage.
Heavy Crossbow. Ranged Weapon Attack: +5 to hit,
range 100/400 ft., one target. Hit: 8 (1d10 + 3)
piercing damage.

Combat

The bolt-thrower fires bolts at the closest unautho-

rized creature. If struck in melee, it fires both bolts on
its next turn, detaches as a bonus action, and moves

away from its attacker. On its next turn, unless struck
in melee again, it anchors itself and fires its bolts.

Clockwork Sentinel

A luxury only the truly wealthy can afford, clock-

work sentinels are among the most complicated
clockworks in existence. They can take years or
even decades to build, but once complete they are
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exceptionally durable. A clockwork sentinel can
remain functional for hundreds of years, faithfully
watching over their owners— or the halls of their
long-abandoned estates—for generations.

CLOCKWORK SENTINEL
MEDIUM CONSTRUCT

AC 18 (natural armor)
HP 60 (8d8 + 24; bloodied 30)

CHALLENGE 4
1,100 XP

Speed 35 ft.
STR DEX CON INT WIS CHA
16 (+3) 12(+1) 16(+3) 1(-5) 6(2) 1(-5)

Proficiency +2; Maneuver DC 13

Skills Athletics +5, Perception +0 (+1d4), Survival +0
(+1d4)

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

Senses blindsight 120 ft. (blind beyond that range),
passive Perception 12

Languages —

False Appearance. While motionless, the sentinel is
indistinguishable from normal armor.

ACTIONS

Multiattack. The sentinel attacks three times.

Halberd. Melee Weapon Attack: +5 to hit, reach 10 ft.,
one target. Hit: 8 (1d10 + 3) slashing damage.

Calculated Sweep. The sentinel makes a melee attack
against each creature of its choice within 10 feet.
On a critical hit, the target makes a DC 13 Strength
saving throw, falling prone on a failure.

BONUS ACTIONS
Overclock (Recharge 5-6). The sentinel takes the
Dash action.

REACTIONS
Parry. The sentinel adds 2 to its AC against one melee
attack that would hit it.

Combat

The clockwork sentinel attacks unauthorized crea-
tures, pursuing them for up to 1 mile if they flee the
area the sentinel has been programmed to guard.

Gear Spider

Although they don’t attract as much attention as
larger constructs, gear spiders are extremely sophis-
ticated devices. Contained within their elliptical
bodies are rudimentary image-recording devices



and high-functioning logic engines that make them
“smarter” than their peers. They’re familiar with a
territory and able to recognize when something has
been altered or changed. They are limited in their

use but superior to many living guards and spies:

untiring, relentless, impartial, and with faultless

visual memories.

GEAR SPIDER
TINY CONSTRUCT

AC 13 (natural armor)
HP 28 (8d4 + 8; bloodied 14)
Speed 30 ft., climb 20 ft.
STR DEX CON INT WIS CHA
6(-2) 15(+2) 12(+1) 2(-4) 6(-2) 1(-5)
Proficiency +2; Maneuver DC 12
Skills Perception +0, Stealth +4

CHALLENGE 1/2
100 XP

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

Senses blindsight 60 ft., passive Perception 10

Languages —

ACTIONS

Claw. Melee Weapon Attack: +0 to hit, reach 5 ft., one
target. Hit: 1 slashing damage.

Needle. Ranged Weapon Attack: +4 to hit, range 20/40 ft.,
one target. Hit: 4 (1d4 + 2) piercing damage.

BONUS ACTIONS

Photograph. The gear spider stores a black and white
image of what it can see. The gear spider can hold up
to 10 images at a time. Retrieving the image storage
device inside the gear spider requires 1 minute. Once
the device is accessed, viewing a stored image requires
a DC 12 Investigation check to make out any details.

Combat

The gear spider has perfect memory of an area no
larger than a 1,000-foot cube. When the gear spider
senses an intruder or a clue to intrusion in its area,
it uses Photograph. If attacked, it responds with its
needle attack and flees.

Crusher

Heralded by many sages as a pinnacle of engineering,
the crusher is a wheeled, cube-like contraption that
rolls a massive stone cylinder in front of it. Stories
of explorers being crushed beneath its cylinder are
not exaggerations, however, and only the bravest or

best-equipped adventurers can face off against one
of these constructs.

CRUSHER
LARGE CONSTRUCT

AC 20 (natural armor), 14 while prone
HP 115 (11d10 + 55; bloodied 57)

CHALLENGE 10
5,900 XP

Speed 20 ft.
STR DEX CON INT WIS CHA
20(+5) 8(1) 20(5) 1(-5) "6iz2)ENIEE

Proficiency +4; Maneuver DC 17

Skills Perception +2

Damage Immunities poison, psychic

Condition Immunities blinded, charmed, deafened,
fatigue, frightened, paralyzed, petrified, poisoned

Senses blindsight 60 ft. (blind beyond that range),
passive Perception 12

Languages —

ACTIONS

Crush. The crusher moves up to its Speed in a straight line.

While doing so, it can attempt to enter Large or smaller
creatures’ spaces. Whenever the crusher attempts to
enter a creature’s space, the creature makes a DC 17
Dexterity or Strength saving throw (the creature’s
choice). If the creature succeeds at a Strength saving
throw, the crusher’s movement ends for the turn. If
the creature succeeds at a Dexterity saving throw, the
creature may use its reaction, if available, to move
up to half its Speed without provoking opportunity
attacks. The first time on the crusher’s turn that it
enters a creature’s space, the creature is knocked
prone and takes 50 (10d8 + 5) bludgeoning damage.
A creature is prone while in the crusher’s space.

Ram. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 23 (4d8 + 5) bludgeoning damage. If the
crusher moves at least 20 feet straight towards the
target before the attack, the attack deals an extra 18
(4d8) bludgeoning damage.

BONUS ACTIONS

Overclock (Recharge 5-6). The crusher takes the
Dash action.

Combat

The crusher moves straight towards the closest crea-
ture not authorized to be in its area, crushes it, and

then moves towards the next creature, using Over-
clock if available. It repeats the process until no living
unauthorized creatures remain. The crusher uses its
ram attack to knock down obstacles.
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Cockatrice Behavior

1-2 Flies into a frenzy and attacks intruders

A grotesque amalgam of rooster and reptile, the 3 Gulping down beetles; attacks if disturbed

cockatrice would be comedic if it weren’t so vicious. 1 " il

: . .o y et 4 Sleeping with its head under its wing

With wicked talons and a petrifying bite, this dimin-

utive creature attacks at the slightest provocation, 5 Trying to peck its way out of a sack
6

making it a fearsome pest for farmers and adven- Strutting around a statue, possibly of
turers alike. someone the party knows
Alchemical Eggs. A cockatrice lays clutches of
three to five eggs, incubating them for fifteen days
before they hatch. Many alchemists, wizards, and
other arcane practitioners value the eggs for their
magical properties, but only if the eggs are harvested
within the first five days of incubation: after that, the
growing chick alters the makeup of the egg, rendering
it alchemically inert. The shells can be collected after
hatching, though they’re far less potent. A cockatrice

chick’s egg tooth, however, sells for a pretty penny to
the right merchant.

Legends and Lore

With an Arcana or Nature check,
characters can learn the following:

DC 10 Cockatrices are fierce
chicken-like birds that can turn

creatures to stone.

DC 15 A cockatrice’s bite turns
a creature to stone for one day.

Cockatrice Encounters

Cockatrices nest in the wild and

underground, but they dislike cold regions.

CR 0-2 1 or 2 cockatrices; cockatrice hidden
among a flock of chickens
Treasure 3 cockatrice eggs (25 gp each)

siens

1-2 Realistic statue of a goblin, rat, cockatrice,

or other creature
3 Chicken footprints

4 A distant rooster crow
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COCKATRICE CHALLENGE 1/2
SMALL MONSTROSITY 100 XP
AC 12

HP 27 (6d6 + 6; bloodied 13)
Speed 20 ft., fly 40 ft.

STR DEX CON INT WIS CHA
6(-2) 14(*2) 12(+1) 2(-4) 12(+1) 5(-3)
Proficiency +2; Maneuver DC 12
Senses darkvision 60 ft., passive Perception 11

Languages —

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 4 (1d4 + 2) piercing damage, and the target makes
a DC 11 Constitution saving throw against being petrified.
On a failure, the target is restrained as it begins to turn
to stone. A lesser restoration spell ends this effect. If still
restrained, the creature must repeat the saving throw
at the end of its next turn. On a success, the effect ends.
On a failure, the creature is petrified for 24 hours.

REACTIONS
Frenzy (1/Day). When attacked by a creature it can
see within 20 feet, the cockatrice moves up to
half its Speed and makes a bite attack against
that creature.

Combat

When angered, the cockatrice flaps at
the nearest enemy and attacks. It attacks
whoever damaged it most recently. It fights
to the death.

Variant: Coralfish

The ornery and brightly-colored coralfish

lives in coral reefs. It bites any creature that
approaches it. Its statistics are identical to the
cockatrice except its only movement mode is a
swim speed of 40, it can only breathe underwater,
and its petrification effect turns creatures into
brightly-colored coral statues for 24 hours.

Couatl

The couatl is breathtaking in its beauty and benevo-
lent in its demeanor. A solitary being of wisdom and
insight, the couatl is rarely seen outside its lair. Most
civilizations consider couatls the stuff of legends.

Solitary Guardians. The gods created couatls to
guard places of power or to carry out a single task
of divine importance. Some couatls have completed
their tasks and are free to wander the planes—
these couatls are drawn to buried libraries, ruins
of forgotten civilizations, and other sources of lost
knowledge. If another couatl already guards its
destination, the couatl continues on; otherwise, it
remains in that location as its de facto protector
until it feels it is no longer needed, or until another
call lures it away.

Knowledge Seekers. Occasionally, a couatl is
drawn to a populated settlement. In these cases,
the couatl disguises its appearance and walks
among the people, learning what it can from the
living, teeming civilization around it.

Legends and Lore

With a Nature or Religion check, characters can

learn the following:

DC 15 Legends tell of flying snakes that inhabit
holy places.

DC 20 Couatls are wise, celestial beings that
guard holy places and possess lost knowledge.
They can cast spells and adopt the forms of
humanoids or beasts.

Couatl Encounters

Couatls most often inhabit forests and jungles but

can be found guarding any holy place.

CR 3-4 couatl; couatl with 1d4 winged snakes;
couatl with 1 or 2 acolytes; couatl with faerie
dragon
Treasure broken sword (if reforged under
certain circumstances it may become a magical
weapon), necklace of prayer beads
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Behavior

1 In its lair, guarding a jewel-like egg or
holy treasure

2 In human form, with a treasure, message,
or request for help

Waiting to fulfill its part in an ancient prophecy

4 With a mystical sense it will die soon; in the
meantime, willing to enter into any dangerous
scheme that advances the cause of good

COUATL CHALLENGE 4
MEDIUM CELESTIAL 1,100 XP

AC 16 (natural armor)
HP 85 (10d8 + 40; bloodied 42)
Speed 30 ft., fly 90 ft.

STR DEX CON INT WIS CHA
18 (+4) 18(+4) 18(+4) 18(+4) 20(+5) 18 (+4)
Proficiency +2; Maneuver DC 14
Saving Throws Con +6, Wis +7, Cha +6
Skills Perception +7, Persuasion +6, Religion +6

Damage Resistances psychic, radiant; damage from
nonmagical weapons

Senses truesight 120 ft., passive Perception 17

Languages all, telepathy 120 ft.

Innate Spellcasting. The couatl’s spellcasting ability is
Charisma (spell save DC 14). It can innately cast the
following spells, requiring no material components:
At will: detect evil and good, detect magic

3/day each: create food and water, detect thoughts,
lesser restoration
Signs 1/day each: dream, greater restoration, scrying
Lawful Good. The couatl radiates a Lawful and Good aura.

1 Flying snakes fluttering peacefully nearby Nondetection. The couatl can't be targeted or perceived

2 Brilliant foliage and jewel-like flowers by divination magic.
3 A shrine heaped with offerings ACTIONS

. . . trict. Melee Wi Attack: +6 to hit, hs ft,,
4 Dragonflies buzzing around bright flowers; (M Bt ap og litacic shp hityreach'>

. one Medium or smaller creature. Hit: 14 (3d6 +

DC 13 Perception or Nature check reveals g ) 4 4)
. . bludgeoning damage, and the target is grappled (escape
that the dragonflies are actually tiny o _ )
DC 14). Until this grapple ends, the target is restrained,

winged snakes ) _
the couatl can’t constrict other targets, and the couatl
has advantage on attacks against the target.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) piercing damage, and the target
makes a DC 14 Constitution saving throw. On a failure,

it is poisoned for 24 hours. The target is unconscious
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until the poisoned condition ends or a creature uses an
action to shake the target awake.

Heal (1/Day). The couatl touches a creature, magically
healing 20 hit points of damage and ending the
poisoned condition on that creature.

Shapeshift. The couatl magically changes its form to
resemble that of a humanoid or beast, or back into its
true form. It reverts to its true form if it dies. If its form
is humanoid, it is equipped with clothing and a weapon.
While shapeshifted, its statistics are the same except that
it can’t use Constrict and Shielding Wing and it may gain
a swim speed of 60 or lose its fly speed if appropriate
to its new form. If it’s a beast, it can use its bite attack.
If it’s a humanoid, it may make a weapon attack, which
functions identically to its bite attack.

REACTIONS

Shielding Wing. When the couatl or a creature within 5
feet is attacked, the couatl can interpose a wing and
impose disadvantage on the attack.

Combat

The couatl constricts its most dangerous or wicked
foe and then bites it with advantage. It uses Shielding
Wing to protect allies first, itself second. It retreats
only if the stakes are minor.

Cyclops

The cyclops is a fearsome, one-eyed giant. Though
imposing in size and strength, it lacks anything
resembling a quick wit or critical thinking skills,
making it easy to trick.

Simple Folk. Cyclopes live isolated lives, either
completely alone or with a small family group, raising
sheep and other herd animals and bartering with
their own kind. They are not interested in greater
intellectual pursuits and do not fare well in social
situations or at games of wit or reason. Illusions
confuse them, riddles frustrate them, and flashy
displays of magic can cause an aggressive cyclops to
back off quick. Adventurers must be wary, however:
there’s a fine line between intimidating and terrifying,
and a panicked cyclops is even more violent than
an angry one.

Legends and Lore

With a History or Nature check, characters can
learn the following:

DC 10 Cyclopes are simple, one-eyed giants who
often live in caves or ruins.

DC 15 Cyclopes are not always hostile, but they
rarely respond well to creatures who move or
talk too quickly.

Cyclops Encounters

Cyclopes make their homes in caves, ruins, forests,

or other far-flung locales.

CR 5-10 cyclops; cyclops with ogre; cyclops with

1d4 + 2 goblins; cyclops with 1d4 giant goats
Treasure 500 gp, 1,100 sp, dozens of marble
figurines of cyclopes of all ages (250 gp)

CR 11-15 2 cyclopes; cyclops with 2 or 3 cave

bears; cyclops myrmidon
Treasure 1,800 gp, gold ewer (750 gp), potion
of supreme healing, single eye of minute seeing,
shield of missile attraction

Wilderness and Underground Signs

1 Filthy, musty smell

2 Distant hoarse bellowing
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A splintered club or shattered boulder
Immense bare footprints

The ground trembles with distant,
huge footfalls

6 A corpse pinned beneath a big rock

Wilderness Behavior

1 Guarding prisoners for when it gets hungry
2 Tending livestock such as giant goats

3 Ripping down a tree to craft a club
4

Living in an ancient ruined shrine, using a
fallen statue as a bench

Undereround Behavior

1 Trying to smash a locked or stuck door
2 Herding giant spiders

3 Patrolling for an evil master

4

a wise cyclops seer with the ability to cast
arcane eye once per day: will give you infor-
mation for food and treasure

Names

Arges, Hephontus, Tiryn, Yellow-Eye

CYCLOPS

HUGE GIANT

AC 13 (natural armor)

HP 126 (11d12 + 55; bloodied 63)
Speed 40 ft.

CHALLENGE 7
2,900 XP

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

Proficiency +3; Maneuver DC 16

Skills Animal Handling +3, Survival +3

Senses passive Perception 10

Languages Giant

Panicked Rage. While a cyclops is frightened and the
source of its fear is in sight, it makes attack rolls with
advantage instead of disadvantage.

Poor Depth Perception. The cyclops makes all ranged
attacks with disadvantage.

ACTIONS
Multiattack. The cyclops makes two melee attacks.
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Club. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 18 (3d8 + 5) bludgeoning damage.

Rock. Ranged Weapon Attack: +8 to hit, range 120
ft. (see Poor Depth Perception), one target. Hit: 32
(5d10 + 5) bludgeoning damage.

BONUS ACTIONS

Thick Skulled (1/Day). The cyclops can end one condition
on itself that was imposed through a failed Wisdom
saving throw.

REACTIONS

Big Windup. When a creature hits the cyclops with a
melee attack, the cyclops readies a powerful strike
against its attacker. The cyclops has advantage on the
next club attack it makes against the attacker before
the end of its next turn.

Combat

The cyclops throws rocks when it can’t reach its
foe but it prefers melee. It uses its club attack on
whichever creature it has targeted with Big Windup.
It may retreat or surrender if reduced to 30 hit points
or fewer, unless it is too enraged to notice its wounds.

Variant: Cyclops Myrmidon

Although cyclopes are not naturally warlike, their
toughness, strength, and gullibility make them useful
pawns for warlords and conquerors. A well-armored
and armed cyclops makes a fierce soldier.

A cyclops myrmidon is CR 10 (5,900 XP). It
wears splint armor (AC 17) and wields an immense,
long-handled maul. It has the following melee attack
instead of a club.

Maul. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 26 (6d6 + 5) bludgeoning damage.

Variant: Merclops

A merclops is a denizen of the deep ocean resembling

a huge, one-eyed merfolk.

The merclops has a swim speed of 60 and breathes
water. Instead of the cyclops’s rock attack, it has the
following attack:

Harpoon. Melee or Ranged Weapon Attack: +8 to hit,
reach 10 ft. or range 90 ft. (see Poor Depth Percep-
tion), one target. Hit: 27 (4d10 + 5) piercing damage.
The target makes a DC 16 Strength saving throw. On
a failure, the merclops pulls the target up to 30 feet
toward the merclops.




Darkmantle

Darkmantles billow down from cave ceilings, creating
orbs of magical darkness as they envelop and crush
passing creatures in their membranous folds.

Ceiling Skulkers. A darkmantle resembles a squid
with flaps of skin connecting its tentacles to form
a flowing mantle. It has a conical body and soft,
flexible skin that can change both color and texture,
allowing it to blend in perfectly with its surround-
ings. When flocks of darkmantles roost upside down
in pitch-black caverns, they resemble stalactites—
until they take flight. They use echolocation to
navigate the magical darkness they create before
wrapping themselves around the heads of their prey.

Hunting Companions. Intelligent cavern deni-
zens, such as shadow elves and cloakers, sometimes
domesticate darkmantles. While a darkmantle can be
trained like a falcon or hunting dog, it is not judicious
in its choice of target. In settled areas, darkmantles
can pose a serious threat to small pets, children,
and halflings.

Legends and Lore

Darkmantle

Signs ,

1-3 Stalagmites and stalactites

4 A distant scream, suddenly cut off; investi-
gation leads to a dead humanoid, such as a
shadow elf

5 DC 14 Perception check: High, barely-
audible squeaks

6 A drop of blood or mucus falls from the ceiling

Behavior

With a History or Nature check, characters can
learn the following:

DC 10 The shape of a darkmantle’s body and the
rocky texture of its skin make it indistinguishable
from a stalactite, so long as it remains still.

DC 15 Before it strikes, a darkmantle surrounds
itself with an aura of magical darkness. While
doing so, the darkmantle relies on echolocation
to find its way.

DC 20 Darkmantles are about as intelligent as
dogs. They gather in flocks and can be trained
to serve as guardians or hunting animals.

Darkmantle Encounters

Darkmantles lurk in caves and caverns.

CR 0-2: 1 or 2 darkmantles; darkmantle and
swarm of bats

CR 3-4: 3 to § darkmantles; 2 darkmantles and
1 to 3 piercers; darkmantle and 1d4 giant bats
Treasure 200 gp, 300 sp, blood-spattered map

1-2 Indistinguishable from stalactites unless
examined; ambush anything that passes by

3 Flitting around like big bats

4 Caring for a clutch of stone-colored eggs
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DARKMANTLE CHALLENGE 1/2
SMALL MONSTROSITY 100 XP
AC 11

HP 22 (5d6 + 5; bloodied 11)
Speed 10 ft., fly 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 12(+1) 12(+1) 2(-4) 10(+0) 5(-3)
Proficiency +2; Maneuver DC 13

Senses blindsight 60 ft., passive Perception 10

Languages —

Echolocation. The darkmantle can’t use blindsight
while deafened.

False Appearance. While motionless, the darkmantle is
indistinguishable from rock.

ACTIONS

Multiattack. The darkmantle uses Darkness Aura and

makes a crush attack.

Darkness Aura. A 15-foot-radius area of magical darkness
emanates from the darkmantle, spreading around
corners and moving with it. Darkvision and natural light
can’t penetrate it. If the darkness overlaps with an area
of light created by a 2nd-level spell or lower, the spell
creating the light is dispelled. The darkness aura lasts
for 10 minutes or until the darkmantle takes damage.

Crush. Melee Weapon Attack: +5 to hit, reach 5 ft., one
creature. Hit: 6 (1d6 + 3) bludgeoning damage, and the
target is grappled (escape DC 13). If the darkmantle
made the attack with advantage, it attaches to the
target’s head, and the target is blinded and can’t
breathe. While grappling, the darkmantle can only
attack the grappled creature but has advantage on its
attack roll. The darkmantle’s speed becomes 0, and it
moves with its target.

Combat

The darkmantle lies in ambush on the ceiling, waiting

until a creature comes within 10 feet. It then creates
its Darkness Aura and flies to attack a victim. It flees
if it fails to grapple a creature or if detached.
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Demilich

While a lich’s unnatural semblance of life can last
for millennia, the passing centuries blunt its ambi-
tions and crumble its bones to dust. A demilich is
what remains when a lich’s body and spirit have all
but decomposed, leaving behind only a gem-encrusted
skull and perhaps a few bone shards. The demilich
lies dormant and dreams of past glories or arcane
mysteries. Only an immediate threat against itself
or its treasure hoard can rouse it to unleash the
arcane energies it once mastered.

Swirling Dust. When a demilich isn’t active, it is
indistinguishable from an inanimate gemmed skull
lying amidst bone powder. When it moves or attacks,
the dust of its former body swirls around it in a
wraithlike form that gestures as if casting spells.

Soul Gems and Warding Gems. An ancient lich
can extend its unnatural lifespan by binding its soul
to one or two flawless gems set in its skull, usually
in its eye sockets. When a jeweled lich’s bones finally
molder past recognition, these soul gems preserve its
skull and prevent its soul from passing on.

The demilich can use these gems to trap and
devour the souls of those who interrupt its repose.
Each devoured soul increases the demilich’s power
and prolongs its existence. A soul gem looted from a
defeated demilich can be sold for 10,000 gp or more.

A demilich’s skull is often set with up to five smaller
gems, often on its forehead or teeth. These gems are
warded to protect the demilich against enemy spells.
Each warding gem is worth 1,000 gp.

Soul Vessel. The demilich preserves the soul vessel
it used as a lich—usually a small item such as a box
or amulet. If the demilich is destroyed while its
soul vessel survives, the demilich reforms around
the vessel in 1d10 days. A demilich can be perma-
nently defeated only by destroying its soul vessel.

Trapped Lair. Demiliches take great care to
protect their final resting place. The approach to
a demilich’s lair is laden with traps and patrolled
by undead and construct guards. Riddles guide
explorers to (or away from) the demilich’s inner-
most sanctum. Their lairs are often warded against
teleportation and planar travel. Many demiliches
fill their lairs with decoy skulls plastered with
impressive-looking (but worthless) jewels.



Demilich

Legends and Lore

With an Arcana or Religion check, characters can
learn the following:
DC 15 A demilich is what remains of a lich
after all but the skull has crumbled to dust. It
has forgotten its spells but is still dangerous.

DC 20 A demilich can trap a creature’s soul in
a gem set on its skull. Destroying the gem is the
only way to rescue the trapped creature.

Demilich Encounters

Demiliches are found in well-hidden lairs in any

environment.

CR 17-22 demilich
Treasure 2 gems set in skull (10,000 gp each),
40 inanimate skeletons with gemmed eyes (80
gems worth 50 gp each), mirror of life trapping
(used as one of the lair’s defenses), +1 plate
armor with a golden gauntlet (while attuned
to the armor, the wearer can cast cure wounds

at 3rd-level, 1/day)

CR 23-30 demilich with stone guardian; demilich
with 2 or 3 skeletal champions; demilich with 1
or 2 elementals
Treasure 2 gems set in skull (10,000 gp each),
500 pp, 2,300 gp, spell scroll of plane shift,
spell scroll of maze, sphere of annibilation
(used as one of the lair’s defenses)

Sinister Riddles in
a Demilich Dungeon

1 “We build castles and hold up the sea. We
measure your days of mortality.” (sand)

Slgns 2 “This house can be bought but the dweller

CR 31-40 demilich mastermind
Treasure 4 gems set in skull (50,000 gp each),
Toun stone of greater absorption

1 A trapdoor in a tomb, ziggurat, or barrow
2 A door set in the mouth of a giant skull

3 A cryptic message etched into a wall, such as
“Endless Life through the Doors of Death”

4 A riddle indicating which object contains a
key to a magically locked door

won’t pay. You hope and you pray that the
dweller will stay.” (coffin)

“The thief evades the watchman’s eye, the

guard dog’s nose, the lich’s curse. He finds the
treasure, picks the lock, but he is killed by a
part reversed. What killed the thief?” (trap)

“By the window all night weeping, with each
tear your life goes seeping. Wax as you wane!
What are you? Explain!” (candle)
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Lair Features

Each demilich carefully prepares its tomb to ward
off or trap intruders for centuries. Choose or roll
one or more of the following lair features for the
chamber containing the demilich:
1 The first time on a creature’s turn that it
moves at least 5 feet without flying, it disturbs
the yellow mold that covers every surface.

2 Whenever a creature other than the demilich
tries to use a teleportation or planar travel
effect, the effect fails, and the creature takes
22 (4d10) force damage.

3 The lair is crammed with traps of every type.
If a character ends its turn without having
moved, it is targeted by a trap. The trap has a
+10 attack bonus and deals 10 (3d6) damage.
Roll a d6 to determine the trap’s nature and
damage type: 1 dart trap (poison), 2 swinging
blade (slashing), 3 crossbow bolt (piercing),
4 electrified surface (lightning), 5 gout of
flame (fire), 6 collapsing ceiling segment
(bludgeoning, and the creature’s space
becomes difficult terrain).

4 Heaps of skulls set with false gems make the
floor difficult terrain. The demilich can Hide
among the skulls as a bonus action.
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DEMILICH

LEGENDARY TINY UNDEAD

AC 20 (natural armor)

HP 159 (29d4 + 87; bloodied 79)

Speed o ft., fly 30 ft. (hover)
STR DEX CON INT WIS CHA

10 (+0) 24 (+7) 16 (+3) 24(+7) 22(+6) 20(+5)

Proficiency +6; Maneuver DC 21

Saving Throws Str +6, Con +9, Int +13, Wis +12, Cha +11

Skills Arcana +13, Perception +12, Stealth +13

Damage Immunities necrotic, poison, psychic;

CHALLENGE 18
20,000 XP

damage from nonmagical weapons

Condition Immunities charmed, deafened, fatigue,
frightened, paralyzed, petrified, poisoned, prone,
stunned

Senses truesight 60 ft., passive Perception 22

Languages understands the languages it knew in life but
doesn’t speak

Avoidance. If the demilich makes a saving throw against
an effect that deals half damage on a success, it takes
no damage on a success and half damage on a failure.

Legendary Resistance (5/Day). If the demilich fails a saving
throw, it can choose to succeed instead. When it does
so, one of the five tiny warding gems set on its forehead
or teeth shatters.

Undead Nature. A demilich doesn’t require air, sustenance,
or sleep.

ACTIONS

Devour Soul. The demilich targets one creature within
120 feet, forcing it to make a DC 17 Wisdom saving
throw. On a success, or if all the large soul gems on
the demilich’s skull are occupied, the creature takes 40
necrotic damage, and the demilich regains the same
number of hit points. If the target fails its saving throw
and there is at least one unoccupied soul gem on the
demilich’s skull, the demilich regains 40 hit points,
and the target dies instantly. Its soul is trapped in a
soul gem on the demilich’s skull, visible as a tiny,
creature-shaped mote of light. While its soul is trapped,
a creature can't be restored to life by any means. A soul
that remains in a soul gem for 30 days is destroyed
forever. If the demilich is defeated and a soul gem
crushed, the creature is restored to life if its body is
within 100 miles. A creature that succeeds on a saving
throw against this effect is immune to it for 24 hours.

A demilich begins combat with one or two empty

soul gems.



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

Cranial Transposition. The dust surrounding the
demilich falls to the ground. The demilich and a
nonmagical, unattended skull within 30 feet teleport,
switching places. Until the demilich moves or attacks,
it is indistinguishable from a nonmagical skull, and the
dust composing the demilich’s wraithlike body doesn’t
reform around it.

Dust Storm (Costs 2 Actions). The dust of the demilich’s
body swirls in a 30-foot radius around the demilich.
Each creature in the area makes a DC 17 Constitution
saving throw. On a failure, the creature takes 21 (6d6)
necrotic damage and is blinded until the end of its next
turn. The demilich then moves up to its speed.

Ringing Laugh (Costs 2 Actions). Each creature within 60
feet that can hear the demilich makes a DC 17 Wisdom
saving throw. On a failure, a creature is frightened
until the end of its next turn.

Telekinesis. The demilich targets a Huge or smaller
creature or an object weighing up to 1,000 pounds within
60 feet. If the target is a creature, it must succeed on a
DC 17 Strength saving throw. Otherwise, the demilich
moves the target up to 30 feet in any direction, including
up. If another creature or object stops the target’s
movement, both take 10 (3d6) bludgeoning damage.
At the end of this movement, the target falls if it is
still in the air, taking falling damage as normal.

Combat

The demilich stays immobile unless intruders take
actions that threaten it or its treasure hoard. It then
flies into the air, taking care to stay at least 50 feet
above enemies. It uses Devour Soul on each of its
turns, targeting its biggest threat. It uses Telekinesis
and Ringing Laugh when it’s able to do so from a
distance. If creatures are within 30 feet of it, it uses
Dust Storm and tries to move away. When reduced
to 40 hit points or fewer, it uses Cranial Transposi-
tion to swap places with a decoy skull (if one is
available) to give the impression that it has been
defeated. It will not willingly leave its lair.

Variant: Demilich Mastermind

The powerful demilich Medon doesn’t molder inside

a deserted tomb. Instead, he lets those who don’t
understand his true nature carry him around. While
inactive, the Skull of Medon can be used as a +3 wand
of the war mage that, once per day, allows the owner
to use the demilich’s Devour Soul ability on a target of
the owner’s choosing. When the time is ripe, the Skull
of Medon reveals himself as a demilich, devouring his
owner’s soul and then flying to a spot where another
powerful spellcaster can discover him.

Medon has four soul gems instead of two, each
worth 50,000 gp. Each soul gem acts as a soul vessel:
when the demilich is destroyed, he can reform around
any one of them. The Skull of Medon can be perma-
nently destroyed only by defeating him, then
destroying each of the gems.

The demilich mastermind is an elite monster,
equivalent to two CR 18 monsters (40,000 XP).
It has 319 (58d4 + 174; bloodied 159) hit points.
Its skull contains four soul gems instead of two,
allowing it to trap up to four souls with its Devour
Soul ability. The demilich mastermind has the
following additional reactions, which it can use
only while bloodied:

Reflection Arcane. When the demilich succeeds on a
saving throw against a spell targeting it, it forces the
spell to also target another creature within 30 feet.

Skull Shock. When the demilich takes damage from a melee
attack, the attacker takes 42 (12d6) lightning damage.
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Demons

Demons embody the destructive nature of chaos.
Whereas most scholars believe that devils were once
fallen angels (or the souls of mortals corrupted by
them) demons arise spontaneously from the formless
havoc of the Abyss. Most demons are little more than
mindless monsters, and even the shrewdest demon
lord is gripped by a madness that mortals can’t
fathom. Distracted by neither compassion nor logic,
the gnashing hordes of the Abyss are an unrelenting
engine of destruction.

Never-Ending Chaos. Like the plane from which

they spring, demons seem to be infinite in number.

While a particularly crazed or evil mortal might
transform into a demon upon their death, far more
often it is the Abyss itself that spawns these foul
creatures. The process never ceases and—judging
from the billions of demons that currently exist—
has been occurring since the dawn of time. To make
matters worse, a demon killed on the Material Plane
re-forms in the Abyss eager to resume its campaign
of destruction. The only way to destroy a demon
permanently is to slay it in the Abyss. But for every
demon that falls, a thousand others clamor to take
its place.

Existential Threat. The threat demons pose to the
multiverse is so profound that even angels and devils
may join forces to oppose them. Though brilliant
tacticians, devils understand the hordes of the Abyss
outnumber them and have turned occasionally to
the armies of Heaven to bolster their ranks. Angels,
for their part, grudgingly recognize that Hell’s
willingness to fight unfettered by morals has proven
effective, even if they refuse to break those shackles
themselves. Though never entered into happily, both
angels and devils agree such alliances are preferable
to complete annihilation.

Abyssal Incursions. As with other extraplanar
creatures, mortals can use magic to summon indi-
vidual demons to the Material Plane. Even the
mightiest wizard, however, lacks the power to call
an entire horde of demons from the Abyss. Instead,

64

demons invade the mortal world through tears in
the fabric of reality itself. Such rifts allow an
unending stream of demons to pour through and
wreak destruction like a plague. Even after the rift
is sealed, the surrounding landscape remains blighted
for generations afterward.

Cults of Madness. Demon lords care nothing for
the mortals who worship them, yet this does not stop
some crazed individuals from venerating them as
gods. When these troubled souls find each other,
cults will form, especially if one of its members
proves to be a charismatic leader. Demon cultists
are often bound together by the mistaken belief
that their activities will earn them favor with the
demon lord they serve. Just as often, however,
they are twisted sadists or simply nihilistic, eager
to throw away their lives if doing hastens the
destruction of the world.

Legends and Lore

With an Arcana or Religion check, characters can
learn the following:

DC 10 Demons are fiends spawned from the
Abyss. They are creatures of pure chaos: even
the most intelligent demon can’t be reasoned with.

DC 15 Poison can’t adversely affect a demon’s
alien physiology. They shrug off much of the
damage caused by cold, fire, lightning, and
mundane weapons.

DC 20 The most powerful demons are even more
resilient. They entirely ignore the effects of many
magic spells.

Demon Encounters

Demons are native to the Abyss but can threaten
any part of the world if summoned or by bursting
through poorly-sealed arcane gates.

CR 0-2 1d4 dretches; quasit

CR 3-4 horde demon; shadow demon; quasit
with 1 to 3 death dogs

CR 5-10 glabrezu; hezrou; vrock; 2 or 3 horde
demons; 2 shadow demons; shadow demon with
1d4 shadows
Treasure +1 warhammer (named Night Terror;
its wielder is rattled while in darkness)



CR 11-16 horde demon band; marilith;
nalfeshnee; glabrezu with 1 or 2 horde demons;
hezrou with 1d6 + 2 ghouls; 3 or 4 shadow
demons
Treasure +2 scimitar (named Wrath; intelligent,
Lawful Evil, with Intelligence, Wisdom and
Charisma scores of 12)

CR 17-22 balor; 2 glabrezu; 3 vrocks; horde

demon band with cambion, hezrou, or vrock
Treasure gold demon idol (7,500 gp), 2 bottles
containing invisible wine that act as potions of
invisibility, spell scrolls of contact other plane
and dominate person, demon armor

CR 23-30 balor general; balor or marilith with

horde demon band; marilith with 2 spirit nagas
Treasure massive ruby (25,000 gp) that
contains a soul trapped by the magic jar spell,
spell scrolls of magic jar and plane shift, 3
arrows of slaying (celestials), +2 longsword
(named Storm Claws; its wielder can cast
lightning bolt with no components once per
long rest, saving throw DC 18)

CR 31+ balor general with horde demon band,
marilith, or nalfeshnee; balor with 1d4 + 1 vrocks;
marilith with 3 or 4 hezrous
Treasure gemmed black iron war horn (25,000
gp), gemmed dragonbone crown (25,000 gp),
4 elemental gems (water), [oun stone of
leadership, vorpal sword

Sions

Behavior

1 Pained screams accompanied by guttural
laughter

2 Residual negative emotions (envy, paranoia,
rage) subtly influence the area’s inhabitants

3 Horribly misshapen animals, born with extra
legs, eyes, or heads

4 The remains of another monster, torn limb
from limb

5 A human corpse; its face is frozen in an
expression of horror

6 Clawed footprints

1-3 Committing acts of mindless destruction
(setting a fire, uprooting trees, defiling a
holy site)

4 Trapped in an abandoned summoning circle

Pacing the far side of a magic mirror or
planar gate, waiting to be released

[}

Mangling the corpse of a recent kill

Guarding or patrolling, under the control of
a summoner

8 Using napkins and rusted cutlery to dine on
humanoid corpses

9 Drawn to you by the secret holy or unholy
power of one of your magic items

10 If you let it live, it promises to harm one of
your enemies

Demon Names

Abigor, Aborag, Agoraxas, Algalar, Ana-Sepiya,

Arcanax, Argenthrixus, Ashban, Brezremith,
Caim, Carn, Carnifex, Gall, Hacari, Ignax,
Ildramath, Iritra, Lachirax, Maggoth, Malfias,
Milviash, Moloth, Morza, Namazeu, Razortail,
Sarzan, Serechor, Suroth, Tehezu, Uzuzzu,
Velavis, Velgizich, Wreak, Zugor, Zuthis

Balor

Balors are the most powerful demons in the Abyss,
second only to the demon lords themselves. Standing
twice as tall as a full-grown human, with tattered
wings and a pair of wicked horns, balors inspire
terror in all who see them. Even more fearsome,
however, are the balor’s weapons. Each balor wields
a lightning-bladed longsword and a whip formed
from living flame, which it uses to smite its enemies
and command obedience from lesser demons. A
balor’s ever-burning rage manifests as a literal fire
that its physical form can barely contain. These flames
cause the balor’s skin to glow red-hot, and when a
balor dies, its body explodes in a fiery conflagration.
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Fire Aura. At the start of the balor’s turn, each creature
within 10 feet takes 10 (3d6) fire damage. A creature
that touches the balor or hits it with a melee attack
takes 10 (3d6) fire damage.

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

ACTIONS

Multiattack. The balor attacks with its lightning sword
and its fire whip.

Lightning Sword. Melee Weapon Attack: +14 to hit, reach
10 ft., one target. Hit: 21 (3d8 + 8) slashing damage plus
18 (4d8) lightning damage.

Fire Whip. Melee Weapon Attack: +14 to hit, reach 45
ft., one target. Hit: 18 (3d6 + 8) slashing damage plus
14 (4de) fire damage, and the target makes a DC 19
Strength saving throw. On a failure, it is pulled up to
40 feet towards the balor.

Whip Crack (1/Day). A 90-foot cone of thunderous flame
emanates from the balor. Each creature in the area
makes a DC 19 Constitution saving throw, taking 28
(8d6) fire damage and 28 (8d6) thunder damage and
falling prone on a failed save or taking half damage
on a successful one.

Teleport. The balor magically teleports to a space within
120 feet that it can see.

REACTIONS
Instinctive Teleport. After the balor takes damage, it

BALOR CHALLENGE 19

uses Teleport.
HUGE FIEND 22,000 XP
AC 19 (natural armor) (ombat

HP 299 (26d12 + 130; bloodied 149)
Speed 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
26 (+8) 18(+4) 20(+5) 20(+5) 20(+5) 22(+6)
Proficiency +6; Maneuver DC 22
Saving Throws Str +14, Dex +10, Con +11, Wis +11,

Cha +12

The balor uses its fast flying speed, Instinctive
Teleport, and its fire whip to keep would-be ranged

attackers within its Fire Aura. It uses Whip Crack

on clusters of foes. If obviously outmatched, it uses
Instinctive Teleport and flies away.

Skills Intimidation +12, Perception +11 Balﬂl‘ "a”ant: Balor Eeneral

Damage Resistances cold, lightning; damage from The mightiest balors lead the armies of demon
nonmagical weapons princes, but their masters watch them carefully:

Damage Immunities fire, poison they stand on the doorstep of becoming demon

Condition Immunities poisoned princes themselves.

Senses truesight 120 ft., passive Perception 21 The balor general is a legendary CR 24 (62,000

Languages Abyssal, telepathy 120 ft. XP) monster. It has 379 (33d12 + 165; bloodied

Chaotic Evil. The balor radiates a Chaotic and Evil aura. 189) hit points and the following additional traits:

Death Throes. When the balor dies, it explodes. Each Legendary Resistance (2/Day). If the balor general fails a
creature within 30 feet makes a DC 19 Dexterity saving saving throw, it can choose to succeed instead. When it
throw, taking 52 (15d6) fire damage on a failed save or does so, it wards itself with its sword. The lightning that

half damage on a success.
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wreathes the sword winks out. The lightning reappears
at the beginning of the balor’s next turn. Until then,
the balor’s lightning sword deals no lightning damage,
and the balor can’t use Avenging Bolt.

Fast Reflexes. The balor general may take two reactions
per round, but not more than one per turn.

The balor general has the following reactions
instead of Instinctive Teleport:

Chaotic Evil. The dretch radiates a Chaotic and Evil aura.

Energy-Sucking Aura. A non-demon creature that takes
an action or bonus action while within 10 feet of a dretch
can’t take another action, bonus action, or reaction until
the start of its next turn.

REACTIONS

Avenging Sword. When damaged by a melee weapon
attack, the balor attacks with its lightning sword.

Hunter’s Whip. When damaged by a ranged weapon
attack, spell, area effect, or magical effect, the balor
uses Teleport and then attacks with its fire whip.

Avenging Bolt (1/Day, While Bloodied). When damaged
by a ranged weapon attack, spell, or magical effect,
a 100-foot-long, 5-foot-wide lightning bolt springs
from the balor’s extended sword. Each creature in the
area makes a DC 19 Dexterity saving throw, taking
42 (12d6) lightning damage on a failed save or half
damage on a success.

Dretch

Weak, disgusting creatures doomed to torment,
dretches would be pitiable were they not so loath-
some. Dretches have pinched, bat-like faces and
flesh that dangles from their bones like tattered
rags. Their incompetence, combined with nearly
limitless numbers, make dretches perfect cannon
fodder. Demonic generals often position mobs of
dretches along their front lines to slow enemy
charges and take the brunt of magical attacks.

DRETCH CHALLENGE 1/4
SMALL FIEND (DEMON) 50 XP
AC 10
HP 18 (4d6 + 4; bloodied 9)
Speed 20 ft.

STR DEX CON INT WIS CHA
12(+1) 10(+0) 12(+1) s5(-3) 8(1) 3(-4)

Proficiency +2; Maneuver DC 11

Damage Resistances cold, fire, lightning
Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 60 ft., passive Perception 9
Languages Abyssal

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

Combat

Dretches shamble toward living creatures, hungering
for their souls but too cowardly to attack unless they
outnumber their enemy by at least 2-to-1. They flee
once they no longer outnumber their enemy by
this margin.
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Glabrezu

Demons rarely bargain with mortals, but glabrezus
are the exception to this rule. They tempt mortals
into committing acts of depravity by promising to
grant them wishes. A glabrezu’s primary arms end
in massive pincers, while a second set of human-
sized arms grow from its stomach. To conceal its
terrifying appearance, a glabrezu will sometimes
contact potential bargainers via telepathy, revealing
its demonic origins only once the mortal is fully at

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 14

Languages Abyssal, telepathy 120 ft.

Chaotic Evil. The glabrezu radiates a Chaotic and Evil aura.

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

ACTIONS

Multiattack. The glabrezu makes two pincer attacks.

Pincer. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 16 (2d10 + 5) bludgeoning damage. If the
target is a Medium or smaller creature, it is grappled
(escape DC 17). The glabrezu has two pincers, each of
which can grapple one target. While grappling a target,
a pincer can’t attack a different target. If the same
creature is grappled by both of the glabrezu’s pincers,
it must escape from each of them separately.

Wish. Once per 30 days, the glabrezu can cast wish for
a mortal, using no material components. Before doing
so, it will demand that the mortal commit a terribly evil
act or make a painful sacrifice.

its mercy.

GLABREZU CHALLENGE 10
LARGE FIEND (DEMON) 5,900 XP
AC 17 (natural armor)

HP 157 (15d10 + 75; bloodied 78)

Speed 40 ft.

STR DEX CON INT WIS CHA

20(+5) 16(+3) 20(+5) 18(+4) 18(+4) 18(+4)

BONUS ACTIONS

Fists. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 10 (2d4 + 5) bludgeoning damage.

Rend. If grappling the same target with both pincers,
the glabrezu rips at the target, ending both grapples
and dealing 27 (4d10 + 5) slashing damage. If this
damage reduces a creature to 0 hit points, it dies
and is torn in half.

Darkness. Magical darkness spreads from a point within
30 feet, filling a 15-foot-radius sphere and spreading
around corners. It remains for 1 minute, until the
glabrezu dismisses it, or until the glabrezu uses this
ability again. A creature with darkvision can’t see
through this darkness, and nonmagical light can’t
illuminate it.

Confusion (1/Day). The glabrezu targets up to three crea-
tures within 90 feet. Each target makes a DC 16 Wisdom
saving throw, becoming confused for 1 minute on a
failure. A target repeats this saving throw at the end of
each of its turns, ending the effect on itself on a success.

Combat

Proficiency +4; Maneuver DC 17
Saving Throws Str +9, Con +9, Wis +8, Cha +8
Skills Deception +8, Stealth +7
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The glabrezu opens combat with two pincer attacks
on the same target. It uses Rend whenever it can. It
uses Confusion to disrupt ranged attackers. When



surrounded by melee attackers, it uses Darkness,
relying on its truesight to fight at an advantage. The
glabrezu fights until it believes it has no chance of
victory, and then offers treasure and favors in
exchange for a cease fire.

Hezrou

Though not particularly intelligent, hezrous are
capable of single-minded devotion if directed toward
a single task, making them excellent guardians, foot
soldiers, and taskmasters. A hezrou’s dedication
wavers only once a century or so, when it is suddenly
(and mysteriously) transported to the Material Plane.
A hezrou on the mortal plane will sometimes recruit
bands of monstrous humanoids to help it wreak
havoc in the world. In particular, boggards seem
easily enamored by the hezrou’s toad-like appear-
ance, and often worship the newly arrived demon
as a god.

HEZROU
LARGE FIEND (DEMON)

AC 16 (natural armor)
HP 136 (13d10 + 65; bloodied 68)
Speed 40 ft.

CHALLENGE 8
3,900 XP

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 20(+5) 8(-1) 12(+1) 12(+1)

Proficiency +3; Maneuver DC 15

Saving Throws Str +7, Con +8, Int +2, Wis +4

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal, telepathy 120 ft.

Chaotic Evil. The hezrou radiates a Chaotic and Evil aura.

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

ACTIONS

Multiattack. The hezrou makes one attack with its bite
and one with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 15 (2d10 + 4) piercing damage. If the target
is a Medium or smaller creature, it is grappled (escape
DC 15). Until this grapple ends, the target is restrained,
and the hezrou can’t bite another target.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 22 (4d8 + 4) slashing damage.

Swallow. The hezrou makes a bite attack against a Medium
or smaller creature it is grappling. If the attack hits and
the hezrou has not swallowed another creature, the
target is swallowed and the grapple ends. A swallowed
creature has total cover from attacks from outside the
hezrou, it is blinded and restrained, and it takes 17 (5d6)
acid damage at the start of each of the hezrou's turns.

If a swallowed creature deals 25 or more damage to
the hezrou in a single turn, or if the hezrou dies, the
hezrou vomits up the creature.

Darkness. Magical darkness spreads from a point within
30 feet, filling a 15-foot-radius sphere and spreading
around corners. It remains for 1 minute, until the hezrou
dismisses it, or until the hezrou uses this ability again. A
creature with darkvision can'’t see through this darkness
and nonmagical light can’t illuminate it.

REACTIONS

Stench (1/Day). When hit by a melee attack, the hezrou
emits a cloud of foul-smelling poison gas in a 20-foot

radius. Each creature in the area makes a DC 14 Consti-
tution saving throw. On a failure, a creature is poisoned
for 1 minute. A creature can repeat this saving throw at
the end of each of its turns, ending the effect on itself
on a success.

Combat

The hezrou makes melee attacks with its bite and

claws, swallowing an opponent when possible. It
uses Darkness if not close enough to attack anyone.
It fights to the death.
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Horde Demon

The name “horde demon” refers not to a specific
type of demon, but to a member of the throngs of
undifferentiated demons that roam the Abyss and
comprise the bulk of demonic armies. Each horde
demon has a different arrangement of horrifying
features. Many have both animal and humanoid
traits, and some have extra heads or limbs. In a
group, they present a terrifying mass of claws, teeth,
tentacles, and spines. They are thirsty for violence
and motivated only by the prospect of immediate
reward...or the threat of imminent destruction.

A skilled mage can summon and control a horde
demon, but more often a dabbler in forbidden lore
looses it into the world by accident.

HORDE DEMON CHALLENGE 3
MEDIUM FIEND (DEMON) 700 XP
AC 13 (natural armor)
HP 52 (8d8 + 16; bloodied 26)
Speed 40 ft.

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

Proficiency +2; Maneuver DC 13

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal

Chaotic Evil. The demon radiates a Chaotic and Evil aura.

Radiant Weakness. If the demon takes radiant damage
while it is bloodied, it is frightened for 1 minute.

Varied Shapes. Each horde demon has a unique combi-
nation of attacks and powers. Roll 1d10 once or twice,
rerolling duplicates, or choose one or two features
from the following table. A horde demon’s features
determine the attacks it can make.

1 Bat Head. The demon emits a 15-foot cone of
cacophonous sound. Each creature in the area
makes a DC 12 Constitution saving throw, taking
7 (2d6) thunder damage on a failed save or half
damage on a success.

2 Bulging Eyes (Gaze). A creature within 60 feet makes
a DC 12 Wisdom saving throw. On a failure, it takes
7 (2d6) psychic damage and is frightened until the
end of its next turn.
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3 Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 12 (2d8 + 3) slashing damage.

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

5 Goat Horns. Melee Weapon Attack: +5 to hit, reach 5
ft., one target. Hit: 10 (2d6 + 3) bludgeoning damage
and the target makes a DC 13 Strength saving throw,
falling prone on a failure.

6 Lamprey Mouth. Melee Weapon Attack: +5 to hit,
reach 5 ft., one target. Hit: 8 (2d4 + 3) piercing
damage, and the target is grappled (escape DC 13).
Until this grapple ends, the lamprey mouth attack can
be used only on this target and automatically hits.

7 Porcupine Quills. Ranged Weapon Attack: +5 to
hit, range 30/60 ft., one target. Hit: 10 (2d6 + 3)
piercing damage.

8 Scorpion Tail. Melee Weapon Attack: +5 to hit, reach
5 ft., one target. Hit: 7 (1d8 + 3) piercing damage
plus 7 (2d6) poison damage.

9 Tentacle Arms. Melee Weapon Attack: +5 to hit,
reach 15 ft., one target. Hit: 8 (2d4 + 3) bludgeoning
damage, and the target is grappled (escape DC 13).
Until this grapple ends, the tentacle arms attack
can only be used on this target.

10 Whispering Mouth. The demon targets a creature
within 30 feet that can hear it. The target makes a
DC 12 Wisdom saving throw. On a failure, it takes
7 (1d8 + 3) psychic damage and is magically cursed
until the start of the demon’s next turn. While cursed,
the demon’s attacks against the target are made with
advantage, and the target has disadvantage on saving
throws against the demon’s Whispering Mouth.

ACTIONS
Multiattack. The demon makes two attacks, using any

attack granted by its Varied Shapes trait.

Combat

The horde demon uses whatever attacks it possesses.
It flees only if it suffers the frightened condition.

Horde Demon Band

Uncountable demons roam the Abyss, massing at
its gates and clamoring to break through to despoil
lands beyond. In groups, they attack without disci-
pline but also without fear or pity.




HORDE DEMON BAND
LARGE GROUP OF MEDIUM
FIENDS (DEMONS)

AC 13 (natural armor)

HP 260 (40d8 + 80; bloodied 130)
Speed 30 ft.

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

CHALLENGE 13
10,000 XP

Proficiency +5; Maneuver DC 16

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal

Area Vulnerability. The band takes double damage from
any effect that targets an area.

Chaotic Evil. The band radiates a Chaotic and Evil aura.

Band. The band is composed of 5 or more horde demons.
If it is subjected to a spell, attack, or other effect that
affects only one target, it takes any damage but ignores
other effects. It can share its space with Medium or
smaller creatures or objects. The band can move through
any opening large enough for one Medium creature
without squeezing.

Band Dispersal. When the band is reduced to 0 hit
points, it turns into 2 (1d4) horde demons with 26 hit
points each.

MARILITH

LARGE FIEND (DEMON)

AC 18 (natural armor)

HP 220 (21d10 + 105; bloodied 110)
Speed 40 ft.

STR DEX CON INT WIS CHA
20 (+5) 22(+6) 20(+5) 20(+5) 18(+4) 20 (+5)
Proficiency +5; Maneuver DC 19
Saving Throws Str +10, Dex +11, Con +10, Wis +9, Cha +10
Damage Resistances cold, fire, lightning; damage from

CHALLENGE 16
15,000 XP

nonmagical weapons
Damage Immunities poison
Condition Immunities poisoned
Senses truesight 120 ft., passive Perception 14
Languages Abyssal, telepathy 120 ft.
Chaotic Evil. The marilith radiates a Chaotic and Evil aura.
Magic Resistance. The marilith has advantage on saving
throws against spells and magical effects.

ACTIONS
Multiattack. The marilith makes six attacks with its

longswords.
Longsword. Melee Weapon Attack: +10 to hit, reach 5 ft.,
one target. Hit: 14 (2d8 + 5) slashing damage.

ACTIONS

Multiattack. The band attacks twice.

Mob Attack. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one creature. Hit: 50 (10d6 + 15) slashing damage, or
half damage if the band is bloodied.

Marilith

With the lower body of a serpent and six sword-
wielding arms, the marilith is an image of death
incarnate. Of all the demons spawned from the
Abyss, mariliths are perhaps the most adaptable.
They can serve as captivating leaders, skilled
tacticians, deadly assassins, or advisors to more
powerful fiends, such as a balor or demon lords.
Trying to reason with a marilith, however, is folly.
Mariliths are creatures of chaos; if they employ
logic, it is only because doing so allows them to
slaughter their enemies more effectively.

BONUS ACTIONS

Tail. Melee Weapon Attack: +10 to hit, reach 10 ft., one
creature. Hit: 10 (2d4 + 5) bludgeoning damage, and
the target is grappled (escape DC 19).

Teleport. The marilith magically teleports up to 120 feet
to an unoccupied space it can see.

REACTIONS
Reactive Teleport. When the marilith
is hit or missed by a ranged
attack, it uses Teleport. If it
teleports within 5 feet of a
creature, it can attack

with its tail.
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Combat

The marilith starts combat by engaging the stron-
gest melee opponent, focusing its attacks against

that enemy. It uses its tail to prevent its enemy from
retreating. If troubled by ranged attacks, the marilith
uses Reactive Teleport to move next to the ranged
attacker and grapple them, so that it can attack the
target with its longswords on its next turn. If reduced
to 55 hit points or fewer, it uses Teleport to escape.

Nalfeshnee

A nalfeshnee is a gross conglomeration of animal
features: the body of an ape, the tusks of a boar,
cloven hooves instead of feet, and feathered wings
seemingly too small to lift its enormous frame.
Despite their bestial appearance, nalfeshnees are
quite cunning and rule over lesser demons like
mortal despots. A nalfeshnee’s baser instincts,
however, are always at odds with its reason. The
“court” of a nalfeshnee is inevitably a scene of
unrestrained gluttony and carnage.

CHALLENGE 13
10,000 XP

NALFESHNEE
LARGE FIEND (DEMON)

AC 18 (natural armor)
HP 184 (16d10 + 96; bloodied 92)
Speed 20 ft., fly 30 ft.

STR DEX CON INT WIS CHA
20(+5) 16(+3) 22(+6) 20(+5) 16(+3) 16(+3)
Proficiency +5; Maneuver DC 18
Saving Throws Str +10, Con +11, Int +10, Wis +8, Cha +8

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 13

Languages Abyssal, telepathy 120 ft.

Chaotic Evil. The nalfeshnee radiates a Chaotic and
Evil aura.

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

ACTIONS

Multiattack. The nalfeshnee makes a bite attack and a
claws attack.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 32 (5d10 + 5) piercing damage. If it uses
its bite on a dead, non-demon creature, it regains 27
(5d10) hit points and recharges its Horror Nimbus. It
may gain this benefit only once per creature.

Claws. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 31 (4d12 + 5) slashing damage.

Chaos Blast. Beams of multicolored light arc through
a 15-foot-radius sphere centered on a point within
90 feet. Each creature in the area that does not have
a Chaotic alignment makes a DC 16 Wisdom saving
throw, taking 52 (8d12) force damage on a failure or
half damage on a success.

BONUS ACTIONS

Horror Nimbus (1/Day). The nalfeshnee glows with an
unholy, multicolored radiance. Each creature within
15 feet of the nalfeshnee that can see it makes a DC
16 Wisdom saving throw. On a failure, a creature is
frightened for 1 minute. A creature repeats the saving
throw at the end of each of its turns, ending the effect
on itself on a success.

Teleport. The nalfeshnee magically teleports up to 120
feet to an unoccupied space it can see.



Combat

The nalfeshnee stays out of melee combat, using
Chaos Blast and letting minions do the dirty work.
If threatened with melee attacks, it uses Horror
Nimbus and its bite and claws, and bites downed
opponents to recharge. If alone against dangerous
foes, or if its allies are taking a beating, it flees
using Teleport.

Quasit

Quasits are the demons that mortals most commonly
encounter on the Material Plane. Evil spellcasters
summon the tiny fiends to serve as familiars, a role
most quasits find preferable to being torn limb from
limb in the Abyss. In their true forms, quasits are
fanged, green-scaled humanoids, but they can
transform into various animals or turn themselves
invisible at will.

QUASIT CHALLENGE 1/2
TINY FIEND (DEMON, SHAPECHANGER) 100 XP
AC 13

HP 14 (4d4 + 4; bloodied 7)

Speed 40 ft.

STR DEX CON INT WIS CHA
5(-3) 16(+3) 12(+1) 10(+0) 12(+1) 12(+1)

Proficiency +2; Maneuver DC 13

Skills Stealth +5

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 11

Languages Abyssal, Common

Chaotic Evil. The quasit radiates a Chaotic and Evil aura.

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

ACTIONS

Claws (Bite While Shapeshifted). Melee Weapon Attack:
+5 to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) piercing
damage, and the target makes a DC 11 Constitution
saving throw, becoming poisoned for 1 minute on a
failure. The creature can repeat the saving throw at the
end of each of its turns, ending the effect on a success.

Scare (Quasit Form Only). A creature within 20 feet that

can see the quasit makes a DC 11 Wisdom saving throw.

On a failure, it is frightened for 1 minute. The creature
can repeat the saving throw at the end of each of its

turns, ending the effect on a success. If a creature makes

its saving throw or the condition ends for it, it is immune
to any quasit’s Scare for the next 24 hours.

Shapeshift. The quasit magically changes its form into a
bat (speed 10 ft., fly 40 ft.), centipede (40 ft., climb 40
ft.), or toad (40 ft., swim 40 ft.), or back into its true
form. Its statistics are the same in each form except
for its movement speeds. Equipment it is carrying is
not transformed. It reverts to its true form if it dies.

BONUS ACTIONS

Invisibility. The quasit magically turns invisible, along
with any equipment it carries. This invisibility ends

if the quasit makes an attack, falls unconscious, or
dismisses the effect.

Combat

The quasit turns invisible and assumes a highly
mobile form (usually a bat). It then uses Scare or
attacks with its claws or bite before turning invisible
again as a bonus action. It then moves as far away
from its enemies as it can. It might spend some turns
hiding without attacking at all. It changes targets
and tactics frequently, since it can be killed easily
if it becomes too predictable. If it takes damage, it
hides invisibly until it recovers from its wounds.
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Variant: Quasit Familiar

A quasit can be convinced to serve a spellcaster as a
familiar. As a familiar, it does its master’s bidding,
all the while urging its master to commit greater and

greater acts of evil. A quasit serves voluntarily and
may end its service if its master is not sufficiently
open to its wicked suggestions, or if it meets a
spellcaster with greater potential for evil. A

familiar quasit gains the following trait.

Familiar. The quasit can communicate telepathi-
cally with its master while they are within 1 mile of
each other. When the quasit is within 10 feet of its
master, its master shares its Magic Resistance trait.

Shadow Demon

Appearing as gaunt, winged figures made of semi-
solid darkness, shadow demons are often mistaken
for specters or other undead. In fact, they are what
becomes of a more powerful demon when its essence
is prevented from reforming in the Abyss. Shadow
demons hate bright light and can magically cause
torches and other light sources to dim on command.
More frightening, however, is their ability to meld
with another creature’s shadow, literally following
in the unwitting victim’s footsteps until the chance
to strike presents itself.

SHADOW DEMON CHALLENGE 4
MEDIUM FIEND (DEMON) 1,100 XP
AC 13

HP 45 (10d8; bloodied 22)
Speed 30 ft., fly 50 ft.

STR DEX CON INT wiIs CHA
5(-3) 16(+3) 10(+0) 12(+1) 14(+2) 16(+3)
Proficiency +2; Maneuver DC 13

Saving Throws Dex +5, Con +2, Cha +5

Skills Stealth +5 (+1d4)

Damage Vulnerabilities radiant

Damage Resistances acid, fire, thunder; damage from
nonmagical weapons

Damage Immunities cold, lightning, necrotic, poison

Condition Immunities charmed, fatigue, grappled,
paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 12

Languages Abyssal, telepathy 120 ft.

Chaotic Evil. The demon radiates a Chaotic and Evil aura.

Incorporeal. The demon can move through creatures
and objects. It takes 3 (1d6) force damage if it ends its
turn inside an object.

Light Sensitivity. While in bright light, the demon has
disadvantage on attack rolls, as well as on Perception
checks that rely on sight.

ACTIONS

Darken Light. The demon magically targets a nonmagical

flame or an area of magical light created by a 2nd-level
or lower spell slot within 60 feet. Any area of bright

light created by the light source instead casts dim light
for 10 minutes.



Replace Shadow. The demon targets a humanoid within
5 feet that is in dim light and can’t see the demon. The
target makes a DC 13 Constitution saving throw. On a
success, the target is aware of the demon. On a failure,
the target is unaware of the demon, the target no longer
casts a natural shadow, and the demon magically takes
on the shape of the target’s shadow, appearing indistin-
guishable from a natural shadow except when it attacks.
The demon shares the target’s space and moves with
the target. When the demon is dealt damage while
sharing the target’s space, it takes half the damage
(rounded down) and the other half is dealt to the target.
The effect ends when the target drops to 0 hit points,
the demon no longer shares the target’s space, the
demon or target is affected by dispel evil and good or
a similar effect, or the demon begins its turn in an area
of sunlight.

Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 14 (2d10 + 3) cold damage.

BONUS ACTIONS

Shadow Sneak. The demon takes the Hide action even if
obscured only by dim light or darkness.

Combat

The shadow demon uses Darken Light to create

areas of dim light and Shadow Sneak to hide in
plain sight. It then uses Replace Shadow. Once it has
done so, it may use its claws immediately, or it may
travel with its victim for some time before it attacks.
If it’s unable to use Replace Shadow, it tries to attack
from hiding. It flees if dealt radiant damage.

Vrock

Part humanoid, part enormous vulture, the demons
known as vrocks circle the skies above the Abyss
like flocks of carrion birds. Their screeching is loud
enough to stun opponents, and their feathers are
infested with spores that mortals find toxic. In battle,
vrocks are often dispatched to engage flying enemies,
such as erinyes, horned devils, or devas. Vrocks
cooperate with one another in a manner unusual
for demons. This harmony collapses, however, at
the first sight of a jewel or other treasure, as the
greedy vrocks turn against each other to claim
the shiny bauble for themselves.
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VROCK

LARGE FIEND (DEMON)

AC 15 (natural armor)

HP 104 (11d10 + 44; bloodied 52)
Speed 40 ft., fly 60 ft.

STR DEX CON INT WIS CHA
16 (+3) 16(+3) 18(+4) 8(-1) 14(+2) 10(+0)
Proficiency +3; Maneuver DC 14
Saving Throws Dex +6, Int +2, Wis +5, Cha +3

CHALLENGE 6
2,300 XP

Damage Resistances cold, fire, lightning; damage from
nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Abyssal, telepathy 120 ft.

Chaotic Evil. The vrock radiates a Chaotic and Evil aura.

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

ACTIONS

Multiattack. The vrock attacks with its beak and its talons.

Beak. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 10 (2d6 + 3) piercing damage. If the vrock
has advantage on the attack roll, it deals an extra 7
(2d6) damage.

Talons. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 14 (2d10 + 3) slashing damage.

Spores (1/Day). A 15-foot-radius cloud of spores emanates
from the vrock, spreading around corners. Each creature
in the area makes a DC 14 Constitution saving throw,
becoming poisoned for 1 minute on a failure. While
poisoned in this way, the target takes 5 (1d10) ongoing
poison damage. The target repeats the saving throw at
the end of each of its turns, ending the effect on itself
on a success.

BONUS ACTIONS

Stunning Screech (1/Day). The vrock screeches. Each
non-demon creature within 20 feet that can hear it
makes a DC 14 Constitution saving throw. On a failure,
it is stunned until the end of the vrock’s next turn.

Combat

The vrock uses Stunning Screech early in the battle
to ground flying enemies. It attacks a stunned enemy
with its beak and talons. It uses Spores when it is
within range of three or more foes (ignoring devil
foes, which are immune to its spores). The vrock

retreats only if ordered to by a more powerful demon.
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Devils

Devils occupy a vast yet rigid hierarchy dedicated
to the corruption of goodness across the multiverse.
While their numbers are impossible to count, all
devils understand their place in the infernal order
and scheme unendingly to improve their station.
The most powerful devils spend eons rising through
the ranks of hell, assembling legions to wage war
against their demonic counterparts or to challenge
the authority of the gods. These archdevils rule
entire planes of existence and yet like mortal tyrants
are often prisoners of their own paranoia. Even the
mightiest devils know their subordinates eye them
with terrifying patience, waiting for them to show
the slightest sign of weakness.

The Fall. Most scholars believe devils were celes-
tials cast out of the heavens when they plotted to
overthrow the gods. Millennia later, devils remain
imprisoned in the infernal realms, escaping only
when a mortal summons them or opens a gate to
the Material Plane. Devils who find their way to
the mortal world are especially cautious, as dying
there means they must face the wrath of their supe-
riors when they return to hell.

The Armies of Hell. The hierarchy of hell
resembles that of a mortal army. The weakest
devils serve as cannon fodder in these legions and
are commanded by increasingly powerful ranks of
lieutenants, captains, and generals. Pit fiends lead
the fiendish armies into battle and advise the true
masters of the infernal realms, the ancient beings
known as archdevils. Devils are unfailingly obedient
to their superiors, and yet each is eager to take its
commander’s place should that devil stumble.

Hell’s Bargain. A devil killed in hell is destroyed
forever, so devils rely upon the souls of mortals to
replenish their numbers. A devil summoned to the
Material Plane will promise great power or riches
in return for a soul and may even submit to serving
a mortal if it means claiming another recruit for the
legions of hell. A mortal who pledges their soul to
a devil might enjoy a lifetime of worldly pleasures.
But when that mortal dies, their condemned soul
is carried off to hell and transformed into a lemure,
the lowliest of devils.



The Path of Diabolism. Though devils long to
escape their infernal prisons, calling one to the
mortal realm is no simple task. Elaborate rituals—
outlined in only the most ancient and forbidden
tomes —must be performed to summon a devil to
the Material Plane. Diabolists looking to press a
devil into their service without forfeiting their soul
must go to even greater lengths. Doing so often
requires a blood sacrifice, speaking the devil’s true
name, or drawing upon the magical power of a
talisman linked to the devil’s essence.

Legends and Lore

With an Arcana or Religion check, characters can
learn the following:

DC 10 Many scholars believe that devils are angels
that fell from grace. When touched by evil, mortal
souls may transform into devils, as well.

DC 15 Neither fire nor poison harms a devil,
and even magical darkness doesn’t impede a
devil’s vision. They are supernaturally resistant
to mundane damage, although magical and
silvered weapons wound them normally.

DC 20 Though irredeemably evil, devils can be
bargained with at the bargainer’s peril. They
generally keep their word.

Devil Encounters

Most devils are imprisoned in Hell but some are
loosed upon the world by wicked spellcasters.

CR 0-2 imp; 1d8 lemures

CR 3-4 bearded devil; 2 lemure bands; imp
leading lemure band

CR 5-10 1 or 2 barbed devils; bone devil; chain

devil; 2 or 3 bearded devils; bearded devil, barbed

devil, or night hag leading 2 lemure bands
Treasure a silver cup etched with a blasphemous
word (the first three times the word is spoken,
the cup fills with a potion of greater bealing;
the fourth time, the cup breaks)

CR 11-16 horned devil, erinyes, ice devil, or
chained one, possibly with 1 or 2 lemure bands; 3
barbed devils; barbed devil with 3 bearded devils

Treasure signed infernal contract that frees
an evil soul from Hell if destroyed, manual of
quickness of action

CR 17-22 pit fiend; bone devil, chain devil, horned
devil, erinyes, or ice devil with 3 bearded devils;
erinyes with 1d6 + 3 harpies; chain devil with
chained one
Treasure 3 rubies (5,000 gp each), spell
scrolls of magic circle and raise dead, rope
of entanglement

CR 23-30 pit fiend with 1 to 3 bearded devils or

hellhounds; 4 bearded devils or barbed devils with

bone devil, chain devil, or horned devil; 2 erinyes

or ice devils; ice devil with 1d4 + 2 winter wolves
Treasure 1,300 pp, 2 potions of flying, +3
trident (named Artifice; acts as a hat of disguise
but the trident can’t be disguised)

CR 31+ pit fiend general, possibly with 1d4 + 2
lemure bands or bearded devils; pit fiend with
3 or 4 barbed devils; 3 or 4 erinyes
Treasure gold and ruby scepter (25,000 gp),
forbidden book with gold and diamond binding
(25,000 gp), 13 star rubies (1,000 gp each),
spell scroll of gate, animated shield, deck of
many things

Wilderness and Underground Signs

1 A shrine to an archdevil, lit with black candles
2 Footprints, strangely warm to the touch

3 A waft of brimstone at a lonely crossroads
4

The remains of a humanoid who was clearly
tortured to death

Settlement Signs

1 Statues of saints crying blood

2 Church bells magically fall silent
3 An infernal contract, as yet unsigned
4

Animals gather in large numbers, become
aggressive, or die unexpectedly
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Behavior

Devil Names

1 Whispering poison into a mortal’s ear

2 Engaging the pious in philosophical debate,
so as to sow doubt

3 Offers the party the information they seek,
for a price

4 Indulging pleasures of the flesh: enjoying a
meal, listening to music, flirting with mortals

Hunting a mortal who defaulted on a deal

6 Imprisoned by ancient runes and seals; can’t
leave its current general area

Guarding or otherwise serving a summoner

Guarding a sinister treasure, such as a
forbidden book or cursed weapon

Abathon, Alashel, Arcaxes, Asardel, Atha-Xul,
Barashiel, Bel Nakari, Beleth, Besthelias, Bethegar,
Brimstone, Calderax, Cenereth, Damaceus, Deci-
meth, Demedal, Elthodrath, Gethen, Glibris,
Gur-Toras, Heleph, Ibaris, Kamien, Kush, Lorza,
Machem, Maethiel, Meltis, Nensis, Silithis,
Thaxes, Turel, Vish-Alatith, Zethayn, Zir

Barbed Devil

Barbed devils are the untiring sentinels of hell. They
protect treasure vaults, serve more powerful devils
as bodyguards, and patrol the halls of infernal citadels
looking for intruders. Needle-sharp spines cover
their bodies, and their eyes—which seem to burn
with penetrating flame — continually shift about
as they keep watch over their charges.

BARBED DEVIL CHALLENGE 5
MEDIUM FIEND (DEVIL) 1,800 XP

AC 15 (natural armor)
HP 102 (12d8 + 48; bloodied 51)
Speed 30 ft.

STR DEX CON INT WIS CHA
18(+4) 16 (+3) 18(+4) 12(+1) 14(+2) 14 (+2)
Proficiency +3; Maneuver DC 15

Saving Throws Str +7, Con +7, Wis +5, Cha +5

Skills Athletics +7, Deception +5, Insight +5,
Perception +5 (+1d4)

Damage Resistances cold; damage from nonmagical,
non-silvered weapons

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 17

Languages Infernal, telepathy 120 ft.

Barbed Hide. A creature that grapples or is grappled
by the devil takes 5 (1d10) piercing damage at the
beginning of the devil’s turn.

Devil’s Sight. The devil’s darkvision penetrates
magical darkness.

Lawful Evil. The devil radiates a Lawful and Evil aura.

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

ACTIONS

Multiattack. The devil makes two attacks with its
claws and one with its tail. Alternatively, it uses Hurl
Flame twice.



Devils

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) piercing damage. If both claw
attacks hit the same Medium or smaller creature, it is
grappled (escape DC 15). While the target is grappled,
this attack may be used only against the grappled
creature and has advantage against that creature.

Tail. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target the devil is not grappling. Hit: 10 (2d6 + 3)
piercing damage.

Hurl Flame. Ranged Spell Attack: +6 to hit, range 150 ft.,
one target. Hit: 10 (3d6) fire damage. If the target is
a creature, it catches on fire, taking 5 (1d10) ongoing
fire damage. If the target is an unattended flammable
object, it catches on fire. A creature can use an action
to extinguish this fire.

Combat
The barbed devil grapples a creature and holds it

tight, using its tail to fend off other attackers. Until
it closes with its enemy, it hurls flame. A barbed
devil follows instructions from its superiors and
never deserts a post or abandons a pursuit.

Bearded nevil Condition Immunities frightened, poisoned

i ] Senses darkvision 120 ft., passive Perception 11
Bearded devils constitute the backbone of hell’s M T 2h o P
. e " u nfernal, telepa .
armies. Millions defend the infernal trenches ooes )

Devil’s Sight. The devil’s darkvision penetrates
and redoubts where uncountable numbers have f g P
magical darkness.

erished unremembered.
P - Lawful Evil. The devil radiates a Lawful and Evil aura.

Bearded devils delight in violence but observe 3 3 - ;
I i Magic Resistance. The devil has advantage on saving

a code of honor like that found in many mortal X X
throws against spells and magical effects.

ACTIONS

Multiattack. The devil attacks once with its beard and
once with its glaive.

Beard. Melee Weapon Attack: +5 to hit, reach 5 ft., one
creature. Hit: 7 (1d8 + 3) piercing damage, and the

BEARDED DEVIL CHALLENGE 3 target is Poison.'led unt.il thc.e end of the devil’s ne;xt

MEDIUM FIEND (DEVIL) 700 XP turn. While poisoned in this way, the target can’t

AC 13 (natural armor)

HP 52 (8d8 + 16; bloodied 26)

Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 14(+2) 8(-1) 12(+1) 10(+0)
Proficiency +2; Maneuver DC 13
Saving Throws Str +5, Con +4, Wis +3
Damage Resistances cold; damage from nonmagical,

cultures. In addition to the manes of fleshy tendrils

that surround their faces, bearded devils can be
identified by the patchwork of scars that cover their
bodies—distinctions earned in countless battles or
in duels undertaken to maintain their reputations.

regain hit points.

Glaive. Melee Weapon Attack: +5 to hit, reach 10 ft., one
target. Hit: 8 (1d10 + 3) slashing damage. If the target
is a creature other than an undead or construct, it makes

a DC 12 Constitution saving throw. On a failure, it

receives an infernal wound and takes 5 (1d10) ongoing
slashing damage. Each time the devil hits the wounded
target with this attack, the ongoing damage increases

. by 5 (1d10). A creature can spend an action to make a
non-silvered weapons

e Al R s e, et DC 12 Medicine check, ending the ongoing damage on

a success. At least 1 hit point of magical healing also
ends the ongoing damage.
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Combat

In melee combat, the bearded devil relies on its glaive,

using its beard attacks to prevent its opponent from
regaining hit points. Large groups of bearded devils
fight two ranks deep. Bearded devils have no ranged
attacks and try to close to melee range as quickly as
possible, using cover when possible. Bearded devils

never flee while within sight of an ally; however, they

may tactically retreat to defensible positions.

Bone Devil

Bone devils are gaunt figures with the tails of
scorpions and delicate, insectile wings. They are the
enforcers of the hell’s hierarchy, zealously punishing
devils who fail in their duties or plot to depose their
superiors. More than any other type of devil, bone
devils relish cruelty. As a result, they are generally
solitary creatures, despised both by their subordi-
nates and the more powerful devils they serve.

BONE DEVIL
LARGE FIEND (DEVIL)

AC 19 (natural armor)
HP 142 (15d10 + 60; bloodied 71)
Speed 5o ft., fly 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 16 (+3) 18(+4) 16(+3) 14(+2) 16 (+3)
Proficiency +4; Maneuver DC 16
Saving Throws Int +6, Wis +7, Cha +7
Skills Athletics +8, Deception +7, Insight +7 (+1d4),

Perception +7, Stealth +7

CHALLENGE 9
5,000 XP

Damage Resistances cold; damage from nonmagical,
non-silvered weapons

Senses darkvision 120 ft., passive Perception 16

Languages Infernal, telepathy 120 ft.

Devil’s Sight. The devil’s darkvision penetrates magical
darkness.

Lawful Evil. The devil radiates a Lawful and Evil aura.

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

ACTIONS

Barbed Spear. Melee or Ranged Weapon Attack: +8 to
hit, reach 10 ft. or range 20/60 ft., one target. Hit: 15
(2d10 + 4) piercing damage. If the attack is a melee
attack against a creature, the target is grappled (escape
DC 16). Until this grapple ends, the devil can’t use its
barbed spear on another target.
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Claw. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 17 (2d12 + 4) piercing damage.

Invisibility. The devil magically turns invisible, along
with any equipment it carries. This invisibility ends
if the devil makes an attack, falls unconscious, or
dismisses the effect.

BONUS ACTIONS

Sting. Melee Weapon Attack: +8 to hit, reach 10 ft., one
creature. Hit: 13 (2d8 + 4) piercing damage plus 14 (4d6)
poison damage, and the target makes a DC 15 Constitu-

tion saving throw, becoming poisoned for 1 minute on
a failure. The target can repeat this saving throw at the
end of each of its turns, ending the effect on a success.

Combat

The bone devil prefers melee combat to ranged

combat, using Invisibility to ambush when it can.
It grapples enemies with its spear and then uses its
claw and sting against a grappled foe. Some bone
devils don’t have barbed spears and simply claw
and sting their foes.

Chain Devil

Though indiscernible from a normal human
draped in chains, the eerie fiends known as chain
devils can stalk foes with a skill few mortals can
claim. They use magic to animate the chains that
wrap their bodies and possess the unnerving ability
to adopt the appearance of a person familiar to their
prey. Unlike most of their kind, chained devils show
little desire for advancing in hell’s hierarchy. Rather,
they seem content to hunt down escaped prisoners
or torment trespassers in the infernal realms.

CHAIN DEVIL
MEDIUM FIEND (DEVIL)

AC 17 (natural armor)
HP 127 (15d8 + 60; bloodied 63)

CHALLENGE 9
5,000 XP

Speed 40 ft.
STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 18(+4) 10(+0) 12(+1) 16 (+3)

Proficiency +4; Maneuver DC 16

Saving Throws Con +8, Wis +5, Cha +7

Skills Survival +5

Damage Resistances cold; damage from nonmagical,
non-silvered weapons



Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 12

Languages Infernal, telepathy 120 ft.

Devil’s Sight. The devil’s darkvision penetrates
magical darkness.

Lawful Evil. The devil radiates a Lawful and Evil aura.

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

Rattling Chains. Whenever the devil moves, the rattling of
its chains can be heard up to 300 feet away, unless it
moves at half its Speed.

Relentless Tracker. Once the devil has grappled a creature
in its chains, it has advantage on ability checks made to
track that creature for the next 30 days.

ACTIONS

Multiattack. The chain devil makes two chain attacks
and commands up to two animated chains under its
control to make chain attacks.

Chain. Melee Weapon Attack: +8 to hit, reach 15 ft., one
target. Hit: 14 (2d8 + 5) slashing damage. If the target is
a creature, it is grappled (escape DC 16) and restrained.
Until the grapple ends, this chain can only attack the
grappled target.

BONUS ACTIONS

Animate Chain. One inanimate, unattended chain
within 60 feet sprouts blades and magically animates
under the devil’s control for 1 hour. It has AC 20 and
20 hit points, a Speed of 0, and immunity to piercing,
poison, psychic, and thunder damage. When the devil
uses Multiattack, the devil may command the chain to
make one chain attack against a target within 15 feet
of it. If the chain is reduced to 0 hit points, it can’t be
reanimated.

REACTIONS

Unnerving Mask. When damaged by a creature within
30 feet that can see the devil, the devil momentarily
assumes the magical illusory form of one of the attack-
er’s enemies or loved ones, alive or dead. The illusory
figure may speak words that only the attacker can hear.
The attacker makes a DC 15 Wisdom saving throw. On
a failure, it takes 9 (2d8) psychic damage and is fright-
ened until the end of its next turn.The attacker is then
immune to this effect for the next 24 hours.

Combat

The chain devil prefers locations festooned with
chains. On its first and second turns, it animates a
chain near its enemies and then attacks. Though it
can’t make more than four chain attacks at a time, it
animates a new chain whenever it can, so as to have
as many attack options as possible. The devil uses
Unnerving Mask once against each attacker. The
chain devil fights to the death. It may let defeated
creatures escape for the joy of hunting them.
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Chain Devil Variant: Chained One

Sometimes mighty creatures such as balors, angels,
or demigods are captured by the forces of hell, bound
by chain devils, and left to guard the ruins of their
former domains. Driven to madness by hellish
tortures, these nightmarish sentinels tirelessly
pursue mortals who invade their realm.

The Chained One is Large, is CR 13 (10,000 XP),
and has 199 (21d10 + 84; bloodied 99) hit points.

The Chained One has the following additional trait:

Burning Blood (While Bloodied). When a creature within
5 feet hits the Chained One with a melee attack, boiling
black blood spurts from the wound. The attacker makes
a DC 16 Constitution saving throw, taking 16 (3d10) fire
damage on a failure or half damage on a success.

The Chained One has the following additional
action:

Despairing Howl (Recharge 5-6). The Chained One
screams. Each creature that can hear it within 90 feet
makes a DC 16 Constitution saving throw, taking 28
(8d6) thunder damage and 28 (8d6) psychic damage
on a failure or half damage on a success.

Erinyes

U

Although not as powerful as some other devils,
erinyes report directly to pit fiends, serving as their
emissaries throughout the infernal planes. Some
scholars believe that pit fiends favor erinyes because
they were among the devils who fell from heaven, as
opposed to mortal souls merely promoted into devils.
In combat, erinyes are skilled archers and fearsome
melee combatants, but their favorite tactic is to
ensnare foes with their enchanted lassoes.

ERINYES
MEDIUM FIEND (DEVIL)
AC 18 (full plate)
HP 161 (19d8 + 76; bloodied 80)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
18(+4) 18(+4) 18(+4) 14(+2) 16(+3) 18(+4)
Proficiency +4; Maneuver DC 16

CHALLENGE 12
8,400 XP

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

Skills Athletics +8, Insight +7, Perception +7

Damage Resistances cold; damage from nonmagical,
non-silvered weapons

Damage Immunities fire, poison

Condition Immunities poisoned
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Senses truesight 120 ft., passive Perception 17

Languages Infernal, telepathy 120 ft.

Lawful Evil. The erinyes radiates a Lawful and Evil aura.

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

ACTIONS

Multiattack. The erinyes makes three attacks.

Longsword. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 8 (1d8 + 4) slashing damage plus 14
(4dé) poison damage.

Longbow. Ranged Weapon Attack: +8 to hit, range 150/600
ft., one target. Hit: 8 (1d8 + 4) piercing damage plus 14
(4dé) poison damage, and the target makes a DC 14
Constitution saving throw. On a failure, it is poisoned
for 24 hours or until the poison is removed by lesser
restoration or similar magic.

Lasso. Melee Weapon Attack: +8 to hit, reach 15 ft., one
target. Hit: The target is entangled by the lasso. While
entangled, it can’t move more than 15 feet away from
the erinyes. The entanglement ends if the erinyes
releases the lasso or becomes incapacitated, or if the
lasso is destroyed. The lasso is an object with AC 12
and 20 hit points and is immune to piercing, poison,
psychic, and thunder damage. The entanglement also
ends if the target or a creature within 5 feet of it uses
an action to succeed on a DC 16 Athletics or Acrobatics
check to remove the lasso. The erinyes can’t make a
lasso attack while a creature is entangled.

REACTIONS

Parry. If the erinyes is wielding a longsword and can
see its attacker, it adds 4 to its AC against one melee
attack that would hit it.

Combat

The erinyes attacks from the air, weakening its foes
with volleys of arrows. Once its foe is poisoned,
it attacks with its longsword. It uses its lasso if
its quarry tries to flee. It may also use its lasso to
entangle a melee combatant with no ranged attack,
lifting the creature into the air to keep it away from
the devil’s more vulnerable allies.

Horned Devil

Considered to be the lowest ranking of the greater
devils, horned devils are nonetheless terrors on
the battlefield. They soar above the legions of hell,
hurling bolts of flame or swooping down to skewer
opponents with their forks or lash them with their



wicked tails. Outside of combat, horned devils are
inordinately lazy, sometimes entering a state of
hibernation until their superiors activate them.

HORNED DEVIL

LARGE FIEND (DEVIL)

AC 18 (natural armor)

HP 168 (16d10 + 80; bloodied 84)
Speed 30 ft., fly 60 ft.

CHALLENGE 11
7,200 XP

STR DEX CON INT WIS CHA
20(+5) 16(+3) 20(+5) 12(+2) 16(+3) 16 (+3)

Proficiency +4; Maneuver DC 17

Saving Throws Str +9, Dex +7, Wis +7, Cha +7

Skills Athletics +9, Intimidation +7

Damage Resistances cold; damage from nonmagical,
non-silvered weapons

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages Infernal, telepathy 120 ft.

Devil’s Sight. The devil’s darkvision penetrates
magical darkness.

Lawful Evil. The devil radiates a Lawful and Evil aura.

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

ACTIONS

Multiattack. The devil makes two attacks with its fork
and one with its tail. It can replace any melee attack
with Hurl Flame.

Fork. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 12 (2d6 + 5) piercing damage plus 3 (1d6)
fire damage.

Tail. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 10 (1d10 + 5) piercing damage. If the target
is a creature other than an undead or construct, it
makes a DC 17 Constitution saving throw. On a failure,
it receives an infernal wound and takes 11 (2d10)
ongoing piercing damage. Each time the devil hits the
wounded target with this attack, the ongoing damage
increases by 11 (2d10). A creature can spend an action
to make a DC 12 Medicine check, ending the ongoing
damage on a success. At least 1 hit point of magical
healing also ends the ongoing damage.

Hurl Flame. Ranged Spell Attack: +7 to hit, range 150 ft.,
one target. Hit: 10 (3d6) fire damage. If the target is an
unattended flammable object or a creature, it catches
fire, taking 5 (1d10) ongoing fire damage. A creature
can use an action to extinguish this fire.

Inferno (1/Day, While Bloodied). The devil waves its fork,
igniting a trail of roaring flame. Any creature within 10

feet of the devil makes a DC 15 Dexterity saving throw,
taking 49 (14d6) fire damage on a failure or half damage
on a success.

REACTIONS
Pin (1/Day). When a creature misses the devil with a

melee attack, the devil makes a fork attack against

that creature. On a hit, the target is impaled by the
fork and grappled (escape DC 17). Until this grapple
ends, the devil can’t make fork attacks or use Inferno,
but the target takes 7 (2d6) piercing damage plus 3
(1d6) fire damage at the beginning of each of its turns.

Combat

The horned devil prefers to fight in melee, especially
against weak enemies. It goads a ranged creature into

making a melee attack, pins it, and keeps it pinned
while hurling flame at other opponents. If fighting a
melee combatant, the devil tries to pin the creature
while 10 feet away from it, so that the creature can’t
counterattack. When bloodied, it releases a pinned
opponent in order to use Inferno. The horned devil
follows orders to the letter and rarely retreats, but it
might agree to a ceasefire if its orders aren’t specific.
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, I[e ne"il Ice Wall (1/Day). The devil magically creates a wall of ice
on a solid surface it can see within 60 feet. The wall is

flat, 1 foot thick, and can be up to 50 feet long and 15
feet high. The wall lasts for 1 minute or until destroyed.

Though hell is typically associated with fire, some
parts of the infernal realm are blisteringly cold. Ice
devils rule these frozen wastes, using them as training
grounds for hell’s newest recruits. Cold-hearted task-
masters, ice devils despise weakness above all else. In

Each 10-foot section has AC 12, 30 hit points, vulner-
ability to fire damage, and immunity to cold, necrotic,
poison, and psychic damage.

combat, they wield spears made from the frozen souls el A e e B S A e s

of those who failed to meet their exacting standards. the creature is pushed to one side of the wall (creature’s
choice). The creature then makes a DC 16 Dexterity
saving throw, taking 49 (14d6) cold damage on a

successful save or half damage on a success.

ICE DEVIL CHALLENGE 12
LARGE FIEND (DEVIL) 8,400 XP

AC 18 (natural armor)
HP 180 (19d10 + 76; bloodied 90)
Speed 40 ft.

STR DEX CON INT WIS CHA

BONUS ACTIONS

Tail. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 11 (2d6 + 5) bludgeoning damage plus 7
(2d6) cold damage.

20 (+5) 14 (+2) 18(+4) 18(+4) 16(+3) 18(+4)
Proficiency +4; Maneuver DC 17

Saving Throws Dex +6, Con +8, Wis +7, Cha +8
Damage Resistances damage from nonmagical,

REACTIONS

Freezing Blood (1/Day). When a creature within 60 feet
that the devil can see hits it with a ranged attack or

) includes it in a spell’s area, the creature makes a DC 16

non-silvered weapons iy y .

Constitution saving throw. On a failure, the creature

takes 10 (3d6) cold damage and is slowed until the

end of its next turn.

Damage Immunities cold, fire, poison
Condition Immunities poisoned
Senses blindsight 60 ft., darkvision 120 ft., passive

Perception 13 [Umhat

Languages Infernal, telepathy 120 ft.

The ice devil prefers melee combat, dropping its ice
Devil’s Sight. The devil’s darkvision penetrates magical g LS

wall on melee attackers in a way that blocks ranged

darkness. s :
attackers from participating in the battle. The ice

Lawful Evil. The devil radiates a Lawful and Evil aura. ] .
devil uses its spear attack first to slow one or two

opponents, and then attacks slowed opponents with
bite and claws. The ice devil rarely retreats from
melee, though it may do so if threatened by ranged

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

ACTIONS
Multiattack. The devil makes one bite attack and one

attackers it can’t counter.

claws attack.
Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one Im
target. Hit: 12 (2d6 + 5) piercing damage plus 7 (2d6) p
cold damage. Imps are sniveling yet cunning devils with batlike
Claws. Melee Weapon Attack: +9 to hit, reach 5 ft., one wings and pointed tails. They are often found serving
target. Hit: 10 (2d4 + 5) slashing damage plus 7 (2d6) more powerful devils as messengers, or as familiars
cold damage. to mortal masters. Their diminutive size, ability to
Spear. Melee Weapon Attack: +9 to hit, reach 10 ft., one turn invisible or take the form of an animal, and

target. Hit: 14 (2d8 + 5) piercing damage plus 10 (3d6)  innate devotion to those they serve makes imps the
cold damage. If the target is a creature, it makes a DC 16 perfect spies.

Constitution saving throw, becoming slowed for 1 minute

on a failure. The target repeats the saving throw at the

end of each of its turns, ending the effect on a success.
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IMP CHALLENGE 1/2
TINY FIEND (DEVIL, SHAPECHANGER) 100 XP
AC 13
HP 14 (4d4 + 4; bloodied 7)
Speed 20 ft., fly 40 ft.
STR DEX CON INT WIS CHA
6(-2) 16(+3) 12(+1) 10(+0) 12(+1) 14 (+2)

Proficiency +2; Maneuver DC 13

Skills Deception +4 (+1d4), Insight +3, Perception +3,
Persuasion +4, Stealth +5

Damage Resistances cold; damage from nonmagical,
non-silvered weapons

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages Infernal, telepathy 120 ft.

Devil’s Sight. The imp’s darkvision penetrates magical
darkness.

Ventriloquism. The imp can perfectly imitate any voice
it has heard. It can make its voice appear to originate
from any point within 30 feet.

Lawful Evil. The imp radiates a Lawful and Evil aura.

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

ACTIONS

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

Shapeshift. The imp magically changes its form into a rat
(speed 20 ft.), raven (20 ft., fly 60 ft.), or spider (20 ft.,
climb 20 ft.) or back into its true form. Its statistics are
the same in each form except for its movement speeds.
Equipment it carries is not transformed. It reverts to its
true form if it dies.

BONUS ACTIONS

Invisibility. The imp magically turns invisible, along
with any equipment carried. This invisibility ends
if the imp makes an attack, falls unconscious, or
dismisses the effect.

Combat

Whenever the imp attacks with its sting, it turns
invisible immediately afterwards and then moves
if it can. It might spend some turns hiding without
attacking. It changes targets and tactics frequently,
since it can be killed with a readied action or an
area attack if it becomes too predictable. Once

damaged, it hides invisibly. The imp sometimes
uses its Ventriloquism ability to create confusion
and miscommunication.

Imp Variant: Imp Familiar

An imp can serve a spellcaster as a familiar. Either
the familiar or master can end this relationship at
any time. If the imp’s master dies and isn’t restored
to life within 7 days, the imp gains the master’s soul,
and the master can’t be returned to life until the soul
is recovered. A familiar imp gains the following
additional trait:

Familiar. The imp can communicate telepathically with
its master while they are within 1 mile of each other.
When the imp is within 10 feet of its master, its master
shares its Magic Resistance trait.

Lemure

A mortal soul first arrives in hell as a humanoid-
shaped mass of flesh known as a lemure. In this
form, the soul is nearly mindless, incapable of any
thought other than its own pain. Because lemures
reform even if killed in the infernal realms, such
creatures are often doomed to millennia of torment.
Only if the lemure pleases its infernal masters—
usually by taking the life of a non-devil—can it
be promoted into a devil of higher rank.
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Devils
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LEMURE CHALLENGE 1/8
MEDIUM FIEND (DEVIL) 25 XP
AC7
HP 13 (3d8; bloodied 6)
Speed 15 ft.

STR DEX CON INT WIS CHA
10(+0) 4(-3) 10(t0) 1(-5) 10(+0) 2(-4)

Proficiency +2; Maneuver DC 10

Damage Resistances cold

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 10

Languages understands Infernal but can’t speak

Devil’s Sight. The lemure’s darkvision penetrates
magical darkness.

Eerie Groan. While the lemure can see a non-devil within
100 feet, it emits a groan that is audible within 300 feet.

Lawful Evil. The lemure radiates a Lawful and Evil aura.

ACTIONS
Fist. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 2 (1d4) bludgeoning damage.

Combat

Lemures groan loudly and shamble towards
non-devils, attacking with their fists once in range.
Although they are weak combatants, their groans
warn and attract more powerful devils.

Lemure Band

Slow-moving but relentless, hordes of lemures form
the bulk of Hellish armies. They’re often used to
absorb the enemy’s initial charge while stronger
infernal forces are kept in reserve.

LEMURE BAND CHALLENGE 2
LARGE GROUP OF 450 XP
MEDIUM FIENDS (DEVILS)
AC7
HP 67 (15d8; bloodied 33)
Speed 15 ft.

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

Proficiency +2; Maneuver DC 10

Damage Resistances cold

Damage Immunities fire, poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 10
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Languages understands Infernal but can’t speak

Area Vulnerability. The band takes double damage from
any effect that targets an area.

Band Dispersal. When the band is reduced to 0 hit points,
it turns into 2 (1d4) lemures with 6 hit points each.

Band. The band is composed of 5 or more lemures. If it is
subjected to a spell, attack, or other effect that affects
only one target, it takes any damage but ignores other
effects. It can share its space with Medium or smaller
creatures or objects. The band can move through any
opening large enough for one Medium creature without
squeezing.

Devil’s Sight. The band’s darkvision penetrates
magical darkness.

Eerie Groan. While the band can see a non-devil within 100
feet, it emits a groan that is audible within 300 feet.

Lawful Evil. The band radiates a Lawful and Evil aura.

ACTIONS

Fists. Melee Weapon Attack: +2 to hit, reach 5 ft., one
target. Hit: 12 (5d4) bludgeoning damage.

Pit Fiend

Pit fiends are the undisputed tyrants of hell, each
subservient only to the archdevil that rules its
plane. They command vast legions of devils and

are generally considered to be among the most
brilliant tacticians in the multiverse. If pit fiends
have a weakness, it is pride: since only the most
ambitious devils ever reach their lofty status, pit
fiends believe their merit to be self-evident. Though
it is not unknown for a pit fiend to face demotion
after a crushing military defeat, more often it is a
misstep navigating hell’s political landscape that
leads to a pit fiend’s downfall.

PIT FIEND

LARGE FIEND (DEVIL)

AC 19 (natural armor)

HP 300 (24d10 + 168; bloodied 150)
Speed 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
26 (+8) 16(+3) 24(+7) 22(+6) 18(+4) 24(+7)
Proficiency +6; Maneuver DC 22
Saving Throws Dex +9, Con +13, Int +12, Wis +10, Cha +13
Skills Athletics +14, Insight +10, Perception +10

CHALLENGE 20
25,000 XP

Damage Resistances cold; damage from nonmagical,
non-silvered weapons



Damage Immunities fire, poison

Condition Immunities poisoned

Senses truesight 120 ft., passive Perception 21

Languages Infernal, telepathy 120 ft.

Fear Aura. A creature hostile to the pit fiend that starts its
turn within 20 feet of it makes a DC 18 Wisdom saving
throw. On a failure, it is frightened until the start of its
next turn. On a success, it is immune to this pit fiend’s
Fear Aura for 24 hours.

Innate Spellcasting. The pit fiend’s spellcasting ability
is Wisdom (spell save DC 18). It can innately cast the
following spells, requiring no material components:

At will: detect magic, fireball
3/day each: hold monster, sending

Lawful Evil. The pit fiend radiates a Lawful and Evil aura.

Magic Resistance. The pit fiend has advantage on saving
throws against spells and magical effects.

area makes a DC 18 Dexterity saving throw, taking 21
(6d6) fire damage on a failed save or half damage on
a success.

Hold Monster (5th-Level; V, S, Concentration). A creature
within 60 feet that the pit fiend can see makes a DC 18
Wisdom saving throw. On a failure, it is paralyzed for
1 minute. The creature repeats the save at the end of
each of its turns, ending the effect on a success.

ACTIONS

Multiattack. The pit fiend attacks with its bite and mace.

Bite. Melee Weapon Attack: +14 to hit, reach 5 ft., one
target. Hit: 22 (4d6 + 8) piercing damage. If the target is
a creature, it makes a DC 20 Constitution saving throw.
On a failure, it is poisoned for 1 minute. While poisoned
in this way, the target can’t regain hit points and takes
21 (6d6) ongoing poison damage at the start of each of
its turns. The target can repeat this saving throw, ending
the effect on a success.

Mace. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 22 (4d6 + 8) bludgeoning damage plus 21
(6d6) fire damage. If the target is a Medium or smaller
creature, it makes a DC 22 Strength saving throw. On a
failure, it is pushed 15 feet away from the pit fiend and
knocked prone.

Circle of Fire (1/Day, While Bloodied). A 15-foot-tall,
1-foot-thick, 20-foot-diameter ring of fire appears
around the pit fiend, with the pit fiend at the center.
The fire is opaque to every creature except the pit fiend.
When the ring of fire appears, each creature it inter-
sects makes a DC 18 Dexterity saving throw, taking 22
(5d8) fire damage on a failed save or half damage on a
successful one. A creature takes 22 (5d8) damage the
first time each turn it enters the area or when it ends its
turn there. The fire lasts 1 minute or until the pit fiend
dismisses it, becomes incapacitated, or leaves its area.

Fireball (3rd-Level; V, S). Fire streaks from the pit fiend
to a point within 120 feet and explodes in a 20-foot
radius, spreading around corners. Each creature in the

BONUS ACTIONS

Claw. Melee Weapon Attack: +14 to hit, reach 10 ft., one
creature. Hit: 19 (2d10 + 8) slashing damage, and the
target is grappled (escape DC 22). While the target
is grappled, the pit fiend can’t use its claw against a
different creature.

Tail. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 24 (3d10 + 8) bludgeoning damage.
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Combat

The pit fiend prefers to bite opponents that haven’t
yet been poisoned. If three or more enemies are
gathered together, it may instead use Fireball.

For its bonus action, the pit fiend attacks with its
tail unless it’s near a weak melee attacker, in which
case it grapples with its claw.

When the pit fiend is bloodied, it flies to the nearest
ranged attacker and uses Circle of Fire, which blocks
line of sight for many enemies and prevents creatures
from easily escaping it. While fighting in the circle,
it uses its mace attack to push opponents through
the flames, forcing them to take even more damage
if they run back through the flames to reach the
pit fiend.

Variant: Pit Fiend General

Belethias is the general of the elite First Legion of Hell.
In every infernal war, Belethias leads the charge against
demonic hordes and angelic hosts alike. Despite having
the power to do so, Belethias never seeks to displace
one of the existing rulers of Hell. It has its eye on a
greater prize: the annexation of the Material Plane

as a new circle of Hell, with Belethias as its ruler.

The pit fiend general is an elite monster, equivalent
to two CR 20 monsters (50,000 XP). It is Huge and
has 600 (48d10 + 336; bloodied 300) hit points. It
has the following additional traits:

Elite Recovery. At the end of each of its turns while
bloodied, the pit fiend ends one negative effect currently
affecting it. It can do so as long as it has at least 1 hit
point, even while unconscious or incapacitated.

Reactive. The pit fiend can take a reaction on each
creature’s turn.

The pit fiend has the following reactions, which it
can use only while bloodied:

Vengeful Strike. When the pit fiend is hit by a melee
attack on any turn but its own, it makes a claw or tail
attack against the attacker.

Fireball. When the pit fiend is damaged by an area spell
cast by a creature within 120 feet that it can see, it
uses Fireball, centering the fireball on the caster of
the triggering spell.

Hold Monster. When the pit fiend is hit by a ranged attack
it uses Hold Monster on the attacker.
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Dinosaurs

The stuff of legend in cold and temperate lands,
dinosaurs rule arid grasslands and steaming fens
and jungles. Although not inherently magical, the
majesty of these mighty lizards invokes sheer primal
awe; even the most docile herbivores can be earth-
shattering titans.

Many Species. The hundreds of known species
of dinosaurs share little in common with each other.
Of the landbound dinosaurs, predators tend to run
on two legs, while herbivores often walk on four.
Some dinosaurs have armored or scaly hides while
others bear bright, birdlike feathers. The largest
predators, like tyrannosaurus rex, resemble wing-
less dragons— but dinosaurs are beasts, not
magical creatures.

Domesticated Beasts. In the lands where dinosaurs
dwell, humanoids frequently revere large dinosaurs
as demigods (using such honorifics as “thunderbeast”
and “behemoth”), and they domesticate smaller
dinosaurs as extraordinary farm animals and pets.
Warriors ride triceratops and pteranodons into battle,
a fact that makes the eggs of these dinosaurs highly
prized. While the tyrannosaurus rex is difficult to
train for war, many druids honor it as among the
mightiest of beasts.

Mysterious History. While few deny that dinosaurs
exist today, historical records suggest the great beasts
were once extinct. This has led to endless speculation
about what triggered the dinosaurs’ return: possi-
bilities include druidic magic, divine intervention,
or even a mass migration across a theoretical Plane
of Time.

Legends and Lore

With a History or Nature check, characters can
learn the following:

DC 10 Dinosaurs are mighty lizards common in
some warm parts of the world.

DC 15 Dinosaurs can be trained, and their eggs
are worth a fortune.



Dinosaur Encounters

Dinosaurs still exist on remote islands and plateaus

and in hot climates.

CR 0-2 Plesiosaurus; 1 to 3 pteranodons; 1 or 2
raptors

CR 3-4 Allosaurus; ankylosaurus; 3 or 4
raptors

CR 5-10 2 or 3 allosauruses; diplodocus; 1 or 2

triceratops; tyrannosaurus rex

CR 11-15 4 or 5 ankylosauruses; 2 diplodo-
cuses; 3 triceratops

Sions

1 Half-devoured corpse of a large herbivore
dinosaur

Huge reptilian footprints
Distant thumps, like a giant’s footsteps
A distant trumpeting roar

A giant mound of excrement

A »nn A W N

Trees snapped by immense force. DC 12
Survival check: Nearby dinosaur tracks

Predator Behavior

1 Chasing herbivores or people
2 Feasting on a kill
3 Hungry; chases and attacks on sight

4 In a cave lair filled with remains of old victims

Herbivore Behavior

1 Grazing; flees or stampedes if approached
With an egg or baby; defends it fiercely
Charges any who approach

Migrating to new grazing lands

Stuck in a tar pit or bog

A L A WD

Wearing a saddle

Allosaurus

The allosaurus is a strong and fast predator that
uses its quickness to dart in and savage bigger and
better-armored prey. It may hunt alone or in

small packs.

ALLOSAURUS
HUGE BEAST

AC 14 (natural armor)
HP 57 (6d12 + 18; bloodied 28)
Speed 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 18(+4) 16(+3) 2(-4) 12(+1)) 5(-3)
Proficiency +2; Maneuver DC 14

CHALLENGE 3
700 XP

Senses passive Perception 11

Languages —

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.

Hit: 17 (3d8 + 4) slashing damage. If the allosaurus moves
at least 10 feet towards its target before making this
attack, it gains advantage on the attack.
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Anlkylosaurus

The ankylosaurus is a herbivore that defends itself
with an armor-plated back and powerful swings of
its clubbed tail.

The ankylosaurus stat block can also be used
to represent the stegosaurus, except that the tail
attack deals piercing damage.

ANKYLOSAURUS CHALLENGE 3
HUGE BEAST 700 XP

AC 16 (natural armor)
HP 63 (6d12 + 24; bloodied 31)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 10(+0) 18(+4) 2(-4) 12(+1) 5(-3)

Proficiency +2; Maneuver DC 14
Senses passive Perception 11
Languages —

ACTIONS

Tail. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 17 (3d8 + 4) bludgeoning damage. If the
target is a Large or smaller creature, it makes a DC 14
Strength saving throw. On a failure, it is knocked prone.

Diplodocus

The diplodocus is an immense, quadrupedal herbi-
vore with a long neck for browsing the tallest trees

and a lashing tail for self-defense. It’s large and strong

enough to defend itself from lone predators.

DIPLODOCUS CHALLENGE 7
GARGANTUAN BEAST 2,900 XP
AC 14 (natural armor)

HP 139 (9d20 + 45; bloodied 69)

Speed 30 ft.

STR DEX CON INT WIS CHA
24(+7) 8(-1) 20(+5) 2(-4) 12(+1) 5(3)

Proficiency +3; Maneuver DC 18
Senses passive Perception 11
Languages —

ACTIONS

Multiattack. The diplodocus makes a stomp attack and a
tail attack against two different targets.

Stomp. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 21 (4d6 + 7) bludgeoning damage.
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Tail. Melee Weapon Attack: +10 to hit, reach 15 ft., one
target. Hit: 17 (3d6 + 7) bludgeoning damage. If the
target is a Large or smaller creature, it is pushed 10
feet away from the diplodocus and knocked prone.

Plesiosaurus

A plesiosaurus is an oceangoing predator with a

long neck and a wide mouth full of needle-sharp
teeth. In the remote waters where it hunts, it is a

feared sea monster that overturns fishing boats. It
is rumored that even larger specimens hunt sharks
and giant squid far below the ocean’s surface.

PLESIOSAURUS CHALLENGE 2
LARGE BEAST 450 XP

AC 13 (natural armor)
HP 45 (6d10 + 12; bloodied 22)
Speed 20 ft., swim 40 ft.

STR DEX CON INT WIS CHA
18(+4) 14(+2) 14(+2) 2(-4) 12(+1) 5(-3)
Proficiency +2; Maneuver DC 14

Senses passive Perception 11

Languages —

Hold Breath. The plesiosaurus can hold its breath for
1 hour.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 15 (2d10 + 4) piercing damage. The target
makes a DC 14 Strength saving throw. On a failure, it
is pulled up to 5 feet towards the plesiosaurus.

Pteranodon

The pteranodon is a flying reptile with batlike wings
spanning 20 feet across. It preys on fish and other
small animals. Pteranodons are fiercely territorial and
attack anyone who approaches their nesting grounds.
Pteranodons are strong enough to carry riders.

PTERANODON CHALLENGE 1/2
LARGE BEAST 100 XP

AC 13 (natural armor)
HP 30 (4d10 + 8; bloodied 15)
Speed 10 ft., fly 60 ft.

STR DEX CON INT WIS CHA
12 (h1) S (r2ld 34 (F2) F 21(G4)) ) 5 (55)
Proficiency +2; Maneuver DC 12

Senses passive Perception 11
Languages —



Flyby. The pteranodon doesn’t provoke an opportunity naptnr |
attack when it flies out of a creature’s reach.

While raptors range in size from two-foot-tall
velociraptors to six-foot-tall utahraptors, the four-
foot-tall deinonychus is the most common of these
feared pack hunters. Raptors are capable of disem-
boweling large prey with kicks from their huge,
curved leg claws. Raptors are among the smartest

ACTIONS
Bite. Melee Weapon Attack: +3 to hit, reach 5 ft., one
target. Hit: 5 (1d8 + 1) piercing damage.

and fastest dinosaurs and are capable of using the
terrain to their advantage.

RAPTOR CHALLENGE 1
MEDIUM BEAST 200 XP

AC 13 (natural armor)
HP 32 (5d8 + 10; bloodied 16)
Speed 60 ft.

STR DEX CON INT WIS CHA
16 (+3) 14(+2) 12(+1)) 4(-3) 12(x1) 5(-3)
Proficiency +2; Maneuver DC 13

Senses passive Perception 11

Languages —

Pack Tactics. The raptor has advantage on attack rolls
against a creature if at least one of the raptor’s allies
is within 5 feet of the creature and not incapacitated.

ACTIONS

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (1d10 + 3) slashing damage. If the target
is a Medium or smaller creature, it makes a DC 13

Strength saving throw, falling prone on a failure.

Triceratops

The triceratops is a short-tempered herbivore armed
with three horns and a bony frill that protects it from
frontal attacks. The ferocity of its charge gives even
the tyrannosaurus rex pause. In the remote lands
where triceratops coexist with humanoids, tricer-
atops are sometimes trained as war beasts.

TRICERATOPS CHALLENGE 5
HUGE BEAST 1,800 XP
AC 14 (natural armor)

HP 84 (8d12 + 32; bloodied 42)

Speed 50 ft.

STR DEX CON INT WIS CHA
20(+5) 10(+2) 18(+4) 2(-4) 12(+1) 5(-3)
Proficiency +3; Maneuver DC 16
Senses passive Perception 11
Languages —
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| ACTIONS

Defensive Gore. Melee Weapon Attack: +8 to hit, reach
5 ft., one target. Hit: 24 (3d12 + 5) piercing damage,
and the target has disadvantage on the next attack it
makes against the triceratops before the end of the
triceratops’s next turn.

Trample. The triceratops moves up to its speed in a
straight line. It can move through the spaces of Large
and smaller creatures. Each of these creatures makes
a DC 14 Dexterity saving throw, taking 21 (3d10 + 5)
bludgeoning damage on a failure.

Tyrannosaurus Rex

The tyrannosaurus rex is the biggest and fiercest of
the known dinosaur predators. The tyrannosaurus
grasps prey in its powerful jaws, biting through

armor and bone.

TYRANNOSAURUS REX
HUGE BEAST

AC 13 (natural armor)
| HP 126 (11d12 + 55; bloodied 63)
Speed 50 ft.

STR DEX CON INT WIS CHA
2a(Fe) niofto) 20(+5) 2(-4) 12(+x1) 5(-3)
Proficiency +3; Maneuver DC 17

CHALLENGE 8
3,900 XP

Senses passive Perception 11
Languages —

ACTIONS

Multiattack. The tyrannosaurus makes two attacks, a bite
attack and a tail attack, each against a different target.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 25 (3d12 + 6) piercing damage. If the target
is a creature, it is grappled (escape DC 17). Until this
grapple ends, the tyrannosaurus can’t bite a different
creature and it has advantage on bite attacks against
the grappled creature.

Tail. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 19 (3d8 + 6) bludgeoning damage.

DIRE TYRANNOSAURUS REX

“The Emperor” is the nickname locals have given
a scarred, one-eyed tyrannosaurus rex of excep-
tional ferocity. The Emperor has developed a habit

of raiding humanoid villages, and it has shown itself
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clever enough to foil traps and ambush hunters seeking

to end its reign of terror.

The dire tyrannosaurus rex is an elite monster,
equivalent to two CR 8 monsters (7,800 XP). It
has 253 (22d12 + 110; bloodied 126) hit points,
an Intelligence of 6 (-2), and a Wisdom of 16 (+3),
and has the following additional bonus actions,
which it can use only while bloodied:

Elite Recovery. The dire tyrannosaurus rex ends one
negative effect currently affecting it. It can use this
bonus action as long as it has at least 1 hit point,
even while unconscious or incapacitated.

Tail Sweep. The dire tyrannosaurus rex makes a tail attack
against each creature within 10 feet. A creature hit by
an attack makes a DC 17 Strength saving throw, falling
prone on a failure.

Trample. The dire tyrannosaurus rex moves up to its speed
in a straight line. It can move through the spaces of Large
and smaller creatures. Each of these creatures makes
a DC 17 Dexterity saving throw, taking 19 (3d8 + 6)
bludgeoning damage and falling prone on a failure.

Roar (1/Day). Each creature of the dire tyrannosaurus
rex’s choice within 120 feet that hears its roar makes a
DC 14 Charisma saving throw. On a failure, a creature is
frightened for 1 minute. A creature repeats the saving
throw at the end of its turns, ending the effect on itself
on a success.



Doppelganger

Doppelgangers are humanoid in overall shape, but
their faces are as pale and smooth as unfinished clay.
They have pupilless white eyes, slits for nostrils, and
bear no traits to distinguish ancestry or gender.

Stolen Faces. Doppelgangers are shapechangers
that assume the appearance of other humanoids to
better blend in with society. Not content with simply
taking another’s physical form, they often stalk or
kidnap their victims, studying their behaviors and
telepathically probing their thoughts. Given time,
the doppelganger absorbs the individual’s person-
ality traits, mannerisms, and even memories, which
layer themselves over the doppelganger’s own like
gauze. Doppelgangers may kill their victims out of
expediency, malice, or to preserve their sense of
self; a doppelganger that adopts another creature’s
identity too long may come to think of its victim
as the imposter.

Lonely and Lost. Most doppelgangers go through
life without encountering another of their kind.
Even if they were to cross paths with another, their
assumed identities might prevent both from recog-
nizing a kindred spirit. An undisguised doppel-
ganger is often an outcast: shunned at best, and
hunted at worst. Even a doppelganger who means
no harm is rarely trusted. Some doppelgangers
have managed to make quiet lives for themselves
far from civilization, determined to harm no one—
even if it means a lifetime of solitude.

Perfect Charlatans. Many doppelgangers join
thieves’ guilds or cabals of assassins, as these
cutthroat criminals are often the only elements
of society that welcome a doppelganger in their
ranks. While many doppelgangers revel in such
work, others resort to it only out of necessity.

Legends and Lore

With an Arcana or History check, characters can

learn the following:

DC 10 Doppelgangers can alter their physical
forms to mimic the appearance of any humanoid
they have seen.

Doppelganger

DC 15 Doppelgangers are distrusted, often with
good reason. But they aren’t inherently evil.

DC 20 Doppelgangers can read thoughts, allowing
them to better impersonate those whose identities
they steal.

Doppelsanger Encounters

Doppelgangers dwell in or near settlements and
prefer cities.

CR 3-4: Doppelganger
Treasure 30 gp, gold necklace (125 gp), 2 sets
of fine clothes (15 gp each), 2 signet rings (25
gp each), potion of bealing

CR 5-10: 2 or 3 doppelgangers; doppelganger

with 1d4 + 1 thugs; doppelganger with 1 to 3

wererats; doppelganger with 1d6 + 1 jackalweres
Treasure 80 pp, jeweled dagger (125 gp),
papers for 2 false identities
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Wilderness and Underground Behavior

1

Hiding; spies on travelers’ thoughts to build
a backstory and then “accidentally” runs
into them

In doppelganger form, unaware of the party

Waiting for a group of travelers to pass;
planning to ambush a victim alone and
take their place

In disguise, near the body of a cleric
“companion” — actually its previous victim

Surprised to see you: tries to quickly scan your
surface thoughts and claims to be related to
your quest or background

With a terrible secret it learned with its
Read Thoughts ability; it needs help dealing
with the problem it has uncovered

Settlement Behavior

1

Following an unsuspecting person, having
adopted their form and intent on reading
their thoughts

Strangling a victim whose identity it is plan-
ning to steal; it looks just like its victim
Disguised as a shopkeeper or other trades-

person; it has recently taken over an identity
but its knowledge of the job is imperfect

It has assumed the identity of someone you
know to be dead

In disguise as one of the party, running up
bar tabs

Working as fortune teller, with the advantage
of being able to read thoughts

Group Behavior
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1

Disguised as human thieves; will offer to work
for hire as treasure hunters, and will serve
faithfully unless there is something big to be
earned by betrayal; trained in thieves’ tools

Disguised and equipped as elf adventurers —
but don’t know elven language

Following you: each one is disguised as one of
you and studying you to take over your identity

4 A group of adventurers escorting prisoners;
the prisoners claim that the adventurers
are doppelgangers. Which group is actually
doppelgangers? The adventurers? The pris-
oners? Both? Narrator’s choice!

5 Committing crimes while disguised as you
(Note: This may be happening elsewhere,
and the PCs won’t hear about it until they
are arrested)

6 Attacking a group of assassins in an alley,
disguised as the assassins; the doppelgangers
are part of a secret organization that punishes
murderers

DOPPELGANGER CHALLENGE 3
MEDIUM MONSTROSITY (SHAPECHANGER) 700 XP

AC 14
HP 52 (8d8 + 16; bloodied 26)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (+0) 18(+4) 14(+2) 10(+0) 14(+2) 16(+3)

Proficiency +2; Maneuver DC 14
Skills Deception +5 (+1d4), Insight +4, Stealth +6
Senses darkvision 60 ft., passive Perception 12

Languages Common

ACTIONS

Precise Strike. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 11 (2d6 + 4) bludgeoning damage. If the
target is surprised, it takes an extra 10 (3d6) damage.

BONUS ACTIONS

Shapeshift. The doppelganger changes its form to that
of any Small or Medium humanoid creature it has seen
before, or back into its true form. While shapeshifted,
its statistics are the same. Any equipment is not
transformed. It reverts to its true form if it dies.

Read Thoughts. The doppelganger magically reads the
surface thoughts of one creature within 60 feet that it
can see. Until the end of its turn, it has advantage on
attack rolls and on Deception, Insight, Intimidation, and
Persuasion checks against the creature.

Combat

Doppelgangers strike with surprise, either by lurking
unseen or by adopting a trusted guise. They use
Read Thoughts to gain advantage on attacks.
When outnumbered, a doppelganger flees.



Dragons

Dragons are winged, scaled creatures that resemble
immense reptiles. They are innately magical beings
of great strength and cunning. True dragons (as
opposed to other draconic creatures, such as wyverns
and faerie dragons) can grow to immense size and
venerable age, breathing gouts of destructive energy
on any who challenge their dominion. The mightiest
dragons command power unrivaled by any
mortal creature.

Greedy Tyrants. Nearly all dragons are acquisitive
and arrogant, seeing themselves as the rulers of their
hunting grounds. They value gold and treasure, as a
mighty hoard represents the dragon’s ability to take
wealth from others while paying tribute to none in
return. Beyond this, a dragon’s motivations and
attitudes are as varied as those of other despots.
Some delight in cruelty and death, while others
fraternize with and even champion humanoids and
other smaller folk. Still others give little thought to
non-dragons, except as sources of food and trea-
sure— or as potential thieves to be destroyed.

Draconic Ages. Dragons hatch from eggs and
grow larger and stronger as they age. The
youngest dragons, called wyrmlings, are 5 years
old or younger and grow to Medium size. Young
dragons are Large in size; a dragon’s youth can
last 100 years. Huge adult dragons can be up to
800 years old. Ancient dragons are Gargantuan in
size and can live to be as old as 1,200 years.

Though long-lived, dragons are mortal creatures.
A very few, however, amass such power that they
live far beyond their natural lifespans. These mighty
creatures are called great wyrms. They may spend
centuries drowsing in their lairs, but when they arise,
they topple kingdoms and wreak cataclysms.

Combat

While individual dragons have their own personal-
ities and tactics, most rely heavily on their breath
weapons. They use them whenever they can, pref-
erably from maximum distance and while flying
above their enemies.

When fighting in the open, dragons often circle
above their enemies as they wait for their breath
weapons to recharge. They only close to melee if

Dragons

their enemies deal significant damage with ranged
attacks, or if they can savage an enemy cut off
from its allies. Once bloodied, dragons become
more aggressive, attacking with bite and claws
when their breath weapons aren’t available.

If a dragon is protecting its lair, it utilizes lair

features, traps, allies, and architecture such as escape
tunnels to keep up a hit-and-run fight, reappearing
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only when it has a fully-recharged breath weapon.
If the dragon is forced into melee combat, it uses its
bite and claws against a single foe. If it has legendary
actions like Roar and Wing Attack, it uses them to
disperse its other enemies.

If reduced to less than one-fourth its hit points
while fighting in the open, a dragon flies away.
However, it fights to the death to defend its lair,
unless it can regain the upper hand through tricks
or bargains.

Dragon Variant: Dragon Lich

Some dragons seek to defy death, becoming undead

dragon liches. Such a dragon channels its inherent
magical nature into an arcane spark that grants it
a semblance of life beyond death. Scales and flesh
slough off the dragon lich, eventually leaving
nothing but a skeletal dragon brooding over
moldering treasure.

In order to become a dragon lich, a dragon must
imbue its spirit into a soul vessel. The vessel is usually
some treasured item from the dragon’s hoard, such as
a particularly valuable gem or piece of jewelry. The
dragon can’t bear to be apart from its soul vessel
and keeps it close among its hoard. The only way
to permanently defeat a dragon lich is to destroy
both the dragon and the soul vessel.

Any adult or older dragon with spellcasting ability
may become a dragon lich. Chromatic dragons most
often become dragon liches. A dragon lich retains
all the statistics of the original dragon except as
noted below.

Type. The dragon’s type is Undead (dragon).

Breath Weapon. When the dragon uses a breath weapon
that deals damage, half of its damage is the original
damage type and half is necrotic damage.

Expanded Spell List. The dragon can cast animate dead
with no material components three times per day. An
ancient or older dragon can cast create undead with no
material components three times per day.
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Immunities. The dragon gains immunity to necrotic Sample nl‘agﬂn I-ich

and poison damage. It can’t be charmed, fatigued, ) i
Here the dragon lich template has been applied to

frightened, paralyzed, or poisoned.
an adult black dragon.

The dragon lich’s Legendary Resistance trait is
replaced with the following:

ADULT BLACK CHALLENGE 17
DRAGON LICH
LEGENDARY HUGE UNDEAD (DRAGON) 18,000 XP
AC 19 (natural armor)
HP 253 (22d12 + 110; bloodied 126)
Speed 4o0 ft., fly 80 ft., swim 40 ft.
The dragon lich gains the following traits: "STR DEX CON INT WIS CHA
Rejuvenation. If it has a soul vessel, a destroyed dragon lich 22(+6) 14(+2) 20(+5) 14(+2) 12(+1) 16 (+3)
gains a new body in 1d10 days, regaining all its hit points. Proficiency +6; Maneuver DC 20
The new body forms within 10 feet of the soul vessel. Saving Throws Dex +8, Con +11, Wis +7, Cha +9
Turn Resistance. The dragon lich has advantage on saving Skills History +8, Perception +7 (+1d6), Stealth +8

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it loses its Undead Telepathy trait until the end
of its next turn. Until the end of its next turn, undead
creatures under its control are incapacitated.

throws against any effect that turns undead. Damage Immunities acid, necrotic, poison

Undead Nature. A dragon lich doesn’t require air, Condition Immunities charmed, fatigued, frightened,
sustenance, or sleep. paralyzed, poisoned

Undead Telepathy. The dragon lich can communicate Senses blindsight 60 ft., darkvision 120 ft., passive
telepathically with undead creatures within 120 feet. Perception 20




Languages Common, Draconic

Ambusher. When submerged in water, the dragon has
advantage on Stealth checks. If the dragon hits a crea-
ture that can’t see it with its bite, it can deal piercing
damage and grapple the target simultaneously.

Innate Spellcasting. The dragon’s spellcasting ability
is Charisma (save DC 17). It can innately cast the
following spells, requiring no material components.
3/day each: animate dead, fog cloud, legend lore,

pass without trace, speak with dead

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it loses its Undead Telepathy trait until the end
of its next turn. Until the end of its next turn, undead
creatures under its control are incapacitated.

Ruthless (1/Round). After scoring a critical hit on its turn,
the dragon can immediately make one claw attack.

Rejuvenation. If it has a soul vessel, a destroyed dragon
lich gains a new body in 1d10 days, regaining all its hit
points. The new body forms within 10 feet of the
soul vessel.

Turn Resistance. The dragon has advantage on saving
throws against any effect that turns undead.

Undead Nature. The dragon doesn’t require air, suste-
nance, or sleep.

Undead Telepathy. The dragon lich can communicate
telepathically with undead creatures within 120 feet.

Dragons

Acid Spit. The dragon targets a creature within 60 feet,
forcing it to make a DC 19 Dexterity saving throw. The
creature takes 22 (4d10) acid damage on a failure or half
damage on a success. A creature that fails the save also
takes 5 (1d10) ongoing acid damage. A creature can use
an action to end the ongoing damage.

Acid Breath (Recharge 5-6). The dragon exhales sizzling
acid and necrotic energy in a 60-foot-long, 5-foot-wide
line. Each creature in that area makes a DC 19 Dexterity
saving throw, taking 31 (7d8) acid damage and 31 (7d8)
necrotic damage on a failed save or half damage on a
success. A creature that fails the save is blinded until
the end of its next turn.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
use Acid Spit.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
acid damage. Instead of dealing piercing damage, the
dragon can grapple the target (escape DC 20), and a
Large or smaller creature grappled in this way is
restrained. While grappling a creature, the dragon
can’t bite or use Acid Spit against another target.

Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one
target. Hit: 19 (3d8 + 6) slashing damage.

Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, and
the dragon pushes the target 10 feet away.

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

Darkness. The dragon creates a 20-foot-radius sphere
of magical darkness originating from a point it can see
within 120 feet. Darkvision can’t penetrate this darkness.
The darkness lasts for 1 minute or until the dragon uses
this action again.

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 17 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success. When
it succeeds on a saving throw or the effect ends for
it, it is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 20 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.
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Chromatic Dragons

Named after their brightly-scaled hides, chromatic
dragons can be found from the highest peaks to the
thickest salt marshes. Chromatic dragons are the
most common—as well as the most rapacious— of
true dragons. They exert their will on the world via
their peerless combat strength and by wreaking
changes on their environments.

Twisted Lairs. A chromatic dragon is greedy even
by draconic standards. Treasure, once acquired, is
guarded carefully. A chromatic dragon makes its lair
in a punishing, nearly inaccessible, location filled
with traps and treacherous precipices. The dragon
values worshipful allies, particularly kobolds and
dragonborn, that can help patrol its lands and guard
its lair against thieves.

The area around a chromatic dragon’s lair slowly
comes to reflect the dragon’s nature. A black drag-
on’s territory becomes an acidic swamp, while the
plants around a blue dragon’s lair wither as the land
becomes parched. What’s worse, chromatic dragons
are driven by boundless hunger, and most take no
pains to preserve life within their hunting areas.
Once the dragon has exhausted the land of prey,
it may move on to a new lair.

The area controlled and twisted by a dragon
increases as the dragon ages. While a wyrmling may
have no established domain, a young dragon controls
an area within a mile radius of its lair. Inside that
area, the environment slowly changes to suit the
dragon. An adult dragon magically corrupts a radius
of five to 10 miles around its lair, while an ancient
dragon might create a poisoned forest, a lifeless
tundra, or other hostile environment that extends
out 30 miles or more. A great wyrm, during its
few waking periods, might create environmental
conditions that devastate an entire continent.

Dynastic Struggles. In a time long past, dragons
claimed a mighty, if short-lived, empire. Nowadays,
most dragons are solitary creatures that see other
dragons as potential threats. In the last few centuries,
however, some chromatic dragons have rediscovered
the value of cooperation. Such dragon clans may
come to rule nations or even empires, demanding
tribute and military service from the humanoids
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they rule. Elder dragons govern as monarchs, while
younger ones claw their way up the ladder of
command amidst a climate of intrigue, backstab-
bing, and duels to the death. Such an empire, if left
unchecked, could pose a threat to the freedom of
the entire world—and the treasure it amassed
could be truly staggering.

Black Dragon

With a death’s—hgad face and black wings like a
tattered cloak, a black dragon somewhat resembles
the humanoid personification of death. And indeed,
of all chromatic dragons, the black dragon is the
one most fascinated by death and ruin. Dwelling in
rotting swamps among fallen and forgotten monu-
ments, a black dragon revels in terror and decay.

Cruel Ambushers. Black dragons are equally at
home high in the night sky or hiding beneath the
murky waters of their swamp lairs. They can
surround themselves with magical pools of inky
shadow. With many ways to hide from prey, black
dragons are deadly ambush hunters. Most black
dragons relish the fear of their quarry and draw
out their hunts as long as possible. Sometimes
they reveal themselves long before they first strike
simply to menace their foes. At other times, they
grant wounded prey temporary respite, allowing
the illusion of escape before plunging their quarry
into darkness and terror.

Ancient Monuments. Black dragons are both
attracted to—and the cause of —decay and ruin.
They often lair within the palaces of fallen kingdoms,
especially those they helped topple. The corrupting
influence of a black dragon’s presence turns ground
to turn to mud, causes grasping plants to crack stone,
and eventually drowns old relics under the stinking
bog. But even long-buried peoples still seem alive to
the black dragon. It holds ancient rivals in a mixture
of contempt and reverence, and often gloats over
the dead it has drowned. Collectors and students
of ancient relics and treasure, black dragons are
eager to share their knowledge about ancient
mysteries—though the questioner may not long
survive the answer.

Life Beyond Death. With their fixation on
time and mortality, black dragons are the most
common dragon liches. If personal undeath is



beyond a black dragon’s arcane power, it may seek
to bolster its physical defenses by creating armies
of undead servants. Zombified would-be dragon-
slayers, as well as moldering skeletons from ages
past, may patrol a black dragon’s lair alongside
living minions.

Legends and Lore

With an Arcana or History check, characters can
learn the following:
DC 10 Black dragons make their lairs in swamps
and among the ruins of ancient empires.
DC 15 Black dragons spit acid, and the oldest

among them can surround themselves with
magical darkness.

DC 20 Obsessed with death, black dragons some-
times extend their existences through an arcane
ritual that turns them into liches.

Black Dragon Encounters

Black dragons live in rotting swamps, lairing among
ruins and toppled monuments.

CR 3-4 black dragon wyrmling with 1d4
dragonbound warriors (see warrior), kobolds,
or lizardfolk
Treasure 300 gp, 500 sp, 4 sardonyx gemstones
(50 gp each), exquisite marble throne (worth
200 gp but bulky), potion of greater healing,
leaden helm (acts as ring of mind shielding)

CR 5-10 young black dragon; young black

dragon with 1d4 kobolds, shriekers, or stirges;

black dragon wyrmling with 1 or 2 dire centi-

pedes, giant scorpions, or will-o’-wisps
Treasure 1,200 gp, 3,000 sp, 2 adaman-
tine-bladed battleaxes (500 gp each), 3 potions
of healing, +1 greataxe (named Immortal; the
haft is topped with a gold crown)

CR 11-16 young black dragon with banshee,
ghost, night hag, or shambling mound
Treasure 2,000 gp, 5,000 sp, ceremonial gold
full plate armor with crowned helm (2,500 gp),
potion of superior bealing, oil of sharpness, +2
scale armor (the wearer can breathe water)

Dragons

CR 17-22 adult black dragon; adult black dragon
lich; adult black dragon with 2 bugbears, dire
centipedes, specters, or will-o’-wisps
Treasure 8,000 gp, 4,000 ep, iron crown set
with 25 jet gemstones (100 gp each gemstone),
50 scrolls of lost history and literature (100
gp each), 3 potions of supreme healing, spell
scrolls of greater restoration and move earth,

carpet of flying

CR 23-30 ancient black dragon; ancient black
dragon with mage, otyugh, shambling mound,
or wight; ancient black dragon with 2d4 bugbears,
lizardfolk, or specters; adult black dragon lich
with 1d6 + 4 skeletons and necromancer or
ogre mage
Treasure 15,000 gp, miniature replica of city
featuring a 3-foot-tall electrum obelisk (5,000
gp), black dragon egg (25,000 gp), potion of
speed, 2 arrows of undead slaying, cloak of
the bat, crystal ball

CR 31+ black great wyrm; ancient black dragon

with 3 banshees or ghosts and 10 or 20 skeletons

or zombies; 2 adult black dragons
Treasure 100,000 gp, 2 gem-studded gold
crowns (25,000 gp each), 10 pieces of miscel-
laneous jewelry (2,500 gp each), huge stone
calendar that predicts a future catastrophe,
3 potions of supreme healing, mantle of spell
resistance, ring of invisibility

Sions

1 Sucking mire; after each hour of travel,

succeed on a DC 12 Constitution saving
throw or gain a level of fatigue

2 Fouled, poisoned water

Low mist obscuring dangerous bogs and
other hazards

4 A draconic footprint filled with steaming
liquid
5 Fallen towers half-buried in mud: scalding

black smoke suddenly jets from a window

6 A toppled royal statue; a crude dragon statue
sits in its place atop an empty pedestal
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Behavior

1 Sleeping underwater
Ranting about the weaklings it has destroyed
Hiding in ambush

Vandalizing ancient architecture

“»n A W DN

Hiding a portion of its treasure in a secondary
lair, just in case; it tries to destroy witnesses

=)

Flying overhead, hunting

Wants to complain to someone about the
dreariness of its surroundings, and then
maybe kill the listener

8 In the midst of a ritual to turn it to a
dragon lich

Black Dragon Lair Features

The save DC for the following effects is 13 + the
dragon’s proficiency modifier. Choose or roll one
or more of the following lair features:
1 A successful Perception check reveals a hidden
tunnel. If possible, the dragon snaps someone
up in its jaws and squeezes through the tunnel.

2 The lair contains craters filled with bubbling
acid. Once per turn, the dragon can use a
legendary action to dunk a grappled creature
into the acid. The creature takes acid damage
equal to one-half the dragon’s breath
weapon damage.

3 Murky pools connect to the surrounding bog
via underwater tunnels.

4 Creatures other than the black dragon gain no
benefit from darkvision within the lair. The
dragon can make a creature immune to this
effect by ritualistically scarring it with acid.

Names

ANCIENT
BLACK DRAGON
LEGENDARY GARGANTUAN DRAGON
AC 22 (natural armor)

HP 367 (21d20 + 147; bloodied 183)
Speed 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
26(+8) 14(+2) 24(+7) 16(+3) 14(+2) 18(+4)
Proficiency +7; Maneuver DC 23
Saving Throws Dex +9, Con +14, Wis +9, Cha +11
Skills History +10, Perception +9 (+1d6), Stealth +9

CHALLENGE 23

50,000 XP

Damage Immunities acid

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 22

Languages Common, Draconic, one more

Ambusher. When submerged in water, the dragon has
advantage on Stealth checks. If the dragon hits a creature
that can't see it with its bite, it can deal piercing damage
and grapple the target simultaneously.

Amphibious. The dragon can breathe air and water.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to mud.
If it has no more uses of this ability, its Armor Class is
reduced to 20 until it finishes a long rest.

Ruthless (1/Round). After scoring a critical hit on its turn,
the dragon can immediately make one claw attack.

Algarath, Azoth, Ebonflame, Exatharis,
Bitterbite, Sear
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ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
use Acid Spit.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 30 (4d10 + 8) piercing damage plus 9 (2d8)
acid damage. Instead of dealing piercing damage, the
dragon can grapple the target (escape DC 23), and a
Huge or smaller creature grappled in this way is
restrained. While grappling a creature, the dragon
can'’t bite or use Acid Spit against another target.

Claws. Melee Weapon Attack: +15 to hit, reach 10 ft.,
one target. Hit: 21 (3d8 + 8) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one
target. Hit: 21 (3d8 + 8) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Acid Spit. The dragon targets a creature within 60 feet,
forcing it to make a DC 22 Dexterity saving throw. The
creature takes 22 (4d10) acid damage on a failure or



half damage on a success. A creature that fails the save
also takes 11 (2d10) ongoing acid damage. A creature
can use an action to end the ongoing damage.

Acid Breath (Recharge 5-6). The dragon exhales sizzling
acid in a 90-foot-long, 10-foot-wide line. Each creature
in that area makes a DC 22 Dexterity saving throw,
taking 85 (19d8) acid damage on a failed save or half
damage on a success. A creature that fails the save is
blinded until the end of its next turn.

REACTIONS
Tail Attack. When a creature the dragon can see within

10 feet hits the dragon with a melee attack, the
dragon makes a tail attack against it.

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

Darkness. The dragon creates a 40-foot-radius sphere
of magical darkness originating from a point it can
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see within 120 feet. Darkvision can’t penetrate this .
darkness. The darkness lasts for 1 minute or until the
dragon uses this action again.
Roar. Each creature of the dragon’s choice within 120 feet
that can hear it makes a DC 19 Charisma saving throw.
On a failure, it is frightened for 1 minute. A creature
repeats the saving throw at the end of its turns, ending
the effect on itself on a success. When it succeeds on a
saving throw or the effect ends for it, it is immune to

Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 22 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Ancient Black Dragon Variant:
Black Great Wyrm

Blightbane’s lair is in a lake within a wide swamp.
If you offer tribute, Blightbane's attendant hags will

escort you into the black great wyrm's presence so that
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you may ask it a question about ages past. If your gift
is deemed sufficient, Blightbane will answer your
question. If not, or if Blightbane doesn’t know the

answer, the dragon will devour you for your impudence.

The dragon is an elite monster, equivalent to two CR

23 monsters (100,000 XP). It has 735 (42d20 + 294;

bloodied 367) hit points and the following trait:

Concentrated Acid (1/Day). When the dragon is first
bloodied, it immediately recharges its breath weapon,
if it’s not already available. For the next minute, the
dragon’s acid becomes immensely more corrosive,
ignoring acid resistance and treating acid immunity
as acid resistance.

The dragon has the following additional legendary
actions, which it can use only while bloodied:

Elite Recovery. The dragon ends one negative effect
currently affecting it. It can do so as long as it has at least
1 hit point, even while unconscious or incapacitated.

Mortal Terror (Gaze). A creature within 120 feet makes a
saving throw against Roar, even if it has already success-
fully saved within the past 24 hours.

Caustic Surge (Costs 2 Actions). The dragon recharges
its breath weapon.

Concentrated Decay (Costs 3 Actions). The dragon spits
a highly concentrated blast of acid at one creature it
can see within 90 feet. That creature is affected as if
caught in the dragon’s breath weapon, rolling to save
as usual.

Variant: Black Dragon Spellcaster

Some dragons develop the ability to innately cast
spells. A black dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,

requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 14): 3/day each: fog cloud,
pass without trace
Adult (save DC 17): 3/day each: legend lore,
speak with dead
Ancient (save DC 19): 1/day: create undead,
insect plague
Great Wyrm (save DC 19): 1/day: time stop
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ADULT BLACK DRAGON
LEGENDARY HUGE DRAGON

AC 19 (natural armor)
HP 253 (22d12 + 110; bloodied 126)
Speed 40 ft., fly 80 ft., swim 40 ft.

CHALLENGE 17
18,000 XP

STR DEX CON INT WIS CHA
22(+6) 14(+2) 20(+5) 14 (+2) 12(+1) 16(+3)

Proficiency +6; Maneuver DC 20

Saving Throws Dex +8, Con +11, Wis +7, Cha +9

Skills History +8, Perception +7 (+1d6), Stealth +8

Damage Immunities acid

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 20

Languages Common, Draconic

Ambusher. When submerged in water, the dragon has
advantage on Stealth checks. If the dragon hits a crea-
ture that can’t see it with its bite, it can deal piercing
damage and grapple the target simultaneously.

Amphibious. The dragon can breathe air and water.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to mud.
If it has no more uses of this ability, its Armor Class is
reduced to 17 until it finishes a long rest.

Ruthless (1/Round). After scoring a critical hit on its turn,
the dragon can immediately make one claw attack.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
use Acid Spit.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
acid damage. Instead of dealing piercing damage, the
dragon can grapple the target (escape DC 20), and a
Large or smaller creature grappled in this way is
restrained. While grappling a creature, the dragon
can’t bite or use Acid Spit against another target.

Claws. Melee Weapon Attack: +12 to hit, reach 5 ft.,
one target. Hit: 19 (3d8 + 6) slashing damage.

Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Acid Spit. The dragon targets a creature within 60 feet,
forcing it to make a DC 19 Dexterity saving throw. The
creature takes 22 (4d10) acid damage on a failure or
half damage on a success. A creature that fails the save
also takes 5 (1d10) ongoing acid damage. A creature
can use an action to end the ongoing damage.



Acid Breath (Recharge 5-6). The dragon exhales sizzling
acid in a 60-foot-long, 5-foot-wide line. Each creature
in that area makes a DC 19 Dexterity saving throw,
taking 63 (14d8) acid damage on a failed save or half
damage on a success. A creature that fails the save is
blinded until the end of its next turn.

Dragons

that can’t see it with its bite, it can deal piercing damage
and grapple the target simultaneously.
Amphibious. The dragon can breathe air and water.
Ruthless (1/Round). After scoring a critical hit on its turn,
the dragon can immediately make one claw attack.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

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

Darkness. The dragon creates a 20-foot-radius sphere
of magical darkness originating from a point it can
see within 120 feet. Darkvision can’t penetrate this
darkness. The darkness lasts for 1 minute or until
the dragon uses this action again.

Roar. Each creature of the dragon’s choice within 120 feet
that can hear it makes a DC 17 Charisma saving throw.
On a failure, it is frightened for 1 minute. A creature
repeats the saving throw at the end of its turns, ending
the effect on itself on a success. When it succeeds on
a saving throw or the effect ends for it, it is immune to
Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 20 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

YOUNG BLACK DRAGON CHALLENGE 9
LARGE DRAGON 5,000 XP
AC 18 (natural armor)

HP 144 (17d10 + 51; bloodied 72)

Speed 4o0 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 16(+3) 12(+1) 12(+1) 14 (+2)
Proficiency +4; Maneuver DC 16
Saving Throws Dex +6, Con +7, Wis +5, Cha +6
Skills History +5, Perception +5 (+1d6), Stealth +6
Damage Immunities acid
Senses blindsight 30 ft., darkvision 120 ft., passive

Perception 18

Languages Common, Draconic

Ambusher. When submerged in water, the dragon has
advantage on Stealth checks. If the dragon hits a creature

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 20 (3d10 + 4) piercing damage plus 4 (1d8)
acid damage. Instead of dealing piercing damage, the
dragon can grapple the target (escape DC 16), and a
Medium or smaller creature grappled in this way is
restrained. While grappling a creature, the dragon
can’t bite another creature.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) slashing damage.

Acid Breath (Recharge 5-6). The dragon exhales sizzling
acid in a 40-foot-long, 5-foot-wide line. Each creature
in that area makes a DC 15 Dexterity saving throw,
taking 45 (10d8) acid damage on a failed save or half
damage on a success. A creature that fails the save is
blinded until the end of its next turn.

BLACK DRAGON
WYRMLING
MEDIUM DRAGON

AC 17 (natural armor)

HP 44 (8d8 + 6; bloodied 22)
Speed 30 ft., fly 60 ft., swim 30 ft.
STR DEX CON INT WIS CHA
14 (+2) 16 (+3) 12(+1) 10(+0) 10(+0) 12 (+1)

Proficiency +2; Maneuver DC 12

Skills Perception +2, Stealth +5 (+1d6)

Damage Immunities acid

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 12

CHALLENGE 2

450 XP

Languages Draconic

Ambusher. When submerged in water, the dragon has
advantage on Stealth checks.

Amphibious. The dragon can breathe air and water.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 13 (2d10 + 2) piercing damage.

Acid Breath (Recharge 5-6). The dragon exhales sizzling
acid in a 20-foot-long, 5-foot-wide line. Each creature
in that area makes a DC 11 Dexterity saving throw,
taking 13 (3d8) acid damage on a failed save or half
damage on a success.
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Blue Dracon

A blue dragon soars overhead, nearly invisible against
the cloudless sky. It spies a wagon far below and
dives to breathe lightning on its unsuspecting prey.
The wagon’s riders are felled by a bolt from the blue.

Careful Attackers. While not cowardly, blue
dragons don’t relish physical combat. A blue drag-
on’s lightning breath has the longest range of any
chromatic dragon’s breath weapon, and it uses that
advantage against prey, humanoid foes, and draconic
rivals. It strikes its target from extreme long range,
flies away, and returns later to devour its prey or to
finish the job with another lightning bolt. Even in
melee combat, blue dragons are more dispassionate
than many of their fellow dragons, breaking off and
retreating whenever there is nothing to be gained
from further battle.

Voracious Appetites. Blue dragons don’t bear the
rage of a red dragon or the malice of a black dragon.
What they possess instead is an all-consuming hunger
and thirst. A blue dragon spends most of its time on
the hunt, gorging itself on every living thing it can
catch or guzzling vast quantities of water.

A blue dragon’s presence magically warps its
surroundings. Water flows, even uphill, towards
the dragon’s place of rest. The land dries out for
miles as water and life collect around the dragon’s
lair, forming a paradisiacal oasis. Attracted by the
smell of water, thirsty animals make their way to
the lair—and in doing so become prey to the dragon.

Of all the chromatic dragons, the blue dragon
wreaks the longest-lasting damage to its environment.
Long after a blue dragon has died or departed, its
land remains a wasteland marked by a single,
vibrant oasis.




Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 10 A blue dragon’s voracious appetite often
leaves the land around its lair a barren wasteland.

DC 15 Blue dragons spit lightning and can burrow
through the sand in order to ambush prey.

DC 20 The oldest blue dragons can channel
thunder through the earth, causing the ground
itself to shake.

Blue Dracon Encounters

The blue dragon makes its lair in an oasis, cavern,
or caldera lake within a desert.

CR 3-4 blue dragon wyrmling; blue dragon
wyrmling with 3 or 4 cultists, kobolds, or
poisonous snakes
Treasure 200 gp, 250 sp, 4 lapis lazuli (50 gp
each), 3 charred maps (50 gp each), potion of
healing, bag of holding

CR 5-10 young blue dragon
Treasure 1,500 gp, 2 gold armlets (250 gp
each), sailing ship half-buried in sand, glowing
magic pool that acts as 6 potions of healing,
spell scrolls of invisibility and magic missile,
decanter of endless water

CR 11-16 young blue dragon with 2 ankhegs,

giant scorpions, sandlings (see scarecrow), or

scorpionfolk; young blue dragon with 1d6 + 4

dragonbound warriors (see warrior) or kobolds
Treasure 100 pp, 3,000 gp, magic gate that
allows one-way travel to a bustling city, magic
plate that can be commanded to cast cast create
food and water once per day, 3 potions of
healing, javelin of lighting, amber-tipped +2
wand of the war mage

CR 17-22 adult blue dragon; adult blue dragon

with ankheg, minstrel, or scorpionfolk
Treasure 10,000 gp, 8 aquamarine gemstones
(500 gp each), a charred corpse that can be
identified as the heir to a city-state or kingdom,
10 +3 arrows, wand of magic missile, +1
plate armor

Dragons

CR 23-30 ancient blue dragon; ancient blue
dragon with § ghouls, harpies, or sandlings
(see scarecrow); adult blue dragon with air
elemental, 5 sandlings, or vampire
Treasure 1,000 pp, 15,000 gp, 10,000 ep,
20,000 sp, 25 sapphires (1,000 gp each),
3 potions of storm giant strength, ring of
shooting stars, defender greatsword

CR 31+ blue great wyrm; ancient blue dragon

with 1d4 + 1 blue dragon wyrmlings or scorpi-

onfolk; 2 adult blue dragons
Treasure 120,000 gp, 200 1-pound gold bars
(50 gp each), 3 crates of rare spices (5,000 gp
each), sapphire necklace (25,000 gp), sapphire
and gold scepter (25,000 gp), spell scroll of fore-
sight, 3 potions of supreme healing, breastplate
of lightning resistance, dragon slayer longsword,
hat of disguise

Siens

1 Fresh air smell, like the earth after a rain

2 Dangerous sinkholes

3 In the distance, a bolt of lightning arcs up
from the ground

4 A distant roar, or perhaps a peal of thunder

5 The torn, charred, and half-eaten corpse of a
roc

6 An overturned covered wagon, its cloth sides

slashed
7 A sandstorm

8 A dry oasis or river bed

Behavior

1-3 Flying overhead, hunting

2 Sleeping, drinking, or swimming in its
oasis lair

Crouched over charred corpses
4 Buried in the sand, waiting for prey

5 Inits lair, receiving a visit from divi emissaries
who bring tribute

6 Perched atop a massive, abandoned throne or
other ruin
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Blue Dragon Lair Features

The save DC for the following effects is 13 + the
dragon’s proficiency modifier. Choose or roll one
or more of the following lair features:

1 Mirages befuddle creatures trying to navi-
gate the lair. When a creature tries to reach a
specific location in the lair or leave it, it makes
a Wisdom saving throw. On a failure, it ends
up back where it started a few minutes later.

2 The lair is filled with humid mist and pools
of water. While in the lair, the width of the
dragon’s breath weapon is doubled.

3 Deep sand covers the ground in the dragon’s
lair. When the dragon uses its Quake action,
it also kicks up a sandstorm, causing the area
of the quake to become heavily obscured until
the start of its next turn.

4 The dragon has burrowed a tunnel under-
neath its lair and filled it with sand, creating a
reliable escape route few creatures can follow.
The tunnel opens into the surrounding desert.

Names

Dune Splitter. The dragon can remain submerged in
sand and gravel for up to 4 hours. It has advantage on
Stealth checks made to hide in this way, and Large or
smaller creatures within 20 feet of its hiding place when
it emerges must succeed on a DC 24 Dexterity saving
throw or be blinded until the end of its next turn.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to sand.
If it has no more uses of this ability, its Armor Class is
reduced to 20 until it finishes a long rest.

Azrithandris, Galewrack, Malendrith, Lissicax,
Skyfang, Stormtongue

ANCIENT BLUE DRAGON CHALLENGE 25
LEGENDARY GARGANTUAN DRAGON 75,000 XP
AC 22 (natural armor)

HP 407 (22d20 + 176; bloodied 203)

Speed 40 ft., burrow 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
28 (+9) 10(+0) 26 (+8) 18(+4) 16(+3) 20 (+5)

Proficiency +8; Maneuver DC 25

Saving Throws Dex +8, Con +16, Wis +11, Cha +13

Skills Perception +11 (+1d6), Stealth +8, Survival +11

Damage Immunities lightning

Senses blindsight 60 ft., tremorsense 60 ft., darkvision
120 ft., passive Perception 24

Languages Common, Draconic, two more

Desert Farer. The dragon ignores difficult terrain or
obscurement caused by sand or gravel, even while
flying. Additionally, it ignores the effects of extreme
heat.
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ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
use Arc Lightning.

Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., one
target. Hit: 31 (4d10 + 9) piercing damage plus 9 (2d8)
lightning damage.

Claws. Melee Weapon Attack: +17 to hit, reach 10 ft.,
one target. Hit: 22 (3d8 + 9) slashing damage.

Tail. Melee Weapon Attack: +17 to hit, reach 20 ft., one
target. Hit: 22 (3d8 + 9) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Arc Lightning. The dragon targets a creature within 60
feet, forcing it to make a DC 24 Dexterity saving throw.
The creature takes 22 (4d10) lightning damage on a
failure or half damage on a success. Also on a failure, the
lightning jumps. Choose a creature within 30 feet of the
target that hasn’t been hit by this ability on this turn,
and repeat the effect against it, possibly causing the
lightning to jump again.

Lightning Breath (Recharge 5-6). The dragon exhales a
120-foot-long, 10-foot-wide line of lightning. Each crea-
ture in that area makes a DC 24 Dexterity saving throw,
taking 94 (17d10) lightning damage on a failed save or
half damage on a success. A creature that fails the save
can't take reactions until the end of its next turn.

Quake. While touching natural ground, the dragon sends
pulses of thunder rippling through it. Creatures within
30 feet make a DC 24 Strength saving throw, taking
22 (4d10) bludgeoning damage and falling prone on a
failure. If a Large or smaller creature that fails the save
is standing on sand, it also sinks partially, becoming
restrained as well. A creature restrained in this way can
spend half its movement to escape.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.



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

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 21 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success. When it
succeeds on a saving throw or the effect ends for it, it
is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 24 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Quake (Costs 2 Actions). The dragon uses its Quake action.

Ancient Blue Dragon Variant:
Blue Great Wyrm

The great wyrm Iainith, not satisfied with the tribute it
received from a rich city-state, claimed the city for itself.
Now the city’s ruins lie at the center of a vast desert.
Satisfied, Iainith sleeps curled around a palace tower;

when it wakes, its hunger will encompass new lands.

The dragon is an elite monster, equivalent to two CR
25 monsters (150,000 XP). It has 814 (44d20 + 352;
bloodied 407) hit points and the following trait:
High Voltage (1/Day). When the dragon is first bloodied,
it immediately recharges its breath weapon, if it’s
not already available. After doing so, the air around it
becomes electrically charged. A creature that starts
its turn within 15 feet of the dragon or moves within
15 feet of it for the first time on a turn makes a DC
24 Dexterity saving throw. On a failure, it takes 11
(2d10) lightning damage and can't take reactions until
the start of its next turn. Creatures in metal armor
or wielding metal weapons have disadvantage on this
saving throw.

The dragon has the following additional legendary
actions, which it can use only while bloodied:
Elite Recovery. The dragon ends one negative effect
currently affecting it. It can do so as long as it has at least
1 hit point, even while unconscious or incapacitated.

Mortal Terror (Gaze). A creature within 120 feet makes
a saving throw against Roar, even if it has already
successfully saved within the past 24 hours.

Storm Surge (Costs 2 Actions). The dragon recharges its
breath weapon.

Thunderstrike (Costs 3 Actions). The dragon strikes a
creature within 120 feet with a blast of electricity. The
creature is affected as if caught in the dragon’s breath
weapon, rolling to save as normal.

Variant: Blue Dracon Spellcaster

Some dragons develop the ability to innately cast
spells. A blue dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,
requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 15): 3/day each: blur, silent image
Adult (save DC 18): 3/day each: blight, hypnotic pattern
Ancient (save DC 21): 1/day: control water,

mirage arcane
Great Wyrm (save DC 21): 1/day: antipathy/sympathy

ADULT BLUE DRAGON
LEGENDARY HUGE DRAGON

AC 19 (natural armor)

HP 275 (22d12 + 132; bloodied 137)
Speed 40 ft., burrow 30 ft., fly 80 ft., swim 30 ft.

STR DEX CON INT WIS CHA
24 (+7) 10(+0) 22(+6) 16(+3) 14 (+2) 18(+4)
Proficiency +6; Maneuver DC 21
Saving Throws Dex +6, Con +12, Wis +8, Cha +10
Skills Perception +8 (+1d6), Stealth +6, Survival +8
Damage Immunities lightning

CHALLENGE 19
22,000 XP

Senses blindsight 60 ft., tremorsense 60 ft., darkvision
120 ft., passive Perception 21

Languages Common, Draconic, one more

Desert Farer. The dragon ignores difficult terrain or
obscurement caused by sand or gravel, even while flying.
Additionally, it ignores the effects of extreme heat.

Dune Splitter. The dragon can remain submerged in sand
and gravel for up to 4 hours.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to sand.
If it has no more uses of this ability, its Armor Class is
reduced to 17 until it finishes a long rest.
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ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
use Arc Lightning.

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 23 (3d10 + 7) piercing damage plus 4 (1d8)
lightning damage.

Claws. Melee Weapon Attack: +13 to hit, reach 5 ft.,
one target. Hit: 20 (3d8 + 7) slashing damage.

Tail. Melee Weapon Attack: +13 to hit, reach 15 ft., one
target. Hit: 16 (2d8 + 7) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Arc Lightning. The dragon targets a creature within 60
feet, forcing it to make a DC 20 Dexterity saving throw.
The creature takes 16 (3d10) lightning damage on
a failure or half damage on a success. Also on a failure,
the lightning jumps. Choose a creature within 30 feet of
the target that hasn’t been hit by this ability on this
turn, and repeat the effect against it, possibly causing
the lightning to jump again.

Lightning Breath (Recharge 5-6). The dragon exhales a
90-foot-long, 5-foot wide-line of lightning. Each crea-
ture in that area makes a DC 20 Dexterity saving throw,
taking 77 (14d10) lightning damage on a failed save or
half damage on a success. A creature that fails the save
can’t take reactions until the end of its next turn.

Quake. While touching natural ground, the dragon sends
pulses of thunder rippling through it. Creatures within
30 feet make a DC 20 Strength saving throw, taking
11 (2d10) bludgeoning damage and falling prone on a
failure. If a Large or smaller creature that fails the save
is standing on sand, it also sinks partially, becoming
restrained as well. A creature restrained in this way
can spend half its movement to escape.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

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

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 18 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
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creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success. When
it succeeds on a saving throw or the effect ends for it,
it is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 20 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Quake (Costs 2 Actions). The dragon uses its Quake
action

YOUNG BLUE DRAGON
LARGE DRAGON

AC 18 (natural armor)
HP 152 (16d10 + 64; bloodied 76)
Speed 40 ft., burrow 20 ft., fly 80 ft., swim 20 ft.

STR DEX CON INT WIS CHA
20(+5) 10(+0) 18(+4) 14(+2) 12(+1) 16 (+3)
Proficiency +4; Maneuver DC 17
Saving Throws Dex +4, Con +8, Wis +5, Cha +7
Skills Perception +5 (+1d6), Stealth +4, Survival +5

CHALLENGE 10
5,900 XP

Damage Immunities lightning

Senses blindsight 30 ft., tremorsense 30 ft., darkvision
120 ft., passive Perception 18

Languages Common, Draconic

Desert Farer. The dragon ignores difficult terrain or
obscurement caused by sand or gravel, even while flying.
Additionally, it ignores the effects of extreme heat.

Dune Splitter. The dragon can remain submerged in sand
and gravel for up to 4 hours. It has advantage on Stealth
checks to hide in this way.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 21 (3d10 + 5) piercing damage plus 4 (1d8)
lightning damage.

Claws. Melee Weapon Attack: +9 to hit, reach 5 ft., one
target. Hit: 14 (2d8 + 5) slashing damage.

Lightning Breath (Recharge 5-6). The dragon exhales a
60-foot-long, 5-foot-wide line of lightning. Each crea-
ture in that area makes a DC 16 Dexterity saving throw,
taking 44 (8d10) lightning damage on a failed save or
half damage on a success. A creature that fails the save
can’t take reactions until the end of its next turn.



BLUE DRAGON

WYRMLING
MEDIUM DRAGON

AC 17 (natural armor)
HP 58 (9d8 + 18; bloodied 29)
Speed 30 ft., burrow 15 ft., fly 60 ft., swim 15 ft.

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

Proficiency +2; Maneuver DC 13
Skills Perception +2, Stealth +3 (+1d6), Survival +2
Damage Immunities lightning

CHALLENGE 3

700 XP

Senses blindsight 10 ft., tremorsense 30 ft., darkvision
120 ft., passive Perception 12

Languages Common, Draconic

Desert Farer. The dragon ignores difficult terrain or
obscurement caused by sand or gravel, even while flying.
Additionally, it ignores the effects of extreme heat.

Dune Splitter. The dragon can remain submerged in sand
and gravel for up to 4 hours. It has advantage on Stealth
checks made to hide in this way.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 19 (3d10 + 3) piercing damage.

Lightning Breath (Recharge 5-6). The dragon exhales
a 30-foot-long, 5-foot-wide line of lightning. Each
creature in that area makes a DC 12 Dexterity saving
throw, taking 22 (4d10) lightning damage on a failed
save or half damage on a success.

Green Dragon

Green dragons enjoy a reputation as cunning
schemers who relish twisting the minds of their
prey. Green dragons rarely attack without warning:
they enjoy combat more when it’s preceded by the
frisson of deceit and fear.

Beguiling Words. Conversing with a green
dragon is a mistake. Many find the dragon’s words,
an artful mixt of lies and half-truths, nearly irre-
sistible. A creature charmed by a green dragon may
reveal closely-held secrets and betray friendships. If
a creature appears useful, the dragon will let it go,
but the creature’s behavior may be influenced by
the dragon’s subtle prompts long after its escape.

Prisoners and Minions. Most green dragons collect
interesting prisoners: minstrels to soothe it, nobles
to charm and subvert, and knights and warriors to
torment with terror and lies. A green dragon values
its stable of prisoners almost as much as its actual
treasure hoard.

Dragons

Only slightly less precious than its prisoners are
the dragon’s many minions: the kobolds and other
monsters that guard its lair, the forest creatures that
report to it, and the agents throughout the world
that are bound to it by charms, bribes, or threats.

Playing Politics. Unlike most chromatic dragons,
green dragons are intensely interested in humanoid
politics. Many a mysterious assassination was funded
with wealth from a green dragon’s hoard. Green
dragons sometimes even orchestrate conflicts between
two rival factions, favoring the side that it believes
to be the most venal and destructive.

Enemies of Civilization. A green dragon finds
cruel amusement in its schemes, but in the long term
its meddling has a more sinister purpose: by sowing
discord among the humanoids that rule more settled
lands, the dragon weakens those who might stand
against a draconic conqueror.

Legends and Lore

With a History or Nature check, characters can

learn the following:
DC 10 Green dragons breathe poison gas.

DC 15 Most green dragons are cunning liars
that can charm you with their gaze and their
deceptive words.

DC 20 Many green dragons have networks of
spies and are secret political players.

Green Dragon Encounters

Green dragons live in forests and jungles. For

miles around their lairs, greenery is lush, thorny,
and poisonous.

CR 3-4 green dragon wyrmling; green dragon
wyrmling with 1d4 kobolds
Treasure 300 gp, 900 ep, 2 jade dragon statues
(60 gp each), a concealed bronze key, 2 potions
of healing, ring of mind shielding
CR 5-10 young green dragon; green dragon
wyrmling with 2 ogres or swarm of poisonous
snakes
Treasure 1,000 gp, 1,000 ep, 3,000 sp, silver
and emerald necklace (250 gp), masterwork
lute (250 gp), dust of sneezing and choking,
necklace of fireballs, dagger of venom
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CR 11-16 young green dragon with corrupted
unicorn (see unicorn), shambling mound, or
troll; young green dragon with 1d4 dragon-
bound warriors (see warrior) or giant spiders
Treasure 3,000 gp, 12 signet rings from noble
families (50 gp each) strung on a chain, magic
pool that acts as a crystal ball but can’t be
moved, +2 breastplate, dimensional shackles

CR 17-22 adult green dragon; adult green
dragon with green dragon wyrmling
Treasure 300 pp, 8,500 gp, 5 emeralds (500
gp each), 3 potions of supreme healing, staff
of striking

CR 23-30 ancient green dragon; ancient green
dragon with 1 or 2 dragon cultists and 1d6 + 2
dragonbound warriors (see warrior); adult green
dragon with green hag and 1d6 + 6 dragon-
bound warriors, goblins, or kobolds
Treasure 2,000 pp, 25,000 gp, 2 bejeweled and
poisoned gold goblets (2,500 gp each), dozens of
letters incriminating the local nobility, 3 potions
of flying, crystal ball, ring of invisibility
CR 31+ 2 ancient green dragons; 2 ancient green
dragons with fire elemental and mage; green
great wyrm

Treasure 6,000 pp, 80,000 gp, 10 diamonds
(5,000 gp each), one piece of a magic artifact,
ring of invisibility, rod of lordly might

siens

1 A low-hanging, greenish fog with an
acrid smell

2 Close-growing, vine-draped trees make travel
nearly impossible except on winding paths

Rodents and birds seem to watch you

4 A treetop village of strange-acting elves:
enchanted servants of the dragon

Behavior

1 Receiving a report from one of its spies

2 Will pay for specific (but seemingly harmless)
information about a human leader
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3 Knows about your mission and can help, for
a price
4 Returning to its lair with prisoners

Fascinating a local commoner or warrior;
hasn’t decided whether to eat it or send it
home full of lies

6 Hiding in ambush among emerald-green foliage

Green Dracon Lair Features

The save DC for the following effects is 13 + the
dragon’s proficiency modifier. Choose or roll one
or more of the following lair features:

1 Lingering toxic fumes suffocate intruders.
A bloodied creature in the lair makes a Consti-
tution saving throw at the start of each of
its turns. On a failure, it has disadvantage on
attack rolls until the start of its next turn. On a
success, it is immune to this effect for 24 hours.

2 Bloated corpses litter the lair. If a creature
disturbs or enters the space of one of these
corpses, the corpse erupts with poisonous gas.
Creatures within 10 feet of the body make a
Constitution saving throw, taking 13 (4d6)
poison damage on a failure.

3 Pools of poison are scattered throughout the
lair. If the dragon is within 10 feet of a pool,
it can use a legendary action to drink from
it, at which point it can immediately roll to
recharge its breath weapon. It can’t do so
again until the end of its next turn.

4 The dragon can use Spit Poison on the ceiling
of its lair. When it does, the poison reacts with
minerals in the rock and creates a green gas
that fills a 40-foot-radius cylinder. The area is
heavily obscured to creatures other than the
dragon. The gas lasts for 1 minute or until
dispersed by a strong wind.

Green Dragon Names

Arkenox, Calaxaras, Greengall, Honeytongue,
Malice, Sirivistra



ANCIENT
GREEN DRAGON
LEGENDARY GARGANTUAN DRAGON
AC 21 (natural armor)

HP 420 (24d20 + 168; bloodied 210)
Speed 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
26 (+8) 12(+1) 24(+7) 20(+5) 16(+3) 18(+4)
Proficiency +7; Maneuver DC 23
Saving Throws Dex +8, Con +14, Wis +10, Cha +11
Skills Deception +11 (+1d6), Insight +10, Perception +10

(+1de6), Persuasion +11, Stealth +8
Damage Immunities poison

CHALLENGE 24

62,000 XP

Condition Immunities poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 23

Languages Common, Draconic, three more

Amphibious. The dragon can breathe air and water.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn into
dry leaves and blow away. If it has no more uses of
this ability, its Armor Class is reduced to 19 until it
finishes a long rest.

Woodland Stalker. When in a forested area, the dragon
has advantage on Stealth checks. Additionally, when it
speaks in such a place, it can project its voice such that
it seems to come from all around, allowing it to remain
hidden while speaking.

Blood Toxicity (While Bloodied). The first time each
turn a creature hits the dragon with a melee attack
while within 10 feet of it, that creature makes a DC
22 Dexterity saving throw, taking 10 (3d6) poison
damage on a failure.
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on a failure or half damage on a success. A creature
that fails the save is also poisoned for 1 minute. The
creature repeats the saving throw at the end of each
of its turns, taking 11 (2d10) poison damage on a
failure and ending the effect on a success.

Poison Breath (Recharge 5-6). The dragon exhales
poisonous gas in a 90-foot cone. Each creature in
that area makes a DC 22 Constitution saving throw,
taking 80 (23d6) poison damage on a failed save or
half damage on a success. A creature with immunity
to poison damage that fails the save takes no damage,
but its poison immunity is reduced to resistance for
the next hour.

Honeyed Words. The dragon’s words sow doubt in the
minds of those who hear them. One creature within 60
feet who can hear and understand the dragon makes a
DC 19 Wisdom saving throw. On a failure, the creature
must use its reaction, if available, to make one attack
against a creature of the dragon’s choice with whatever
weapon it has to do so, moving up to its speed as part
of the reaction if necessary. It need not use any special
class features (such as Sneak Attack or Divine Smite)
when making this attack. If it can’t get in a position to
attack the creature, it moves as far as it can toward the
target before regaining its senses. A creature immune
to being charmed is immune to this ability.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
Spit Poison.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 30 (4d10 + 8) piercing damage plus 9 (2d8)
poison damage.

Claws. Melee Weapon Attack: +15 to hit, reach 10 ft.,
one target. Hit: 21 (3d8 + 8) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one
target. Hit: 21 (3d8 + 8) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Spit Poison. The dragon targets a creature within 60
feet, forcing it to make a DC 22 Dexterity saving
throw. The creature takes 22 (4d10) poison damage

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

Honeyed Words. The dragon uses Honeyed Words.

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 19 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success. When it
succeeds on a saving throw or the effect ends for it,
it is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 22 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.
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Ancient Green Dragon Variant:
Green Great Wyrm

The great wyrm Verdigrax once ruled an empire.
In a poisoned land, sickly slaves constructed a huge
tower of skulls to house the dragon and its treasure.
Verdigrax’s current whereabouts are unknown, but
the tower endures at the center of a noxious jungle,

beckoning treasure seekers to plunder it.

The dragon is an elite monster, equivalent to two CR

24 monsters (124,000 XP). It has 840 (48420 + 336;
bloodied 420) hit points and the following trait:

Venomous Resurgence (1/Day). When the dragon is first

bloodied, it immediately recharges its breath weapon,

if it’s not already available. After doing so, it emanates

a green gas that extends in a 15-foot radius around it.

When a creature enters this area for the first time on a
turn or starts its turn there, it makes a DC 22 Consti-
tution saving throw. On a failure, a creature with
resistance to poison damage loses it, and a creature
without resistance or immunity to poison damage
becomes vulnerable to poison damage instead. Either
effect lasts until the start of the creature’s next turn.

The dragon has the following additional legendary
actions, which it can use only while bloodied:

Elite Recovery. The dragon ends one negative effect
currently affecting it. It can do so as long as it has at least
1 hit point, even while unconscious or incapacitated.

Mortal Terror (Gaze). A creature within 120 feet makes a
saving throw against Roar, even if it has already success-
fully saved within the past 24 hours.

Toxic Surge (Costs 2 Actions). The dragon recharges its
breath weapon.

Concentrated Blast (Costs 3 Actions). The dragon spits a
congealed gob of venom at a creature it can see within
90 feet. The creature is affected as if caught in the
dragon’s breath weapon, rolling to save as usual.

Variant: Green Dragon Spellcaster

Some dragons develop the ability to innately cast
spells. A green dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,
requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 14): 3/day each: animal messenger,
tongues
Adult (save DC 17): 3/day each: modify memory, scrying
Ancient (save DC 19): 1/day: mass suggestion,
telepathic bond
Great Wyrm (save DC 19): 1/day: glibness




ADULT GREEN DRAGON CHALLENGE 18
LEGENDARY HUGE DRAGON 20,000 XP

AC 18 (natural armor)
HP 287 (25d12 + 125; bloodied 143)
Speed 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
22(+6) 12(+1) 20(+5) 18(+4) 14(+2) 16(+3)

Proficiency +6; Maneuver DC 20

Saving Throws Dex +7, Con +11, Wis +8, Cha +9

Skills Deception +9 (+1d6), Insight +8, Perception +8
(+1d6), Persuasion +9, Stealth +7

Damage Immunities poison

Condition Immunities poisoned

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 21

Languages Common, Draconic, two more

Amphibious. The dragon can breathe air and water.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn into
dry leaves and blow away. If it has no more uses of
this ability, its Armor Class is reduced to 17 until it
finishes a long rest.

Woodland Stalker. When in a forested area, the dragon
has advantage on Stealth checks. Additionally, when it
speaks in such a place, it can project its voice such that
it seems to come from all around, allowing it to remain
hidden while speaking.
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saving throw at the end of each of its turns, taking 11
(2d10) poison damage on a failure and ending the effect
on a success.

Poison Breath (Recharge 5-6). The dragon exhales
poisonous gas in a 60-foot cone. Each creature in
that area makes a DC 19 Constitution saving throw,
taking 63 (18d6) poison damage on a failed save or
half damage on a success. A creature with immunity
to poison damage that fails the save takes no damage,
but its poison immunity is reduced to resistance for
the next hour.

Honeyed Words. The dragon’s words sow doubt in the
minds of those who hear them. One creature within 60
feet who can hear and understand the dragon makes a
DC 17 Wisdom saving throw. On a failure, the creature
must use its reaction, if available, to make one attack
against a creature of the dragon’s choice with whatever
weapon it has to do so, moving up to its speed as part
of the reaction if necessary. It need not use any special
class features (such as Sneak Attack or Divine Smite)
when making this attack. If it can’t get in a position to
attack the creature, it moves as far as it can toward the
target before regaining its senses. A creature immune
to being charmed is immune to this ability.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
Spit Poison.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
poison damage.

Claws. Melee Weapon Attack: +12 to hit, reach 5 ft.,
one target. Hit: 19 (3d8 + 6) slashing damage.

Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Spit Poison. The dragon targets a creature within 60 feet,
forcing it to make a DC 19 Dexterity saving throw. The
creature takes 22 (4d10) poison damage on a failure or
half damage on a success. A creature that fails the save
is also poisoned for 1 minute. The creature repeats the

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

Honeyed Words. The dragon uses Honeyed Words.

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 17 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
creature repeats the saving throw at the end of its
turns, ending the effect on itself on a success. When
it succeeds on a saving throw or the effect ends for it,
it is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 19 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.
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YOUNG GREEN DRAGON CHALLENGE 10
LARGE DRAGON 5,900 XP

AC 17 (natural armor)
HP 161 (19d10 + 57; bloodied 80)
Speed 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
18(+4) 12(+1) 16(+3)  16(+3) 12(+1) 14(+2)

Proficiency +4; Maneuver DC 16

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

Skills Deception +6 (+1d6), Insight +5, Perception +5
(+1d6), Persuasion +6, Stealth +5

Damage Immunities poison

Condition Immunities poisoned

Senses blindsight 30 ft., darkvision 120 ft., passive
Perception 18

Languages Common, Draconic, one more

Amphibious. The dragon can breathe air and water.

Woodland Stalker. When in a forested area, the dragon
has advantage on Stealth checks.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 20 (3d10 + 4) piercing damage plus 4 (1d8)
poison damage.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) slashing damage.

Poison Breath (Recharge 5-6). The dragon exhales
poisonous gas in a 30-foot cone. Each creature in that
area makes a DC 15 Constitution saving throw, taking 42
(12d6) poison damage on a failed save or half damage on
a success.

GREEN DRAGON

WYRMLING
MEDIUM DRAGON

AC 16 (natural armor)
HP 55 (10d8 + 10; bloodied 27)
Speed 30 ft., fly 60 ft., swim 30 ft.

CHALLENGE 3

700 XP

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

Proficiency +2; Maneuver DC 12

Skills Perception +2, Stealth +4

Damage Immunities poison

Condition Immunities poisoned

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 12
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Languages Draconic

Amphibious. The dragon can breathe air and water.

Woodland Stalker. When in a forested area, the dragon
has advantage on Stealth checks.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 13 (2d10 + 2) piercing damage.

Poison Breath (Recharge 5-6). The dragon exhales
poisonous gas in a 15-foot cone. Each creature in that

area makes a DC 11 Constitution saving throw, taking
14 (4d6) poison damage on a failed save or half damage
on a success.

Red Dragon

The most arrogant of all dragons, red dragons believe
themselves the rulers of dragons and lesser creatures
alike. They brook no disobedience and incinerate
any who dare oppose them.

Rulers of the World. Red dragons believe their
might is unsurpassed by mortal creatures. The very
existence of gold dragons, their closest rivals, enrages
them, causing them to attack gold dragons on sight.
All other creatures must either serve them or be eaten.

Red dragons make their lairs atop the highest
mountain peaks, where they can look down upon
their domains. They consider everything within sight
to be their property, and the sky their domain alone.
They keep a watchful eye for rival dragons or other
flying creatures, which must be driven to the earth
or destroyed.

Among themselves, red dragons are hierarchical.
They grudgingly accept the dominance of larger
dragons, and demand fealty from smaller ones. Two
red dragons of similar age will clash until one crawls
away, its wings torn and its hoard plundered.

Treasure Hoarders. Red dragons are greedy even
by draconic standards. They believe every gemstone
and scrap of precious metal belongs in their lair. To
red dragons, no tribute is too great, and the crime
of holding back wealth is a capital one.

Fiery Infernos. A red dragon’s peak inevitably
becomes volcanically active. Inside its cavernous lair,
the dragon may sleep on an island surrounded by
magma or ride updrafts of sulphurous gases. When
a red dragon becomes enraged, the volcano erupts.
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CR 11-16 young red dragon; young red dragon
legends and lore with 1d8 + 4 dragonbound warriors (see warrior),
With an Arcana or History check, characters can kobolds, or soldiers; young red dragon with 2
learn the following: dragon cultists, gargoyles, or ogres

DC 10 Red dragons are creatures of flame and Treasure 2,500 gp, 10,000 sp, 3 garnets (100
greed. They live inside volcanoes and hoard wealth gp each), gold dragon idol (750 gp), 2 potions
unimaginable by even the richest monarch. of superior healing, necklace of fireballs, staff
DC 15 Steaming vents and pools of bubbling off b2 ey,

magma fill a red dragon’s lair. CR 17-22 adult red dragon; adult red dragon
DC 20 The oldest red dragons are often served with flame-spitting statue (see walking statue)
by minions from the Plane of Fire, such as fire or half-red dragon veteran

elementals, magmins, or salamanders. The dragon Treasure 11,000 gp, 8,000 sp, ceremonial
rules over these minions like a mortal tyrant. gold sword (250 gp), 3 gold ewers (750 gp

each), pearl necklace (2,500 gp), 2 oils of

sharpness, 3 potions of flying, +1 scale armor,
Red Dragon Encounters e

Red dragons live atop volcanic mountain peaks. TR 98-80 et e dheagan el e diase

CR 5-10 red dragon wyrmling with 1d6 + 2 with fire elemental or xorn

dragonbound warriors (see warrior), kobolds, Treasure 2,000 pp, 20,000 gp, 3 rubies

magmins, or warhordling orc warriors (see (5,000 gp each), 15 marble busts of human

warrior) rulers (1,000 gp each), 3 potions of storm
Treasure 1,800 gp, 2,000 sp, charred wagon giant strength, potion of supreme healing,
filled with 400 gp of trade goods, 3 potions wand of fireballs, luck blade

of greater healing, handy haversack, +1 shield

(embossed with a gold dragon head) CR 31+ red great wyrm; ancient red dragon with

cyclops, efreeti, fire giant, or young red dragon;
ancient red dragon with 3 fire elementals, sala-
manders, or wyverns
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Treasure 5,000 pp, 100,000 gp, 10 miscella-
neous pieces of royal jewelry (2,500 gp each),
book of sigil sequences for 6 teleportation circles,
magical anvil (any armor forged on it grants fire
resistance), 3 potions of supreme healing, arrow
of dragon slaying, potion of diminution, 2 splint
armors of fire resistance, ring of fire elementals

Siens

1 The smell of sulfur

2 A tremor shakes the ground

3 The air is almost unbearably hot
4

Three of the dragon’s minions run by, fleeing
from its murderous wrath

(9]

A raging fire

6 A distant explosion of lava

Behavior

1 Attacks on sight

Drowsing atop its treasure

Feeding on a gargantuan monster corpse
Raging and threatening terrified captives

Flying overhead

A L1 A WD

Attacking a settlement

Red Dragon Lair Features

The save DC for the following effects is 13 + the

dragon’s proficiency modifier. Choose or roll one

or more of the following lair features:

1 Volcanic vents spew dark clouds of smoke,

heavily obscuring a 20-foot-radius area. When
a breathing creature starts its turn in the cloud
or enters it for the first time on a turn, it must
succeed on a Constitution saving throw or
become poisoned until the start of its next turn.

2 If the dragon makes a tail attack against the
lair’s wall, a large stalactite falls down from
the ceiling, striking a 10-foot-square area of
the dragon’s choice. Each creature in the area
makes a Dexterity saving throw, taking 11
(2d10) bludgeoning damage and becoming
restrained on a failure. A creature can use
its action to make an Acrobatics or Athletics
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check against the lair’s save DC, freeing itself
or another creature on a success. If the dragon
uses this ability more than three times in a
day, the cavern starts collapsing.

3 Pools of lava are scattered throughout the lair.
The dragon can use a legendary action to drink
from a pool. Until the end of its next turn, its
Searing Heat feature deals double damage.

4 The air in the dragon’s lair is dangerously
hot. On first entering the lair and every hour
thereafter, a creature without fire resistance
or immunity makes a Constitution saving
throw, gaining a level of fatigue on a failure.

Names

Alerathax, Elderfire, Emberwing, Ithildrun,
Pyrash, Verpyrion

ANCIENT RED DRAGON  CHALLENGE 26
LEGENDARY GARGANTUAN DRAGON 90,000 XP
AC 22 (natural armor)

HP 448 (23d20 + 207; bloodied 224)

Speed 40 ft., climb 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
30 (+10) 10(+0) 28(+9) 18(+4) 16(+3) 22(+6)
Proficiency +8; Maneuver DC 26
Saving Throws Dex +8, Con +17, Wis +11, Cha +14
Skills Intimidation +14, Perception +11 (+1d6), Stealth +8
Damage Immunities fire
Senses blindsight 60 ft., darkvision 120 ft., passive

Perception 24

Languages Common, Draconic, two more

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When it
does, it sheds some of its scales, which turn to charcoal.
If it has no more uses of this ability, its Armor Class is
reduced to 20 until it finishes a long rest.

Searing Heat. A creature that touches the dragon or hits
it with a melee attack for the first time on a turn takes
14 (4dé) fire damage.

Volcanic Tyrant. The dragon is immune to the effects
of poisonous gases caused by volcanic environments.
It also ignores difficult terrain caused by lava.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
Spit Fire.



Bite. Melee Weapon Attack: +18 to hit, reach 15 ft., one
target. Hit: 32 (4d10 + 10) piercing damage plus 9 (2d8)
fire damage.

Claws. Melee Weapon Attack: +18 to hit, reach 10 ft.,
one target. Hit: 28 (4d8 + 10) slashing damage.

Tail. Melee Weapon Attack: +18 to hit, reach 20 ft., one
target. Hit: 23 (3d8 + 10) bludgeoning damage, and
the dragon pushes the target 10 feet away.

Cruel Tyranny. The dragon snarls and threatens its minions,
driving them to immediate action. The dragon chooses
one creature it can see and that can hear the dragon.
The creature uses its reaction to make one weapon attack
with advantage. If the dragon is bloodied, it can use this
ability on three minions at once.

Spit Fire. The dragon targets a creature within 60 feet,
forcing it to make a DC 22 Dexterity saving throw. The
creature takes 22 (4d10) fire damage on a failure or half
damage on a success. A creature that fails the save also
takes 11 (2d10) ongoing fire damage. A creature can use
an action to end the ongoing damage.

Fire Breath (Recharge 5-6). The dragon exhales a blast of
fire in a 90-foot cone. Each creature in that area makes

a DC 25 Dexterity saving throw, taking 98 (28d6) fire
damage on a failed save or half damage on a success. A
creature that fails the saving throw also takes 11 (2d10)
ongoing fire damage. While affected by this ongoing
damage, it is frightened of the dragon. A creature can
use an action to end the ongoing damage.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

Taskmaster. When a creature within 60 feet fails an ability
check or saving throw, the dragon roars a command to
it. The creature can roll a d10 and add it to the result of

the roll, possibly turning the failure into a success.

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

Cruel Tyranny. The dragon uses its Cruel Tyranny action.

Roar. Each creature of the dragon’s choice within 120 feet
that can hear it makes a DC 22 Charisma saving throw.
On a failure, it is frightened for 1 minute. A creature
repeats the saving throw at the end of its turns, ending
the effect on itself on a success. When it succeeds on
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a saving throw or the effect ends for it, it is immune to
Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 25 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Ancient Red Draegon Variant:
Red Great Wyrm

One hundred years ago, no lands were safe from the
all-consuming fires of the great wyrm Redroar — until
a clever gambler won a decade of the dragon’s mercy ina
game of chess, Every ten years, the best game players in
the world now travel to the dragon’s lair to challenge it
in chess matches. If even one of these champions bests
Redroar, the dragon promises to spare the world from
immolation for the next ten years. (Redroar has an

expertise die, +1d20, in chess.)

The dragon is an elite monster, equivalent to two

CR 26 monsters (180,000 XP). It has 897 (46d20 +

414; bloodied 448) hit points and the following trait:

Seething Rage. When the dragon is first bloodied, it imme-
diately recharges its breath weapon, if it’s not already
available. Its inner flame erupts, burning brightly in its
eyes and mouth. After taking damage from its Searing
Heat ability, a creature with resistance to fire damage
loses it, and a creature with immunity to fire damage
reduces it to resistance. Either effect lasts until the
start of the creature’s next turn.

The dragon has the following additional legendary
actions, which it can use only while bloodied:
Elite Recovery. The dragon ends one negative effect
currently affecting it. It can do so as long as it has at least
1 hit point, even while unconscious or incapacitated.
Mortal Terror (Gaze). A creature within 120 feet makes a
saving throw against Roar, even if it has already success-
fully saved within the past 24 hours.
Backdraft (Costs 2 Actions). The dragon recharges its
breath weapon.
Plasma Blast (Costs 3 Actions). The dragon spits a ball of
white-hot fire at a creature it can see within 90 feet. The
creature is affected as if caught in the dragon’s breath

weapon, rolling to save as usual.
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Variant: Red Dracon Spellcaster

Some dragons develop the ability to innately cast
spells. A red dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,
requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 16): 3/day each: command, hold person
Adult (save DC 19): 3/day each: glyph of warding,

wall of fire
Ancient (save DC 22): 1/day: antimagic field,

dominate monster
Great Wyrm (save DC 22): 1/day: storm of vengeance

ADULT RED DRAGON

LEGENDARY HUGE DRAGON

AC 19 (natural armor)

HP 310 (23d12 + 161; bloodied 155)

Speed 40 ft., climb 40 ft., fly 80 ft.
STR DEX CON INT WIS CHA

26 (+8) 10(+0) 24 (+7) 16(+3) 14(+2) 20(+5)

Proficiency +6; Maneuver DC 22

Saving Throws Dex +6, Con +13, Wis +8, Cha +11

Skills Intimidation +11, Perception +9 (+1d6), Stealth +6

Damage Immunities fire

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 22

CHALLENGE 20
25,000 XP

Languages Common, Draconic, one more

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to sand.
If it has no more uses of this ability, its Armor Class is
reduced to 17 until it finishes a long rest.

Searing Heat. A creature that touches the dragon or hits
it with a melee attack for the first time on a turn takes
7 (2d6) fire damage.

Volcanic Tyrant. The dragon is immune to the effects
of poisonous gases caused by volcanic environments.
It also ignores difficult terrain caused by lava.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
Spit Fire.

Bite. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 24 (3d10 + 8) piercing damage plus 4 (1d8)
fire damage.
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Claws. Melee Weapon Attack: +14 to hit, reach 5 ft.,
one target. Hit: 21 (3d8 + 8) slashing damage.

Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., one
target. Hit: 17 (2d8 + 8) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Cruel Tyranny. The dragon snarls and threatens its minions,
driving them to immediate action. The dragon chooses
one creature it can see and that can hear the dragon.
The creature uses its reaction to make one weapon
attack with advantage.

Spit Fire. The dragon targets a creature within 60 feet,
forcing it to make a DC 21 Dexterity saving throw.
The creature takes 22 (4d10) fire damage on a failure
or half damage on a success. A creature that fails the
save also takes 5 (1d10) ongoing fire damage. A crea-
ture can use an action to end the ongoing damage.

Fire Breath (Recharge 5-6). The dragon exhales a blast of
fire in a 60-foot cone. Each creature in that area makes
a DC 21 Dexterity saving throw, taking 73 (21d6) fire
damage on a failed save or half damage on a success. A
creature that fails the saving throw also takes 5 (1d10)
ongoing fire damage. While affected by this ongoing
damage, it is frightened of the dragon. A creature can
use an action to end the ongoing damage.

REACTIONS
Tail Attack. When a creature the dragon can see within

10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.
LEGENDARY ACTIONS
The dragon can take 3 legendary actions, choosing
from the options below. Only one legendary action

can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions
at the start of its turn.

Cruel Tyranny. The dragon uses its Cruel Tyranny action.

Roar. Each creature of the dragon’s choice within 120 feet
that can hear it makes a DC 19 Charisma saving throw.
On a failure, it is frightened for 1 minute. A creature
repeats the saving throw at the end of its turns, ending
the effect on itself on a success. When it succeeds on
a saving throw or the effect ends for it, it is immune
to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 21 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.



YOUNG RED DRAGON
LARGE DRAGON

AC 18 (natural armor)
HP 178 (17d10 + 85; bloodied 89)
Speed 40 ft., climb 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
22(+6) 10(+0) 20(+5) 14(+2) 12(+1) 18 (+4)

CHALLENGE 11
7,200 XP

Proficiency +4; Maneuver DC 18

Saving Throws Dex +4, Con +9, Wis +5, Cha +8

Skills Intimidation +8, Perception +5 (+1d6), Stealth +4

Damage Immunities fire

Senses blindsight 30 ft., darkvision 120 ft., passive
Perception 18

Languages Common, Draconic

Searing Heat. A creature that starts its turn touching
the dragon, or touches it or hits it with a melee attack
for the first time on a turn, takes 3 (1d6) fire damage.

Volcanic Tyrant. The dragon is immune to the effects of
poisonous gases caused by volcanic environments. It
also ignores difficult terrain caused by lava.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
fire damage.

Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., one
target. Hit: 15 (2d8 + 6) slashing damage.

Fire Breath (Recharge 5-6). The dragon exhales a blast
of fire that fills a 30-foot cone. Each creature in that
area makes a DC 17 Dexterity saving throw, taking 52
(15d6) fire damage on a failed save or half damage on
a success. A creature that fails the saving throw also
takes 5 (1d10) ongoing fire damage. While affected by
this ongoing damage, it is frightened of the dragon. A

creature can use an action to end the ongoing damage.

RED DRAGON WYRMLING CHALLENGE 4
MEDIUM DRAGON 1,100 XP
AC 17 (natural armor)

HP 75 (10d8 + 30; bloodied 37)

Speed 30 ft., climb 30 ft., fly 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 12(+1) 16(+3) 12(+1) 10(+0) 14 (+2)

Proficiency +2; Maneuver DC 14

Skills Intimidation +4, Perception +2, Stealth +3

Damage Immunities fire

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 12

Dragons

Languages Draconic .
Volcanic Tyrant. The dragon is immune to the effects of
poisonous gases caused by volcanic environments. It

also ignores difficult terrain caused by lava.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 20 (3d10 + 4) piercing damage.

Fire Breath (Recharge 5-6). The dragon exhales a blast of
fire in a 15-foot cone. Each creature in that area makes
a DC 15 Dexterity saving throw, taking 24 (7d6) fire
damage on a failed save or half damage on a success.

White Dragon

Although the smallest of chromatic dragons, white

D &K

dragons are also the most vicious. They find the
presence of other creatures loathsome and slay
those who enter their frozen domain.

Frozen Solitude. White dragons gravitate toward
the cold, deserted lands at the edges of the world.
They enjoy the solitude and purity of their icy homes.
Most white dragons consider any intrusion into their
territory an affront. Quick to anger and careless of
its own wounds, a white dragon’s fury can drive off
even larger dragons.

While white dragons prefer to be alone, they
occasionally tolerate servants who remain quiet and
stay out of sight. The dour frost giants and cowed
kobolds that serve a white dragon know better than
to call attention to themselves, especially when their
master is hungry.

Icy Fastness. A white dragon’s territory slowly
transforms into a frozen wasteland and eventually
becomes the eye of a permanent winter storm. The
largest white dragons have ambitions to extend
their realms further, freezing the entire world.

Legends and Lore

With an Arcana or History check, characters can

learn the following:

DC 10 White dragons rule the frozen wastelands
at the edges of the world.

DC 15 A white dragon’s lair is often found at
the center of a raging winter storm.

DC 20 Truly ancient white dragons can surround
themselves with magical storms of sleet and ice.
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White Dragon Encounters

White dragons live among snow and constant
blizzards.

CR 3-4 white dragon wyrmling with 3 or 4
kobolds or warriors; 2 white dragon wyrmlings
Treasure 300 gp, 1,000 sp, giant polar bear
fur (75 gp), potion of greater healing, circlet

of blasting

CR 5-10 young white dragon; young white
dragon with 2 ice mephits or mountain dwarf
soldiers
Treasure 1,300 gp, 2 silver ewers (250 gp each),
unmelting snowball, potion of greater healing,
3 potions of fire resistance, ring of warmth

CR 11-16 adult white dragon
Treasure 300 pp, 600 gp, 11 amber gemstones
(100 gp each), key made of ice, 3 potions of
superior healing, feather token (anchor), rod
of absorption

CR 17-22 ancient white dragon
Treasure 13,000 gp, 30 furs (100 gp each),
silver dragontooth necklace (250 gp), 6 +2
crossbow bolts, potion of invisibility, shorts-
word of sharpness

CR 23-30 ancient white dragon with frost giant,
werebear, winter hag, or young white dragon;
adult white dragon with cyclops, tundra chimera
(see chimera), or young white dragon
Treasure 20,000 gp, diamond (5,000 gp),
white dragon egg (25,000 gp), 2 potions of
supreme healing, arrow of titan slaying, loun
stone of mastery, adamantine plate armor

CR 31+ white great wyrm; 2 adult white dragons
Treasure 5,000 pp, 40,000 gp, 60,000 ep, 5
diamonds (5,000 gp each), mithral warhorn
(7,500 gp), ice statue with a huge ruby (25,000
gp) at the heart, 4 potions of supreme healing,
boots of speed, +2 warbammer (named Tark-
Elith; made of unmelting ice; grants its wielder
fire resistance), ring of shooting stars

siens

1-2 Blinding snow

3 Frost giant or mammoth encased in ice
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4
5
6

A glacier riddled with caverns
Freezing, waist-high fog

Towering ice pillars, each large enough for a
dragon to perch on

Behavior

A »nn A W DN

Lying in wait for a dragon rival
Summoning an ice storm
Camouflaged in a snowbank
Flying overhead, on the hunt
Attacking a tribe of humans or orcs

Preparing for a diplomatic visit from a local
frost giant noble; planning treachery

White Dragon Lair Features

The save DC for the following effects is 13 + the
dragon’s proficiency modifier. Choose or roll one

or more of the following lair features:

1

A dusting of snow conceals an iced-over under-
ground lake. The dragon can use 5 feet of its
movement to break a hole in the ice big enough
for it to pass through. A creature submerged in
the frigid water makes a Constitution saving
throw at the end of its turn, taking 10 (3d6)
cold damage on a failure.

All floors are slippery ice. Anyone moving
more than half their speed in a single turn
makes a Dexterity saving throw or falls
prone, ending their movement.

Up to three times per day as a legendary
action, the dragon slams its tail against the
wall, causing slabs of ice (and possibly useful
treasure) to rain from the ceiling. Up to 2 crea-
tures the dragon can see make Dexterity saving
throws. On a failure, a creature takes 10 (3d6)
damage and is knocked prone and restrained
beneath an ice slab. A creature can use its
action to make an Acrobatics or Athletics
check against the lair’s save DC, freeing
itself or another creature on a success.

The ceiling is held up by four pillars of ice
(objects with AC 16, 15 hit points, immunity
to poison and psychic damage, and vulner-
ability to fire damage). If three pillars are
destroyed, the ceiling caves in, dealing 17



(5d6) bludgeoning damage to each creature
in the lair and opening a hole in the ceiling
large enough for the dragon to fly through.

Names

Frysning, Issedrath, Stillness, Verglas, Vilust-
iminen, Winterheart

ANCIENT WHITE DRAGON CHALLENGE 22
LEGENDARY GARGANTUAN DRAGON 41,000 XP
AC 20 (natural armor)

HP 370 (20d20 + 160; bloodied 185)

Speed 40 ft., burrow 40 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
26 (+8) 12(+1) 26(+8) 10(+0) 16(+3) 16 (+3)

Proficiency +7; Maneuver DC 23

Saving Throws Dex +8, Con +15, Wis +10, Cha +10

Skills Intimidation +10, Perception +10 (+1d6), Stealth +8

Damage Immunities cold

Senses blindsight 60 ft., darkvision 120 ft., passive
Perception 23

Languages Common, Draconic

Cold Mastery. The dragon’s movement and vision is not
hindered by cold, icy surfaces, snow, wind, or storms.
Additionally, the dragon can choose to burrow through
snow and ice without leaving a trace.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to ice.
If it has no more uses of this ability, its Armor Class is
reduced to 18 until it finishes a long rest.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
Spit Ice.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 30 (4d10 + 8) piercing damage plus 9 (2d8)
cold damage.

Claws. Melee Weapon Attack: +15 to hit, reach 10 ft.,
one target. Hit: 21 (3d8 + 8) slashing damage.

Tail. Melee Weapon Attack: +15 to hit, reach 20 ft., one
target. Hit: 21 (3d8 + 8) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Spit Ice. The dragon targets a creature within 60 feet,
forcing it to make a DC 23 Dexterity saving throw. On
a failure, the target takes 22 (4d10) cold damage, and
its speed is reduced to o until the end of its next turn.
On a success, it takes half damage.

Dragons

Cold Breath (Recharge 5-6). The dragon exhales a 90-foot
cone of frost. Each creature in the area makes a DC 23
Constitution saving throw. On a failure, it takes 66 (19d6)
cold damage, and its speed is reduced to 0 until the end
of its next turn. On a success, it takes half damage.

REACTIONS

Tail Attack. When a creature the dragon can see within

10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.

LEGENDARY ACTIONS
The dragon can take 3 legendary actions, choosing

from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the start of its turn.

Roar. Each creature of the dragon’s choice within 120 feet
that can hear it makes a DC 18 Charisma saving throw.
On a failure, it is frightened for 1 minute. A creature
repeats the saving throw at the end of its turn, ending
the effect on itself on a success. When it succeeds on
a saving throw or the effect ends for it, it is immune
to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 23 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Raging Storm (1/Day, Bloodied Only). For 1 minute, gusts
of sleet emanate from the dragon in a 40-foot-radius
sphere, spreading around corners. The area is lightly
obscured, the ground is difficult terrain, and nonmagical
flames are extinguished. The first time a creature other
than the dragon moves on its turn while in the area, it
must succeed on a DC 18 Dexterity saving throw or take
11 (2d10) cold damage and fall prone (or fall if it is flying).

Ancient White Dragon Variant:
White Great Wyrm

When the great wyrm Frostflame awakens, winter
storms and glaciers march across the world. Heroes
from many lands must join forces to turn aside its
power. One day, perhaps, the strength of heroes will
not be enough, and winter’s stillness will envelop
the world.
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The dragon is an elite monster, equivalent to two
CR 22 monsters (82,000 XP). It has 740 (40420
+ 320; bloodied 370) hit points and the following
additional trait:

Heart of Winter. When the dragon is first bloodied, it
immediately recharges its breath weapon, if it’s not
already available. Additionally, the damage from the
dragon’s Raging Storm is doubled.

The dragon has the following additional legendary
actions, which it can use only while bloodied:

Elite Recovery. The dragon ends one negative effect
currently affecting it. It can do so as long as it has at least
1 hit point, even while unconscious or incapacitated.

Mortal Terror (Gaze). A creature within 120 feet makes a
saving throw against Roar, even if it has already success-
fully saved within the past 24 hours.

Gathering Storm (Costs 2 Actions). The dragon recharges
its breath weapon.

Snowball (Costs 3 Actions). The dragon spits a snowball
at a creature it can see within 90 feet. That creature
is affected as if caught in the dragon’s breath weapon,
rolling to save as usual.
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ADULT WHITE DRAGON CHALLENGE 16
LEGENDARY HUGE DRAGON 15,000 XP
AC 18 (natural armor)

HP 250 (20d12 + 120; bloodied 125)

Speed 40 ft., burrow 30 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
22(+6) 12(+1) 22(+6) 8(1) 14(*2) 14 (+2)
Proficiency +5; Maneuver DC 19
Saving Throws Dex +6, Con +11, Wis +7, Cha +7
Skills Intimidation +7, Perception +7 (+1d6), Stealth +6
Damage Immunities cold
Senses blindsight 60 ft., darkvision 120 ft., passive

Perception 20

Languages Common, Draconic

Cold Mastery. The dragon’s movement and vision is not
hindered by cold, icy surfaces, snow, wind, or storms.
Additionally, the dragon can choose to burrow through
snow and ice without leaving a trace.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it sheds some of its scales, which turn to ice.
If it has no more uses of this ability, its Armor Class is
reduced to 16 until it finishes a long rest.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite attack, it can
spit ice.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
cold damage.

Claws. Melee Weapon Attack: +11 to hit, reach 5 ft.,
one target. Hit: 19 (3d8 + 6) slashing damage.

Tail. Melee Weapon Attack: +14 to hit, reach 15 ft., one
target. Hit: 15 (2d8 + 6) bludgeoning damage, and the
dragon pushes the target 10 feet away.

Spit Ice. The dragon targets a creature within 60 feet,
forcing it to make a DC 19 Dexterity saving throw. On
a failure, the target takes 16 (3d10) cold damage, and
its speed is reduced to 0 until the end of its next turn.
On a success, it takes half damage.

Cold Breath (Recharge 5-6). The dragon exhales a 60-foot
cone of frost. Each creature in the area makes a DC 19
Constitution saving throw. On a failure, it takes 52 (15d6)
cold damage, and its speed is reduced to 0 until the end
of its next turn. On a success, it takes half damage.

REACTIONS

Tail Attack. When a creature the dragon can see within
10 feet hits the dragon with a melee attack, the dragon
makes a tail attack against it.



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

Roar. Each creature of the dragon’s choice within 120
feet that can hear it makes a DC 15 Charisma saving
throw. On a failure, it is frightened for 1 minute. A
creature repeats the saving throw at the end of its
turn, ending the effect on itself on a success. When it
succeeds on a saving throw or the effect ends for it,
it is immune to Roar for 24 hours.

Wing Attack. The dragon beats its wings. Each creature
within 15 feet makes a DC 19 Dexterity saving throw.
On a failure, it is pushed 10 feet away and knocked
prone. The dragon can then fly up to half its fly speed.

Raging Storm (1/Day, Bloodied Only). For 1 minute, gusts
of sleet emanate from the dragon in a 40-foot-radius
sphere, spreading around corners. The area is lightly
obscured and the ground is difficult terrain The first
time a creature moves on its turn while in the area, it
must succeed on a DC 15 Dexterity saving throw or
fall prone (or fall if it is flying).

Variant: White Dragon Spellcaster

Dragons

Skills History +3, Perception +5 (+1d6), Stealth +4 .
Damage Immunities cold
Senses blindsight 30 ft., darkvision 120 ft., passive
Perception 18
Languages Common, Draconic
Cold Mastery. The dragon is not hindered by cold, icy
surfaces, snow, wind, or storms. Additionally, the dragon
can choose to burrow through snow and ice without
leaving a trace.

Some dragons develop the ability to innately cast
spells. A white dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,
requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 13): 3/day each: animal friendship,

sleet storm
Adult (save DC 15): 3/day each: dominate beast,

fire shield
Ancient (save DC 18): 1/day: control weather, wall of ice
Great Wyrm (save DC 18): 1/day: reverse gravity

YOUNG WHITE DRAGON CHALLENGE 9
LARGE DRAGON 5,000 XP

AC 17 (natural armor)
HP 152 (16d10 + 64; bloodied 76)
Speed 40 ft., burrow 20 ft., fly 80 ft., swim 40 ft.

STR DEX CON INT WIS CHA
18 (+4) 10(+0) 18(+4) 8(-1) 12(+1) 12(+1)

Proficiency +4; Maneuver DC 16

Saving Throws Dex +4, Con +8, Wis +5, Cha +5

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 20 (3d10 + 4) piercing damage plus 4 (1d8)
cold damage.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) slashing damage.

Cold Breath (Recharge 5-6). The dragon exhales a 30-foot
cone of frost. Each creature in that area makes a DC 15
Constitution saving throw, taking 35 (10d6) cold damage
on a failed save or half damage on a success.

WHITE DRAGON

WYRMLING
MEDIUM DRAGON

AC 16 (natural armor)
HP 45 (7d8 + 14; bloodied 22)
Speed 30 ft., burrow 15 ft., fly 60 ft., swim 30 ft.

STR DEX CON INT WIS CHA
14 (+2) 12(+1) 14(+2) 6(2) 10(+0) 10 (+0)

Proficiency +2; Maneuver DC 12
Skills Perception +2, Stealth +3

CHALLENGE 2

450 XP

Damage Immunities cold

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 12

Languages Draconic

Cold Mastery. The dragon’s movement and vision is not
hindered by cold, icy surfaces, snow, wind, or storms.
Additionally, the dragon can choose to burrow through
snow and ice without leaving a trace.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 13 (2d10 + 2) piercing damage.

Cold Breath (Recharge 5-6). The dragon exhales a 15-foot
cone of frost. Each creature in that area makes a DC 12
Constitution saving throw, taking 10 (3d6) cold damage
on a failed save or half damage on a success.
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Essence Dragons

Whereas chromatic dragons reshape the land
and metallic dragons cultivate it, essence dragons
embody the land. Every essence dragon reflects the
nature of its home; ancient mountain ranges, great
rivers, and even accursed wastelands all have their
draconic counterparts.

Pairon Spirits. Essence dragons are bound to their
chosen lands, and their power waxes and wanes with
its strength. If a river dries up, its dragon may die;
as necrotic power corrupts a valley, its dragon may
transform into a shadow dragon.

Some essence dragons are guardians of their lands’
inhabitants. In such places, villages pay reverence to
the wisdom of their earth dragon or the blessings of
their river dragon. In less hospitable environments,
essence dragons are as indifferent to mortals as the
land itself.

Essence dragons bolster the vitality of the place
they’re bound to, but they also present a vulnera-
bility. When an essence dragon is killed, its land
dies with it. Forests wither, rivers give way to mire,
and mountains erupt with the fury of the dragon’s
death throes.

Eternal Souls. Like all dragons, essence dragons
are long-lived but not immortal. However, when
an essence dragon succumbs to old age, a wyrm-
ling hatches from a long-buried egg. This reborn
dragon is heir to the hazy memories of its parent’s
past, as well as to the land itself.

Essence Link. The essence dragon is spiritually
linked to a specific area or landmark. The dragon
gains no benefit from a long rest when more than
1 mile away from its linked area. If the dragon dies,
the area it is linked to loses its vital essence until it
forms a new essence dragon, which can take centu-
ries. When a creature first enters an area that has
lost its vital essence in this way, they gain a level of
fatigue and a level of strife. This fatigue and strife
can be removed only by completing a long rest
outside the area.
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Earth Dragon

Inexorably tied to monuments of rock and stone,
earth dragons share the quiet patience and the harsh
indifference of the land itself. Most earth dragons are
slow to action, and even slower to anger. All things
pass, and the rise and fall of civilizations are like
the flowers, beautiful in their time but not to last.
Only threats to their bonded lands are given consid-
eration—but when roused to anger, earth dragons
devastate their enemies like a landslide.

Slumbering Peaks. Earth dragons of jagged peaks
grow sharp scales, while the scales of desert dragons
look more like those of serpents. When still, earth
dragons blend in perfectly with their environment.
They might spend days or weeks slumbering between
meals, leading many travelers to mistake them for
natural stone outcroppings. Some dragons move so
infrequently that they become landmarks, outdating
maps on the rare occasions that they rise from
their perches.

Mountain Kings. Except when defending their
home, earth dragons are largely indifferent to other
creatures. Rarely, earth dragons come to regard
the little villages atop their mountains as inherent
features of their land. In such cases, these settlements
offer tribute (usually precious stones) to their draconic
protector. Living sacrifices are sometimes offered, as
well—usually beasts of burden, although more signif-
icant sacrifices must be made to appease the arrogant
and wrathful earth dragons of volcanoes.

Legends and Lore

With an Arcana or Nature check, characters can
learn the following:

DC 10 Though mortal, earth dragons are spiri-
tually linked to a specific landmark, which they
might guard for a hundred human lifetimes.

DC 15 Earth dragons burrow through natural
stone like fish swim through the water. They
exhale powerful blasts of scouring sand.

DC 20 The oldest earth dragons can command
the earth to shudder and crack or rise up in
towering spires.



Earth Dragon Encounters

Earth dragons make their lairs on mountains, bare
hills, and rocky deserts.

CR 3-4 earth dragon wyrmling
Treasure 6 jasper gemstones (50 gp each),
6 onyx gemstones (50 gp each), potion of
bealing, 3 +1 sling stones

CR 5-10 young earth dragon; earth dragon

wyrmling with 2 walking statues (see animated

objects) or 1d4 + 1 sandlings (see scarecrow)
Treasure 500 gp, 2,000 sp, 3 garnet gemstones
(100 gp each), sapphire gemstone (1,000 gp),
patch of black sand (acts as 2 doses of dust of
sneezing and choking), figurine of wondrous
power (marble elephant)

CR 11-16 young earth dragon with 1 or 2

ankhegs, awakened trees, or basilisks
Treasure 11 spinel and topaz gemstones (500
gp each), 13 carnelian and jasper gemstones
(50 gp each), 2 potions of greater healing,
eyes of minute seeing, luck blade

Dragons

CR 17-22 adult earth dragon; young earth

dragon with 2 earth elementals or xorn
Treasure 8,000 gp, 6 sapphire and emerald
gemstones (1,000 gp each), 9 jet gemstones
(100 gp each), 6 carved busts (250 gp each),
stone table marked with ancient treasure map,
figurine of wondrous power (ivory goats),
ring of free action

CR 23-30 ancient earth dragon; adult earth

dragon with gorgon, hill giant, or stone giant
Treasure 20,000 gp, 4 diamonds (5,000 gp
each), 6 opals (1,000 gp each), jacinth necklace
(25,000 gp), 2 potions of supreme healing,
censer of commanding earth elementals,
rod of lordly might

CR 31+ ancient earth dragon with 1 or 2 giant

earth elementals (see elemental), medusas, stone

giants, or stone guardians
Treasure 5,000 pp, 40,000 gp, 8 rubies (5,000
gp), 10 emeralds (1,000 gp each), free-standing
door made of moonstone (bulky, worth 50,000
gp; may open one day), 3 potions of supreme
healing, bronze horn of Valballa, crystal ball,
stone of controlling earth elementals

Ry
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siens

1 Constant tremors
2 Footsteps leave no trace

3 Digging, or even attempting to set a tent peg,
causes ominous tremors

4 The area is dotted with menhirs and obelisks

Behavior

1 Dozing on a peak
2 Burrowing underground, hunting

3 Asleep for years, resembling a statue;
awakens only if threatened

4 Raging and demanding tribute

Earth Dragon Lair Features

Choose or roll one or more of the following
lair features:

1 The dragon’s domain is a desolate mountain
peak, and reaching it is a grand undertaking
in and of itself. Journeys to the dragon’s lair
trigger twice as many exploration challenges
as normal.

2 The walls of the dragon’s lair are jagged stone.

Any time the dragon hits a creature within 5
feet of a wall with a slam attack, the creature
takes an additional 5 (1d10) piercing damage.

3 The lair is volcanic. Whenever the dragon
makes a bite attack against a creature it is
grappling, it can dunk its captive in magma
instead, dealing fire damage equal to the
piercing damage dealt by the bite.

4 The ground in the lair is made of loose sand.
The dragon’s burrow speed increases to 100
feet, and the dragon can use its Scouring
Breath while only revealing its snout,
retaining three-quarters cover.

Names

ANCIENT

EARTH DRAGON
LEGENDARY GARGANTUAN DRAGON
AC 22 (natural armor)

HP 425 (23d20 + 184; bloodied 212)
Speed 40 ft., fly 40 ft., burrow 60 ft.

STR DEX CON INT WIS CHA
26 (+8) 14(+2) 26(+8) 16(+3) 22(+6) 14(+2)
Proficiency +7; Maneuver DC 23
Saving Throws Str +15, Con +15, Int +10, Wis +13, Cha +9
Skills Athletics +15, Insight +13 (+1d6), Nature +10,

Perception +13 (+1d6)

Damage Resistances damage from nonmagical weapons

CHALLENGE 24

62,000 XP

Condition Immunities petrified

Senses darkvision 120 ft., tremorsense 120 ft., passive
Perception 26

Languages Common, Draconic, Terran

Earth Glide. The dragon can burrow through nonmagical,
unworked earth and stone without disturbing it.

False Appearance. While the dragon remains motionless
within its linked area, it is indistinguishable from a natural
rocky outcropping.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it becomes more like rock. Its Speed, burrow
speed, and flying speed are halved until the end of its
next turn.

Drahirrus, Jargalant, Khaldun, Otgontenger,
Slatescale, Tor
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ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its slam. In place of its bite attack, it can use
Rock Spire.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 35 (5d10 + 8) piercing damage. Instead of
dealing piercing damage, the dragon can grapple the
target (escape DC 23), and a Huge or smaller creature
grappled in this way is restrained. While grappling a
creature, the dragon can’t bite another target.

Slam. Melee Weapon Attack: +15 to hit, reach 10 ft., one
target. Hit: 21 (3d8 + 8) bludgeoning damage, and the
target is pushed up to 10 feet away, falling prone if it
impacts a wall or other solid object. This attack deals
an extra 9 (2d8) bludgeoning damage if the target
was already prone.

Scouring Breath (Recharge 5-6). The dragon exhales
scouring sand and stones in a 90-foot cone. Each
creature in that area makes a DC 23 Dexterity saving
throw, taking 70 (20d6) slashing damage on a failed
save or half damage on a success. A creature that fails
the save is also blinded until the end of its next turn.



Rock Spire. A permanent, 25-foot-tall, 5-foot-radius
spire of rock magically rises from a point on the
ground within 60 feet. A creature in the spire’s area
when it appears makes a DC 21 Dexterity saving
throw, taking 18 (4d8) piercing damage on a failure
or half damage on a success. A creature that fails this
saving throw by 10 or more is impaled and restrained
at the top of the spire. A creature can use an action
to make a DC 13 Strength check, freeing the impaled
creature on a success. The impaled creature is also
freed if the spire is destroyed. The spire is an object
with AC 16, 30 hit points, and immunity to poison
and psychic damage.

LEGENDARY ACTIONS

The dragon can take 3 legendary actions, choosing

from the options below. Only one legendary action

can be used at a time and only at the end of another

creature’s turn. It regains spent legendary actions at

the start of its turn.

Shake the Foundation. The dragon causes the ground
to roil, creating a permanent, 40-foot-radius area of
difficult terrain centered on a point the dragon can
see. If the dragon is bloodied, creatures in the area
make a DC 23 Dexterity saving throw. On a failure,
the creature takes 21 (6d6) slashing damage and falls
prone. On a success, the creature takes half damage.

Slam Attack (Costs 2 Actions). The dragon makes a
slam attack.

Entomb (While Bloodied, Costs 3 Actions). The dragon
targets a creature on the ground within 60 feet, forcing it
to make a DC 17 Dexterity saving throw. On a failure, the
creature is magically entombed 5 feet under the earth.
While entombed, the target is blinded, restrained, and
can’t breathe. A creature can use an action to make a
DC 17 Strength check, freeing an entombed creature

on a success.

Variant: Earth Dragon Spellcaster

Some dragons develop the ability to innately cast
spells. An earth dragon spellcaster’s spellcasting

ability is Charisma. It can innately cast the following
spells, requiring no material components. Each age
category knows its own spells and those of younger
age categories.
Young (save DC 12): 3/day each: locate animals or plants,
spike growth
Adult (save DC 15): 3/day each: stone shape,
wall of stone
Ancient (save DC 17): 1/day: earthquake, move earth

Dragons

ADULT EARTH DRAGON CHALLENGE 18
LEGENDARY HUGE DRAGON 20,000 XP
AC 19 (natural armor)

HP 287 (23d12 + 138; bloodied 143)

Speed 40 ft., fly 40 ft., burrow 60 ft.

STR DEX CON INT wis CHA
22 (+6) 14(+2) 22(+6) 14(+2) 20(+5) 12 (+1)
Proficiency +6; Maneuver DC 20
Saving Throws Str +12, Con +12, Int +8, Wis +8, Cha +7
Skills Athletics +12, Insight +8 (+1d6), Nature +12,

Perception +8 (+1d6)

Damage Resistances damage from nonmagical weapons

D &K

Condition Immunities petrified

Senses darkvision 120 ft., tremorsense 90 ft., passive
Perception 21

Languages Common, Draconic, Terran

Earth Glide. The dragon can burrow through nonmagical,
unworked earth and stone without disturbing it.

False Appearance. While the dragon remains motionless
within its linked area, it is indistinguishable from a
natural rocky outcropping.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it becomes more like rock. Its movement is
halved until the end of its next turn.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its slam. In place of its bite attack, it can
use Rock Spire.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 28 (4d10 + 6) piercing damage. Instead of
dealing piercing damage, the dragon can grapple the
target (escape DC 20), and a Large or smaller creature
grappled in this way is restrained. While grappling a
creature, the dragon can't bite another target.

Slam. Melee Weapon Attack: +12 to hit, reach 5 ft., one
target. Hit: 19 (3d8 + 6) bludgeoning damage.

Scouring Breath (Recharge 5-6). The dragon exhales
scouring sand and stones in a 60-foot cone. Each crea-
ture in that area makes a DC 20 Dexterity saving throw,
taking 56 (16d6) slashing damage on a failed save or half
damage on a success. A creature that fails the save is
also blinded until the end of its next turn.

Rock Spire. A permanent, 25-foot-tall, 5-foot-radius spire
of rock magically rises from a point on the ground within
60 feet. A creature in the spire’s area when it appears
makes a DC 19 Dexterity saving throw, taking 13 (3d8)
piercing damage on a failure or half damage on a success.
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A creature that fails this saving throw by 10 or more
is impaled at the top of the spire. A creature can use
an action to make a DC 12 Strength check, freeing the
implaced creature on a success. The impaled creature
is also freed if the spire is destroyed. The spire is an
object with AC 16, 30 hit points and immunity to
poison and psychic damage.

nonmagical, unworked earth and stone without
disturbing it.

False Appearance. While the dragon remains motionless
within its linked area, it is indistinguishable from a natural
rocky outcropping.

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

Shake the Foundation. The dragon causes the ground
to roil, creating a permanent, 40-foot-radius area of
difficult terrain centered on a point the dragon can
see. If the dragon is bloodied, creatures in the area
make a DC 20 Dexterity saving throw, falling prone
on a failure.

Slam Attack (Costs 2 Actions). The dragon makes a
slam attack.

Entomb (While Bloodied, Costs 3 Actions). The dragon
targets a creature on the ground within 60 feet, forcing
it to make a DC 15 Dexterity saving throw. On a failure,
the creature is magically entombed 5 feet under
the earth. While entombed, the target is blinded,
restrained, and can’t breathe. A creature can use an
action to make a DC 15 Strength check, freeing an
entombed creature on a success.

YOUNG EARTH DRAGON CHALLENGE 10
LARGE DRAGON 5,900 XP
AC 18 (natural armor)

HP 161 (17d10 + 68; bloodied 80)

Speed 4o0 ft., fly 40 ft., burrow 60 ft.

STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 18 (+4) 12(+1) 16 (+3) 10 (+0)
Proficiency +4; Maneuver DC 16
Saving Throws Str +8, Con +8, Int +5, Wis +7, Cha +4
Skills Athletics +8, Insight +7 (+1d6), Nature +5,

Perception +7 (+1d6)

Damage Resistances damage from nonmagical

weapons

Condition Immunities petrified

Senses darkvision 120 ft., tremorsense 60 ft., passive
Perception 20

Languages Common, Draconic, Terran

Earth Glide. The dragon can burrow through
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ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its slam.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 22 (4d10 + 4) piercing damage.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) bludgeoning damage.

Scouring Breath (Recharge 5-6). The dragon exhales
scouring sand and stones in a 30-foot cone. Each crea-
ture in that area makes a DC 16 Dexterity saving throw,
taking 38 (11d6) slashing damage on a failed save or
half damage on a success.

EARTH DRAGON

WYRMLING
MEDIUM DRAGON

AC 17 (natural armor)
HP 58 (9d8 + 18; bloodied 29)
Speed 30 ft., fly 30 ft., burrow 40 ft.

STR DEX CON INT WIS CHA
14 (+2) 12 (+1) 14 (+2) 12(+1) 14(+2) 10 (+0)
Proficiency +2; Maneuver DC 12
Skills Athletics +4, Insight +4, Nature +3, Perception +4
Damage Resistances damage from nonmagical weapons

CHALLENGE 3

700 XP

Condition Immunities petrified

Senses darkvision 120 ft., tremorsense 30 ft., passive
Perception 14

Languages Draconic, Terran

Earth Glide. The dragon can burrow through nonmag-
ical, unworked earth and stone without disturbing it.

False Appearance. While the dragon remains motionless
within its linked area, it is indistinguishable from a natural
rocky outcropping.

ACTIONS

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 13 (2d10 + 2) piercing damage.

Scouring Breath (Recharge 5-6). The dragon breathes
scouring sand and stones in a 15-foot cone. Each
creature in that area makes a DC 12 Dexterity saving
throw, taking 10 (3d6) slashing damage on a failed
save or half damage on a success.



River Dragon

Linked to great, coursing rivers, these essence
dragons embody the reckless, ever-changing power
of water itself. Like a streak of quicksilver or a
pennant fluttering in the wind, a river dragon is
always moving, running an endless circuit from
the river’s source to the ocean and back again. Like
the rivers they exemplify, these dragons are fickle
things. A ship or passerby that catches the atten-
tion of a river dragon might find fortune or ruin,
depending on the fleeting whims of the river.

The Serpent Eats Its Tail. While the oldest
river dragons have grown complacent in their
wide, meandering rivers, most river dragons are
on constant watch for competition. River dragon
wyrmlings rule over tributaries and must pay
proper respect to their parent rivers, at least until
they grow strong enough to challenge them.

Gods of the Waterway. Those who fish along
the river’s edge sometimes spot disporting river
dragons, giving rise to legends of river gods. River
dragons treated as gods are usually flattered by
such honors, and may take efforts to ensure boun-
tiful catches. Those regarded as monsters are often
equally amused, and work to keep their fearsome
legend alive by devouring the occasional lone angler.

Legends and Lore

With an Arcana or Nature check, characters can
learn the following:

DC 10 Like the waterways they inhabit, river
dragons can be slow and lumbering, or fierce
and nimble.

DC 15 River dragons exhale jets of water and
create magical whirlpools to bash and scatter
their foes.

DC 20 When angered, the oldest river dragons
surround themselves with magical maelstroms
that few mortals can withstand.

River Dragon Encounters

Dragons

Treasure 300 gp, 1,000 sp, mithral mirror (75
gp), potion of healing, bag of tricks (tan)

CR 5-10 young river dragon
Treasure 750 gp, 300 ep, 6 pearls (100 gp
each), gold ceremonial dagger with mermaid
handle (250 gp), 3 potions of healing, staff
of swarming insects

CR 11-16 young river dragon with 2 constrictor

snakes, hunter sharks, or plesiosauruses; young

river dragon with sea hag or water elemental
Treasure 100 pp, 2,000 gp, 3 aquamarine
gemstones (500 gp each), bottle containing a
message, ring of water walking, +2 scimitar
(with a blade resembling shimmering water;
named Salmon of Wisdom)

CR 17-22 adult river dragon
Treasure 8,000 gp, 10,000 sp, 3 pearl neck-
laces (2,500 gp each), 4 sapphires (1,000 gp
each), metal diving suit (1,000 gp), 2 potions
of clairvoyance, spell scroll of control weatber,

+1 half plate, sun blade

CR 23-30 adult river dragon with giant shark,

marid, or merclops (see cyclops); ancient river

dragon; ancient river dragon with giant lantern-

fish (see lamia) or sea chimera (see chimera)
Treasure 10,000 gp, black pearl necklace
(7,500 gp), 20 1-pound mithral bars (750 gp
each), 2 doses of purple worm poison (2,000
gp each), 3 arrows of elemental slaying, ring
of free action, periapt of wound closure

CR 31+ ancient river dragon with 2 giant
crocodiles, merrow mages (see merrow), or
water elementals
Treasure 5,000 pp, 40,000 gp, 6 diamonds
(5,000 gp each), emerald idol (25,000 gp),
fish that grants wishes (as ring of 3 wishes),
3 potions of supreme healing, loun stone of
absorption, luck blade

Siens

River dragons leave their chosen river only in
extreme circumstances.

CR 3-4 river dragon wyrmling with 2 boggards,
crocodiles, or steam mephits

1 Sparkling mist floating over the river
2 A loud, distant splash

3 A whirlpool appears in the river

4

The banks of the river are lush with plants,
and schools of bright fish leap from the water
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N

Behavior

1 Floating serenely on the river, content

to ignore peaceful travelers

2 Flying overhead, alert for trespassers

Eagerly approaching a boat, looking
for fun

Attacks on sight

River Dragon Lair Features

Choose or roll one or more of the following

lair features:
1 The dragon’s domain is populated with
dangerous aquatic creatures. As a bonus

action, it may summon its choice of 1d6
crocodiles or 1d4 swarms of quippers as
allies. The creatures fight until killed or
dismissed by the dragon as a bonus action
or until the dragon uses this ability again.

2 The dragon’s domain supports one or more
riverside villages whose livelihoods depend
on the dragon’s survival. At the beginning of
each round of combat, roll a d6. On a 5-6,

1d4 locals with the statistics of thugs arrive
to defend the dragon, acting on the dragon’s y.
initiative. The locals fight until killed or until e o,
the dragon instructs them to stop.

3 The rocks that line the riverbanks are
particularly sharp. Whenever one of the Names
dragon’s attacks or abilities causes a crea-
ture to impact a solid object, increase the
damage that creature takes by 9 (2d8).

Bol’shaya, Bystraya, Glitterstream, Penzhina,
Springtide, Zathernak

4 The dragon’s river is murky. Visibility
beneath the water is reduced to 20 feet.

(130



ANCIENT RIVER DRAGON CHALLENGE 23
LEGENDARY GARGANTUAN DRAGON 50,000 XP
AC 20 (natural armor)

HP 372 (24d20 + 120; bloodied 186)

Speed 60 ft., fly 80 ft., swim 100 ft.

STR DEX CON INT WIS CHA
20 (+5) 24(+7) 20(+5) 16(+3) 24 (+7) 20 (+5)
Proficiency +7; Maneuver DC 22
Saving Throws Dex +14, Con +12, Int +10, Wis +14,

Cha +12
Skills Acrobatics +14, Deception +12, Insight +14,

Nature +10, Perception +14, Stealth +14
Damage Resistances damage from nonmagical weapons

Condition Immunities fatigue

Senses darkvision 120 ft., tremorsense 300 ft. (only
detects vibrations in water), passive Perception 24

Languages Aquan, Common, Draconic

Amphibious. The dragon can breathe air and water.

Flowing Grace. The dragon doesn’t provoke opportunity
attacks when it flies or swims out of an enemy’s reach.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it loses coordination as white-crested waves
run up and down its body. It loses its Flowing Grace
and Shimmering Scales traits until the beginning of
its next turn.

Shimmering Scales. While in water, the dragon gains
three-quarters cover from attacks made by creatures
more than 30 feet away.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +14 to hit, reach 15 ft., one
target. Hit: 29 (4d10 + 7) piercing damage.

Claws. Melee Weapon Attack: +14 to hit, reach 10 ft., one
target. Hit: 20 (3d8 + 7) slashing damage.

Torrential Breath (Recharge 5-6). The dragon exhales
water in a 90-foot-long, 10-foot-wide line. Each crea-
ture in the area makes a DC 20 Dexterity saving throw,
taking 66 (19d6) bludgeoning damage on a failed save
or half damage on a success. A creature that fails the
save is also knocked prone and is pushed up to 60 feet
away. A creature that impacts a solid object takes an
extra 21 (6d6) bludgeoning damage.

BONUS ACTIONS

Whirlpool. A cylindrical, 15-foot-tall, 10-foot-radius
whirlpool or waterspout magically appears in the water
or air, centered on a point within 60 feet. Creatures in

Dragons

the area make a DC 20 Strength saving throw. On a
failure, a creature takes 35 (10d6) bludgeoning damage
and is knocked prone and pushed up to 15 feet. On a
failure, a creature takes half damage.

REACTIONS

Snap Back (While Bloodied). When a creature the dragon
can see hits it with a melee weapon attack, the dragon

makes a bite attack against the attacker.

LEGENDARY ACTIONS
The dragon can take 3 legendary actions, choosing

from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the start of its turn.

Dart Away. The dragon swims up to half its speed.

Lurk. The dragon takes the Hide action.

River Surge (Costs 2 Actions). The dragon generates a
20-foot-tall, 100-foot-wide wave on the surface of
water within 120 feet. The wave travels up to 60 feet
in any direction the dragon chooses and crashes down,
carrying Huge or smaller creatures and vehicles with it.
Vehicles moved in this way have a 25 percent chance of
capsizing. Creatures that impact a solid object take 35
(10d6) bludgeoning damage.

Sudden Maelstrom (While Bloodied, 1/Day). The dragon
magically surrounds itself with a 60-foot-radius mael-
strom of surging wind and rain for 1 minute. A creature
other than the dragon that starts its turn in the mael-
strom or enters it for the first time on a turn makes a DC
20 Strength saving throw. On a failed save, the creature
takes 28 (8d6) bludgeoning damage and is knocked
prone and pushed 15 feet away from the dragon.

Variant: River Dragon Spellcaster

Some dragons develop the ability to innately cast

spells. A river dragon spellcaster’s spellcasting ability
is Charisma. It can innately cast the following spells,
requiring no material components. Each age cate-
gory knows its own spells and those of younger
age categories.
Young (save DC 13): 3/day each: create or destroy water,
fog cloud
Adult (save DC 15): 3/day each: control water,
freedom of movement
Ancient (save DC 20): 1/day: control weather, wall of ice
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ADULT RIVER DRAGON
LEGENDARY HUGE DRAGON
AC 18 (natural armor)

HP 252 (24d12 + 96; bloodied 126)
Speed 60 ft., fly 80 ft., swim 90 ft.
STR DEX CON INT WIS CHA
18(+4) 20(+5) 18(+4) 14(+2) 20(+5) 16 (+3)

Proficiency +6; Maneuver DC 19

Saving Throws Dex +9, Con +8, Int +6, Wis +9, Cha +7

Skills Acrobatics +8, Deception +7, Insight +9, Nature +6,
Perception +9, Stealth +9

Damage Resistances damage from nonmagical weapons

CHALLENGE 17
18,000 XP

Condition Immunities fatigue

Senses darkvision 120 ft., tremorsense 200 ft. (only
detects vibrations in water), passive Perception 19

Languages Aquan, Common, Draconic

Amphibious. The dragon can breathe air and water.

Flowing Grace. The dragon doesn’t provoke opportunity
attacks when it flies or swims out of an enemy’s reach.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it loses coordination as white-crested waves
run up and down its body. It loses its Flowing Grace
and Shimmering Scales traits until the beginning of
its next turn.

Shimmering Scales. While in water, the dragon gains
three-quarters cover from attacks made by creatures
more than 30 feet away.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one
target. Hit: 21 (3d10 + 5) piercing damage.

Claws. Melee Weapon Attack: +11 to hit, reach 5 ft., one
target. Hit: 18 (3d8 + 5) slashing damage.

Torrential Breath (Recharge 5-6). The dragon exhales
water in a 60-foot-long, 5-foot-wide line. Each creature in
the area makes a DC 18 Dexterity saving throw, taking
56 (16d6) bludgeoning damage on a failed save or half
damage on a success. A creature that fails the save is
also knocked prone and is pushed up to 30 feet away.
A creature that impacts a solid object takes an extra
10 (3d6) bludgeoning damage.

BONUS ACTIONS

Whirlpool. A cylindrical, 15-foot-tall, 10-foot-radius whirl-
pool or waterspout magically appears in the water or
air, centered on a point within 60 feet. Creatures in the
area make a DC 18 Strength saving throw. On a failure,
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a creature takes 17 (5d6) bludgeoning damage and is
knocked prone and pushed up to 15 feet. On a failure,
a creature takes half damage.

REACTIONS

Snap Back (While Bloodied). When a creature the dragon
can see hits it with a melee weapon attack, the dragon
makes a bite attack against the attacker.

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

Dart Away. The dragon swims up to half its speed.

Lurk. The dragon takes the Hide action.

River Surge (Costs 2 Actions). The dragon generates a
20-foot-tall, 100-foot-wide wave on the surface of
water within 90 feet. The wave travels up to 45 feet in
any direction the dragon chooses and crashes down,
carrying Huge or smaller creatures and vehicles with it.
Vehicles moved in this way have a 25 percent chance of
capsizing and creatures that impact a solid object take
21 (6d6) bludgeoning damage.

Sudden Maelstrom (While Bloodied, 1/Day). The dragon
magically surrounds itself with a 60-foot-radius mael-
strom of surging wind and rain for 1 minute. A creature
other than the dragon that starts its turn in the mael-
strom or enters it for the first time on a turn makes a
DC 18 Strength saving throw. On a failed save, the
creature is knocked prone and pushed 15 feet away
from the dragon.

YOUNG RIVER DRAGON
LARGE DRAGON

AC 17 (natural armor)

HP 142 (19d10 + 38; bloodied 71)

Speed 60 ft., fly 80 ft., swim 80 ft.

STR DEX CON INT WIS CHA

14(+2)  16(+3) 14(+2) 12(+1) 16(+3) 12(+1)
Proficiency +4; Maneuver DC 19

Saving Throws Dex +7, Con +6, Int +5, Wis +7, Cha +5
Skills Acrobatics +6, Deception +5, Insight +7, Nature +5,

CHALLENGE 9
5,000 XP

Perception +7, Stealth +7
Damage Resistances damage from nonmagical weapons
Condition Immunities fatigue
Senses darkvision 120 ft., tremorsense 120 ft. (only
detects vibrations in water), passive Perception 17
Languages Aquan, Common, Draconic



Amphibious. The dragon can breathe air and water.

Flowing Grace. The dragon doesn’t provoke opportunity
attacks when it flies or swims out of an enemy’s reach.

Shimmering Scales. While in water, the dragon gains
three-quarters cover from attacks made by creatures
more than 30 feet away.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one
target. Hit: 19 (3d10 + 3) piercing damage.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 12 (2d8 + 3) slashing damage.

Torrential Breath (Recharge 5-6). The dragon exhales
water in a 30-foot-long, 5-foot-wide line. Each creature
in the area makes a DC 14 Dexterity saving throw, taking
42 (12d6) bludgeoning damage on a failed save or half
damage on a success.

RIVER DRAGON CHALLENGE 2
WYRMLING
MEDIUM DRAGON 4500 XP

AC 16 (natural armor)
HP 44 (8d8 + 8; bloodied 22)
Speed 50 ft., fly 60 ft., swim 60 ft.

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

Proficiency +2; Maneuver DC 12
Skills Acrobatics +4, Deception +2, Insight +4, Nature +2,
Perception +4, Stealth +4

Damage Resistances damage from nonmagical weapons

Condition Immunities fatigue

Senses darkvision 120 ft., tremorsense 90 ft. (only
detects vibrations in water), passive Perception 14

Languages Aquan, Draconic

Amphibious. The dragon can breathe air and water.

Flowing Grace. The dragon doesn’t provoke opportunity
attacks when it flies or swims out of an enemy’s reach.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 13 (2d10 + 2) piercing damage.

Torrential Breath (Recharge 5-6). The dragon exhales
water in a 15-foot-long, 5-foot-wide line. Each creature
in the area makes a DC 11 Dexterity saving throw, taking
14 (4d6) bludgeoning damage on a failed save or half
damage on a success.

Dragons

Shadow Dragon

Shadow dragons inhabit places connected to
shadowy realms, nations beset by constant war,
and lands befouled by pollution and decay. They
are neither conquerors nor despoilers. Rather, they
are symptoms, signs that the soul of their land has
succumbed to blight.

Life of Death. Shadow dragons begin as other
essence dragons, but when their land is stricken
with evil, they become insubstantial versions of
their former selves. The shadow dragons of war-torn
lands often bear countless open wounds; pollution
and plague marks a dragon with gangrenous flesh
and weeping sores; and dragons whose lands have
become cursed appear gaunt and often fall into
madness. Over time, a shadow dragon loses all
traces of its former nature.

Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 10 When their lands fall prey to blight,
essence dragons grow sick and may transform
into shadow dragons.

DC 15 Shadow dragons are insubstantial,
moving through solid objects with ease.

DC 20 A truly ancient dragon can command
darkness itself to fight on its behalf.

Shadow Dragon Encounters

Shadow dragons haunt accursed lands.

CR 3-4 shadow dragon wyrmling
Treasure 300 ancient gold coins bearing a
sinister symbol, garnet bracelet (250 gp),
cursed black stone of uncertain powers

CR 5-10 young shadow dragon; shadow dragon
wyrmling with 1d6 dragonbound warriors (see
warrior), ghouls, or shadows
Treasure 800 gp, 1,500 sp, 5 black metal
weapons that trail black shadow (act as magic
weapons; 200 gp each), goggles of night,
slippers of spider climbing

CR 11-16 young shadow dragon with banshee,
blackguard (see knight), or shadow demon
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Treasure 2,000 cursed gold coins (anyone
carrying at least one has their Speed halved), 3
jet gemstones (100 gp each), gold demon idol
(2,500 gp), 2 potions of supreme healing, spell
scroll of blight, talisman of ultimate evil

CR 17-22 adult shadow dragon
Treasure 1,000 pp, 5,000 gp, 2 doses of wyvern
poison (1,250 gp each), oil of etherealness,
helm of brilliance

CR 23-30 ancient shadow dragon; adult shadow

dragon with night hag, half-shadow dragon

assassin, shadow elf high priest, or vampire
Treasure 30,000 gp, 10 emeralds and sapphires
(1,000 gp each), large emerald carved to look
like a dragon’s eye (5,000 gp), arrow of celestial
slaying, longsword of wounding, chain mail of
fire resistance, broom of flying

CR 31+ ancient shadow dragon with archpriest

or wraith lord; ancient shadow dragon with 2

or 3 ghosts, vampire spawn, or wraiths
Treasure 100,000 gp, 100,000 tarnished silver
coins, 5 rubies (5,000 gp each), 10 emeralds
(1,000 gp each), twisted adamantium and
diamond crown (25,000), saddle sized for
a dragon (10,000 gp), 2 potions of supreme
bealing, holy avenger longsword, +1 full plate
armor, belm of telepathy

Siens

1 The sky is overcast; mist cloaks the ground
2 Plants and trees are withered and twisted
3 Water and foraged food is poisonous

4 Firelight dims and shadows darken

Behavior

1 Guarding its treasure, expecting visitors
2 Soaring overhead as it hunts
3 Receiving tribute from sickly-looking villagers

4 Watching invisibly from the shadows
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Shadow Dracgon Lair Features

Choose or roll one or more of the following lair
features:
1 The dragon’s lair is in a rotten quagmire.
Roughly 90 percent of the lair is swampy
difficult terrain.

2 The dragon’s lair is infested with shambling
undead. At the beginning of each round of
combat, roll a d6. On a 3-6, 2d4 zombies
arrive to defend the dragon, acting on the drag-
on’s initiative. They fight until killed or until
the dragon verbally instructs them to stop.

3 The dragon’s lair is cloaked in perpetual
twilight. While the shadow dragon is present,
the dragon’s lair can’t be illuminated brighter
than dim light, even through magical means.

4  The lair contains pools of black water. As a
legendary action, the dragon can drink from
a pool, regaining a number of hit points equal
to its Constitution score.

Names

Blightshadow, Guagamela, Peshawar, Quadisiya,
Tar’Ethias, Umbra.

ANCIENT

SHADOW DRAGON
LEGENDARY GARGANTUAN DRAGON

AC 21 (natural armor)
HP 296 (16d20 + 128; bloodied 148)
Speed 40 ft., climb 40 ft., fly 80 ft., swim 40 ft.

CHALLENGE 25

75,000 XP

STR. DEX CON INT WIS CHA
26(+8) 16(+3) 26(+8) 16(+3) 16(+3) 26 (+8)

Proficiency +7; Maneuver DC 23

Saving Throws Dex +10, Con +15, Int +10, Wis +10

Skills Deception +15, Insight +10, Nature +10, Percep-
tion +10, Stealth +10 (+1d6)

Damage Resistances acid, cold, fire, lightning, thunder;
damage from nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities fatigue, frightened, grappled,
paralyzed, poisoned, prone, restrained

Senses darkvision 240 ft., passive Perception 20

Languages Common, Draconic, one more

Evil. The dragon radiates an Evil aura.



Incorporeal Movement. The dragon can move through
other creatures and objects. It takes 17 (3d10) force
damage if it ends its turn inside an object.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it becomes more solid, losing its Incorporeal
trait and its damage resistances, until the end of its
next turn.

Dragons

REACTIONS

Lash Out (While Bloodied). When a creature the dragon
can see hits it with a melee weapon attack, the dragon
makes a claw attack against the attacker.

ACTIONS

Multiattack. The dragon uses Grasp of Shadows, then
attacks once with its bite and twice with its claws.

Bite. Melee Weapon Attack: +15 to hit, reach 15 ft., one
target. Hit: 30 (4d10 + 8) piercing damage plus 9 (2d8)
necrotic damage.

Claws. Melee Weapon Attack: +15 to hit, reach 10 ft., one
target. Hit: 21 (3d8 + 8) slashing damage plus 9 (2d8)
necrotic damage.

Grasp of Shadows. The dragon targets a creature within
60 feet, forcing it to make a DC 18 Dexterity saving
throw. On a failure, it is grappled by tendrils of shadow
(escape DC 23) and restrained while grappled this way.
The effect ends if the dragon is incapacitated or uses
this ability again.

Anguished Breath (Recharge 5-6). The dragon exhales
a shadowy maelstrom of anguish in a 90-foot cone.
Each creature in that area makes a DC 23 Wisdom
saving throw, taking 81 (18d8) necrotic damage and
gaining a level of strife on a failed save or half damage
on a success.

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

Corrupting Presence. Each creature of the dragon’s choice
within 120 feet and aware of it must succeed on a DC
18 Wisdom saving throw or gain a level of strife. Once
a creature has passed or failed this saving throw, it is
immune to the dragon’s Corrupting Presence for the
next 24 hours.

Lurk. If the dragon is in dim light or darkness, it
magically becomes invisible until it attacks, causes
a creature to make a saving throw, or enters an area
of bright light. It can’t use this ability if it has taken
radiant damage since the end of its last turn.

Slip Through Shadows. If the dragon is in dim light or
darkness, it magically teleports up to 60 feet to an
unoccupied space that is also in dim light or darkness.
The dragon can't use this ability if it has taken radiant
damage since the end of its last turn.

Horrid Whispers (Costs 2 Actions). A creature that can hear
the dragon makes a DC 23 Wisdom saving throw. On a
failure, the creature takes 18 (4d8) psychic damage, and
the dragon regains the same number of hit points.
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Variant: Shadow Dragon Spellcaster

Some dragons develop the ability to innately cast
spells. A shadow dragon spellcaster’s spellcasting
ability is Charisma. It can innately cast the following
spells, requiring no material components. Each age
category knows its own spells and those of younger
age categories.
Young (save DC 16): 3/day each: darkness, detect evil
and good
Adult (save DC 20): 3/day each: bane, create undead
Ancient (save DC 23): 1/day: hallow, magic jar
ADULT CHALLENGE 19
SHADOW DRAGON
LEGENDARY HUGE DRAGON
AC 18 (natural armor)
HP 212 (17d12 + 102; bloodied 106)
Speed 40 ft., climb 40 ft., fly 80 ft., swim 40 ft.
STR DEX CON INT wis CHA
22(+6) 14(+2) 22(+6) 14(+2) 14(+2) 22(+6)

22,000 XP

Claws. Melee Weapon Attack: +12 to hit, reach 5 ft., one
target. Hit: 19 (3d8 + 6) slashing damage plus 4 (1d8)
necrotic damage.

Grasp of Shadows. The dragon targets a creature within
60 feet, forcing it to make a DC 16 Dexterity saving
throw. On a failure, it is grappled by tendrils of shadow
(escape DC 20) and restrained while grappled this way.
The effect ends if the dragon is incapacitated or uses
this ability again.

Anguished Breath (Recharge 5-6). The dragon exhales a
shadowy maelstrom of anguish in a 60-foot cone. Each
creature in that area makes a DC 20 Wisdom saving
throw, taking 67 (15d8) necrotic damage and gaining a
level of strife on a failed save or half damage on a success.

Proficiency +6; Maneuver DC 20

Saving Throws Dex +8, Con +12, Int +8, Wis +8

Skills Deception +12, Insight +8, Nature +8, Perception +8,
Stealth +8 (+1d6)

Damage Resistances acid, cold, fire, lightning, thunder;
damage from nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities fatigue, frightened, grappled,
paralyzed, poisoned, prone, restrained

Senses darkvision 240 ft., passive Perception 18

Languages Common, Draconic

Evil. The dragon radiates an Evil aura.

Incorporeal Movement. The dragon can move through
other creatures and objects. It takes 11 (2d10) force
damage if it ends its turn inside an object.

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When
it does, it becomes more solid, losing its Incorporeal
trait and its damage resistances, until the end of its
next turn.

ACTIONS

Multiattack. The dragon uses Grasp of Shadows, then
attacks once with its bite and twice with its claws.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one
target. Hit: 22 (3d10 + 6) piercing damage plus 4 (1d8)
necrotic damage.
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LEGENDARY ACTIONS
The dragon can take 3 legendary actions, choosing
from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the start of its turn.

Corrupting Presence. Each creature of the dragon’s choice
within 120 feet and aware of it must succeed on a DC
16 Wisdom saving throw or gain a level of strife. Once
a creature has passed or failed this saving throw, it is
immune to the dragon’s Corrupting Presence for the
next 24 hours.

Lurk. If the dragon is in dim light or darkness, it magically
becomes invisible until it attacks, causes a creature to
make a saving throw, or enters an area of bright light. It
can't use this ability if it has taken radiant damage since
the end of its last turn.

Slip Through Shadows. If the dragon is in dim light or
darkness, it magically teleports up to 45 feet to an
unoccupied space that is also in dim light or darkness.
The dragon can't use this ability if it has taken radiant
damage since the end of its last turn.

Horrid Whispers (Costs 2 Actions). A creature that can hear
the dragon makes a DC 21 Wisdom saving throw. On a
failure, the creature takes 13 (3d8) psychic damage, and
the dragon regains the same number of hit points.



YOUNG

SHADOW DRAGON
LARGE DRAGON

AC 17 (natural armor)

HP 114 (12d10 + 48; bloodied 57)
Speed 40 ft., climb 40 ft., fly 80 ft., swim 40 ft.

CHALLENGE 10

5,900 XP

Dragons

SHADOW DRAGON

WYRMLING
MEDIUM DRAGON

AC 16 (natural armor)
HP 52 (8d8 + 16; bloodied 26)
Speed 30 ft., climb 30 ft., fly 60 ft., swim 30 ft.

CHALLENGE 3 '

700 XP

STR DEX CON INT WIS CHA
18 (+4) 14 (+2) 18(+4) 12(+1) 12(+1) 18(+4)

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

D &K

Proficiency +4; Maneuver DC 16

Saving Throws Dex +6, Con +8, Int +5, Wis +5

Skills Deception +8, Insight +5, Nature +5, Perception +5,
Stealth +6

Damage Resistances acid, cold, fire, lightning, thunder;
damage from nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities fatigue, frightened, grappled,
paralyzed, poisoned, prone, restrained

Senses darkvision 240 ft., passive Perception 15

Languages Common, Draconic

Evil. The dragon radiates an Evil aura.

Incorporeal Movement. The dragon can move through
other creatures and objects. It takes 11 (2d10) force
damage if it ends its turn inside an object.

Proficiency +2; Maneuver DC 12

Skills Deception +4, Insight +2, Nature +2, Perception +2,
Stealth +4

Damage Resistances acid, cold, fire, lightning, thunder;
damage from nonmagical weapons

Damage Immunities necrotic, poison

Condition Immunities fatigue, frightened, grappled,
paralyzed, poisoned, prone, restrained

Senses darkvision 120 ft., passive Perception 12

Languages Draconic

Evil. The dragon radiates an Evil aura.

Incorporeal Movement. The dragon can move through
other creatures and objects. It takes 5 (1d10) force
damage if it ends its turn inside an object. |

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws.

Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., one
target. Hit: 20 (3d10 + 4) piercing damage plus 4 (1d8)
necrotic damage.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 17 (3d8 + 4) slashing damage.

Anguished Breath (Recharge 5-6). The dragon exhales a
shadowy maelstrom of anguish in a 30-foot cone. Each
creature in that area makes a DC 16 Wisdom saving
throw, taking 40 (9d8) necrotic damage on a failed
save or half damage on a success.

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 18 (3d10 + 2) piercing damage.

Anguished Breath (Recharge 5-6). The dragon exhales a
shadowy maelstrom of anguish in a 15-foot cone. Each
creature in that area makes a DC 12 Wisdom saving
throw, taking 22 (4d8) necrotic damage on a failed
save or half damage on a success.
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Gem Dragons

In deep caverns on the Material Plane and the
Elemental Plane of Earth shine the gem dragons.
Gem dragons take their name from their multicol-
ored scales and scintillating gemstone eyes. They
are among the most intelligent of the true dragons,
and certainly the most patient. Born schemers, their
elaborate plots are often centuries in the making.

Hidden Gems. Scholars believe gem dragons are
the rarest true dragons, but perhaps they are simply
the best hidden. Gem dragons tend to be intensely
paranoid, far more comfortable sending agents to
carry out their will than exposing themselves to risk.
They are less greedy than their chromatic cousins,
valuing information above gold. Each has its own
vision of how the world should function. A gem
dragon’s plans may be well-meaning or insidious,
but their first step is always control.

Deep Scions. All gem dragons are psionic to some
degree. As they age, gem dragons refine their mental
talents until there is no distance beyond their mind’s
reach. The eldest gem dragons bury their physical
bodies deep below the earth, telepathically coor-
dinating their intricate plans through the power of
their minds alone. These ancient wyrms may “hiber-
nate” for centuries. When they finally awaken, they
shake the soil from their wings and take flight, much
to the surprise of those who live above them.

Far Thoughts. The dragon is aware of any crea-
ture that uses a psionic ability or communicates tele-
pathically within 100 miles of it. As an action, the
dragon can psionically observe a creature, object, or
location it is familiar with within 100 miles. While
observing a subject in this way, the dragon can see,
hear, and communicate telepathically, but it is blind
and deaf in regard to its physical senses and does not
require food or water. The dragon can psionically
observe a subject indefinitely and can end this effect
and return to its own senses as an action.
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Amethyst Dragon

Though still reclusive by draconic standards,
amethyst dragons are the most diplomatic of the
gem dragons. They favor nonviolent negotiations,
but even deals they make in good faith seem to end
in their favor. They make their lairs welcoming to
humanoid guests and are always eager to resolve a
conflict with words before resorting to talons or
the earth-shattering force of their breath weapons.

Master Manipulators. To meet an amethyst
dragon is to become its puppet. The moment it
becomes aware of a creature, the dragon is already
plotting to thwart the creature’s plans or claim it as
a pawn. An amethyst dragon’s only saving grace is
its lack of malice. Rarely does an amethyst dragon
kill its foes outright, considering such violence a
needless waste of resources. Instead, it seeks to turn
each situation to its advantage—and occasionally
to the advantage of its allies as well.

Legends and Lore

With an Arcana or History check, characters can
learn the following:

DC 15 Like all gem dragons, psionic dragons
boast powerful psionic abilities. They can commu-
nicate telepathically and exhale powerful blasts
of telekinetic force.

DC 20 Ancient amethyst dragons can control the
weak-willed using the power of their minds alone.

Amethyst Drason Encounters

Amethyst dragons make their lairs near places
where aberrant creatures find their way to the
Material Plane.

CR 3-4 amethyst dragon wyrmling
Treasure 100 gp, 300 ep, 10 quartz gemstones
(20 gp each), potion of greater healing

CR 5-10 young amethyst dragon; amethyst
dragon wyrmling with 1d4 deep dwarf soldiers
or grimlock technicals
Treasure 500 gp, 6 statues (75 gp each), 3 rare
books (250 gp each), lead and quartz crown
(250 gp) that prevents the wearer’s thoughts
from being read, oil of etherealness



CR 11-16 young amethyst dragon with 2
gargoyles, gibbering mouthers, or spies (see
cutthroat)
Treasure 1,000 gp, 25 amethysts (100 gp
each), berserker axe

CR 17-22 adult amethyst dragon
Treasure 5,000 gp, 50 amethysts (100 gp
each), 40 rare books (250 gp each), 2 potions
of invisibility, spell scroll of scrying, robe of
the archmagi

CR 23-30 ancient amethyst dragon; adult

amethyst dragon with assassin, chuul, xorn,

or young amethyst dragon
Treasure 10,000 gp, 20 gold place settings (500
gp each), 20 rare books (250 gp each), 3 journals
filled with precious secrets (10,000 gp each), 3
brains in vats (each is alive and can communi-
cate telepathically), glowing pool (acts as 3 doses
of potion of supreme healing), rod of rulership

CR 31+ ancient amethyst dragon with rakshasa,
salamander noble, or vampire mage

siens

Dragons

Treasure 50,000 gp, 10 pieces of royal jewelry
(7,500 gp each), maps of 100 royal palaces,

potion of supreme healing, helm of telepor-
tation, staff of striking

1
2
3

A telepathic greeting

D &

Quartz crystals protrude from ground and rock

Local humanoids speak of a mighty friend
who protects them

Local humanoids greet travelers by name

Behavior

1

Dormant, telepathically viewing faraway
events; angry if interrupted

Telepathically viewing the characters; wakes
when they approach, offering knowledge

Allied with the characters’ enemies; attacks
or offers false friendship

Gathering allies against a cosmic threat
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Amethyst Drason Lair Features

The save DC for the following effects is 13 + the
dragon’s proficiency modifier. Choose or roll one
or more of the following lair features:

1 The lair hosts many charmed or willing
servants. Once per day when the dragon
would use Charm, it can summon 3 cult
fanatics instead. Creatures summoned in
this way fight until killed or until the dragon
dismisses them as a bonus action.

2 Psionic illusions mask several passages through
the lair. Spotting these illusions requires a
successful Perception check against the lair’s
DC. Physically interacting with an illusion
also reveals its nature.

3 The lair resonates with the dragon’s psionic
powers. The range of the dragon’s psionic
abilities is doubled.

4 The dragon’s words seem to ring true amidst
the opulence and grandeur of its lair. Insight
checks made to determine the dragon’s true
intentions have disadvantage.

Names

Legendary Resistance (3/Day). When the dragon fails a
saving throw, it can choose to succeed instead. When it
does, its scales dull briefly, and it can’t use telepathy
or psionic abilities until the end of its next turn.

Psionic Powers. The dragon’s psionic abilities are
considered both magical and psionic.

ACTIONS

Multiattack. The dragon attacks once with its bite and
twice with its claws. In place of its bite, it can use
Psionic Wave.

Bite. Melee Weapon Attack: +13 to hit, reach 15 ft., one
target. Hit: 28 (4d10 + 6) piercing damage plus 9 (2d8)
force damage.

Claws. Melee Weapon Attack: +13 to hit, reach 10 ft.,
one target. Hit: 19 (3d8 + 6) slashing damage.

Psionic Wave. The dragon psionically emits a wave of
crushing mental pressure. Each creature within 20 feet
makes a DC 22 Wisdom saving throw, taking 22 (4d10)
psychic damage on a failed save or half damage on a
success. Creatures charmed by the dragon make this
saving throw with disadvantage.

Concussive Breath (Recharge 5-6). The dragon psioni-
cally unleashes telekinetic energy in a 90-foot cone.
Each creature in that area makes a DC 21 Constitution
saving throw, taking 82 (15d10) force damage on a
failed save or half damage on a success.

Ath Sathna, Berthelos, Emerensa, Pancharatnam,
Parana Vol, Skiveneth

ANCIENT

AMETHYST DRAGON

LEGENDARY GARGANTUAN DRAGON

AC 20 (natural armor)

HP 313 (19d20 + 114; bloodied 156)

Speed 40 ft., burrow 40 ft., fly 60 ft.
STR DEX CON INT WIS CHA

22 (+6) 24 (+7) 22(+6) 26(+8) 16(+3) 24 (+7)

Proficiency +7; Maneuver DC 22

Saving Throws Con +13, Int +15, Wis +10, Cha +14

Skills Deception +14 (+1d6), Insight +10, Perception +10,
Persuasion +14 (+1d6)

Damage Resistances force, psychic

CHALLENGE 23

50,000 XP

Condition Immunities fatigue

Senses darkvision 120 ft., passive Perception 20

Languages Common, Deep Speech, Draconic, Under-
common, telepathy 120 ft.
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REACTIONS

Assume Control (While Bloodied). When a creature
charmed by the dragon begins its turn, the dragon
telepathically commands the charmed creature until
the end of the creature’s turn. If the dragon commands
the creature to take an action that would harm itself
or an ally, the creature makes a DC 22 Wisdom saving
throw. On a success, the creature’s turn immediately
ends.

LEGENDARY ACTIONS
The dragon can take 3 legendary actions, choosing
from the options below. Only one legendary action
can be used at a time and only at the end of another
creature’s turn. It regains spent legendary actions at
the st