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Ophthalos
Huge Dragon, Unaligned

AC  18	 Initiative +2 (12)
HP  178 (17d12 + 68)	 Perception +9 (19)
Speed  30 ft., Fly 80 ft.

STR DEX CON INT WIS CHA
Score 19 15 18 6 13 6

Mod (Save) +4 +2 +4 -2 +1 -2

Skills Perception +9
Damage Resistances Fire
Senses Darkvision 120 ft. (unimpeded by magical Darkness)
Languages None
CR 12 (8,400 XP)	 PB +4

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

Panoramic Paranoia. The ophthalos has Advantage on 
Wisdom (Perception) checks that rely on sight, and it 
can’t be surprised.

Photosensitivity. The ophthalos has Disadvantage on 
saving throws against the Blinded condition. When it 
becomes Blinded, roll a d4 twice, rerolling duplicates. 
Until the end of the ophthalos’s next turn, if it rolls 
either of those numbers when it uses its Searing Gaze, 
no beam is produced.

Actions
Multiattack. The ophthalos makes one Claws attack 
and one Tail attack. It can replace one of these attacks 
with a use of Searing Gaze.

Claws. Melee Weapon Attack: +8, reach 5 ft.. Hit: 8 (1d8 
+ 4) Slashing damage plus 4 (1d8) Poison damage, and 
the target is subjected to the following effect. Saving 
Throw: DC 16 Constitution. Failure: The target is Poi-
soned until the start of the ophthalos’s next turn.

Tail. Melee Weapon Attack: +8, reach 10 ft.. Hit: 17 (3d8 + 
4) Bludgeoning damage.

Searing Gaze. The ophthalos randomly shoots a beam 
from eyes in its wings (roll 1d4 to determine its effects):

1 - Firebomb. The ophthalos shoots a beam at a point within 
120 feet of it. Saving Throw: Each creature in a 20-foot-ra-
dius Sphere centred on the point. Failure: 17 (5d6) Fire 
damage, and the target is knocked Prone. Success: 
Half damage only.

2 - Rapid Fire. The ophthalos shoots small beams at three 
different points within 120 feet of it. Saving Throw: Each 
creature in a 10-foot-radius Sphere centred on each 
point. Failure: 17 (5d6) Fire damage. Success: Half damage.

3 - Scorched Earth. The ophthalos shoots a beam at a 
point on the ground within 120 feet of it and drags it in 
a straight line, creating a wall of flames that is up to 20 
feet long, 10 feet high, and 1 foot thick. The wall lasts 
until the start of the ophthalos’s next turn. A creature 
that is in the wall when it appears, that enters the wall 
for the first time on a turn, or that ends its turn there 
is subjected to the following effect. Saving Throw: DC 
16 Dexterity. Failure: 17 (5d6) Fire damage. Success: 
Half damage. 

4 - Superheat. The ophthalos shoots a beam of concentrat-
ed heat against a creature within 120 feet. Saving Throw:  
DC 16 Constitution. Failure: One metal object the 
target is carrying or wearing (ophthalos’ choice) suffers 
the effects of a level 4 Heat Metal spell until the start of 
the ophthalos’s next turn.

Bonus Actions
Antilight Cone. The ophthalos’s central eye emits a light 
consuming wave in a 60-foot Cone. Until the start of the 
ophthalos’ next turn, that area acts as a Darkness spell 
(level 4 version).

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the ophthalos can expend a use to take one of the 
following actions. The ophthalos regains all expended uses at 
the start of each of its turns.

Swipe. The ophthalos makes one Claws attack.

Move. The ophthalos moves up to its Speed without 
provoking Opportunity Attacks.

Searing Gaze (Costs 3 Actions). The ophthalos uses its 
Searing Gaze.
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Tyrant’s Talon
Weapon (Longsword), Rare (Requires Attunement)
Component: Pouch of Dragon (Ophthalos) Claws

“Who here wants a mighty blade forged from the 
talons of an ophthalos?” the guildmaster bellowed, 
and all intrepid adventurers across the taproom of 
the hunters’ guild eagerly raised their hands. “And 
who wants to go kill one for the materials?” All of a 
sudden, there were no hands in sight.

Spirit Gauge. When you hit a creature with a 
Challenge Rating of 1/2 or higher with an attack 
using this weapon, the weapon gains 1 charge. 
The weapon can hold a maximum of 3 charges, 
and loses all charges whenever it goes 1 minute 
without gaining any charges. While it has any 
charges, the weapon is imbued with flame and 
sheds Dim Light in a 5-foot radius.

Searing Strike. When you roll Initiative, roll 1d4 
to determine how you can use the weapon’s flames 
as indicated in the table. As a Magic action, you can 
expend 3 charges to unleash this burst of fire. Each 
creature in the area must make a DC 15 Dexterity 
saving throw, taking 6d6 Fire damage on a failed 
save, or half as much damage on a successful one. 

Once this property of the weapon has been used, it 
can’t be used again for 1 minute.

1d4 Searing Strike
1 The blade releases a torrent of flame, 

akin to a dragon’s breath, affecting each 
creature in a 15-foot Cone.

2 The sword’s tip shoots a jet of fire, af-
fecting each creature in a 5-foot-wide, 
30-foot-long Line. 

3 As you spin the sword, it creates a whirl-
wind of fire affecting each creature in a 
10-foot Emanation originating from you.

4 You shoot orbs of flame from the sword at 
two points within 30 feet of you, each of 
which explodes in a 5-foot-radius Sphere, 
affecting each creature in the area.

Uncommon variant: Reduce the DC to 13 and 
the damage to 3d6.

Very rare variant: Increase the DC to 16 and the 
damage to 7d6. You gain a +1 bonus to attack rolls 
and damage rolls made with this magic weapon.
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X-02
4

SwampNergigoblin
Goblinoid furorem	 Small Monstrosity	 Chaotic Evil
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Nergigoblin
Small Monstrosity (Goblin), Chaotic Evil

AC 15	 Initiative +2 (12)
HP 93 (17d6 + 34)	 Perception +1 (11)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 16 14 15 10 12 13

Mod (Save) +3 +2 +2 +0 +1 +1

Skills Intimidation +5
Damage Resistances Cold, Fire
Senses Darkvision 60 ft.
Languages  Common, Goblin
CR  4 (XP 1,100)	 PB +2

Traits
Bristly. The nergigoblin has a maximum of 4 sets of 
spikes growing from its body, which it can expend as 
part of some of its actions. It regrows 1d4 sets of spikes 
and regains 5 Hit Points at the start of each of its turns if 
it has at least 1 Hit Point.

	 The nergigoblin’s spikes are associated with a Spike 
Die, which is a d4. While the nergigoblin has 30–59 Hit 
Points, its spikes lengthen and its Spike Die becomes a 
d6. While the nergigoblin has fewer than 30 Hit Points, 
the spikes become metallic; its Spike Die becomes a d8 
and it has a bonus to AC equal to the number of sets of 
spikes it has. 

Monstrous Resilience. At the start of each of its turns, 
the nergigoblin can choose to end one of the following 
conditions on itself: Charmed, Frightened, Incapacitat-
ed, Paralysed, Restrained, or Stunned.

Actions
Multiattack. The nergigoblin makes one Claw attack 
and one Horns attack. It can replace either of these 
attacks with a use of Spike Fling.

Claw. Melee Weapon Attack: +5, reach 5 ft. Hit: 5 (1d4 + 3) 
Slashing damage, and the nergigoblin can expend 1 set 
of spikes to deal extra Slashing damage equal to 1 roll of 
its Spike Die.

Horns. Melee Weapon Attack: +5, reach 5 ft. Hit: 9 (1d12 
+ 3) Piercing damage, and the nergigoblin can expend 
1 set of spikes to deal extra Piercing damage equal to 1 
roll of its Spike Die.

Spike Fling. The nergigoblin swings its tail, expending 3 
sets of spikes to unleash a shower of shrapnel upon its 
foes. Saving Throw: DC 13 Dexterity, each creature in a 
20-foot Cone. Failure: Piercing damage equal to 5 rolls 
of its Spike Die. Success: Half damage.

Legendary Actions
Legendary Action Uses: 2. Immediately after another crea-
ture’s turn, the nergigoblin can expend a use to take one of 
the following actions. The nergigoblin regains all expended 
uses at the start of each of its turns.

Swipe. The nergigoblin makes a Claw attack.

Goading Sidestep. The nergigoblin moves up to half 
its Speed. If a creature makes an Opportunity Attack 
against the nergigoblin during this movement, the ner-
gigoblin can make a Claw attack against that creature 
immediately after the attack hits or misses.

Forceful Growth (Costs 2 Actions). The nergigoblin forces 
more spikes to protrude from its body, immediately 
regrowing 1d4 sets of spikes. It then takes 10 (4d4) 
Piercing damage, which can’t be reduced or prevented 
in any way.
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Black Spine
Weapon (Greatsword), Rare
Component: Monstrosity (Nergigoblin) Horn

You don’t see many creatures walking around with 
weapons crafted from their own kind. This— along-
side their unwavering zealotry, complete disregard 
for their own safety, and perpetually prickly dispo-
sition—is just another way in which the Blackspine 
nergigoblins stand out from the pack.

Wind-Up Strikes. When you take the Attack action, 
you can forgo one of your attacks to charge up this 
sword. If you do, you can’t make another attack 
this turn. The sword remains charged until the 
end of your next turn, until you drop it, or until you 
become Incapacitated.

When you hit a target with this sword while it’s 
charged, a shower of spikes bursts from its blade. 
The target and each creature other than you 
within 5 feet of the target must succeed on a DC 
15 Dexterity saving throw or take 2d6 Piercing 
damage. If the original target is a creature, it has 
Disadvantage on this saving throw. The sword is 
then no longer charged.

On the second consecutive round you deal this 
damage, it increases to 3d6. On the third and sub-
sequent consecutive rounds you deal this damage, 
it increases to 4d6.
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Very rare variant: Increase the DC to 16. You gain 
a +1 bonus to attack and damage rolls made with 
this magic weapon. If you hit with a charged 
attack for the third consecutive round and sub-
sequent ones, the spikes on the sword become 
metallic, granting you a +1 bonus to AC until the 
start of your next turn.
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X-03
15

JungleGodmane
Luxsimia fulguris	 Large Monstrosity	 Unaligned
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Godmane
Large Monstrosity, Unaligned

AC 17	 Initiative +2 (12)
HP 252 (24d10 + 120)	 Perception +1 (11)
Speed 30 ft., Climb 30 ft., Fly 60 ft. (hover; Godrage 

Form only)

STR DEX CON INT WIS CHA
Score 23 14 20 7 12 7

Mod (Save) +6 +2 +5 -2 +1 -2

Damage Resistances Radiant
Condition Immunities Frightened
Senses Darkvision 60 ft.
Languages None
CR 15 (XP 13,000)	 PB +5

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

Reckless. At the start of its turn, the godmane can gain Ad-
vantage on all melee weapon attack rolls it makes during 
that turn, but attack rolls against it have Advantage until 
the start of its next turn.

Standing Leap. The godmane’s Long Jump is up to 30 
feet and its High Jump is up to 20 feet with or without a 
running start.

Godrage Form
When the godmane is reduced to 0 Hit Points, it enters a 
state of radiant rage, causing its fur to stand on end and 
become golden. Its current Hit Point total resets to 250 Hit 
Points, it regains any expended uses of Legendary Resist-
ance, and it gains the Godslayer trait for 1 hour. 

	 Award a party an additional 15,000 XP (28,000 XP 
total) for defeating the godmane after its Godrage Form 
activates. Once the godmane’s Godrage Form has activat-
ed, it can’t do so again until the godmane finishes a Short 
or Long Rest.

Godslayer. The godmane ignores Resistance to Radiant 
damage and treats Immunity as Resistance.

Actions
Multiattack. The godmane makes two Fist attacks and 
uses either Primate Piledriver or Simian Spin.

Fist. Melee Weapon Attack: +11, reach 5 ft. Hit: 13 (2d6 + 6) 
Bludgeoning damage, plus 3 (1d6) Radiant damage if the 
godmane is in its Godrage Form. If the target is a Medium

or smaller creature, it’s Grappled by the godmane (escape 
DC 19). The godmane has two fists, each of which can 
Grapple only one target.

Rock. Ranged Weapon Attack: +11, range 60/240 ft. Hit: 27 
(6d6 + 6) Bludgeoning damage, plus 3 (1d6) Radiant dam-
age if the godmane is in its Godrage Form. If the target is 
a creature with a Fly Speed, it is subjected to the following 
effect. Saving Throw: DC 19 Strength. Failure: The target 
loses its Fly Speed until the end of its next turn.

Primate Piledriver (Must Not be Grappling a Large or larger 
Creature). The godmane drops from a great height with a 
creature held beneath it. The godmane takes no dam-
age from Falling from a height of 60 feet or lower. Saving 
Throw: DC 19 Strength, one creature Grappled by the 
godmane. Failure: 7 (2d6) Bludgeoning damage for each 10 
feet the godmane Falls in this way. Success: Half damage. 
Failure or Success: The creature falls Prone and is no longer 
Grappled by the godmane.

Simian Spin. The godmane spins and throws a Medium or 
smaller creature it’s grappling up to 30 feet horizontally. 
If it collides with another creature or object, it is subjected 
to the following effect. Saving Throw: DC 19 Strength. 
Failure: 7 (2d6) Bludgeoning damage for each 10 feet the 
creature travels before colliding. Success: Half damage. 
Failure or Success: The creature falls Prone. 
	 If the thrown creature collides with another creature, 
the second creature must succeed on a DC 19 Dexterity 
saving throw or take the same damage.

Legendary Actions
Legendary Action Uses: 3. Immediately after another creature’s turn, 
the godmane can expend a use to take one of the following actions. 
The godmane regains all expended uses at the start of each of its turns.

Fist. The godmane makes one Fist attack.

Leap. The godmane jumps up to its Walk Speed without 
provoking Opportunity Attacks.

Rumble in the Jungle (Costs 2 Actions). The godmane uses 
Primate Piledriver or Simian Spin.
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Godrage Actions
If the godmane’s Godrage Form has activated in the last hour, it can 
use the options below as Legendary Actions.

Aerial Dash (Costs 2 Actions). The godmane flies up to its 
Fly Speed without provoking Opportunity Attacks.

Godkiller Beam (Costs 3 Actions). The godmane shoots a 
beam of radiant energy from its mouth. Saving Throw: DC 
18 Dexterity, each creature in a 5-foot-wide, 60-foot-long 
Line. Creatures Grappled by the godmane have Disad-
vantage on this saving throw. Failure: 26 (4d12) Radiant 
damage. Success: Half damage. 

Godplume Switchaxe
Weapon (Greataxe), Uncommon
Component: Monstrosity (Godmane) Horn 

When asked to measure the radiant energy with-
in a Godplume Switchaxe, L’Arsène Upin said, in 
astonishment, that its “power level” was “over nine 
thousand”. No one is quite certain of what this met-
ric means, and L’Arsène has refused to elaborate.

This weapon can hold a maximum of 3 charges. 
While the weapon has at least 1 charge, you can 
take a Bonus Action while holding it to cause its 
feathers to glow with golden energy and its blade 
to unfold, turning the weapon into a Greatsword. 
You are considered proficient with this Great-
sword if you’re proficient with Greataxes.

Radiant Build-Up. When you hit a enemy with an 
attack using this weapon in its Greataxe form, the 
weapon gains 1 charge.

Radiant Discharge. When you hit with an attack 
using this weapon in its Greatsword form, the 
weapon loses 1 charge and deals an extra 1d6 
Radiant damage to the target. When the weapon 
loses its last charge, it becomes a Greataxe again.

Godmane
Continued from previous page

Rare variant: Increase the damage to 2d6.

Very Rare variant: Increase the damage to 2d6. If 

you turn the Greataxe into a Greatsword while it 

has 3 charges, you gain a Fly Speed of 30 feet until 

the end of your turn.

Artist: Michelle Mueller
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X-04
4

NomadicDevil Jhoblin
Goblinoid muria	 Small Monstrosity (Goblin)	 Chaotic Evil
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Devil Jhoblin
Small Monstrosity (Goblin), Chaotic Evil

AC  14	 Initiative +1 (11)
HP  123 (19d6 + 57)	 Perception +1 (11)
Speed  30 ft.

STR DEX CON INT WIS CHA
Score 16 13 17 7 12 11

Mod (Save) +3 +1 +3 -2 +1 +0

Skills Athletics +5, Intimidation +4
Senses Darkvision 60 ft.
Languages Common, Goblin
CR  4 (XP 1,100)	 PB +2

Traits
Boundless Hunger. The devil jhoblin can’t have Disad-
vantage on attack rolls against Bloodied creatures.

Musclebound. While the devil jhoblin has fewer than 
80 Hit Points, its muscles enlarge grotesquely: it can 
attempt to Shove a creature as a Bonus Action (save DC 
13), and creatures have Disadvantage on saving throws 
against being Shoved by the devil jhoblin. In addition, 
while the devil jhoblin has fewer than 40 Hit Points, its 
muscles become imbued with necrotic energy, and its 
attacks deal an extra 3 (1d6) Necrotic damage.

Actions
Multiattack. The devil jhoblin makes two Bite attacks. It 
can replace one of these attacks with a use of Crunch.

Bite. Melee Weapon Attack: +5, reach 5 ft. Hit: 7 (1d8 
+ 3) Piercing damage. If the target is a Medium or 
smaller creature, it’s Grappled by the devil jhoblin 
(escape DC 13). While a creature is Grappled in this 
way, the devil jhoblin can’t make Bite attacks against a 
different target.

Crunch. The devil jhoblin attempts to crush a creature 
in its powerful jaws. Saving Throw: DC 13 Strength, one 
creature Grappled by the devil jhoblin’s Bite. Failure: 
14 (4d6) Piercing damage, and the creature has Disad-
vantage on ability checks until the end of its next turn. 
Success: Half damage only.

Legendary Actions
Legendary Action Uses: 2. Immediately after another crea-
ture’s turn, the devil jhoblin can expend a use to take one of 
the following actions. The devil jhoblin regains all expended 
uses at the start of each of its turns.

Bite. The devil jhoblin makes one Bite attack.

Aggressive Charge. The devil jhoblin moves up to half 
its Speed towards a enemy it can see. If it ends this 
movement within 5 feet of the target, it can attempt to 
Shove it.

Devour (Costs 2 Actions). The devil jhoblin consumes the 
corpse of a Medium or Small creature within 5 feet of it, 
regaining 14 (4d6) Hit Points.

Reminder: Shoving
Instead of making an attack in an attempt to harm its 
foe, a creature can use a punch, kick, or similar force-
ful blow to push its target away or knock it off bal-
ance. A creature can attempt to Shove a creature no 
more than one size larger than itself within its reach.

2024. If you are using the 2024 edition of the 5e 
rules, the target must succeed on a Strength or 
Dexterity saving throw (it chooses which), you 
either knock the target Prone or push it 5 feet 
straight away from you. The DC for the saving 
throw equals 8 plus your Strength modifier and 
Proficiency Bonus.

2014. If you are using the 2014 edition of the 5e 
rules, you make a Strength (Athletics) check contest-
ed by the target’s Strength (Athletics) or Dexterity 
(Acrobatics) check (the target chooses the ability 
to use). If you win the contest, you either knock the 
target Prone or push it 5 feet straight away from you.
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Brutescale Gunlance
Weapon (Gunlance*), Rare (requires Attunement)
Component: Pouch of Monstrosity (Devil Jhoblin) Teeth

Shamans of the Brutescale tribe discovered that 
some devil jhoblins who gorged themselves on 
their own kin contracted a strange curse that sev-
ered their connection to the elements. As this rot, 
dubbed wyrm blight, spread to other members 
of the tribe, they were faced with the choice to 
eradicate it… or weaponise it. No prizes for correct-
ly guessing what happened next.

You gain a +1 bonus to attack rolls and damage 
rolls made with this magic weapon. The weap-
on has the Ammunition (20/— ft.) and Loading 
properties, uses bullets, and deals 1d8 Piercing 
damage on a hit.

Wyrmstake. As an action while holding this weap-
on, you can use it to make a special melee attack 
against a creature within your reach. On a hit, the 
attack deals an extra 2d6 Piercing damage, and 
the weapon conjures a large stake that it embeds 
in the target.

At the end of the target’s next turn, the stake 
explodes in a burst of necrotic energy, forcing the 
target to make a DC 15 Constitution saving 
throw. On a failed save, the target takes 4d6 Ne-
crotic damage and becomes incapable of dealing 
Acid, Cold, Fire, Lightning, or Thunder damage for 1 
minute. On a successful save, the target takes half 
as much damage only. The target can repeat the 
saving throw at the end of each of its turns, ending 
the effect on a success. Once this property has been 
used, it can’t be used again until the next dawn.

Uncommon variant: Reduce the DC to 13. Remove 

the attack and damage bonus. A creature that fails 

its saving throw against the Wyrmstake property 

becomes incapable of dealing Acid, Cold, Fire, 

Lightning, or Thunder damage until the end of its 

next turn.

Very Rare variant: Increase the attack and dam-

age bonus to +2, the DC to 16, and the Necrotic 

damage to 6d6.

*See Appendix A - Equipment

Artist: Martin Kirby-Jackson
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X-05
18

UnderdarkBrainielle
Draconis cerebrum		  Any Alignment
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Brainielle
Huge Dragon, Any Alignment

AC  19	 Initiative +0 (10)
HP  250 (20d12 + 120)	 Perception +13 (23)
Speed  40 ft., Fly 80 ft. (hover in Brainstorm Form)

STR DEX CON INT WIS CHA
Score 22 10 22 25 13 17

Mod (Save) +6 +0 (+6) +6 (+12) +7 (+13) +1 (+7) +3

Skills Insight +7, Perception +13
Damage Resistances Lightning
Damage Immunities Psychic
Senses Blindsight 60 ft., Darkvision 120 ft.
Languages Common, Deep Speech, Draconic, 
telepathy 120 ft.

CR 18 (20,000 XP) 	 PB +6

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

Mind Reader. The brainielle can sense the presence and 
location of any creature within 300 feet of it that has an 
Intelligence of 3 or higher, regardless of interposing barriers, 
unless the creature is protected by a Mind Blank spell.

Brainstorm Form
When the brainielle is reduced to 0 Hit Points, it taps 
into the full power of the parasite in its brain. Its current 
Hit Point total resets to 250 Hit Points, its creature type 
changes from Dragon to Aberration, it regains any ex-
pended uses of Legendary Resistance, and it gains the Fry 
Neurons and Static Form traits for 1 hour.  
	 Award a party an additional 25,000 XP (45,000 XP 
total) for defeating the brainielle after its Brainstorm 
Form activates. Once the brainielle’s Brainstorm Form has 
activated, it can’t do so again until the godmane finishes a 
Short or Long Rest.

Fry Neurons. When the brainielle deals Lightning damage 
to a creature, it deals extra Psychic damage equal to half 
the amount of Lightning damage taken. 

Static Body. A creature that touches the brainielle or hits it 
with a melee attack while within 5 feet of it takes 7 (2d6) 
Lightning damage. This trait only functions if at least one of 
the brianielle’s Lightning Breath and Mesmerising Wingbeat 
actions are recharged.

Actions
Multiattack. The brainielle makes two Tentacles attacks.

Tentacles. Melee Weapon Attack: +12, reach 10 ft. Hit: 15 
(2d8 + 6) Bludgeoning damage.  If the target is a Large or 
smaller creature, it’s Grappled (escape DC 20). Until the 
grapple ends, the brainielle can’t make Tentacles attacks 
against another target.

Devour Brain. Saving Throw: DC 21 Constitution, one 
creature with a brain that’s either Grappled by the brain-
ielle or Incapacitated. Failure: 55 (10d10) Piercing damage. 
Success: Half damage. Failure or Success: If this damage 
reduces the target to 0 Hit Points, the target is killed as 
its brain is consumed by the brainielle. If the brainielle is 
in its Brainstorm Form, it gains 22 (4d10) Temporary Hit 
Points when it kills a creature in this way.

Detect Thoughts. The brainielle casts Detect Thoughts, 
using Intelligence as the spellcasting ability (spell save 
DC 21).

Lightning Breath (Recharge 5-6). The brainielle exhales 
lightning. Saving Throw: DC 20 Dexterity, each creature 
in a 5-foot-wide, 100-foot-long Line. Failure: 49 (14d6) 
Lightning damage. Failure by 5 or More: The target is also 
Stunned until the end of its next turn. Success: Half dam-
age only.

Mesmerising Wingbeat (Recharge 5-6). The brainielle 
opens its wings and moves them in a hypnotic manner 
while they shimmer with an array of colourful lights. 
Saving Throw: DC 20 Wisdom, each creature within 30 feet 
that can see the brainielle. Failure: The creature becomes 
Charmed by the brainielle. While Charmed in this way, 
a creature is Incapacitated, has its Speed is reduced to 
0, takes 7 (2d6) Psychic damage at the start of each of its 
turns, and repeats the save at the end of each of its turns, 
ending the effect on itself on a success. After 1 minute, it 
succeeds automatically. This effect also ends for the crea-
ture if it takes any damage except for Psychic damage, or if 
another creature within 5 feet takes an action to shake the 
creature out of its stupor.
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Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the brainielle can expend a use to take one of the 
following actions. The brainielle regains all expended uses at 
the start of each of its turns.

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

Tentacles. The brainielle makes one Tentacles attack.

Wing Attack (Costs 2 Actions). The brainielle beats its 
wings. Saving Throw: DC 20 Dexterity, each creature 
within 10 feet. Failure: 13 (2d6 + 6) Bludgeoning damage 
and the creature is knocked Prone. Failure or Success:The 
brainielle flies up to half its Fly Speed.

Brainstorm Actions
If the brainielle’s Brainstorm Form has activated in the last 
hour, it can use the options below as Legendary Actions.

Telekinesis. Saving Throw: DC 21 Strength, one Huge or 
smaller creature or object within 60 feet that the brain-
ielle can see. Tiny creatures have Disadvantage on the 
saving throw, and objects automatically fail. Failure: The 
brainielle telekinetically moves the target up to 30 feet in 
any direction.

Brainielle
Continued from previous page
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Mental Infiltration. The brainielle invades another 
creature’s mind to muddle its thoughts and antici-
pate its moves. Saving Throw: DC 21 Wisdom, one 
creature within 60 feet that the brainielle can 
see. Failure: Until the end of the brainielle’s 
next turn, the brainielle has Advantage 
on attack rolls against the creature, 
and the creature has Disadvantage on 
attack rolls against the brainielle. This 
effect ends early if the brainielle uses 
this Legendary Action again.
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Mindshock
Weapon (Greatsword), Very Rare (Enhanced Attunement)
Component: Aberration (Brainielle) Tentacle

“No mind-numbing, thousand-volts-coursing-
through-your-body pain, no mind-expanding, 
unbelievably powerful psionic gain!”

— L’Arsène Upin,  
Coming Around on Auto-Electrocution

Psionic Link. As a Bonus Action while holding this 
weapon, you can allow its electrified tentacles to 
pierce your skin and establish a psionic connec-
tion with you until you drop to 0 Hit Points or pull 
the tentacles out as a Bonus Action. While this 
connection lasts, you take 1d8 Lightning damage 
at the start of each of your turns, which can’t be 
reduced or prevented in any way. In addition, you 
gain Resistance to Psychic damage, your jump dis-
tance is doubled, and attacks you make with this 
weapon deal an extra 1d8 Psychic damage on a hit.

Enhanced Attunement. You can enhance your 
attunement to this weapon by enduring the pain 
of electrocution. In order to do so, you must take 
a total of 100 Lightning damage from hostile 
creatures while attuned to the sword. While en-
hanced, the weapon gains the Overload property:

EA: Overload. When you use the Psionic Link 
property, you can choose to intensify the link. 
If you do, you take 2d8 Lightning damage at 
the start of each of your turns while the link 
lasts, instead of 1d8. In addition to the benefits 
of the Psionic Link property, you gain Advan-
tage on Intelligence saving throws, and the 
extra Psychic damage dealt with the weapon 
increases to 2d8.

Rare variant: Reduce the Lightning and Psychic 
damage to 1d6 each, or 2d6 each if using the 
Overload property. The weapon doesn’t grant 
Resistance to Psychic damage or Advantage on 
Intelligence saving throws.
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Architsune X-06
22

Extraplanar
Infernus venetus	 Huge Fiend (Demon)	 Neutral Evil
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Architsune
Huge Fiend (Demon), Neutral Evil

AC 21	 Initiative +3 (13)
HP 345 (30d12 + 150)	 Perception +12 (22)
Speed 30 ft., Fly 60 ft.

STR DEX CON INT WIS CHA
Score 23 17 21 18 21 19

Mod (Save) +6 +3 +5 +4 +5 +4

Skills Deception +11, Perception +12, Persuasion +11
Damage Resistances Cold, Lightning; Bludgeoning, 

Piercing, and Slashing
Damage Immunities Fire, Poison
Condition Immunities Charmed, Exhaustion, Fright-

ened, Poisoned
Senses Truesight 120 ft.
Languages All, telepathy 120 ft.
CR 22 (41,000 XP)	 PB +7

Traits
Bubble Blight. Architune’s Concussive Bubble attack 
and Oil Jet Legendary Action can give a creature levels 
of Bubble Blight, as they become covered in slippery 
bubbles. A creature with 2 or more levels of Bubble 
Blight has Disadvantage on Dexterity saving throws 
and Dexterity ability checks. A creature with 3 or more 
levels of Bubble Blight must succeed on a DC 23 Dex-
terity saving throw the first time it moves on each 
turn or fall Prone. 
	 When a creature with Bubble Blight takes Fire dam-
age, it takes an extra 3 (1d6) Fire damage for each level 
of Bubble Blight it has, then loses all levels of Bubble 
Blight. A creature also loses all levels of Bubble Blight if 
it washes itself over the course of 1 minute.

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

Magic Resistance. Architsune has Advantage on saving 
throws against spells and other magical effects.

Actions
Multiattack. Architsune makes two Bite or Concussive 
Bubble attacks in any combination, and uses Bubble 
Trouble, if available.

Bite. Melee Weapon Attack: +13, reach 10 ft. Hit: 17 (2d10 + 
6) Piercing damage.

Concussive Bubble. Ranged Weapon Attack: +13, range 
20/80 ft. Hit: 15 (2d8 + 6) Bludgeoning damage. If the 
target is a creature, it gains 1 level of Bubble Blight (see 
Bubble Blight trait).

Bubble Trouble (Recharge 4-6). Architsune blows an 
enormous bubble from its pipe, which floats 20 feet 
above a point on the ground Architune can see within 
30 feet of it. While this bubble exists, Architsune can 
make two extra Concussive Bubble attacks as part of 
its Multiattack action. These extra attacks are made 
from the enormous bubble’s space, using Architune’s 
own senses. As a Bonus Action, Architsune can move 
the enormous bubble up to 30 feet, but no closer to 
the ground. 
	 When this action recharges, the large bubble 
crashes to the ground directly beneath it and ignites in 
a large explosion. Saving Throw: DC 23 Dexterity, each 
creature in a 30-foot-radius Sphere centred on a point 
on the ground directly below the bubble. Failure: 42 
(12d6) Fire damage. Success: Half damage.

Bonus Actions
Slippery Escape. Architsune ends the Grappled and 
Restrained conditions on itself.
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Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, Architsune can expend a use to take one of the 
following actions. Architsune regains all expended uses at 
the start of each of its turns.

Bubble. Architsune makes a Concussive Bubble attack.

Move. Architsune moves up to its Speed without pro-
voking Opportunity Attacks.

Oil Jet (Costs 2 Actions). Architsune spits out a high-pres-
sure jet of oil in a line. Saving Throw: DC 23 Dexterity, 
each creature in a 5-foot-wide, 60-foot-long Line. 
Failure: 36 (8d8) Bludgeoning damage, and the creature 
gains 1 level of Bubble Blight (see Bubble Blight trait). 
Success: Half damage only.

Viscid Villa
Lair of the Architsune

Initiative 20 (loses ties)

Regional Traits
Oleous Contamination. All liquids within the lair, 
mundane or magical, become contaminated with 
oil. A creature that drinks any contaminated liquid is 
subjected to the following effect. Saving Throw: DC 18 
Constitution. Failure: Poisoned for 1 hour.

Surveillance Bubble. While within its lair, Architsune 
can cast the Arcane Eye spell, requiring no compo-
nents. When the spell is cast in this way, the eye takes 
the form of a large, shimmering bubble.

Lair Actions
On its turn, the Viscid Villa takes an action to cause one of 
the following effects. The lair can’t take the same action 
two turns in a row.

Bubble Barrier. Three Medium oily bubbles sprout 
from the floor, wall, or ceiling in three different spac-
es of Architsune’s choice that it can see within its lair. 
The bubbles remain until Initiative count 20 of the 
next round. When a creature other than Architsune 
comes within 5 feet of one of the bubbles, it explodes 
violently, subjecting the creature to the following 
effect. Saving Throw: DC 18 Constitution. Failure: 16 
(3d10) Bludgeoning damage, and the target gains 1 
level of Bubble Blight.

Greasy Shower. A deluge of oil pours from the floor, 
wall, or ceiling. Saving Throw: DC 18 Dexterity, one 
creature Architsune can see in its lair. Failure: The 
target gains 1 level of Bubble Blight and is covered in 
slippery oil until Initiative count 20 of the next round. 
A creature covered in oil has Disadvantage on attack 
rolls and Strength and Dexterity ability checks.

Slipping Hazard. Oil covers the floor in a 20-foot 
Square that Architsune can see within its lair. This oil 
replicates the effects of the Grease spell (save DC 18) 
and lasts until Initiative count 20 of the next round. A 
creature that fails its saving throw against this effect 
also gains 1 level of Bubble Blight.

Architsune
Continued from previous page
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Bubblebasher
Weapon (Maul), Very Rare (Requires Attunement)
Component: Fiend (Demon) Bone

Between blowing streams of iridescent bubbles 
and sliding at risky speeds on a trail of slippery 
oil, this hefty hammer lets you bring some of the 
innocent fun of childhood into brutal, bloody 
combat. Is it something anyone asked for? No. Can 
you do it anyway? Yes!

You gain a +1 bonus to attack rolls and damage 
rolls made with this magic weapon. The weapon 
has 4 charges and regains all expended charges 
daily at dawn.

Spin to Win. As an action while holding this 
weapon, you can expend 1 charge to spin it around 
in a deadly whirlwind, making a melee attack with 
the maul against each creature within 5 feet of 
you. As the weapon is spun, it creates bubbles of 
oil that slowly fall to the ground. After you make 
all the attacks, the area within 5 feet of you other 
than the space you occupy is covered in a layer of 
slippery oil as per the Grease spell (save DC 16) 
until the end of your next turn.

Uncommon variant: Reduce the charges to 3, the 

DCs to 13, and the damage to 1d6. The weapon 

doesn’t have the Slip and Slide property.

Rare variant: Reduce the DCs to 15 and the dam-

age to 2d6. The weapon doesn’t have the Slip and 

Slide property.

If the oil or a creature standing on the oil takes 
Fire damage, the oil ignites. Each creature stand-
ing in the area must make a DC 16 Dexterity sav-
ing throw, taking 3d6 Fire damage on a failed 
save or half as much damage on a successful one. 
After the oil ignites, it disappears.

Slip and Slide. While holding this weapon, you 
expend only 1 foot of movement for each 2 feet 
you move when moving into a space covered in a 
slippery substance like oil or ice, and you automat-
ically succeed on saving throws and ability checks 
made not to slip on it.
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Artist: Gabriel Vissichelli
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X-07
13

The HellsInfernoguma
Infernalis Lapidosa	 Huge Fiend (Devil)	 Lawful Evil
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Infernoguma
Huge Fiend (Devil), Lawful Evil

AC 15	 Initiative +2 (12)
HP 207 (18d12 + 90)	 Perception +0 (10)
Speed 30 ft., Climb 20 ft., Fly 5 ft.

STR DEX CON INT WIS CHA
Score 23 12 20 7 11 7

Mod (Save) +6 +2 +5 -2 +0 -2

Skills Insight +5, Intimidation +3
Damage Immunities Fire, Poison
Condition Immunities Poisoned
Senses Blindsight 60 ft.
Languages Infernal
CR 13 (XP 10,000)	 PB +5

Traits
Bark & Bite. The infernoguma has Advantage on attack 
rolls made against creatures Frightened by it.

False Appearance. If the infernoguma is motionless at 
the start of combat, it has Advantage on its Initiative 
roll. Moreover, if a creature hasn’t observed the infer-
noguma move or act, that creature must succeed on a 
DC 18 Intelligence (Investigation) check to discern 
that the infernoguma isn’t an ordinary statue.

Keen Smell. The infernoguma has Advantage on Wis-
dom (Perception) checks that rely on smell. 

Sensitive Nose. The infernoguma can’t use its Blindsight 
while within the area of a Stinking Cloud spell or a simi-
lar effect that produces a strong odour.

Hell’s Gate Guard. The infernoguma is always Petrified, 
but remains aware of its surroundings, and magical-
ly senses the presence (but not the location) of any 
non-Devil creatures within 500 feet of it, regardless of 
interposing barriers. 

Actions
Multiattack. The infernoguma makes two attacks, 
using Bite, Claw, or Hurl in any combination. 

Bite. Melee Weapon Attack: +11, reach 5 ft. Hit: 25 (3d12 + 
6) Piercing damage plus 11 (2d10) Poison damage.

Claw. Melee Weapon Attack: +11, reach 5 ft. Hit: 19 (3d8 + 
6) Slashing damage. If the target is a creature and the 
infernoguma moves 20 feet in a straight line towards 
the target immediately before the attack, the target

is subjected to the following effect. Saving Throw: DC 19 
Strength. Failure: The target is knocked Prone. 

Hurl. Ranged Weapon Attack: +11, range 30/90 ft. Hit: 
16 (3d6 + 6) Bludgeoning damage. Saving Throw: DC 19 
Dexterity, the target and each creature within 5 feet 
of the target. Failure: 7 (2d6) Bludgeoning damage, and 
the creature is pushed up to 10 feet straight away from 
the infernoguma.

Bonus Actions
Blaze (While Not Bloodied Only). The infernoguma’s 
mane and mouth flare up with hellfire. For 1 minute, or 
until the infernoguma is Bloodied, it emits Bright Light 
in a 10-foot radius and Dim Light for an additional 10 
feet. In addition, its melee attacks deal an extra 5 (1d10) 
Fire damage on a hit and, when a creature starts its turn 
within 5 feet of the infernoguma, the creature  takes 11 
(2d10) Fire damage.

Reactions
Awakening Roar. Trigger: A non-Devil creature comes 
within 30 feet of the infernoguma or it hears anoth-
er infernoguma use its Awakening Roar Reaction. 
Response: The infernoguma gains Immunity to the 
Petrified condition for 1 hour or until it no longer senses 
any non-Devil creatures within 500 feet of itself, and 
emits an intimidating roar that can be heard up to 300 
feet away. Saving Throw: DC 17 Wisdom, each non-Devil 
creature within 60 feet of the infernoguma that can 
hear it. Failure: 22 (5d8) Thunder damage, and the crea-
ture is Frightened of the infernoguma. It repeats the 
save at the end of each of its turns, ending the effect on 
itself on a success. After 1 minute, it succeeds automati-
cally. Success: Half damage only.
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Pandrumonium
Weapon (Greatclub or Maul), Rare (Requires Attunement)
Components: Monstrosity (Infernoguma) Pelt

First-time use of this unusual piece of weaponry is 
accompanied by an unpleasant brimstone odour, 
which seems to originate from the monster com-
ponents used in its creation. To get rid of this aro-
ma, one must use it to deliver a few good whacks, 
a process known as ‘beating the devil out of it’.

You gain a +2 bonus to attack rolls and damage 
rolls made using this magic weapon, and you can 
use it as if it were a drum. This item has 4 charges 
and regains 1d4 expended charges daily at dawn.

Percussion. You can take a Bonus Action to 
expend 1 charge and tap a rhythm on this weap-
on while holding it with both hands. Choose up 
to two other creatures that can hear you. Until 
the start of your next turn, each creature deals 
extra Fire damage equal to your Charisma mod-
ifier (minimum of 1) the next time it hits with 
an attack.

Concussion. When you hit a creature with an 
attack made with this weapon, you can expend 2 
charges to cause a blaze of hellfire to erupt from it 
(no action required). The target and each creature 
other than yourself within 5 feet of it must make a 
DC 15 Dexterity saving throw, taking 2d6 Fire 
damage on a failed saving throw, or half as much 
damage on a successful one. 

Uncommon variant: Reduce the attack and 

damage bonus to +1 and the DC to 13. 

Very Rare variant: Increase the attack and 

damage bonus to +3 and the DC to 16.
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A group of Infernoguma has been spotted outside of 
The Hells, protecting something. Go investigate and share 

your discoveries!
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Artist: Gabriel Vissichelli

Infernoguma
“We made it—the Hells. Like our 
benefactor said: getting in was easy. 
We’ll set up camp here in case we need 
to make a quick getaway through the 
transplanar portal. If you go exploring, 
keep these massive stone statues in view. 
Wait… did they just mov—”

— Last entry in the journal Calder 
of Bokram, found aside a charred 

corpse

Monolithic sentries of the Hells, infernogumas 
keep silent vigil over the entrances, treasures, and 
secrets of infernal domains. These hulking stone 
sentries—identifiable by their stubby vestigial 
wings—are typically found guarding interplanar 
portals and archdevils’ palaces.

Cursed Guardians. Infernogumas are cursed 
to exist as statues, becoming ambulant only 
when interlopers cross their thresholds. 
Reverting to flesh is little reprieve to them, 
however, as the scorching heat produced by 
their own bodies turns every waking sec-
ond into agony. It is this burning desire that 
motivates infernogumas into intimidating 
or eliminating intruders—anything to permit 
them to return to the cold peace of their stone 
slumber.

Infernal Engine. When threatened, an infer-
noguma becomes a beacon of hellfire, setting 
anything it touches ablaze. Charred remains are 
a telltale sign of an infernoguma’s presence and 
a warning of what awaits would-be interlopers. 
However, the propensity for infernogumas to 
throw these corpses as projectiles makes identify-
ing one amidst the umpteen statues guarding an 
archdevil’s treasure chamber a devilishly hazard-
ous task.
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X-08
22

Volcanoes & CavesBe-Hudra
Electroserpentes sextus	             Huge Monstrosity	 Unaligned
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Be-Hudra 
Huge Monstrosity, Unaligned

AC  17	 Initiative +0 (10)
HP  367 (35d12 + 140)	 Perception +17 (27)
Speed  30 ft.

STR DEX CON INT WIS CHA
Score 21 10 18 5 17 11

Mod (Save) +5 +0 +4 -3 +3 +0

Skills Perception +17
Damage Immunities Lightning
Senses Darkvision 90 ft.
Languages None
CR 22 (XP 41,000)	 PB +7

Traits
Conductive Secretions. When the be-hudra hits a 
creature with its Constrict attack or a creature fails 
its save against the be-hudra’s Slough Bonus Action, 
the creature becomes covered in thick, oily secretions 
that conduct electricity. When a creature covered by 
these secretions takes Lightning damage, it rolls three 
additional Lightning damage dice and adds them to 
the total damage dealt, and the secretions evaporate. 
A creature can remove the secretions by standing in 
heavy rain, being targeted by the Prestidigitation spell, 
immersing itself in at least 10 gallons of water, or taking 
an action each turn to wash itself with water continu-
ously for 1 minute.

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

 Multiple Heads. The be-hudra has six heads. While 
it has more than one head, the be-hudra has Ad-
vantage on saving throws against being Blinded, 
Charmed, Deafened, Frightened, Stunned, and 
knocked Unconscious. 
	 Whenever the be-hudra takes 50 or more damage 
in a single turn, one of its heads dies. If all its heads die, 
the be-hudra dies. The number of melee attacks the 
be-hudra makes in a round (including its Legendary 
Actions) and the number of creatures it can grapple 
cannot exceed its current number of heads.

Actions
Multiattack. The be-hudra makes three Bite attacks. It 
can replace any number of those attacks with a Con-
strict attack. 

Bite. Melee Weapon Attack: +12, reach 5 ft. Hit: 21 (3d10 + 
5) Piercing damage.

Constrict. Melee Weapon Attack: +12, reach 20 ft. Hit: 
10 (1d10 + 5) Bludgeoning damage. If the target is a 
Huge or smaller creature, it is covered in fluid per the 
be-hudra’s Conductive Secretions trait and is Grappled 
(escape DC 20). The target is Restrained until this 
grapple ends. 

Lightning Tangle (Recharge 5-6, or Recharge 6 if the 
be-hudra has 3 heads or fewer). The be-hudra exhales 
a Line of Lightning from each of its surviving heads. 
Saving Throw: DC 19 Dexterity, each creature in one or 
more 5-foot-wide, 20-foot-long Lines. Failure: 44 (8d10) 
Lightning damage. Success: Half damage. 

Bonus Actions
Slough. The be-hudra hurls a glob of electrically-con-
ductive secretions at one creature within 60 feet. Saving 
Throw: DC 19 Dexterity. Failure: the target is covered in 
fluid per the be-hudra’s Conductive Secretions trait. 

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the be-hudra can expend a use to take one of the 
following actions. The be-hudra regains all expended uses at 
the start of each of its turns.

Frantic Rush. The be-hudra moves up to its Speed with-
out provoking Opportunity Attacks. 

Constrict. The be-hudra makes one Constrict attack.

Play with Food (Costs 2 Actions). The be-hudra smashes 
two creatures it has Grappled together, subjecting both 
creatures to the following effect. Saving Throw: DC 20 
Constitution. Failure: 27 (5d10) Bludgeoning damage. 
Success: Half damage. 
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Begrappler 
Weapon (Greatsword), Uncommon (Requires Attunement)
Component: Monstrosity (Be-hudra) Liver

The glowing “eyes” set into this greatsword’s deco-
rative reptilian skulls are actually fluid-producing 
glands cut from a be-hudra’s skin. One goes dark 
every time the blade discharges electricity, and all 
ignite again when its power is replenished.

This weapon has 6 charges and regains 1d4 + 2 
expended charges daily at dawn. 

Conductive Grasp. While holding this weapon, 
you can expend 2 charges as a Bonus Action to 
launch ichor-coated tentacles toward a creature 
you can see within 5 feet of you. The target must 
succeed on a DC 13 Dexterity saving throw or 
be Grappled (escape DC 13) until you release the 
weapon or use it to attempt to grapple or attack a 
different target. 

A creature grappled by this weapon is also cov-
ered in ichor for 1 hour or until it takes Lightning 
damage. If a creature covered in ichor takes Light-
ning damage, it rolls an additional 3 Lightning dam-
age dice and adds them to the total damage dealt.

Writhing Discharge. You can expend up to 2 
charges when you hit a creature with this weapon 
to deal an extra 2d6 Lightning damage for each 
charge expended.

Rare variant. Increase the DCs to 15. While hold-
ing or carrying this weapon, you have Resistance 
to Lightning damage.
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One Behir was already bad enough... now six of them? 
Please, protect us from this monstrosity!
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Be-Hudra 
“Ha! You unimaginative fools never 
considered water as a shield against a 
beast that wields lightning!” 

— Aquonius the Tritonmage, from 
inside his water elemental, seconds 
before a be-hudra’s electric breath 

boiled him alive. 

Some behir parents, desperate to protect their 
young from predators, cram their pliable, leath-
ery eggs into crevasses too tight for the clutch to 
fit comfortably. When the squirming hatchlings 
clamber over one another to escape the cramped 
nest, their tails wrap around each other and tie 
a permanent knot. The few that survive their 
painful adolescence grow into a tangle of six drag-
onkin radiating from a tail cluster that resembles 
a freakish head. The result is a titanic, reptilian 
rat king too clumsy and self-sabotaging to hunt or 
fight effectively. 

Hungry, Hungry Heads. With five other siblings 
to compete with, no component behir 
eats enough to sate its hunger. Lifelong 
malnutrition stunts their growth and 
forces each to tear apart their prey 
rather than swallow it whole—giv-
ing each neighbour the opportuni-
ty to fight for scraps. A fresh meal 
transforms into a whirlwind feed-
ing frenzy where scraps of meat 
and gobs of the be-hudra’s natural 
ichor fly in all directions.

Congealed Lightning. The con-
stant flailing of six uncooperative 
siblings irritates the behirs’ skin with 
tiny friction burns and miniscule sores. From 
the irritated (if superficial) wounds oozes a river 
of viscous ichor comprised of equal parts blood, 
sweat, and bile that conducts the be-hudra’s 
natural electricity better than copper or water. 

When the be-hudra’s heads manage to set aside 
their differences and hunt as one, the secretions 
they hurl at the target amplify even tiny electrical 
sparks into a raging dynamo that brings their prey 
down in seconds.

Washed Away. Because their secretions dis-
solve in water, be-hudras avoid rainy and humid 
climates, which degrade their already-subpar 
hunting prowess. Younger ones may even balk at 
the sound of running water, which Aquonius the 
Tritonmage discovered shortly before his grisly 
death. He also discovered that even brief immer-
sion in water can wash off a be-hudra’s conductive 
fluid; his methods included the Create or Destroy 
Water spell, the Prestidigitation cantrip, and even 
Conjure Elemental, whose poorly-timed use led to 
his untimely death.  
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X-09
5

ForestRompopowlbear
Noctursa inflare	 Large Monstrosity	 Unaligned
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Rompopowlbear
Large Monstrosity, Unaligned

AC  14	 Initiative +1 (11)
HP  105 (10d10 + 50)	 Perception +6 (16)
Speed  40 ft., Climb 40 ft.

STR DEX CON INT WIS CHA
Score 19 13 20 3 11 8

Mod (Save) +4 +1 +5 -4 +0 -1

Skills Intimidation +5, Perception +6
Damage Immunities Poison
Condition Immunities Poisoned
Senses Darkvision 60 ft.
Languages —
CR 5 (1,800 XP) 	 PB +3

Traits
Air Sacs. While its air sacs are inflated, the rompopowl-
bear has Resistance to Bludgeoning damage, Vulnera-
bility to Piercing damage, and Advantage on Charisma 
(Intimidation) checks. In addition, it has a Fly speed 
of 10 feet and can hover. If the rompopowlbear takes 
at least 10 Piercing damage in a single instance, its air 
sacs deflate and it loses the benefits of this trait until it 
inflates its air sacs again.

Actions
Multiattack. The rompopowlbear makes two Talon 
attacks.

Talon. Melee Weapon Attack: +7, reach 5 ft. Hit: 13 (2d8 + 
4) Piercing damage.

Tail. Melee Weapon Attack: +7, reach 10 ft., two targets 
within 5 feet of each other. Hit: 15 (2d10 + 4) Slashing 
damage. Saving Throw: DC 13 Strength. Failure: If the 
target is a Huge or smaller creature, it is knocked Prone.

Screech. The rompopowlbear emits a frightening 
screech that can be heard up to 15 feet away, or up to 
30 feet away if its air sacs are inflated. Saving Throw: DC 
13 Wisdom, or DC 15 if the rompopowlbear’s air sacs 
are inflated, each creature that can hear the screech. 
Failure:The target is Frightened until the end of the 
rompopowlbear’s next turn. Failure or Success: The 
rompopowlbear’s air sacs deflate.

Bonus Actions
Inhale. The rompopowlbear’s air sacs become inflated 
for 1 minute.

Airburst. The rompopowlbear injects air into the 
ground through the spikes on its tail, launching a burst 
of air at one Large or smaller creature on the ground 
within 30 feet. Saving Throw: DC 13 Dexterity, or DC 
15 if the rompopowlbear’s air sacs are inflated. Failure: 
The target is launched 10 feet vertically into the air, plus 
an additional 20 feet horizontally in a direction of the 
rompopowlbear’s choosing if its air sacs are inflated. 
Failure or Success: The rompopowlbear’s air sacs deflate.

Reactions
Absorb Toxins. Trigger: The rompopowlbear would take 
Poison damage from any source other than itself. Re-
sponse: The rompopowlbear uses its Inhale. On its next 
turn, if its air sacs are still inflated, the rompopowlbear 
can use its Screech as a Bonus Action. The first time the 
rompopowlbear uses its Screech or Airburst during the 
turn, creatures affected by either feature are subjected 
to the following effect. Saving Throw: DC 15 Constitu-
tion. Failure: 13 (3d8) Poison damage and the target is 
Poisoned until the end of the rompopowlbear’s next 
turn. Success: Half damage only. 
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Pin & Cushion

Item Set. While you are attuned to both Pin and 

Cushion, you can use charges from either item to 

fuel the other’s properties.

Artist: Michelle Mueller

Artist: Cainon Neal
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Pin
Weapon (Rapier), Rare (Requires Attunement)
Components: Monstrosity (Rompopowlbear) Stinger

There’s no doubt about it: this impressive piece of 
weaponry is sure to catch any bystander’s atten-
tion. It’s a good thing then that—should your 
adoring fans get too close—all it takes is a small 
poke from this blade to reclaim that priceless 
personal space. 

You gain a +2 bonus to attack rolls and damage 
rolls made using this magic weapon. This weapon 
has 4 charges, and regains 1d4 expended charges 
daily at dawn.

Pinprick. Once per turn, when you hit a creature 
with this weapon, you can expend 1 charge to 
cause it to emit a burst of air. The creature must 
succeed on a DC 15 Strength saving throw or 
be pushed up to 10 feet away from you. 

Ejector Seat. When you take the Attack action, 
you can expend 1 charge to forego one of your 
attacks and press this weapon into the ground. 
One Large or smaller creature of your choice on 
the ground within 30 feet of you must succeed 
on a DC 15 Dexterity saving throw or take 2d6 
Bludgeoning and be launched 10 feet in a direc-
tion of your choice, falling Prone when it lands.

Uncommon variant: Reduce the attack and 
damage bonus to +1 and the DC to 13. 

Very Rare variant: Increase the attack and dam-
age bonus to +3 and the DC to 16.

Cushion
Armour (Shield), Rare (Requires Attunement)
Components: Monstrosity (Rompopowlbear) Pelt

“Listen, it’s child’s play; just point the 
shield towards the ground when you’re 
about to hit it, and whoosh! You’ll land 
soft as a feather. You’ll see; give it a try 
on that cliff over there!”

— Bree the Barbarian to her Wizard 
friend, forgetting to tell him this item 

requires attunement

While holding this shield, you have a +1 bonus to 
AC. This bonus is in addition to the Shield’s normal 
bonus to AC. This item has 5 charges, and regains 
1d4+1 expended charges daily at dawn.

Bouncy Pad. As a Bonus Action while holding 
this shield and on the ground, you can expend 2 
charges to point the shield’s air bags toward the 
ground and inflate it, launching yourself up to 30 
feet vertically into the air, and up to 15 feet hori-
zontally. If a creature is within 5 feet of where you 
land, you can immediately make a melee attack 
with a weapon or Unarmed Strike against that 
creature as part of this Bonus Action. On a hit, the 
target suffers the attack’s normal effects, and any 
damage you take from the fall is reduced by an 
amount equal to twice your level. That amount is 
added onto the attack’s damage. 

Airbag. As a Reaction when you take Bludgeon-
ing damage, you can expend 1 charge to inflate 
Cushion, granting yourself Resistance to that 
instance of Bludgeoning damage. 

Uncommon variant: Reduce the charges to 3 
and the recharge to 1d3.

Very Rare variant: Increase the AC bonus to +2, 
the charges to 7, and the recharge to 1d6 + 1.

Pin & Cushion
Item Set. While you are attuned to both Pin and 

Cushion, you can use charges from either item to 

fuel the other’s properties.
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Artist: Cainon Neal



We’ve never seen an owlbear so... different.
Bring it out alive so we can study it’s behaviour!

Artist: Rastislav Le
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Rompopowlbear
“Heed my words, colleagues! I will take 
your owlbear and make it into something 
more monstrous, frightening… fowl! 
You will rue the day you ridiculed Dr. 
Francis N. Stein!”

— Dr. Francis N. Stein, after being 
mocked for his creation of the owlboar

After a failed attempt to impress his colleagues 
by presenting them with the owlboar, Dr. Francis 
Stein came up with an infallible plan to cement 
his place as the greatest biomancer in the world. 
He augmented an inferior biomantic creation, the 
infamous owlbear, with the gular sack of turkeys 
and the tongue and of a poisonous frogs, the mad 
scientist created something entirely new and 
undeniably hideous.

Territorial Turmoil. Created from a desire to 
prove its superiority over the creatures that in-
spired it, the rompopowlbear was genetically 
imbued with an animosity for owlbears and 
the ability to instinctively seek out their 
territories. Once a rompopowlbear finds 
an owlbear lair, it will track down and 
challenge the resident over control of 
the area. These clashes are extremely 
violent, and, much to Dr. Stein’s cha-
grin, generally a toss-up if both parties 
are equally experienced. Knowing this, 
rompopowlbears prefer to fight younger, 
less battle-hardened owlbears in order to claim 
victory more easily. 

Puff & Tough. The most striking feature of a 
rompopowlbear is its multitude of inflatable air 
sacs, which it uses in a variety of ways: it can puff 
itself up to intimidate owlbears during a territorial 
challenge,  eject bursts of air through its tail to 
throw its enemies off balance, or, as a last resort, 
slowly float away in shameful retreat if a fight 
against an owlbear takes a turn for the worst. 

Unexpected Employment. Rompopowlbears’ 
unique pneumatic abilities caught the interest of 
the entrepreneur extraordinaire Baron Bodrum, 
who theorised that the bursts of air generated by 
a rompopowlbear’s tail could be profitably uti-
lised in fracking. After a series of successful tests, 
rompopowlbears are now frequently used to sur-
face oil and other valuables buried deep below the 
ground, requiring no form of payment other than 
a juvenile owlbear to do battle with every so often.
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Splatacabra
Huge Ooze, Unaligned

AC  11	 Initiative +1 (11)
HP  136 (16d10 + 32)	 Perception +0 (10)
Speed  30 ft.

STR DEX CON INT WIS CHA
Score 16 12 14 4 10 4

Mod (Save) +3 +1 +2 -3 +0 -3

Damage Resistances Psychic
Senses Darkvision 60 ft.
Languages —
CR 9 (XP 5,000)	 PB +4

Traits
 Adhesive Flesh. The splatacabra adheres to anything 
smaller than itself that touches it. When a creature 
hits or misses the splatacabra with a melee weapon 
attack, the creature must succeed on a DC 14 Strength 
saving throw or the weapon becomes stuck to the 
splatacabra. If the weapon’s wielder can’t or won’t let 
go of the weapon, the wielder is Grappled while the 
weapon is stuck. While stuck, the weapon can’t be used. 
A creature can pull the weapon free by taking an action 
to make a DC 14 Strength check and succeeding. 
	 If the attack was an Unarmed Strike from a Huge or 
smaller creature, the creature adheres to the splataca-
bra and is also Grappled by it (escape DC 14). Ability 
checks made to escape this grapple have Disadvantage.

Gluetrap Armour. When a Medium or larger object or 
structure within 5 feet of the splatacabra is destroyed, 
the splatacabra gains a +1 bonus to its AC (to a maxi-
mum of 19). When the splatacabra is hit by a Critical Hit 
or an attack that exceeds its AC by 5 or more, it suffers 
a -1 penalty to AC (to a minimum of 11), or it drops an 
object stuck to it with its Adhesive Flesh trait (attack-
er’s choice).

Scattered Cognition. The conflicting minds of prey and 
predator within the splatacabra make it immune to 
any effect that would sense its emotions or read its 
thoughts, and it rolls 1d4 at the start of each of its turns. 
On a 1 or 2, it can take the Disengage action as a Bonus 
Action until the end of its turn, and on a 3 or 4, it has 
Advantage on the first attack roll it makes that turn. 

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

Actions
Multiattack. The splatacabra makes one Pseu-
dotongue attack and one Slam attack. If both attacks 
hit the same Huge or smaller creature, the creature is 
knocked Prone. 

Bite. Melee Weapon Attack: +7, reach 5 ft. Hit: 10 (2d6 + 3) 
Acid damage.

 Pseudotongue. Melee Weapon Attack: +7, reach 20 ft. 
Hit: 8 (2d4 + 3) Acid damage. If the target is a Medium 
or smaller creature, it must subjected to the following 
effect. Saving Throw: DC 15 Strength. Failure: The target 
is pulled 15 feet straight toward the splatacabra.

 Slam. Melee Weapon Attack: +7, reach 10 ft. Hit: 9 (1d12 + 
3) Bludgeoning damage.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the splatacabra can expend a use to take one of 
the following actions. The splatacabra regains all expended 
uses at the start of each of its turns.

Bite. The splatacabra makes one Bite attack.

Charge. The splatacabra moves up to its Speed and 
makes a Slam attack.

Ground Pound (Costs 2 Uses). The splatacabra smashes 
the ground in front of it, scattering fragments into its 
body that grant it a +2 bonus to AC as per its Gluetrap 
Armour trait.
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Stickaxe 
Weapon (Greataxe), Rare (Optional Attunement) 
Component: Phial of Ooze (Splatacabra) Mucus

No matter how many times the sludge oozing 
from this weapon is scraped off or washed away, 
the blade and haft are quickly covered again. 
When its inventor, Thomumin Underjaw, was 
asked what to do with the excess, he said, “I’ve 
tried burning it, eating it, freezing it, and mak-
ing bouncy balls for small children. None of that 
worked, so it’s your problem now.” 

This weapon has a maximum of 5 charges, and 
deals Acid damage instead of its normal type. 
While the weapon has at least 1 charge, you can 
take a Bonus Action while holding it to unfold the 
blade and spew potent glue from its sacs, turning 
the weapon into a Greatsword. You are considered 
proficient with this Greatsword if you’re proficient 
with Greataxes. 

Adhesive Buildup. When you hit a hostile crea-
ture with an attack with this weapon in Greataxe 
form, the weapon gains 1 charge. 

Slimy Slam. When you hit with an attack using 
this weapon in its Greatsword form, the weapon 
loses 1 charge and deals an extra 2d6 Acid dam-
age to the target. When the weapon loses its last 
charge, it becomes a Greataxe again. 

Optional Attunement. If you attune to the weap-
on, you can attempt to knock a weapon or other 
item from a target’s grasp. Once on your turn after 
you hit a creature with this weapon, you can force 
the target to make a DC 15 Strength (Athletics) 
or Dexterity (Acrobatics) check (its choice). On 
a failure, the target drops one item it is holding.

Very Rare variant: Increase the DC to 16. When 
a creature fails its check against the Optional 
Attunement property, you can expend 1 charge to 
Grapple it instead (escape DC 16). Until the grap-
ple ends, you can’t attack another creature with 
this weapon.

Artist: Martin Kirby-Jackson



It may look harmless, but it packs one hell of a punch! 
Proceed with caution if hunting for a specimen

Artist: Gabriel Vissichelli
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Artist: Gabriel Vissichelli

Splatacabra
“- What do you get when you cross a 
gelatinous cube, a few dragon bones, and 
half the dungeon!?

- I told you—now’s not the time for jokes. 
Save them for when we’re out of here.” 

- … It wasn’t a joke. Please turn around 
before we all die.” 

— Gregoire “Chemburn,” 
Psionic Xenobiologist

Of the thousands of mighty adventurers who 
blaze trails through lich-infested catacombs or 
gold-rich dragon lairs, a few dozen at most have 
met a splatacabra. These uncanny amalgams 
only appear in the unsettling quiet that follows 
the passage of victorious heroes, and so they are 
instead the bane of spelunkers and scavengers. 
After the adventurers’ footprints fade in the dust 
and the monsters’ blood dries, surviving gelati-
nous cubes sweep the dungeon clean and absorb 
the remains… and if the defeated monsters were 
formidable enough, the ooze begins to evolve. 

Neural Potpourri. The undissolvable bones of 
dragons, giants, and other titans create a rudi-
mentary limb structure and the beginnings of 
a consciousness within the cube. Clashing with 
the echoes of those unconquerable wills are the 
multitude of dissolved brains from cowardly 
vermin that died in the crossfire—bats, rats, imps, 
and goblins. Fearful instincts and mighty strength 
swirl within the splatacabra, creating a chaotic 
consciousness too scattered for mental assaults 
and telepathy to work (much to Chemburn the 
Xenobiologist’s disappointment, for it stymied his 
favourite methods of research). The many minds’ 
conflicting instincts cause the splatacabra to shift 
rapidly between fighting and fleeing, but its body 
always passively defends itself. 

Gooey Glue. Low-level scavengers are all too 
happy to stay far away from a fleeing splatacabra, 
which happens to be the best way to avoid per-
ishing at its hands. Engaging with the rubble-ar-
moured beast at close range is a fool’s errand—
attackers find their swords ripped from their 
hands and their fists glued to the raging monster. 
Fortunately, precise attacks rip rubble and lost 
weapons from its translucent limbs, encouraging 
the wounded and vulnerable splatacabra to flee, 
interestingly enough, toward the surface of the 
dungeon, rather than its depths. 

Semiconscious Wanderlust. With few remaining 
prospects within its shattered home, most splat-
acabras leave a few weeks after their creation. 
They amble around half-remembered traps and 
manoeuvre through subconsciously recalled pas-
sages, moving ever closer to the surface. Gregoire 
Chemburn and his party exploited this behaviour 
when lost in a destroyed dungeon by corralling a 
gelatinous cube into dragon bones and following 
the resulting splatacabra to the surface. The plan 
almost worked without a hitch—sticking a little 
too close to the creature when its mood became 
spontaneously and terrifyingly violent resulted in 
a vicious battle that gave the jocular xenobiologist 
his unfortunate moniker.
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Palicopy
Small Monstrosity (Shapechanger), Neutral

AC 14	 Initiative +3 (13)
HP 26 (6d6 + 5)	 Perception +1 (11)
Speed 30 ft., Climb 30 ft.

STR DEX CON INT WIS CHA
Score 10 17 12 8 13 12

Mod (Save) +0 +3 +1 -1 +1 +1

Skills Deception +5, Stealth +5
Damage Immunities Acid
Senses Darkvision 60 ft.
Languages Common Sign Language, understands 

Common but can’t speak it
CR 1 (XP 200)	 PB +2

Actions
Bite. Melee Weapon Attack: +5, reach 5 ft. Hit: 8 (1d10 + 
3) Piercing damage.

Pseudopod. Melee Weapon Attack: +5, reach 10 ft. Hit: 6 
(1d6 + 3) Bludgeoning damage. If the target is a Medi-
um or larger creature, the palicopy enters the target’s 
space and attaches to it. 
	 While attached to a target, the palicopy’s Speed 
is reduced to 0, it can’t benefit from any bonus to its 
Speed, it moves with the target, and it has Advantage 
on attack rolls against the target. If an attack roll 
misses the palicopy, the creature to whom the pali-
copy is attached immediately takes 3 (1d6) Piercing 
damage. 
	 A creature can take an action to try to detach the 
palicopy from itself or a creature within its reach, do-
ing so with a successful DC 13 Strength (Athletics) 
check. On its turn, the palicopy can detach itself by 
using 5 feet of movement.
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Palipolearm
Weapon (Glaive or Halberd), Uncommon (Requires Attunement)
Components: Pouch of Monstrosity (Palicopy) Teeth

While harvesting catnap—a dangerous undertak-
ing—L’Arsene noticed that, even after death, the slightest 
contact with a palicopy’s jaw can cause it to clamp down. 
The infamous craftsman proceeded to make excellent 
use of this trait by fashioning the palicopy’s jaws into a 
projectile with bite.

This item has 3 charges and regains 1d3 expended charg-
es daily at dawn.

Finesse. This weapon has the Finesse property.

Whirling Strikes. As a Bonus Action, you can expend 
1 charge to whirl this weapon around you. Each creature 
within 10 feet of you must succeed on a DC 13 Dexteri-
ty saving throw or take 2d6 Slashing damage and be 
pushed 5 feet away from you.

Chuck-a-Chomp. As a Bonus Action, you can expend 1 
charge to launch a chuck-a-chomp toward a Small or larg-
er creature within 30 feet of you. Make a ranged weapon 
attack. On a hit, the target takes 1d6 Piercing damage 
and 1d6 Acid damage, and the chuck-a-chomp sticks to 
it. The chuck-a-chomp remains attached for 1 minute. It 
detaches early if you use this property again or a creature 
uses an action to remove the chuck-a-chomp from itself 
or a creature within its reach. While the chuck-a-chomp 
is attached, you can take a Bonus Action on subsequent 
turns to deal 1d6 Piercing damage and 1d6 Acid damage 
to the target.

Rare variant: Increase the charges to 5, the recharge to 

1d4 + 1, the DC to 15, and the Whirling Strikes property’s 

damage to 2d8. Additionally, you gain a +1 bonus to at-

tack rolls made with this magic weapon.

Very Rare variant: Increase the charges to 7, the recharge 

to 1d6 + 1, the DC to 16, and the Whirling Strikes proper-

ty’s damage to 2d10. Additionally, you gain a +2 bonus to 

attack rolls made with this magic weapon.



Artist: Rastislav Le

These little rascals have been preying on unsuspect-
ing travelers, do NOT accept food from strangers in 

the wild!
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Palicopy
“Short, bipedal, feline? No, I’m afraid 
the creatures you described aren’t half-
gnome, half-catfolk—what you encountered 
were palicopies. Clever little beings who 
cook the most scrumptious food. Just 
make sure to drink lots of coffee after 
having dinner with them!”

—Dr. Doolots, Caffeinated 
Magizoologist

Adorable though they may seem, a sinister secret 
lies in wait for those who fall asleep near this 
distant cousin of the mimic. Palicopies are patient 
hunters that seek out the camps of weary travel-
lers and offer to cook for them, making their soon-
to-be victims comfortable, well-fed, and drowsy. 
Only after their preys’ bellies are filled and their 
minds float in innocent slumber do the palicopies 
make their move.

Cute Cutthroats. Palicopies travel in groups of 
three to five, using their (relatively) shrewd in-

telligence to deceive prey several times their own 
size. Their small size, cat-like disguises, and goofy 
gestures are all conscious efforts to lower a victim’s 
guard, making them focus less on potential danger 
and more on the rumbling of their belly.

Catnap. The food palicopies prepare for their 
prey contains catnap, a special spice with a cinna-
mon aftertaste. The process of creating catnap is 
an unsavory one—a palicopy consumes grasses, 
regurgitates the bile, and then grinds it into a fine, 
narcotic powder. Whoever ingests catnap becomes 
drowsy within minutes and falls into a deep, 
peaceful slumber within the hour—making for an 
easy meal. 

Nightcap. Palicopies’ catnap is a difficult to pro-
cure, sought-after ingredient, and it is especially 
popular among insomniacs due to its somnifacient 
properties. Attempts to domesticate palicopies 
to harvest catnap have been met with limited 
success; the primary method of obtaining the rare 
spice remains to slay a palicopy and harvest the 
contents of its stomach.
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Huge Dragon, Neutral Evil

AC 22	 Initiative +11 (21)
HP 287 (25d12 + 125)	 Perception +10 (20)
Speed 60 ft., Climb 45 ft.

STR DEX CON INT WIS CHA
Score 26 18 21 15 17 16

Mod (Save) +8 +4 (+11) +5 +2 +3 (+10) +3

Skills Acrobatics +11, Athletics +15, Perception +10, 
Stealth +11

Damage Immunities Acid, Poison
Condition Immunities Poisoned
Senses Blindsight 60 ft., Darkvision 120 ft.
Languages None
CR 23 (XP 50,000) 	 PB +7

Traits
Avoidance. If the darkveld is subjected to an effect that 
allows it to make a saving throw to take only half dam-
age, it instead takes no damage if it succeeds on the 
save and only half damage if it fails. It can’t use this trait 
if it’s Incapacitated.

Displacement. The darkveld projects a magical illusion 
that makes it appear to be standing near its actual loca-
tion, causing attack rolls against it to have Disadvantage. 
If it is hit by an attack, this trait is suppressed until the 
end of its next turn. This trait is also suppressed while the 
darkveld is Incapacitated or has a Speed of 0 feet.

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

Actions
Multiattack. The darkveld makes three attacks with 
any combination of Horn and Whip and uses Devour 
Lifeforce.

Horn. Melee Weapon Attack: +15, reach 5 ft. Hit: 18 (3d6 + 
8) Piercing damage.

Whip. Melee Weapon Attack: +15, reach 20 ft. Hit: 21 (3d8 
+ 8) Bludgeoning damage, and the target is Grappled 
(escape DC 23). A Grappled creature is also suffocating, 
and while suffocating, it gains 1 Exhaustion level at the 
end of each of its turns. When it can breathe again, it 
removes all levels of Exhaustion it gained from suffo-
cating. The darkveld has five whips and can’t use a whip 
that is grappling a creature to attack another target.

Devour Lifeforce. The darkveld drains energy from a 
creature wrapped in its whips. Saving Throw: DC 20 
Constitution, one creature Grappled by one of the 
darkveld’s whips. Failure: 26 (4d12) Necrotic damage, 
and the darkveld’s Speed increases by 30 feet until the 
end of its next turn. Success: Half damage only. Failure or 
Success: The darkveld gains Temporary Hit Points equal 
to half the damage taken.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the darkveld can expend a use to take one of the 
following actions. The darkveld regains all expended uses at 
the start of each of its turns.

Attack. The darkveld makes one Horn attack.

Sprint. The darkveld moves up to its Speed.

Reform Illusion. The darkveld loses all its Temporary Hit 
Points, and it regains the use of its Displacement trait if 
it has been suppressed by an attack.

Devour Lifeforce (Costs 2 Uses). The darkveld uses its 
Devour Lifeforce.

Darkveld Dracobane
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Large Dragon, Neutral Evil

AC 19	 Initiative +8 (18)
HP 157 (15d10 + 75)	 Perception +7 (17)
Speed 50 ft., Climb 40 ft. 

STR DEX CON INT WIS CHA
Score 23 16 20 14 15 15

Mod (Save) +6 +3 (+8) +5 +2 +2 (+7) +2

Skills Acrobatics +8, Athletics +11, Perception +7, 
Stealth +8

Damage Immunities Acid, Poison 
Condition Immunities Poisoned  
Senses Blindsight 60 ft., Darkvision 120 ft.
Languages None
CR 16 (XP 15,000)	 PB +5

Traits
Avoidance. If the darkveld is subjected to an effect that 
allows it to make a saving throw to take only half dam-
age, it instead takes no damage if it succeeds on the 
save and only half damage if it fails. It can’t use this trait 
if it’s Incapacitated.

Displacement. The darkveld projects a magical illusion 
that makes it appear to be standing near its actual loca-
tion, causing attack rolls against it to have Disadvantage. 
If it is hit by an attack, this trait is suppressed until the 
end of its next turn. This trait is also suppressed while the 
darkveld is Incapacitated or has a Speed of 0 feet.

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

Actions
Multiattack. The darkveld makes three attacks with 
any combination of Horn and Whip and uses Devour 
Lifeforce.

Horn. Melee Weapon Attack: +11, reach 5 ft. Hit: 13 (2d6 + 
6) Piercing damage.

Whip. Melee Weapon Attack: +11, reach 15 ft. Hit: 15 (2d8 
+ 6) Bludgeoning damage, and the target is Grappled 
(escape DC 19). A Grappled creature is also suffocating, 
and while suffocating, it gains 1 Exhaustion level at the 
end of each of its turns. When it can breathe again, it 
removes all levels of Exhaustion it gained from suffo-
cating. The darkveld has five whips and can’t use a whip 
that is grappling a creature to attack another target. 

Devour Lifeforce. The darkveld drains energy from a 
creature wrapped in its whips. Saving Throw: DC 18 
Constitution, one creature Grappled by one of the 
darkveld’s whips. Failure: 19 (3d12) Necrotic damage, 
and the darkveld’s Speed increases by 30 feet until the 
end of its next turn. Success: Half damage only. Failure or 
Success: The darkveld gains Temporary Hit Points equal 
to half the damage taken.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the darkveld can expend a use to take one of the 
following actions. The darkveld regains all expended uses at 
the start of each of its turns.

Attack. The darkveld makes one Horn attack.

Sprint. The darkveld moves up to its Speed.

Reform Illusion. The darkveld loses all its Temporary Hit 
Points, and it regains the use of its Displacement trait if 
it has been suppressed by an attack.

Devour Lifeforce (Costs 2 Uses). The darkveld uses its 
Devour Lifeforce.

Darkveld Wyrmchaser
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Medium Dragon, Neutral Evil

AC 18	 Initiative +6 (16)
HP 104 (11d8 + 55)	 Perception +6 (16)
Speed 45 ft., Climb 35 ft. 

STR DEX CON INT WIS CHA
Score 21 15 20 13 14 14

Mod (Save) +5 +2 (+6) +5 +1 +2 (+6) +2

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

Damage Immunities Acid, Poison 
Condition Immunities Poisoned  
Senses Blindsight 30 ft., Darkvision 120 ft.
Languages None
CR 9 (XP 5,000)	 PB +4

Traits
Avoidance. If the darkveld is subjected to an effect that 
allows it to make a saving throw to take only half dam-
age, it instead takes no damage if it succeeds on the 
save and only half damage if it fails. It can’t use this trait 
if it’s Incapacitated.

Displacement. The darkveld projects a magical illusion 
that makes it appear to be standing near its actual loca-
tion, causing attack rolls against it to have Disadvantage. 
If it is hit by an attack, this trait is suppressed until the 
end of its next turn. This trait is also suppressed while the 
darkveld is Incapacitated or has a Speed of 0 feet.

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

Actions
Multiattack. The darkveld makes three attacks with 
any combination of Horn and Whip and uses Devour 
Lifeforce.

Horn. Melee Weapon Attack: +9, reach 5 ft. Hit: 8 (1d6 + 5) 
Piercing damage.

Whip. Melee Weapon Attack: +9, reach 15 ft. Hit: 9 (1d8 
+ 5) Bludgeoning damage, and the target is Grappled 
(escape DC 17). A Grappled creature is also suffocating, 
and while suffocating, it gains 1 Exhaustion level at the 
end of each of its turns. When it can breathe again, it 
removes all levels of Exhaustion it gained from suffo-
cating. The darkveld has five whips and can’t use a whip 
that is grappling a creature to attack another target. 

Devour Lifeforce. The darkveld drains energy from a 
creature wrapped in its whips. Saving Throw: DC 17 
Constitution, one creature Grappled by one of the 
darkveld’s whips. Failure: 13 (2d12) Necrotic damage, 
and the darkveld’s Speed increases by 30 feet until the 
end of its next turn. Success: Half damage only. Failure or 
Success: The darkveld gains Temporary Hit Points equal 
to half the damage taken.

Legendary Actions
Legendary Action Uses: 2. Immediately after another crea-
ture’s turn, the darkveld can expend a use to take one of the 
following actions. The darkveld regains all expended uses at 
the start of each of its turns.

Attack. The darkveld makes one Horn attack.

Sprint. The darkveld moves up to its Speed.

Reform Illusion. The darkveld loses all its Temporary Hit 
Points, and it regains the use of its Displacement trait if 
it has been suppressed by an attack.

Devour Lifeforce (Costs 2 Uses). The darkveld uses its 
Devour Lifeforce.

Darkveld Scalestalker
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Small Dragon, Neutral Evil 

AC 15	 Initiative +4 (14)
HP 58 (9d6 + 27)	 Perception +3 (13)
Speed 50 ft., Climb 40 ft. 

STR DEX CON INT WIS CHA
Score 18 14 17 11 13 13

Mod (Save) +4 +2 (+4) +3 +0 +1 (+3) +1

Skills Acrobatics +4, Athletics +6, Perception +3, 
Stealth +4

Damage Immunities Acid, Poison 
Condition Immunities Poisoned  
Senses Blindsight 15 ft., Darkvision 120 ft.
Languages None
CR 3 (XP 700) 	 PB +2

Traits
Avoidance. If the darkveld is subjected to an effect that 
allows it to make a saving throw to take only half dam-
age, it instead takes no damage if it succeeds on the 
save and only half damage if it fails. It can’t use this trait 
if it’s Incapacitated.

Displacement. The darkveld projects a magical illusion 
that makes it appear to be standing near its actual loca-
tion, causing attack rolls against it to have Disadvantage. 
If it is hit by an attack, this trait is suppressed until the 
end of its next turn. This trait is also suppressed while the 
darkveld is Incapacitated or has a Speed of 0 feet.

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

Actions
Multiattack. The darkveld makes two attacks with 
any combination of Horn and Whip and uses Devour 
Lifeforce.

Horn. Melee Weapon Attack: +6, reach 5 ft. Hit: 7 (1d6 + 4) 
Piercing damage.
Whip. Melee Weapon Attack: +6, reach 10 ft. Hit: 8 (1d8 
+ 4) Bludgeoning damage, and the target is Grappled 
(escape DC 14). A Grappled creature is also suffocating, 
and while suffocating, it gains 1 Exhaustion level at the 
end of each of its turns. When it can breathe again, it 
removes all levels of Exhaustion it gained from suffo-
cating. The darkveld has five whips and can’t use a whip 
that is grappling a creature to attack another target.

Devour Lifeforce. The darkveld drains energy from a 
creature wrapped in its whips. Saving Throw: DC 13 
Constitution, one creature Grappled by one of the 
darkveld’s whips. Failure: 6 (1d12) Necrotic damage, 
and the darkveld’s Speed increases by 30 feet until the 
end of its next turn. Success: Half damage only. Failure or 
Success: The darkveld gains Temporary Hit Points equal 
to half the damage taken.

Darkveld Drakeling
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Life-eater Charge Blade 
Weapon (Greataxe), Very Rare (Requires Attunement) 
Component: Dragon (darkveld) horn 

After forging the first version of this mighty blade, 
its creator took a well-deserved break outside his 
forge. When he returned, he found the prototype’s 
ghostly image floating next to his workbench, 
his hard work nowhere to be seen. Eventually, he 
found the invisible weapon right where he’d left it 
and spent the ensuing month trying—and fail-
ing—to convince buyers that the invisibility wasn’t 
a bug, but a feature. 

This weapon can hold a maximum of 5 charges. 
You can use a Bonus Action while holding it to 
detach the axehead from the blade, turning it into 
a Shortsword and a Shield, or to recombine the 
Shield and Shortsword back into a Greataxe. You 
are proficient with this Shortsword and Shield if 
you’re proficient with Greataxes. If the Shortsword 
and Shield are more than 15 feet apart from each 
other for 1 minute, your Attunement to them 
ends, and they become magically inert until reu-
nited. 

Lifeforce Recycler (Shortsword Form Only). When 
you hit a Hostile creature of CR 1 or higher with 
an attack using this Shortsword, it gains 1 charge. 
This item loses all gained charges 1 minute after it 
gains its last charge.

Life-Devouring Discharge (Greataxe Form Only). 
When you hit with an attack with this Greataxe, 
you can expend any number of charges to deal an 
extra 1d8 Force damage to the target per charge 
expended. You gain Temporary Hit Points equal to 
half the Force damage dealt. 

Rare variant: Reduce the additional damage of 
Life-Devouring Discharge to 1d6 per charge.

Legendary variant: You have a +1 bonus to 
attack and damage rolls with this magic weapon 
(in either form). You gain a +1 bonus to AC while 
holding the weapon’s Shield, in addition to the 
Shield’s normal bonus.

In addition, while holding this weapon, you can 
expend 3 charges to cast the Mirror Image spell.
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Artist: Martin Kirby-Jackson



Artist: Rastislav Le

The local dragon population has been slowly declining ever 
since Darkveld was first spotted. We need you to get 

rid of it, as soon as possible!
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Artist: Gabriel Vissichelli

Darkveld
“I hunt dragons. That thing hunts 
dragons. That doesn’t make it my prey; 
that makes us equals. I’m not going 
anywhere near it.” 

– Heliana, Equal of Darkvelds

With lightning alacrity, a quartet of articulating, 
scale-covered tentacles seize the darkveld’s prey: 
a red dragon wyrmling. The drake’s struggles 
fade to feeble twitches as its crimson scales 
pale and crack. Empowered with renewed 
vigour by the lifeforce of the slain wyrmling, 
the darkveld sets off to hunt its true quarry: 
a tyrannical adult red dragon.

Fused Origins. Based on the colouration, 
horn morphology, and immunity to acids, 
Humperdink posits that this draco-slayer is 
related to black dragons. Heliana’s assertions 
that “this thing is never where you think it is” 
combined with its shoulder-positioned tentacles 
points to a second parental lineage: displacer 
beasts. The conclusion? Upon taming displacer 
beasts, biomancers within the Unseelie Court 
sought to combine two potent predators. While 
the biomantic fusion was clearly successful, the 
lack of any records describing domesticated 
darkvelds reveals a complete failure of the court’s 
beastmasters to tame the dragons.   

Persistent Predators. Engineered to hunt the 
strongest and most tenacious prey, darkvelds’ 
digestive systems are vestigial, rendering them 
immune to poisons and able to pursue prey with-
out stopping to eat and rest. Instead, they derive 
energy from creatures seized in their tentacles; 
laden with deer and bears, the darkveld’s thun-
dering footsteps can hurtle it across open ground 
fast enough to outpace a soaring dragon. When 
their draconic quarry grows tired enough to have 
to land, the darkveld is ready to pounce.

Kinslayers. The sudden death of 
a dragon indicates the potential presence of a 
darkveld. The dessicated corpse—surrounded by 
an untouched treasure hoard—confirms it. Creep-
ing up mountainsides, darkvelds prey on slum-
bering dragons, using their prehensile tentacles 
to prevent escape. Despite their strength, they are 
unwilling to rely on brute force alone; Heliana has 
personally observed one shatter a clutch of eggs 
on three separate occasions. The parents, incited 
to reckless fury at the deaths of their unborn chil-
dren, are all the more likely to make fatal mistakes 
in the ensuing savage brawl.
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Zohtraferna
Huge Fiend (Devil), Lawful Evil

AC 19	 Initiative +4 (14)
HP 351 (26d12 + 182)	 Perception +3 (13)
Speed 40 ft., Fly 50 ft.

STR DEX CON INT WIS CHA
Score 21 18 24 12 16 25

Mod (Save) +5 (+12) +4 +7 (+14) +1 +3 +7 (+14)

Skills Deception +17
Damage Resistances Lightning, Thunder
Damage Immunities Fire
Condition Immunities Charmed, Exhaustion, Frightened
Senses —
Languages Celestial, Common, Infernal
CR 21 (XP 33,000)	 PB +7

Traits
Divine Cloak (Except While Unveiled Form is Active). The 
zohtraferna appears to be a Celestial, including to Divi-
nation magic and creatures with Truesight.

Exposed to Light (Unveiled Form Only). When the 
zohtraferna takes 10 or more Radiant damage in a 
single instance, it loses its damage Resistances and 
Immunities until the start of its next turn.

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

Magic Weapons. The zohtraferna’s weapon attacks are 
magical.

Regrowth. At the start of each of its turns, the zohtrafer-
na regains 15 (1d12 + 9) Hit Points unless it has taken Ra-
diant or Necrotic damage since the start of its last turn.

Unveiled Form
When the zohtraferna is reduced to 0 Hit Points, its 
feathers and white scales melt away, revealing a fiery, 
blackened form beneath. Its current Hit Point total re-
sets to 341 Hit Points, and it regains any expended uses 
of Legendary Resistance. Additionally, the zohtraferna 
can now use the options labelled “Unveiled Form Only” 
for 1 hour. Award a party an additional 50,000 XP 
(83,000 XP total) for defeating the zohtraferna after 
its Unveiled Form activates. Once the zohtraferna’s 
Unveiled Form has activated, it can’t do so again until 
zohtraferna finishes a Short or Long Rest.

Actions
Multiattack. The zohtraferna makes two Deceiver’s 
Blade attacks or uses Purifying Pulse and makes one 
Deceiver’s Blade attack.

Deceiver’s Blade. Melee Weapon Attack: +12, reach 10 ft. 
Hit: 23 (4d8 + 5) Slashing damage. If the zohtraferna is 
in its Unveiled Form, the target takes an extra 9 (2d8) 
Lightning damage.

Purifying Pulse. The zohtraferna stabs its blade into the 
ground, sending a shockwave out from itself. Saving 
Throw: DC 22 Constitution, each other creature 
within 120 feet. Failure: 27 (6d8) Force damage. Success: 
Half damage.
Tail. The zohtraferna swings its tail, attempting to hit 
any creatures near it. Saving Throw: DC 20 Dexterity, 
each other creature within 15 feet. Failure: 10 (3d6) 
Bludgeoning damage, and the target is knocked Prone. 
If the zohtraferna is in its Unveiled Form, the creature 
takes an extra 7 (2d6) Fire damage.

Sea of Flame (Unveiled Form Only; Recharge 5-6). The 
zohtraferna releases a burst of flame, scorching 
everything around it. Saving Throw: DC 22 Dexterity, 
each creature in a 60-foot-radius Sphere centred on 
the zohtraferna. Flammable objects in the area that 
aren’t being worn or carried start burning. Failure: 44 
(8d10) Fire damage. Success: Half damage.

Vengeful Bolt (Unveiled Form Only; Recharge 5-6). The 
zohtraferna sends a powerful arc of lightning from the 
tip of its blade. Saving Throw: DC 22 Dexterity, each 
creature in a 120-foot-long, 5-foot-wide Line. Flamma-
ble objects in the area that aren’t being worn or carried 
start burning. Failure: 45 (10d8) Lightning damage. 
Success: Half damage.
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Zohtraferna
Continued from previous page Pale Ruins

Lair of Zohtraferna

Initiative 20 (loses ties)
Additional XP 1100

Regional Traits
Evercast. The sky within 1 mile of the lair is never dark, 
instead giving off a constant, grey Dim Light. Without 
other sources of light, everything in the area appears 
grey and colourless. Creatures other than Constructs do 
not typically inhabit the area within 6 miles of the lair.

Icetrap. Milky, frost-like crystals cover every surface 
of the lair. A creature that finishes a Short or Long 
Rest within the lair is Restrained by the crystals. A 
creature can use an action to make a DC 15 Strength 
(Athletics) check, freeing itself or another creature 
within its reach on a success.

Lair Actions
The zohtraferna’s lair can’t take the same action two turns 
in a row.

Prismatic Crystals. A faint white glow fills the lair, 
and 1d4 + 2 crystals of pale magical energy appear in 
unoccupied spaces of the zohtraferna’s choice within 
its lair. Each crystal is 5 feet wide and 10 feet tall, has 
AC 16, and has 20 Hit Points. If a crystal takes Fire, 
Force, Lightning, or Radiant damage, it explodes and 
is destroyed, dealing 9 (2d8) damage of the same 
type to each creature within 10 feet of it.

Brilliant Radiance. Glowing lichens grow in three lo-
cations of the zohtraferna’s choice within its lair. Each 
lichen emits magical Bright Light in a 10-foot radius 
Sphere centered on it. The light dispels Darkness 
created by level 5 spells or lower. The light is grey, 
causing everything it touches to appear grey and col-
ourless. The lichens and their light last until Initiative 
count 20 of the next round (winning ties).

Structural Collapse. A large piece of crumbling ruin 
falls within the lair. Saving Throw: DC 18 Dexterity, 
one creature of the zohtraferna’s choice. Failure: 
19 (3d12) Bludgeoning damage, and the target is 
knocked Prone.

Bonus Actions
Warping Light. If the zohtraferna is in an area of Bright 
Light, it teleports up to 60 feet to an unoccupied space 
it can see that is also in Bright Light. It then has Advan-
tage on the first attack roll it makes before the end of 
the turn.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the zohtraferna can expend a use to take one of 
the following actions. The zohtraferna regains all expended 
uses at the start of each of its turns.

Tail. The zohtraferna uses Tail.

Flight. The zohtraferna flies up to its Speed without 
provoking Opportunity Attacks.

Silent Aura. The area within 15 feet of the zohtraferna 
becomes magically silenced until the end of its next 
turn. Creatures entirely within the area have Immunity 
to Thunder damage and are Deafened.

Unveiled Actions
If the zohtraferna’s Unveiled Form has activated in the last 
hour, it can use the options below as Legendary Actions.

Energize. The zohtraferna attempts to recharge its ex-
pended Sea of Flame and Vengeful Bolt actions, rolling 
1d6 for each.

Destructive Summons (Costs 2 Uses). The zohtraferna 
forcefully pulls its surroundings toward it. Saving Throw: 
DC 22 Strength, each other creature within 120 feet. 
Failure: The target is pulled 30 feet directly toward the 
zohtraferna. 
	 The zohtraferna then makes one Deceiver’s Blade 
attack against a creature within its reach.
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Divine Lie
Weapon (Longsword), Very Rare (Requires Attunement)
Component: Pouch of Fiend (Zohtraferna) Feathers

“Of course you can trust me; look how pure and celes-
tial my sword is! An evil person wouldn’t have a sword 
like this! This is probably the most trustworthy sword 
anyone’s ever owned!”

	 — Conner Fibbicus, Definitely Trustworthy

This weapon has 6 charges and regains 1d4 + 2 
expended charges daily at dawn.

When you deal damage with this weapon, you can 
choose to deal Force damage instead of Slashing 
damage. Additionally, when you deal damage 
with this weapon, you can expend 1 charge to deal 
an extra 5d8 Force damage.

Divine Step. As a Bonus Action while holding this 
weapon in an area of Bright Light, you can expend 
1 charge to teleport to an unoccupied space in 
Bright Light you can see within 30 feet of yourself.

Heavenly Cloak. As an action while holding this 
weapon, you can expend 1 charge to cast the Dis-
guise Self spell (save DC 16). When you cast a spell 
with this property, you can choose to appear as a 
Celestial to Divination magic and similar effects 
for the duration.

Consume Light. As a Reaction when you take 
Radiant damage while holding this weapon, you 
can absorb it into the blade, gaining Resistance to 
Radiant damage (including against the triggering 
damage) until the start of your next turn.

Rare variant: Reduce the charges to 5, the re-
charge to 1d4 + 1, and the DC to 15.

Legendary variant: Increase the extra damage to 
6d8 and the DC to 17. 
	 When you use the Divine Step property, you can 
choose a creature you can see within 10 feet of you 
immediately before or after you teleport. It must 

succeed on a DC 17 Wisdom saving throw or be 
Blinded until the end of its next turn. 
	 When you use the Heavenly Cloak property, 
you can cast the Alter Self spell with it instead of 
Disguise Self.

Zohtraferna’s Duality
i can be your angle....or yuor devil

Item Set. While you are attuned to both Divine 

Lie and Dark Truth, both weapons have the Light 

property. Additionally, when you use the Consume 

Light property of Divine Lie, Dark Truth regains 1 

expended charge, and when you use the Consume 

Shadow property of Dark Truth, Divine Lie regains 

1 expended charge. Once a weapon has regained 

a charge in this way, it can’t do so again until the 

next dawn.
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Dark Truth
Weapon (Longsword), Very Rare (Requires Attunement)
Component: Pouch of Celestial (Zohtraferna) Claws

There’s a special kind of exhaustion that comes 
from presenting a facade to the world. Some days, 
you just want to take the mask off and let the 
world see the real you: pure, unadulterated evil.

This weapon has 6 charges and regains 1d4 + 2 
expended charges daily at dawn.

When you hit a target and deal damage to it with 
this weapon, you can choose to deal Fire or Light-
ning damage instead of Slashing damage. Addi-
tionally, when you deal damage with this weapon, 
you can expend 1 charge to deal an extra 5d8 Fire 
or Lightning damage.

Fiend Step. As a Bonus Action while holding this 
weapon in an area of Dim Light or Darkness, you 
can expend 1 charge to teleport to an unoccupied 
space in Dim Light or Darkness you can see within 
30 feet of yourself.

Hellish Wave. As an action, you can stab this weap-
on into the ground and expend 1 charge to create 
a radiating burst of flames. Each creature within 
20 feet of you must make a DC 16 Dexterity sav-
ing throw, taking 6d6 Fire damage on a failed 
save or half as much damage on a successful one.

Consume Shadow. As a Reaction when you take 
Necrotic damage while holding this weapon, you 
can absorb it into the blade, gaining Resistance to 
Necrotic damage (including against the triggering 
damage) until the start of your next turn.

Rare variant: Reduce the charges to 5, the re-
charge to 1d4 + 1, and the DC to 15.

Legendary variant: Increase the DC to 17, the extra 
damage to 6d8, and the Hellish Wave property’s 
damage to 10d6. 
	 When you use the Fiend Step property, you can 
create a 10-foot-radius Sphere of silence centered 
on either the space you left or your destination 
space until the end of your next turn. Any creature 
or object entirely inside the Sphere is Deafened 
and has Immunity to Thunder damage, and cast-
ing a spell with a Verbal component is impossible 
in the area.
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Artist: Rastislav Le

My informants tell me the upper planes have been infil-
trated by demonic actors... We must stop them before the 

planes come to ruin!
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Artist: Ognjen Sporin

Zohtraferna
“Zohfernie was such a fun angel, really! 
We went out for lunch all the time. It 
wasn’t until they decapitated Aggariel 
that we realized we’d been dining with a 
worg in sheep’s clothing.”

— The angel Naivette,  
speaking with her therapist

The mighty archangel Harrogan, a solar of the 
highest order, had single handedly destroyed as 
many Fiends as an entire legion. The pride of the 
Upper Planes, his soldiers whispered that he was 
as invincible as the gods themselves. With no 
hope of removing him in battle, his infernal oppo-
nents devised a more subtle approach, one that 
sent panic through the celestial ranks. Harrogan’s 
body was found cleaved in twain behind the choir 
hall, his face frozen in a scream that no one ever 
heard. With nothing but scorch marks and the 
scent of sulphur, seven more commandant angels 
were torn to pieces before the zohtraferna was 
discovered and cast out.

Artificial Angel. Originally engineered by the 
archfiend of avarice, zohtraferna are perfect 
assassins. Many devils can disguise themselves, 
but zohtraferna are hidden from even the insight-
ful eyes of Celestials. A cloak of white feathers 
and a perfectly tailored radiance give the look of 
divinity, allowing them to walk the Upper Planes 
openly without fear of retribution. Those who find 
themselves in the lands of mortals are often wor-
shipped as deities, even as the civilizations that re-
vere them slowly dwindle into ruin. Very few have 
lived to see a zohtraferna’s true form, and those 
who have done so see their warnings dismissed 
as madness. After all, why would an angel burn 
people with hellfire?

Fiendish Ambition. After tearing through the 
heavenly ranks, the first zohtraferna returned 
to the Lower Planes expecting a hero’s welcome. 
Their arrogance was crushed when their arch-
fiend creator claimed the glory of the event. Filled 
with anger and betrayal, they made a play for the 
archfiend’s domain but fell to the might of the 
greater devil. Ever since, zohtraferna have been 
locked out of their home plane, left to create 
their own dominions of white ruin wherever they 
find themselves.
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Artist: Chaouki Titouhi
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Morphelean
Huge Celestial (Angel), Chaotic Neutral

AC 20	 Initiative +9 (19)
HP 287 (23d12 + 138)	 Perception +2 (12)
Speed 45 ft., Fly 60 ft.

STR DEX CON INT WIS CHA
Score 19 28 22 17 15 23

Mod (Save) +4 (+11) +9 (+16) +6 (+13) +3 +2 +6

Skills Athletics +11
Damage Resistances Fire, Necrotic
Damage Immunities Poison, Radiant
Condition Immunities Charmed, Frightened
Senses Blindsight 150 ft. (blind beyond this radius)
Languages Abyssal, Celestial, Common
CR 23 (XP 50,000)	 PB +7

Traits
Enraging Strikes. Whenever the morphelean deals 
damage to a creature with a weapon attack, that 
creature becomes enraged until the end of its next 
turn. An enraged creature gains a +1 bonus to attack 
and damage rolls, and it feels an overwhelming urge to 
attack. If an enraged creature ends its next turn without 
having dealt damage to a creature with an attack, it is 
Poisoned for 1 hour. While Poisoned in this way, a crea-
ture can’t regain Hit Points. The Lesser Restoration spell, 
Remove Curse spell, or similar magic can calm a creature 
and remove the enraged status.

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

Magic Weapons. The morphelean’s weapon attacks are 
magical.

Reckless Attacks. When the morphelean makes an at-
tack roll, it can choose to strike without caution, gaining 
Advantage on all attack rolls until the start of its next 
turn. If it does, all attack rolls made against it have 
Advantage until the start of its next turn.

Imago Form
When the morphelean is reduced to 0 Hit Points, its 
dark exterior cracks, revealing a glowing golden light 
beneath. If the Greater Restoration or Remove Curse spell 
is cast on it within 1 minute, the curse causing its rage 
is removed. After the minute passes, the morphelean 
emerges as a golden, six-winged Celestial. Its current 
Hit Point total resets to 287 Hit Points, and it regains 
any expended uses of Legendary Resistance.

	 If its curse was removed, the morphelean produces 
a wave of rejuvenating energy. Each non-evil creature 
within 120 feet of the morphelean regains 39 (6d12) Hit 
Points and gains the benefits of a Greater Restoration spell. 
	 If its curse was not removed, a wave of destructive 
light radiates out. Saving Throw: DC 21 Wisdom, each 
creature within 120 feet. Failure: 26 (4d12) Radiant dam-
age, and the target is Blinded until the end of its next 
turn. Success: Half damage only. Failure or Success: The 
morphelean remains Hostile and aggressive. Addition-
ally, the morphelean can now use the options labelled 
“Imago Form Only.” Award a party an additional 50,000 
XP (100,000 XP total) for defeating the morphelean 
after its Imago Form activates. Once the morphelean’s 
Imago Form has activated, it can’t do so again until the 
morphelean finishes a Short or Long Rest.

Actions
Multiattack. The morphelean makes four Frenzied Slash 
attacks. It can replace one attack with a use of Shred-
ding Charge. If the morphelean is in its Imago Form, it 
can replace any of its attacks with Divine Beam attacks.

Frenzied Slash. Melee Weapon Attack: +16, reach 10 ft. Hit: 
14 (1d10 + 9) Slashing damage plus 4 (1d8) Necrotic dam-
age. If the morphelean is in its Imago Form, the Necrotic 
damage is replaced with 5 (1d10) Radiant damage.

Divine Beam (Imago Form Only). Ranged Spell Attack: +13, 
range 90 ft. Hit: 15 (2d8 + 6) Radiant damage.

Shredding Charge. The morphelean moves up to its 
Speed in a straight line, moving through other crea-
ture’s spaces and shredding anything in its path. Saving 
Throw: DC 19 Dexterity, each creature whose space the 
morphelean enters. Failure: 5 (1d10) Slashing damage 
plus 7 (2d6) Necrotic damage and is knocked Prone. If 
the morphelean is in its Imago Form, the Necrotic dam-
age is replaced with 9 (2d8) Radiant damage.



8383

Heliana’s Field Notes - Loot Tavern

Bonus Actions
Disengage. The morphelean takes the Disengage action.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the morphelean can expend a use to take one of 
the following actions. The morphelean regains all expended 
uses at the start of each of its turns.

Charge. The morphelean uses Shredding Charge.

Aura of Violence. The morphelean chooses up to two 
creatures it can see within 60 feet of it to afflict with its 
rage. Saving Throw: DC 21 Charisma. Failure: If the tar-
get is a Humanoid, it becomes enraged (see Enraging 
Strikes) until the end of its next turn. A non-Humanoid 
creature is Charmed by the morphelean until the end 
of its next turn. While Charmed in this way, a creature 
spends its turn attacking the nearest creature.

Imago Actions
If the morphelean’s Imago Form has activated, it can use the 
options below as Legendary Actions.

Divine Beam. The morphelean makes one Divine Beam 
attack.

Imprisoning Light (Costs 2 Uses). Beams of light rain 
down at a point the morphelean can see within 60 feet 
of it, filling a 20-foot radius, 100-foot tall Cylinder 
with Bright Light until the end of the morphelean’s 
next turn. A creature other than the morphelean that 
enters the area for the first time on a turn or starts its 
turn there must succeed on a DC 21 Charisma saving 
throw or be Restrained for the duration. While the 
morphelean is in the light, it gains the benefits of the 
Bless spell.

A Morphelean’s Path
It’s easy to track a morphelean’s movements by 
the trail of carnage left in its wake. Constantly 
hungering for more violence, it never stays in one 
place for long and doesn’t create lairs, but the 
area surrounding it is still changed by its presence 
while it lingers.

Trail of Carnage
Path of a Morphelean

Regional Traits
Infectious Rage. The infectious rage carried by the 
morphelean tears through the local wildlife wherever 
it wanders. Beasts within 5 miles of the morphelean 
are Hostile to the party and attack if approached. 
The Morphelean can be tracked through the blood 
and corpses left in its wake with a successful DC 10 
Wisdom (Survival) check.

Perpetual Dark. Day and night are warped by the 
morphelean’s curse. The area within 1 mile of the 
morphelean is blanketed in perpetual Darkness. 
This Darkness dissipates if the morphelean enters its 
Imago Form.

Morphelean
Continued from previous page
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Shadowsheath
Weapon (Longsword), Very Rare (Requires Attunement)
Component: Celestial (Morphelean) Skin

This sword is like an onion; it has layers. Specif-
ically, it has a terrifying demonic sheath layer, a 
glimmering celestial blade layer, and then a juicy 
core of uncontrollable, frenzied rage, all wrapped 
in a sheath of devilish smoke.

You gain a +1 bonus to attack rolls and damage 
rolls made with this magic weapon. This weapon 
can have a maximum of 7 charges.

Sheathed Menace. While this weapon is sheathed 
and the sheath is visible, you have Advantage on 
Intimidation checks.

Divine Fury. Whenever you hit a creature with 
a weapon attack using the unsheathed sword, 
it deals extra Radiant damage equal to half the 
number of charges it has, and then it gains 1 
charge for every 5 damage dealt by the attack. 
Sheathing the sword resets the charges to 0.

Halo of Rage. As an action, you can send the guard 
of the blade to hover above a willing creature you 
can see within 30 feet of you, casting the Enrage* 
spell on it (save DC 16). Alternatively, you can 
use an action to place the guard above your 
own head and cast the Blood Frenzy* spell on 
yourself. Once you cast a spell using this 
property, that spell can’t be cast with 
it again until the next dawn.

*See Appendix B - Spells

Curse. This sword is cursed, and becoming at-
tuned to it extends the curse to you. As long as you 
remain cursed, you are unwilling to part with the 
sword, keeping it within reach at all times. If the 
weapon reaches its maximum number of charges, 
you go into an uncontrollable frenzy for 1 min-
ute, becoming a creature under the GM’s control, 
during which you have Advantage on Strength 
checks and spend each turn attacking the nearest 
creature. After the minute has elapsed, the sword 
loses all charges. 
	 Another creature can end the frenzy early by 
making a Strength (Athletics) check (DC equals 
8 + your Strength modifier + your Proficiency Bo-
nus), sheathing the blade and ending the frenzy 
on a success.

Rare variant: Remove the option to cast Enrage 
with the Halo of Rage property.

Legendary variant: Increase the maximum num-
ber of charges to 9 and the DC to 17. Increase the 
extra Radiant damage dealt by the Divine Fury 
property to an amount equal to the number of 
charges the weapon has.
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Artist: Rastislav Le

A mysterious figure has been sighted in the lower rings of hell, and 
they’re in an absolute rampage! You must stop it before it tips the 

scales in the infernal war!
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Artist: Ognjen Sporin

Morphelean
“I know you’re an angel trapped within a 
fiend’s form, cursed to a life of nothing 
but violence and rage. If you were 
me, I think I’d be lashing out too. I 
understand you. Let me help!”

— Lady Hope Eterna, about to 
die trying to prove the power of 

friendship

Even Celestials are capable of errors in their youth, 
especially before they grow into the divine wings 
of adulthood. Unfortunately, nothing pleases a 
demon more than tormenting the young, naive 
denizens of the Upper Planes. With a bit of 
demonic blood, a weak angel can be cursed 
with the mindless bloodlust and madness 
of the Abyss, stunting its growth and trap-
ping it in an abyssal form. This cruel curse 
can be undone quickly but, if left untreat-
ed, leads to the angel’s transformation 
into a morphelean.

Contagious Frenzy. The older the morphel-
ean, the wider the influence of its curse. Entire 
regions have been wiped out by a morphelean’s 
presence as its festering presence infuses the 
ground with every step. Hamlets become tragic 
ghost towns, peaceful songbirds wage war in the 
sky, and silent groves eviscerate woodland crea-
tures to water the loam with their blood.

Rebirth. Whether as a noble quest to free an 
angel or a valiant effort to stop chaos and mad-
ness, morpheleans often become a target for 
heroes’ adventures. If the outer shell of demonic 
carapace can be breached, there’s a chance to 
remove the original curse. Those few morpheleans 
who have been freed from their mental prisons 
struggle to find a place in a world that they no 
longer recognize, and coming to terms with the 
tragedy they’ve caused can often take many 
mortal lifetimes.
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X-15
8 & 1/2

GrasslandsExplodobold
Koboldo explodoboldo	         Large & Tiny Dragons	 Neutrals

Artist: Gabriel Vissichelli
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Large Dragon, Neutral

AC 16	 Initiative +6 (16)
HP 110 (13d10 + 39)	 Perception +0 (10)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 14 16 17 13 10 16

Mod (Save) +2 +3 (+6) +3 +1 +0 (+3) +3

Damage Resistances Fire
Senses Darkvision 60 ft.
Languages Draconic, Undercommon
CR 8 (3,900 XP) 	 PB +3

Traits
Explosive Weakness. The explodobold has these weak-
nesses:

Cold Fuse. When the explodobold takes 12 or more 
Cold damage in a single instance, it can replace 
one fewer attack with a use of Bombard when it 
takes the Multiattack action on its next turn, and its 
Thunder Volatility weakness doesn’t function.

Thunder Volatility (1/Turn). When the explodobold 
takes 12 or more Thunder damage in a single in-
stance, it can replace one fewer attack with a use of 
Bombard when it takes the Multiattack action on its 
next turn, and it explodes violently. Saving Throw: 
DC 14 Constitution, each creature within 10 feet. 
The explodobold also automatically fails this saving 
throw. Failure: 4 (1d8) Thunder damage and 4 (1d8) 
Fire damage. Success: Half damage.

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

Eruption Form
When the explodobold is reduced to 0 Hit Points, the 
belief of its myriad kobold minions infuses it with 
almost-deific power. Any conditions on it end, it gains 
Immunity to Fire damage, it gains a Fly Speed of 40 
feet during its turn only, and its current Hit Point total 
resets to 110 Hit Points. 
	 In addition, it immediately explodes. Saving Throw: 
DC 14 Constitution, each creature within 20 feet of 
the explodobold. Failure: 9 (2d8) Thunder damage and 
9 (2d8) Fire damage, and the creature is pushed 10 feet 
directly away from the explodobold. 
	 Award a party an additional 5,900 XP (9,600 XP 
total) for defeating the explodobold after its Eruption 
Form activates. Until it finishes a Short or Long Rest, it 
gains the traits in this section. Once the explodobold’s 
Eruption Form has activated, it can’t do so again until 
the explodobold finishes a Short or Long Rest.

Light of Belief. The explodobold sheds Bright Light in a 
30-foot radius and Dim Light for an additional 30 feet.

Explodable. When the explodobold is hit by an attack 
that doesn’t deal Cold damage, it explodes. It and each 
creature within 10 feet of it takes 4 (1d8) Thunder dam-
age and 4 (1d8) Fire damage. Creatures other than the 
explodobold that take this damage are pushed 5 feet 
directly away from the explodobold.

Fire Aura. At the end of each of the explodobold’s turns, 
each creature of the explodobold’s choice in a 5-foot 
Emanation originating from the explodobold takes 4 
(1d8) Fire damage.

Explodobold Motherlode

Artist: Gabriel Vissichelli



9191

Heliana’s Field Notes - Loot Tavern

Actions
Multiattack. The explodobold makes two attacks, using 
Tail or Bowgun in any combination. It can replace up to 
two attacks with an equal number of uses of Bombard 
(see Explosive Weakness).

Tail. Melee Weapon Attack: +5, reach 5 ft. Hit: 5 (1d6 + 2) 
Bludgeoning damage plus 2 (1d4) Thunder damage. If 
the target is a Large or smaller creature, the explodobold 
can push the target up to 10 feet directly away from itself.

Bowgun. Ranged Weapon Attack: +6, range 120/480 ft. 
Hit: 12 (2d8 + 3) Piercing damage.

Bombard. The explodobold detaches an explosive scale, 
which it fires at a point within 90 feet. Saving Throw: DC 
14 Constitution, each creature within 10 feet of that 
point. Failure: 4 (1d8) Thunder damage and 4 (1d8) Fire 
damage. Failure by 5 or More: Stunned until the start of 
its next turn. Success: Half damage. 
	 After the explodobold uses Bombard, roll a d10. On 
a 10, an Explodoboldling appears in the nearest unoc-
cupied space to the chosen point.

Reactions
Reposition. Trigger: An enemy moves within 10 feet of the 
explodobold. Response: The explodobold moves up to 
half its Speed without provoking Opportunity Attacks.

Legendary Actions
Legendary Action Uses: 2. Immediately after another crea-
ture’s turn, the explodobold can expend a use to take one of 
the following actions. The explodobold regains all expended 
uses at the start of each of its turns.

Attack. The explodobold makes one Tail or Bowgun 
attack.

Move. The explodobold moves up to half its Speed with-
out provoking Opportunity Attacks.

Mythic Actions
For 1 hour after the explodobold’s Eruption Form activates, it 
can take the following options as Legendary Actions.

Multishot (Costs 2 Uses). The explodobold chooses up to 
three different targets in a 45-foot Cone and makes one 
Bowgun attack against each target.

Cannonade (Costs 2 Uses). The explodobold fires a rain 
of scales in a 60-foot-long, 20-foot-wide Line. At the 
end of the next turn, the scales explode. Saving Throw: 
DC 14 Dexterity, each creature in the area. Failure: 9 
(2d8) Thunder damage and 9 (2d8) Fire damage. Until 
the end of its next turn, the target is Deafened and its 
Speed is halved.

Explodobold Motherlode
Continued from previous page

Artist: Gabriel Vissichelli



9292 Heliana’s Field Notes - Loot Tavern

Explodoboldling
Tiny Dragon, Chaotic Neutral

AC 12	 Initiative +4 (14)
HP 3 (1d4 + 1)	 Perception -2 (8)
Speed 25 ft.

STR DEX CON INT WIS CHA
Score 7 14 12 8 6 8

Mod (Save) -2 +2 +1 -1 -2 -1

Damage Resistances Fire
Gear Dagger, Shortbow
Senses Darkvision 60 ft.
Languages Undercommon
CR 1/2 (100 XP) 	 PB +2

Traits
Avoidance. If the explodoboldling would take half 
damage as the result of succeeding on a saving throw, it 
instead takes no damage.

Explosive Weakness. The explodoboldling has this 
weakness:

Thunder Volatility. When the explodoboldling takes 
5 or more Thunder damage in a single instance, 
it loses all charges gained using its Gather Bonus 
Action and explodes. Saving Throw: DC 11 Constitu-
tion, each creature within 5 feet of the explodob-
oldling. The explodoboldling also automatically 
fails this saving throw. Failure: 2 (1d4) Thunder dam-
age and 2 (1d4) Fire damage. Success: Half damage.

Actions
Multiattack. The explodoboldling makes two attacks, 
using Dagger or Shortbow in any combination. It can 
replace one attack with a use of Bomble.

Dagger. Melee Weapon Attack: +4, reach 5 ft. Hit: 4 (1d4 + 
2) Piercing damage.

Shortbow. Ranged Weapon Attack: +4, range 60/240 ft. 
Hit: 5 (1d6 + 2) Piercing damage.

Bomble. The explodoboldling moves up to its Speed in 
a straight line. If it collides with a creature or object, its 
bomble explodes. Saving Throw: DC 11 Constitution, 
each creature within 10 feet of the explodoboldling. 
Failure: 2 (1d4) Thunder damage and 2 (1d4) Fire dam-
age for each charge the explodobolding gained using 
its Gather Bonus Action, and the creature is Deafened 
until the end of its next turn. Success: Half damage only. 
Failure or Success: The explodoboldling loses all charges.

Bonus Actions
Gather. While within 40 feet of an explodobold, the ex-
plodoboldling can gather scales and other detritus shed 
by the explodobold into a round object called a bom-
ble. Each time it uses this Bonus Action, the explodob-
oldling gains 1 charge (maximum 3 charges). For each 
charge the explodoboldling has, its Speed increases by 
5 feet, and it sheds Dim Light for an additional 5 feet.
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Kablowbold Suit
Armour (Any Light), Rare
Component: Pouch of Dragon (Explodobold) Scales

“I guarantee this will make you fly. You will also even-
tually stop flying. When is anyone’s guess. Good luck!”

— L’Arsène Upin, Honestly Imprecise

As with all things kobold-derived, the Kablowbold 
Suit can be a little… inconsistent. Part squirrel suit, 
part artillery, and partly reliable, its tiny rocket en-
gine can guarantee escape from any well, canyon, 
or tarrasque’s stomach, provided the escape is 
guaranteed to take six seconds or less.

Glide. When you fall at least 30 feet, you can 
take a Reaction to deploy the suit’s wings. If you 
do, subtract up to 100 feet from the fall when cal-
culating falling damage, and you can move up to 2 
feet horizontally for every 1 foot you descend.

Flight. As a Bonus Action while wearing the 
armour, you can pull a toggle, activating a small 
rocket and gaining a Fly Speed of 30 feet for 1 min-
ute. At the end of each of your turns, roll a d6. On 
a 1-2, you immediately lose the Fly Speed and fall 
200 feet. This property can be used twice, regain-
ing all expended uses daily at dawn.

Bombs Away. There are two incendiary bombs 
attached to the chest of the armour. While wear-
ing the armour and flying, you can use an action to 
drop one bomb directly below you, which imme-
diately falls 200 feet, and another 200 feet at the 
start of each of your turns, until it hits a surface or 
creature. When it does, the bomb explodes in a 
20-foot-radius Sphere. Each creature in the area 
must make a DC 15 Constitution saving throw. 
On a failed save, a creature takes 2d8 Fire damage 
plus 2d8 Thunder damage and falls Prone. On 
a successful save, a creature takes half as much 
damage only. Dropped bombs reappear on the 
suit daily at dawn.

Uncommon variant: Remove the Bombs Away 

property.

Very rare variant: You have a +1 bonus to AC 

while wearing this armour. Increase the DC to 16 

and the Fire and Thunder damage to 3d6 each.

Artist: Chaouki Titouhi
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We’re under attack! Explosions are imminent!  
Protect the town, please!



9797

Heliana’s Field Notes - Loot Tavern

Artist: Gabriel Vissichelli

Explodobold
“I T R EALLY IS ASTONISHING T HAT 
T HEY MANAG ED TO EVOLVE 
AT ALL . T HE SU R VIVAL 
PE R CENT AG E OF T HEI R 
YOUNG IS IN T HE SING LE 
F IG U R ES . WHY DO YOU KEEP 
WINC ING ? AM I SHOUT ING ?”

— Dr. Doolots, Temporarily Deaf

Large relatives of kobolds, explodobolds are most 
notable for the glowing scales that adorn their 
bodies. As time passes, they grow more volatile, 
occasionally spontaneously exploding. A cavern 
floor pockmarked by molten craters is a warning 
you have entered an explodobold’s domain.

Living Arsenal. The glow of the rapidly-growing, 
volatile scales that form an explodobold’s epider-
mis is proportional to its age; the more mature the 
explodobold, the greater the scales’ brightness 
and instability. At breeding age, these scales can 
shake loose and explode, birthing Tiny explodob-
oldlings (provided that they survive the erup-
tion). Thus, explodobold ecdysis—the process of 
shedding—is both a defensive measure and part 
of their explosive reproductive cycle.

Kobold Belief-genuity. As with their kobold cous-
ins, explodobolds are creative problem solvers 
and artificers whose inventions rarely adhere to 
the rules of arcanomechanics. Instead, the more 
one believes in its contraption, the more success-
fully the contraption functions. As seen with the 
mechakoboldzilla, this belief can cause apotheo-
sis—the genesis of a god—when concentrated in 
an individual. One should always tread carefully 
when battling an explodobold in the presence of 
its peers.

Explodobold Motherlode
Evasive and agile, the explodobold is a skirmisher, 
relying on its ‘bowgun’ to rain destruction from 
afar. Between it and its enemies is a blanket of 
its young: explodoboldlings that gather its shed 
scales like dung beetles gather dung. The differ-
ence? This dung explodes and, when gathered in 
sufficient quantities, turns explodoboldlings into 
eruptive bowling balls. Defeating an explodobold 
is hard; reaching it is harder.
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X-16
10

Forest & JungleChimerina
Dionaea chimerae	 Large Plant	 Chaotic Neutral
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Chimerina
Large Plant, Chaotic Neutral

AC 16	 Initiative +8 (18)
HP 142 (15d10 + 60)	 Perception +3 (13)
Speed 40 ft., Climb 30 ft.

STR DEX CON INT WIS CHA
Score 16 19 18 7 16 9

Mod (Save) +3 +4 +4 (+8) -2 +3 -1 (+3)

Skills Stealth +8
Damage Resistances Acid, Poison
Condition Immunities Charmed
Senses Tremorsense 120 ft. (blind beyond this radius)
Languages None
CR 10 (XP 5,900)	 PB +4

Traits
False Appearance. If the chimerina is motionless at the 
start of combat, it has Advantage on its Initiative roll. 
Moreover, if a creature hasn’t observed the chimerina 
move or act, that creature must succeed on a DC 18 
Intelligence (Investigation) check to discern that the 
chimerina is animate.

Floral Weakness. The chimerina has these weaknesses:

Necrotic. If the chimerina takes 13 or more Necrotic 
damage in a single instance, it can’t take Reactions 
until the start of its next turn.

Pyrophobia. If the chimerina starts its turn within 
120 feet of a Small or larger open flame, it is sub-
jected to the following effect. Saving Throw: DC 15 
Wisdom. Failure: Can’t willingly move closer to the 
flame until the start of its next turn.

Forest & Jungle Camouflage. The chimerina has Ad-
vantage on Stealth checks made to hide in forest and 
jungle terrain, as well as deep undergrowth.

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

Stinky. While not in its lair, creatures have Advantage 
on ability checks made to find or track the chimerina 
that involve smell.

Venus Trappers. The first time a creature hits the chime-
rina with a melee weapon attack on its turn, the chime-
rina’s flytraps bite at the attacker. Saving Throw: DC 16 
Strength, the attacking creature. Failure: The chimerina 
disarms the creature of the weapon with which it at-
tacked. If the attack is made with a part of the attacker’s 
body (such as a fist or mouth), the creature instead takes 
5 (2d4) Piercing damage and is Grappled (escape DC 16). 
	 A creature within 5 feet of the chimerina that has a 
free hand can use an action to make a DC 16 Strength 
check, grabbing a weapon that was disarmed in this 
way on a success.

Actions
Multiattack. The chimerina makes two attacks, using 
Tarsus Scythe or Acid Spit in any combination.

Tarsus Scythe. Melee Weapon Attack: +8, reach 5 ft. Hit: 13 
(2d8 + 4) Slashing damage.

Acid Spit. Ranged Weapon Attack: +7, range 40/120 ft. Hit: 
9 (2d4 + 4) Acid damage.

Bonus Actions
Awful Aroma. The chimerina releases a scent from its 
rafflesia flower, choosing from the following options. 
It can’t choose the same scent two turns in a row. Each 
creature in a 30-foot Emanation originating from the 
chimerina is subjected to the scent’s effect.

Serenity. Saving Throw: DC 16 Constitution. Failure: 
The target lies down on the ground, falling Prone.

Terror. Saving Throw: DC 16 Intelligence. Failure: The 
target perceives one random object it is holding 
as something it fears and throws it 30 feet in a 
random direction.

Wrath. Saving Throw: DC 16 Wisdom. Failure: The tar-
get immediately makes one weapon attack against 
a randomly determined creature within its reach 
other than the chimerina.
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A Chimerina’s Lair

The scent of rotting meat means one 

of two things: something big didn’t 

finish its dinner, or the scent is 

false and you have wandered into 

a chimerina’s lair. Beetles and oth-

er detritivores are abundant, drawn 

by the lure of a potential feast. For 

those without the ability to smell, a 

Rotscent Lair appears unremarkable, 

a forest or jungle like any other.

Reactions
Acid Sap. Trigger: The chimerina takes Piercing or Slash-
ing damage. Response: Each creature within 5 feet of the 
chimerina takes 7 (2d6) Acid damage.

Legendary Actions
Legendary Action Uses: 2. Immediately after another crea-
ture’s turn, the chimerina can expend a use to take one of the 
following actions. The chimerina regains all expended uses 
at the start of each of its turns.

Attack. The chimerina makes one Acid Spit or Tarsus 
Scythe attack.

Scent Bloom. One creature within 15 feet of the chime-
rina is subjected to one of the scents from the Awful 
Aroma action (chimerina’s choice when it takes this 
action). The chimerina must use a different Legendary 
Action option before it can use this one again.

Webgility. The chimerina fires a sticky root at a point 
it can see within 30 feet of it and pulls itself to that 
point in a straight line without provoking Opportunity 
Attacks. It can pass through the spaces of creatures 
smaller than it; when it does so, those creatures are 
subjected to the following effect. Saving Throw: DC 15 
Strength. Failure: The target is knocked Prone.

Chimerina
Continued from previous page Rotscent Lair

Lair of a Chimerina

Initiative 20 (loses ties)
Additional XP 2,000 XP

Regional Traits
Miasma. The awful scent of rotting meat pervades 
the area within 1 mile of the lair, robbing creatures 
of their appetite. Saving Throw: DC 14 Constitution, 
each creature that takes a Short or Long Rest in the 
area. Failure: The target can’t eat during the rest, and 
it regains only half as many Hit Points from Hit Dice it 
spends at the end of a Short Rest, or half its Hit Point 
total at the end of a Long Rest. In addition, for a Long 
Rest, its Exhaustion level doesn’t decrease.

Lair Actions
On its turn, the Rotscent Lair takes an action to cause one 
of the following effects. The lair can’t take the same action 
two turns in a row.

Alluring Aroma. An alluring smell fills the air around 
a point in the lair. Saving Throw: DC 14 Wisdom, each 
creature in a 60-foot-radius Sphere centred on that 
point. Failure: At the start of the target’s next turn, it 
immediately moves up to its Speed toward that point 
by the shortest route that avoids obviously damaging 
terrain (GM’s discretion).

Paralysing Thread. A thin, almost-invisible thread 
falls from the sky, partially paralysing creatures it 
touches. Saving Throw: DC 14 Constitution, each 
creature in a 60-foot-long, 5-foot-wide Line originat-
ing from a point in the lair. Failure: The target rolls 1d6 
and suffers the following effect until Initiative count 
20 of the following round (winning ties):

1-2: Arm. The creature has Disadvantage on attack rolls.

3-4: Leg. The creature’s Speed is halved, and it has Disadvan-
tage on Strength and Dexterity checks and saving throws.

5-6: Head. The creature can’t talk or cast spells with Verbal 
components, and attack rolls against it have Advantage.

Summon Swarm. A Swarm of Insects (lair’s choice of 
beetles, centipedes, or wasps) appears in the lair and is 
Hostile to creatures to whom the chimerina is Hostile.
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Laceblade
Weapon (Any One-Handed Sword), 
Uncommon (Optional Attunement)
Component: Pouch of Plant (Chimerina or Laceleaf) Leaves

First thing’s first: your grip shouldn’t be too 
tight, nor too loose. Never drop your blade. You 
can’t be a swordsman without a swo–. Well. 
That doesn’t seem fair.

— Cyrio Morel, Mycelian Swordmaster

You have a +1 bonus to attack rolls and damage 
rolls made with this magic weapon. When you 
hit with an attack using this weapon, it deals your 
choice of Piercing or Slashing damage.

Vine Hilt. When you grasp the weapon’s hilt, the 
blades’ vines wrap around your forearm. You can’t 
be disarmed of this weapon. If you choose to drop 
it, the vines hold it within easy grasp of your hand. 
On your turn, you can take hold of the item again 
(no action required). A creature can take 1 minute 
to gently detach a Laceblade from itself or the fore-
arm of a creature within its reach.

Optional Attunement. If you choose to attune to 
this item, you can use the Quickvine property 
while you remain attuned to it.

OA: Quickvine. When a willing creature within 
20 feet of you is targeted by an attack from a 
creature you can see, you can take a Reaction 
to cause a vine to whip out and pull the crea-
ture up to 15 feet directly towards you, causing 
the attack to miss if the creature is pulled out 
of the attack’s reach or range. As an action, you 
can pull a willing creature within 20 feet of you 
15 feet directly towards you. This property can 
be used twice, and regains all expended uses 
daily at dawn.

Rare variant: Increase the attack and damage 
bonus to +2.

Very rare variant: Increase the attack and damage 
bonus to +3.

Artist: Michelle Mueller
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Lashlily Targe
Armour (Shield), Uncommon (Optional Attunement)
Component: Bundle of Plant (Chimerina) Roots

“Ever since the resurgence of the Iron Maid-
en dwarves, everyone expects a spiked shield. 
It’s so 1422. But a shield that can pull 
you onto those spikes and smells bad? Now 
that’s innovation.”

—Cyrio Morel, Overly Perfumed

Spiked Shield. This Shield can be used as a melee 
weapon. It deals Piercing damage equal to 1d4 plus 
your Strength modifier on a hit. If you are proficient 
with Shields, you are proficient with this weapon.

Vine Whip. By squeezing the Shield’s handle, you 
cause its barbed vine to whip out and grab a foe. 
As a Bonus Action, you can make a melee weapon 
attack against a creature within 20 feet of you (+5 
to hit). On a hit, the creature takes 1d6 Bludgeon-
ing damage and, if the creature’s size is equal to 
or smaller than yours, you can pull it up to 15 feet 
directly towards you.

Optional Attunement. If you choose to attune to 
this item, you can use the Awful Aroma property 
while you remain attuned to it.

OA: Awful Aroma. As an action, you can cause 
the Shield’s rafflesia to emit an aroma, choos-
ing from the options below. Each creature oth-
er than you within 20 feet of you is subjected to 
the option’s effect. Once this property is used, it 
can’t be used again until the next dawn.

Drowsiness. The target must succeed on a DC 
13 Constitution saving throw or take 2d6 
Poison damage and lie down on the ground, 
falling Prone.

Terror. The target must make a DC 13 Intel-
ligence saving throw. On a failed save, it 
takes 2d6 Psychic damage, and it perceives 
one object it is holding (randomly determined 
if more than one) as something it fears and 
throws it 30 feet in a random direction.

Wrath. The target must make a DC 13 Wisdom 
saving throw. On a failed save, it makes one 
weapon attack against a randomly determined 
creature other than you that is within its reach.

Rare variant: Increase Vine Whip’s attack modifier 
to +7, the Bludgeoning damage to 1d10, and the 
DCs to 15. The Awful Aroma property can be used 
twice, regaining all expended uses daily at dawn.

Very rare variant: Increase Vine Whip’s attack 
modifier to +8, the Bludgeoning damage to 2d6, 
and the DCs to 16. The Awful Aroma property can 
be used three times, regaining all expended uses 
daily at dawn.

Sword & Shield
Item Set

While you hold both the Laceblade and Lashlily 

Targe, you gain access to the Vinestrike property.

Vinestrike. When you use the Lashlily Targe’s 

Vine Whip property to pull a creature towards 

you and then take the Attack action, you can 

make one additional attack with the Lace-

blade as part of that action. After you use th
is 

property, you can’t do so again until you
 finish 

a Short or Long Rest.

OA: Awfuller Aroma. While you are attuned to 

both the Laceblade and Lashlily Targe, the saving 

throw DCs of Awful Aroma increases by 1.



Artist: Rastislav Le

Not only is the jungle in upheval, but it also smells 
TERRIBLE! I have no idea what might be causing it, but 

I’m not the one looking for the source!
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Artist: Gabriel Vissichelli

Chimerina
“Dancing has never been my forté… 
but a dance with death? I better start 
practicing my pliés.”

— Heliana, Two Left Feet

With stealthy stiletto steps, your best chance of 
spotting a chimerina is the stench of decay that 
wafts from the flower at its head, a rotcorpse lily. 
Unfortunately, the area around a chimerina’s lair 
also stinks, which, combined with its natural, 
undergrowth-like camouflage, makes it almost 
impossible to find. More often than not, it is the 
chimerina that finds you.

Floral Chimera. Why limit biomancy to fauna? 
Flora has a whole lot going for it, and it practi-
cally feeds itself. Well, this chimerina definitely 
does. The progenitor of this plant-portmanteau 
is anyone’s guess (ahem Stein ahem). Combin-
ing the nasal-nuking aroma of a rafflessia, the 
blade-biting maws of flytraps, and the acidic sap 
of a laceleaf mantid, the chimerina is a menace to 
pollinators and people alike.

Mercy Bouquet. The diet of this brutal bouquet 
is whatever crosses its path. The innate magic of a 
chimerina’s lair creates alluring aromas that mes-
merise potential prey. Beetles and bugs, drawn by 
the scent of rotting meat, buzz lazily into its raffle-
sia flower, where they are succinctly dissolved and 
absorbed. Adventurers and animals are coaxed to 
vulnerable locations where nigh-invisible, web-
like strands fall onto them, causing partial paraly-
sis. The chimerina promptly eviscerates incapaci-
tated prey with its razor-sharp legs before feeding 
them piece by piece to the many mouths of the 
flytraps at its waist.

Fire and Death. A chimerina is not without 
weaknesses! Burning and decay are essential tools 
in besting these floral chimerae, and they have 
an innate fear of the former. A well-fed campfire 
can keep a chimerina at bay, even when the scent 
of death is thick in the air, and the chattering of 
ruby-tongued flytraps echoes from the dark be-
tween the trees.
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Coast & OceanVampiacrus
Sanguis fulminis	 Huge Undead	 Chaotic Evil
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Vampiacrus
Huge Undead, Chaotic Evil

AC 17	 Initiative +10 (20)
HP 345 (30d12 + 150)	 Perception +10 (20)
Speed 30 ft., Swim 120 ft.

STR DEX CON INT WIS CHA
Score 21 16 20 10 16 20

Mod (Save) +5 +3 (+10) +5 +0 +3 (+10) +5 (+12)

Skills Perception +10
Damage Resistances Cold, Necrotic
Damage Immunities Lightning, Poison
Condition Immunities Exhaustion, Poisoned
Senses Darkvision 300 ft.
Languages None
CR 22 (XP 41,000)	 PB +7

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

Lightning Absorption. When the vampiacrus is sub-
jected to Lightning damage, it regains a number of Hit 
Points equal to the Lightning damage dealt.

Lightning Body. While the vampiacrus is submerged in 
water, a creature that touches the vampiacrus or hits 
it with a melee attack while within 5 feet of it takes 9 
(2d8) Lightning damage. The vampiacrus sheds Bright 
Light in a 100-foot radius and Dim Light for another 
100 feet.

Lightning Reanimation. A creature that is reduced to 0 
Hit Points by Lightning damage originating from the 
vampiacrus, or a creature’s corpse that is in the area of 
an effect originating from the vampiacrus that deals 
Lightning damage, becomes a Vampire Spawn under 
the vampiacrus’ control. A creature that becomes a Vam-
pire Spawn in this way has a Swim Speed of 30 feet, has 
Immunity to Lightning damage, and shares the vampia-
crus’ Lightning Absorption and Undead Nature traits.

Piranha Panic. If the vampiacrus drops to 0 Hit Points 
outside its resting place, it uses Shape-Shift to become 
a ghostly Swarm of Piranhas (no action required). If it 
can’t use Shape-Shift, it is destroyed. 
	 While it has 0 Hit Points in this form, it can’t return 
to its true form, and it must reach its resting place with-
in 2 hours or be destroyed. Once in its resting place, it 
returns to its true form and is Paralysed until it regains 
any Hit Points, and it regains 1 Hit Point after spending 
1 hour there.

Vampire Weaknesses. The vampiacrus has these 
weaknesses:

Stake to the Heart. If a Large or larger weapon made 
of wood that deals Piercing damage is driven into 
the vampiacrus’ heart while the vampiacrus is 
Incapacitated in its resting place, the vampiacrus is 
Paralysed until the weapon is removed.

Sunstruck. The vampiacrus takes 20 Radiant damage 
if it starts its turn in sunlight. While in sunlight, it 
has Disadvantage on attack rolls and ability checks.

Actions
Multiattack (True Form Only). The vampiacrus makes 
one Bite attack and one Tail Whip attack.

Bite. Melee Weapon Attack: +12, reach 10 ft. Hit: 20 (3d8 
+ 7) Piercing damage plus 18 (4d8) Lightning dam-
age. The target’s Hit Point maximum is reduced by an 
amount equal to the Lightning damage taken, and the 
vampiacrus regains Hit Points equal to that amount.

Tail Whip (True Form Only). Melee Weapon Attack: +12, 
reach 15 ft. Hit: 14 (3d4 + 7) Bludgeoning damage plus 9 
(2d8) Lightning damage.

Discharge (Recharge 5-6; True Form Only). The vampia-
crus erupts in a maelstrom of crimson lightning. Saving 
Throw: DC 20 Dexterity, each creature within 30 feet. 
Failure: 66 (12d10) Lightning damage, and the target 
is Blinded until the start of its next turn. Success: Half 
damage only.
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Bonus Actions
Shape-Shift. If the vampiacrus isn’t in sunlight, it shape-
shifts into a Swarm of Piranhas, or it returns to its 
true form. 
	 While in swarm of piranhas form, the vampiacrus’ 
game statistics are unchanged except as follows. The 
vampiacrus’ size is Medium, its Speed is 0 feet, its Swim 
Speed is 30 feet, and it can’t take any actions, speak, or 
manipulate objects. It can occupy another creature’s 
space and vice versa, and it can move through any 
opening large enough for a Tiny piranha. It has Resist-
ance to all damage except Radiant damage.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the vampiacrus can expend a use to take one of 
the following actions. The vampiacrus regains all expended 
uses at the start of each of its turns.

Surge. The vampiacrus swims up to half its Swim Speed 
without provoking Opportunity Attacks.

Tail Whip (True Form Only). The vampiacrus makes one 
Tail Whip attack.

Hypnotising Luminescence (Costs 2 Uses). The vampia-
crus shimmers in a mesmerising pattern, choosing one 
of the options from the Command spell. Saving Throw: 
DC 20 Wisdom, each creature within 30 feet. Failure: 
The target is subjected to the Command spell, following 
the command option chosen by the vampiacrus.

Vampiacrus
If you are using the 2014 version of the 5e rules, you 
can make the following changes to the Vampiacrus.

Modification: Creature Names
Replace all mentions of Swarm of Piranhas with 
Swarm of Quippers.

Additional Trait: Undead Nature
The vampiacrus doesn’t need to breathe, eat, 
drink, or sleep.

Vampiacrus
Continued from previous page

Artist: Aleksa Drageljevic
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Sanguine Shockshot
Weapon (Lance), Very Rare (Requires Attunement)
Component: Pouch of Undead (Vampiacrus) Teeth

The forging of this lightning-spewing railgun-lance 
was fraught with avoidable deaths. Though its 
supercharged material necessitated the use of 
nonmetal equipment for the safety of its creators, 
multiple stubborn dwarves died during its crea-
tion…the Fighter who commissioned it later said, 
when asked, “I’m glad they gave up after the fourth 
one; I couldn’t afford to pay for another funeral.”

While carrying this weapon, you have Resistance 
to Lightning damage, and when you hit with an 
attack with it, you can choose to deal Lightning 
damage instead of Piercing.

Bio-Electric Railgun. You can make ranged spell 
attacks with this weapon, in addition to its normal 
melee weapon attacks. Each spell attack has a 
normal range of 100 feet, a long range of 300 feet, 
+8 to hit, and deals 3d8 Lightning damage on a hit. 
You do not add an ability modifier to this damage.

Crimson Flash. You can use an action to release 
a flash of bioluminescence from this weapon. 
Each other creature within a 300-foot Emanation 
originating from the weapon must make a DC 16 
Constitution saving throw. A creature that 
fails its saving throw is Blinded and repeats the 
save at the end of each of its turns, ending the 
effect on itself on a success. After this property is 
used, it can’t be used again until the next dawn.

Rare variant: Reduce the attack modifier to +7, the damage to 2d8, and the DC to 16.
Legendary variant: Increase the attack modi-fier to +9 and the DC to 17. You have Immunity to Lightning damage, rather than Resistance, while carrying this weapon. The weapon also has the Storm Devourer property.

Storm Devourer. When a creature within 30 feet of you takes Lightning damage, you can take a Reaction to cause it to take no Lightning dam-age instead. The next time you deal Lightning damage with this weapon, use the highest number possible for each die instead of rolling. This property can be used three times, regaining all expended uses daily at dawn.

Artist: Aleksa Drageljevic

For the 2014 version of the 5e rules, an Emanation is an 
area of effect that extends in straight lines from a source in 
all directions. The area moves with the source unless it is 
instantaneous or stationary, and its source isn’t included in 
the area of effect unless its creator decides otherwise.

Emanations
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Anbaric Bloodscourge
Magical Contagion

Whale falls and deep underwater caves are often 
home to Anbaric Bloodscourge, which festers in the 
vitamin deficient flesh of those unlucky enough to 
explore the murky waters of a bloodbound levia-
than’s home. Any Humanoid that takes Piercing 
or Slashing damage from an attack from a blood-
bound leviathan or spends 1 hour underwater 
while inside the lair of a bloodbound leviathan 
must succeed on a DC 15 Constitution saving 
throw or become infected with Anbaric Blood-
scourge. A creature suffers the following effects 1d4 
days after infection:

Fatigue. The creature gains 1 Exhaustion lev-
el, which lasts until the contagion ends on 
the creature.

Light Hypersensitivity. While the creature 
has any Exhaustion levels and is in Bright 
Light, it has Disadvantage on attack rolls and 
ability checks, and it subtracts 1d8 from its 
damage rolls.

Lightning Sustenance. If the creature spends 
24 hours without being subject to Lightning 
damage, it gains 1 Exhaustion level. In addi-
tion, while the creature has at least 3 Exhaus-
tion levels, it has Immunity to Lightning dam-
age and whenever it is subjected to Lightning 
damage, its Exhaustion level decreases by 1.

Rotting Flesh. While the creature has any 
Exhaustion levels, its creature type becomes 
Undead, and finishing a Long Rest neither re-
stores lost Hit Points nor reduces the creature’s 
Exhaustion level.

Waterlocked. While the creature has any Ex-
haustion levels, it can’t enter a ship or other 
water vehicle without an invitation from a 
crew member, nor can it place foot on land.

Fighting the Contagion. Magic such as a Remove 
Curse or Greater Restoration spell ends the conta-
gion immediately. At the end of each Long Rest, 
an infected creature makes a DC 15 Constitution 
saving throw. A creature that has consumed a 
moderate amount of citric fruits, such as oranges 
or lemons, has Advantage on this save. After the 
creature succeeds on three of these saves, the 
contagion ends on it.

Spreading the Contagion. Any Humanoid that 
takes Piercing or Slashing damage from an attack 
from creature that carries the contagion must 
succeed on a DC 15 Constitution saving throw 
or become infected with Anbaric Bloodscourge. 
On a successful save, the Humanoid can’t catch the 
contagion from that particular infected creature 
for the next 24 hours. 
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Artist: Rastislav Le

Seeing the ocean painted blood red is most certainly not a 
good omen... please look into the source of it!
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Artist: Aleksa Drageljevic

Vampiacrus 
“She bit WHAT!?” 

— Humperdink, after receiving his 
vampiric mother’s latest care package 

of “taster phials”  

Nigh-Invincible Nightstalker

As Humperdink stalked the halls of the Loot 
Tavern, the schematics of his vampiric moth-
er’s latest reckless creation clenched in a 
white-knuckled hand, he reviewed his options. 
“Not a speck of sunlight down there… Too far 
from tritons or sea-elves for their holy sym-
bols... Immobilised in running water? HA!… 
And there isn’t a wooden stake big enough 
for that thing on the Material Plane!” He later 
threw a head of garlic across the kitchen, curs-
ing himself for even considering the idea, and 
went back to darning his socks. 

A lurid crimson glow in the distant abyss heralds 
the approach of the vampiacrus. It moves with 
the implacable force of a riptide, tearing whales 
apart in cataclysmic bursts of viscera and sucking 
the blood-saturated seawater into its iridescent 
flesh. It is a surreal, pelagic nightmare of blazing, 
electrified teeth and surging speed—a terror no 
terrestrial vampire could hope to match.

Beyond the Seabottom. The vampiacrus con-
trols an ever-expanding territory marked by 
shredded whales, desecrated colossal squid, and 
exsanguinated dragon turtles. The few times 
the monster has been spotted, it was by sailors 
fortunate enough to survive the raging hurricane 
under which the creature appeared to be bathing. 
Surrounded by bioluminescent thralls of aqueous 
morphology, it was repeatedly struck by lightning, 
its blood-red glow growing brighter with each 

bolt. Scarlet arcs of electricity occasionally pulsed 
between its enormous form and that of its thrall 
attendants, who seemed to thrive on the scraps of 
its electrical discharge.

Enthralling Carnivore. The few creatures whose 
fragile forms survive the vampiacrus’ initial blows 
find themselves spellbound by its shimmering 
flesh, then drained of life by its electrified teeth. 
Not long after, electricity surges through the 
corpse as it rises again as a twisted, twitching 
vampire spawn. The vampiacrus uses a school 
of these thralls (often unbreathing cetaceans, 
decayed sharks, and glowing plesiosaurs) to guard 
the entrance of its pelagic cave-lairs. There, their 
master grants them infrequent meals of blood 
and lightning, keeping their predator senses razor 
sharp—too sharp. They lash out, desperate and 
unthinking, at the slightest glimpse of a distant 
silhouette, and can spend hours gnawing on rust-
ed shipwrecks, rock outcroppings, and even each 
other’s necrotic flesh. 

Little Red Lights. Through the inept and un-
thinking process of evolution, parasitic fish still 
attempt to parasitise the vampiacrus. With the 
pulses of electricity that ripple across its dermis, 
these parasites are instantly fried and reanimated, 
becoming thralls of the enormous sea creature—
children the vampiacrus entirely neglects. When 
these prized, glowing minnows are inevitably 
caught as bycatch, they enter a life of mutualism: 
miners use these fish as flameless light sources, 
keeping them in helmet-mounted fishbowls and 
reinvigorating them with bursts of electricity or 
drops of blood. The more superstitious under-
ground labourers reject this bio-technological 
marvel, claiming the fishes’ master can see 
through their eyes, and that if enough are brought 
together, a vampiacrus may appear!
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Thanatophobia Jinn
Medium Aberration (Jinn), Neutral Evil

AC 15	 Initiative +0 (10)
HP 90 (12d8 + 36)	 Perception +3 (13)
Speed 30 ft., Fly 30 ft. (hover)

STR DEX CON INT WIS CHA
Score 8 10 16 14 17 19

Mod (Save) -1 +0 +3 (+7) +2 +3 +4 (+8)

Skills Persuasion +8, Insight +7
Damage Immunities Necrotic
Condition Immunities Charmed, Frightened
Senses Darkvision 120 ft.
Languages Common, Jinn, telepathy 120 ft.
CR 9 (XP 5,000)	 PB +4

Traits
Dark Exchange. When the jinn damages a creature 
with its Leeching Claw attack for the first time on a 
turn, roll a d4. The target gains the corresponding 
boon, which lasts until the end of the target’s next 
turn. A creature that already has a boon from a thanat-
ophobia jinn’s Dark Exchange trait can’t gain another.

1.	The target has Advantage on its next attack roll, 
ability check, or saving throw.

2.	The target gains 2d6 Temporary Hit Points, which 
disappear at the end of its next turn.

3.	The target’s Speed increases by 5 feet.

4.	The target gains a +1 bonus to its damage rolls.

Magic Weapons. The jinn’s weapon attacks are magical.

Metaphysical Manifestation. The jinn uses its Charisma 
in place of its Strength or Dexterity for attack rolls.

Actions
Multiattack. The jinn makes two Leeching Claw attacks.

Leeching Claw. Melee Weapon Attack: +8, reach 5 ft. Hit: 
6 (1d4 + 4) Slashing damage plus 9 (2d8) Necrotic dam-
age. The jinn regains Hit Points equal to the Necrotic 
damage taken.

Essence Dispersal (1/Day). The jinn separates a por-
tion of its own essence into a cloud of bat-like energy. 
The jinn takes 4 (1d4 + 2) Force damage and creates a 
Swarm of Vitality Bats for each point of damage taken. 
Each swarm appears in a space within 10 feet of the 
jinn, shares the jinn’s Initiative count, and takes its turn 
immediately after the jinn’s. Each swarm can move and 
use its Reactions on its own, but the only action it takes 
on its turn is the Dodge action, unless the jinn takes a 
Bonus Action on its turn to command it (see below).

Bonus Actions
Command Swarm. The jinn commands all Swarms of Vi-
tality Bats summoned by its Essence Dispersal action to 
take an action. The action can be in the swarm’s statistics 
or some other action, Bonus Action, or object interaction.

Reactions
Smoke Cloak. Trigger: The jinn takes damage from a 
melee weapon attack. Response: The jinn disappears 
into a cloud of ruby smoke, gaining Resistance to the 
triggering damage and teleporting up to 30 feet to an 
unoccupied space it can see.
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Swarm of Vitality Bats
Small Swarm of Tiny Aberrations (Jinn), Neutral

AC 13	 Initiative +3 (13)
HP 2 (1d4)	 Perception +1 (11)
Speed 0 ft., Fly 30 ft.

STR DEX CON INT WIS CHA
Score 5 16 10 2 12 10

Mod (Save) -3 +3 +0 -4 +1 +0

Damage Resistances Bludgeoning, Piercing, Slashing
Damage Immunities Necrotic
Condition Immunities Charmed, Frightened, Grappled, 
Paralysed, Petrified, Prone, Restrained, Stunned

Senses Blindsight 60 ft.
Languages None
CR 1/4 (XP 50)	 PB +2

Traits
Life Force. When the swarm is created, it gains 10 
Temporary Hit Points.

Swarm. The swarm can occupy another creature’s 
space and vice versa, and the swarm can move 
through any opening large enough for a Tiny bat.

Will of the Master. The swarm is connected to a mas-
ter that controls it. If the swarm’s master is reduced 
to 0 Hit Points, the swarm immediately dies in a puff 
of smoke.

Actions
Latch On. Melee Weapon Attack: +5, reach 5 ft. Hit: 5 
(1d4 + 3) Piercing damage, and the swarm attaches 
to the target. While attached, the swarm moves with 
the target and can’t be removed unless it chooses to 
detach itself by spending 5 feet of movement. The 
swarm has Advantage on attack rolls made against a 
creature it’s attached to.

Leech. Melee Weapon Attack: +5, reach 5 ft., one 
creature that the swarm is attached to. Hit: 9 (2d8) 
Necrotic damage. If the target is a CR 1 or higher crea-
ture, the swarm’s master gains Temporary Hit Points 
equal to the Necrotic damage taken.

Artist: Gabriel Vissichelli
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Bloodmist Bow
Weapon (Any Bow), Rare (Requires Attunement)
Component: Aberration (Thanatophobia) Phial 
of Blood

Leeching the life force away from your enemies? That’s 
kind of hot. Being an emotional leech? That’s worse than 
a bite to the neck! Come to my dark and spooky mansion 
alone if you want to improve your relationships!

—Advertisement next to several  
unrelated missing person posters

This bow doesn’t require ammunition; an arrow of 
red smoke forms whenever it’s drawn. It has 3 charg-
es and regains all expended charges daily at dawn.

Bat Bolt. As an action, you can expend 1 charge 
to fire a special arrow at a point you can see within 
the bow’s normal range. Where the arrow lands, it 
swirls into ruby smoke, creating a Swarm of Vitali-
ty Bats under your control.

Uncommon variant: Reduce the charges to 2.

Very rare variant: Increase the charges to 4. The 
bow has the Smoky Escape property:

Smoky Escape. As a Reaction when you are hit 
by an attack, you can disappear in a swirl of 
red smoke, teleporting to an unoccupied space 
you can see within 30 feet of you. Once this 
property has been used, it can’t be used again 
until the next dawn unless 1 charge is expend-
ed as part of the Reaction to use it again.

The swarm shares your Initiative count, but it 
takes its turn immediately after yours. It can move 
and use its Reactions on its own, but the only action 
it takes on its turn is the Dodge action, unless you 
take a Bonus Action on your turn to command it to 
take a different action. The action can be one in the 
swarm’s stat block or some other action or Bonus 
Action. When you use a Bonus Action to command 
the swarm, you can command all swarms you’ve 
made with this weapon using the same Bonus 
Action. The swarm lasts for 1 minute, until it dies, 
or until you dismiss it (no action required).

Artist: Gabriel Vissichelli
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Artist: Michelle Mueller

Bloodmist Bow



Artist: Rastislav Le

The new noble in town seems... eccentric. Please, tell 
him hello for me, and report any funny business!
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Thanatophobia Jinn
“Was it worth shaving three years off my life 
for a cape made of smoke? Probably not, but 
I’m gonna look fantastic at the gala.” 

— Edward Goose, winner of both “Best 
Dressed” and “Most Likely to Die Young”  

Lust for Immortality. Like many others of their kind, 
thanatophobia jinn represent a mortal desire: the wish to 
live forever. They’re willing to sacrifice anyone or anything 
in pursuit of that goal. For these jinn, the fear of death is 
more merited than most, as thanatophobia jinn have very 
little natural life force of their own, and they slowly fade 
without absorbing the vitality of others.

Trading in Time. Even with their reputation 
for stealing away life itself, many still seek out 
thanatophobia jinn for the deals they offer. The 
young, ambitious, and impatient readily sac-
rifice the sunset years of their lives for minor 
boons or collected oddities. Thanatophobia 
jinn thrive in college towns and tourist des-
tinations, and cities with multiple than-
atophobia jinn have demonstrably lower 
average lifespans.

Bloodmist Form. While thanatophobia jinn 
appear humanoid most of the time—usually 
favoring a draconic form, presumably due 
to dragons’ longevity, but no one but the 
jinn themselves know for sure—their true 
nature isn’t even corporeal. Thanatopho-
bia jinn are made up of pure life force held 
together by emotional drive, and they can 
split off parts of themselves freely. These 

tiny scattered fragments, mimicking the 
wings of dragons or bats, can leech 
victims of their vitality, directing it 
back to the jinn.
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The LowMimeflayer
Psiphago llithidae	 Large Aberration	 Neutral
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Artist: Gabriel Vissichelli
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Mimeflayer
Large Aberration, Neutral 

AC 16	 Initiative +0 (10)
HP 85 (10d10 + 30)	 Perception +8 (18)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 8 10 17 21 18 14

Mod (Save) -1 +0 +3 +5 (+9) +4 (+8) +2

Skills Insight +8, Perception +8, Stealth +4
Condition Immunities Charmed, Frightened
Senses Neurosense 1 mile (see trait)
Languages Telepathy (images and emotions only) 1 mile
CR 9 (5,000 XP)	 PB +4

Traits
Neurosense. The mimeflayer knows the exact distance 
and direction to any creature with telepathy or using 
magical communication within 1 mile of it.

Thought Entity. Without a host, the mimeflayer can 
move through objects as if they were Difficult Terrain, 
and the only action it can take is Subsume Will.

Spellcasting
Ability: Intelligence	 DC: 17	 Modifier: +9

Spells cast by the mimeflayer don’t require Verbal or 
Material components, and any effects are invisible 
except to the mimeflayer, a creature with Truesight, or a 
creature under the effect of the Detect Thoughts spell.

At Will: Detect Thoughts, Firther’s Shadow* C, Nondetec-
tion, Spiritual Weapon (no Concentration required)

3/Day: Arcane Hand C, Forcecage C, Wall of Force C

*See next page, bold indicates combat spells, C indicates Concentration.

Actions
Multiattack. The mimeflayer makes two attacks, using 
Psionic Slam or Terrorazor in any combination

Psionic Slam. Melee Weapon Attack: +9 to hit, reach 10 
ft. Hit: 9 (1d8 + 5) Bludgeoning damage and 9 (2d8) 
Psychic damage.

Terrorazor. Ranged Spell Attack: +9 to hit, range 60 ft. Hit: 
23 (4d8 + 5) Psychic damage. Saving Throw: DC 17 Wis-
dom, a creature hit by this attack. Failure: The target is 
Frightened until the end of its next turn.

Subsume Will. The mimeflayer attempts to enter the 
mind of a creature with psychic abilities, such as te-
lepathy, telekinesis, or others based on GM discretion. 
Saving Throw: DC 17 Wisdom, a creature with psychic 
abilities within 30 feet. First Failure:The target takes 17 
(5d6) Psychic damage and is inhabited by the mime-
flayer, the mimeflayer’s previous host body is Incapac-
itated and Unconscious, the mimeflayer disappears, 
the target is Incapacitated and loses control of its body, 
and it repeats the save at the end of each of its turns;. 
The mimeflayer now controls the body, but the target 
retains awareness. The mimeflayer can’t be targeted 
by any attack, spell, or other effect. If the target takes 
Psychic damage from any source other than Subsume 
Will, the mimeflayer takes an equal amount of Psy-
chic damage. The mimeflayer’s game statistics are the 
same, except it uses the possessed target’s Speed, as 
well as the target’s Strength, Dexterity, and Constitu-
tion modifiers.  
	 If a creature is reduced to 0 Hit Points while inhabit-
ed, it falls catatonic, becoming the new host body of the 
mimeflayer and a creature under the GM’s control. 
	 Subsequent Failures: The inhabited creature takes 10 
(3d6) Psychic damage. Success: The mimeflayer is eject-
ed from the target’s mind and returns to its original 
host body, and the target is Immune to this mimeflay-
er’s Subsume Will for 24 hours.
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Feat
Psychosomatic Reality

General Feat (Prerequisite: Level 4+)

A brush with the unknowable entities from 
beyond the physical planes has imbued you 
with a vivid, psionic imagination. 
You develop the power to mani-
fest your thoughts in the physical 
world. You gain the following 
benefits.

Manifest Thoughts. You can 
take a Bonus Action and one or more 
free hands to mime a Small or Tiny imag-
inary object, such as a Dagger or Rope. So long 
as you are miming, the object interacts with the 
world as if it were real, and it disappears as soon 
as you are no longer using a free hand to mime 
it. Objects mimed in this way are only visible to 
creatures with Truesight or creatures under the 
effect of the Detect Thoughts spell.

Mental Block. You can cast the Wall 
of Force spell using only a Somatic com-
ponent. When you do, you can only 
create 1 panel instead of 10, but the 
panel can be up to 30 feet long and 
10 feet tall. Once you have used this 
benefit, you can’t use it again until you 
finish a Short or Long Rest.
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Feat: Psychosomatic Reality



Artist: Rastislav Le

Some guy wearing a mask took it off and revealed it 
was just a brain inside! That’s almost as creepy as 

Dr. Stein..
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Artist: Gabriel Vissichelli

Psiophage
“Wandering Thoughts has been freaking 
out all day! It keeps projecting horrible 
images of greyscale clowns. I don’t think 
I want to meet whatever spooked it.”

— Heliana, Emotional Support Orc

Once thought to be some kind of madness-induc-
ing illness or mental condition afflicting psionic 
creatures, psiophages are incorporeal, parasitic 
predators whose prey comprise the telepathic 
and empathic. A psiophage unravels every shred 
of personality and intelligence and replaces its 
victim’s psyche with its own.

Thought Parasite. While gifted arcanists and 
hiveminds are their favourite prey, a psiophage 
can sink its vicious teeth into any creature with 
telepathic abilities (note: they don’t actually have 
teeth). It can sniff out potential victims by follow-
ing the trail of their telepathic waves;the stronger 
the psychic ability is, the more delicious the scent 
(note: they can’t actually smell). After latching 
onto its host, a psiophage devours its mind, 
replacing all thoughts, personality, and emotions 
with its own, eventually twisting the physical form 
to its own warped interpretation of a person (note: 
this one isn’t metaphorical, it actually does this).

Mimeflayers
Parasitic Imitator

Habitat: The Low; Treasure: None

Many denizens of The Low, with their natural 
prowess in the telepathic arts, make prime prey 
for a psiophage. The parasite’s grasp of anatomy 
is already poor, and the additional tentacles of a 
mind flayer are no easier for it to comprehend. 
The psiophage twists the tentacled visage into 
an approximation of something more human or 
elvish, occasionally causing the head to detach 
and form a grotesque, mask-like creature that 
uses tentacles for locomotion. The parasitic mind 
is given a taste of its own medicine, and the body, 
now the victim of two transformative invasions, 
becomes even less recognizable.

Puppet Master. An uncontained psiophage can 
go from living rent-free in an intellect devourer’s 
head to becoming the landlord of an entire colony. 
Able to jump from host to host and leave a trail of 
catatonic victims in its wake, a single psiophage 
can, if it reaches an elder brain, turn the entire col-
ony into its own personal puppet show. Only one 
case of this has been documented, but the reports 
describe an entirely invisible fortress of winding, 
nonsensical halls wandered by pasty, expres-
sionless tentacle marionettes. The heroes who 
destroyed it spent the entire sum of their reward 
money on therapy afterwards.

Imitation of Life. Mimeflayers demonstrate a 
bizarre curiosity for creatures and objects on the 
physical planes and spend most of their time 
mimicking things they’ve seen. They manifest 
their imitations as invisible, psychic echos, and 
observers have noted boxes, ropes, doors, and 
even weapons formed from pure thought. Though 
possession is no threat to a creature void of psy-
chic talents, a mimeflayer’s curiosity can extend to 
the macabre and grotesque. It is not unusual for 
a seemingly innocuous and friendly individual to 
suddenly want to see what happens when an elf is 
crushed inside a shrinking invisible box.
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The HellsPainted Lady
Infernalis chroma	 Medium Fiend (Devil)	 Lawful Evil
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Painted Lady
Medium Fiend (Devil), Lawful Evil

AC 18	 Initiative +5 (15)
HP 150 (20d8 + 60)	 Perception +4 (14)
Speed 30 ft., Fly 40 ft.

STR DEX CON INT WIS CHA
Score 8 20 16 15 18 23

Mod (Save) -1 +5 +3 +2 (+7) +4 (+9) +6 (+11)

Skills Deception +11, Insight +9, Performance +11, Per-
suasion +11

Damage Immunities Acid, Poison
Condition Immunities Charmed, Frightened, Poisoned
Gear paintbrush staff (Quarterstaff)
Senses Blindsight 120 ft.
Languages Common, Infernal
CR 15 (XP 13,000)	 PB +5

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

Mask of Passions. The painted lady wears masks en-
chanted with painted runes, which amplify its powers. 
At the start of each of its turns, the painted lady chang-
es its mask, choosing from the following options.

Bitterness. Creatures have Disadvantage on saving 
throws against the next spell the painted lady casts.

Determination. The painted lady has Advan-
tage on saving throws against spells and other 
magical effects.

Spite. A creature that hits the painted lady with a 
melee attack takes 2 (1d4) Acid damage.

Vigor. The painted lady’s Speed increases by 10 feet.

Spellcasting
Ability: Charisma	 DC: 19	 Modifier: +11

The painted lady uses its paintbrush staff as a Spellcast-
ing Focus. Its spells fling powerful enchanted paint at 
their targets.

At Will: Acid Splash (level 11 caster), Corrupting Ichor*, 
Minor Illusion

4/Day: Acid Arrow, Color Spray, Hypnotic PatternC

3/Day: Acid Rain*C, Major ImageC

1/Day Each: Phantasmal KillerC, Prismatic Spray
*See spell pages; bold indicates combat spells, C indicates Concentration, P indi-
cates cast before combat.

Actions
Multiattack. The painted lady makes two Paint attacks.

Paint. Melee Weapon Attack: +10, reach 10 ft. Hit: 7 (1d4 + 
5) Bludgeoning damage plus 7 (3d4) Acid damage.

Minions of the Muse (Recharge 6). The painted lady 
summons 1d4 + 1 Miniquin in unoccupied spaces it can 
see within 30 feet of it. Miniquin summoned in this way 
have their colours randomly determined and have a +11 
attack bonus instead of the normal value. The miniquin 
take their turns immediately after the painted lady on 
the same Initiative count, and they obey the painted 
lady. The miniquin disappear when they or the painted 
lady die.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the painted lady can expend a use to take one of 
the following actions. The painted lady regains all expended 
uses at the start of each of its turns.

Painterly Stride. The painted lady moves up to its 
Speed, and it makes one Paint attack.

Puppetry. Up to two mannequins summoned by the paint-
ed lady move up to their Speed and then make an attack.

Cast a Spell (Costs 2 Uses). The painted lady uses 
Spellcasting.
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Chroma Cavern
Lair of a Painted Lady

Initiative 20 (loses ties)
Additional XP 1,100

Regional Traits
Disorienting Colours. Painted doors and rooms ren-
dered in perfect perspective make it hard to discern 
what’s real. Perception checks and Survival checks 
made to navigate within the lair have Disadvantage.

Toxic Fumes. Heavy fumes from oils and pigments fill 
the lair. A creature that spends 10 minutes breath-
ing the air within the lair is subject to the following 
effect. Saving Throw: DC 19 Constitution. Failure: 
Poisoned for 1 hour and automatically fails ability 
checks to discern illusions until it finishes a Long Rest 
outside of the lair.

Lair Actions
On its turn, the Chroma Cavern takes an action to cause the 
following effect.

Swirling Canvas. The living paint within the lair 
changes the entire area into a beautiful landscape 
painting of the lady’s choice from the following op-
tions. Objects, textures, and depth within the artwork 
are physical, and the effects last until the landscape 
disappears or changes. The lair can’t use the same 
option two rounds in a row.

Frozen Sea. The ground in the lair freezes over in 
slick ice and becomes Difficult Terrain. Saving 
Throw: DC 19 Dexterity, each creature on the 
ground. Failure: The target falls Prone.

Snowy Woodland. Blowing snow fills the lair. 
Ranged attacks have Disadvantage.

Starry Night. The lair falls into complete Darkness. 
Each light source within the lair sheds a maxi-
mum of 10 feet of Dim Light.

Water Lilies. The ground in the lair becomes a 10-
foot deep pool of water dotted with lily pads.

Windblown Field. A strong wind blows through 
rows of golden grain. Flying creatures of the 
lady’s choice fall Prone, and no creature can move 
towards the lady using a Fly Speed.

Miniquin
When an artist sponsored by a painted lady 
creates a new masterpiece, a miniquin stirs into 
being somewhere on the Lower Planes, born 
as a living echo of the work itself. These impish 
creatures drift to the Material Plane in search of 
burgeoning talent, instinctively drawn to promis-
ing—and ambitious—individuals.

Miniquin
Small Fiend (Devil), Lawful Evil

AC 13	 Initiative +3 (13)
HP 35 (10d6)	 Perception +1 (11)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 6 16 11 10 12 17

Mod (Save) -2 +3 +0 +0 +1 +3

Skills Insight +3
Damage Resistances Poison, see Colour Coded trait
Condition Immunities Charmed, Frightened, Poisoned
Senses Darkvision 60 ft.
Languages Infernal
CR 1 (XP 200)	 PB +2

Traits
Colour Coded. When the miniquin is summoned, it’s 
given one of four colours, each of which is associated 
with one damage type: blue (Cold), green (Acid), 
red (Fire), or yellow (Lightning). The miniquin has 
Resistance to the damage type associated with its 
given colour.

Actions
Brush. Melee Weapon Attack: +5, reach 5 ft. Hit: 10 
(2d6 + 3) damage of the type associated with the 
miniquin’s colour per its Colour Coded trait, and the 
target is covered in paint of that colour for 1 minute. 
Whenever a creature covered in paint takes damage 
of the type associated with the paint’s colour, it takes 
an extra 2 (1d4) damage of the same type.



134134 Heliana’s Field Notes - Loot Tavern

Warlock
Painted Lady Patron
“That portrait is absolutely hideous! 
You’ll never impress Her Ladyship with 
something so atrocious. Go stash it in 
an attic somewhere before it ruins your 
good looks!”

	 —Doreen Wilde, 
Art-canist and Tutor Extraordinaire

Those who gain the eye and favour of a painted 
lady are burdened with the role of a hero. A bitter 
oil painter who seeks to paint their rival’s home-
town as it burns, a student of watercolour trying 
desperately to recapture the figure of their lost 
lover, a sketch artist trying to produce the face 
of their mother’s killer—all of these are prime 
candidates for the fiendish muse. Nothing pleases 
a painted lady more than myths of tragic heroes 
with artistic flair.

A Warlock who wins the aid of one of these 
devils always has something to prove and the po-
tential to become a magnificent work of art. Most 
come pre-traumatized with at least one agonizing 
memory. If they don’t, the lady is always happy to 
provide one along with its power. Tragedy is key to 
creativity, after all.

Armed with imagination, magic, and trauma, 
Warlocks of the Painted Lady are expected to show 
excellence and nothing less. Each battle inspires 
a new artwork, and each artwork is a step towards 
greater arcane power. The infernal cycle of art is 
accelerated by conflict, and many Warlocks share 
their patron’s competitive spirit. Contests of art-
istry, tactics, and magic are common among the 
followers of the painted ladies, occasionally esca-
lating into full-scale tournaments. Winners are 
adorned with accolades, while losers are subject 
to more… character development.

Painted Lady
If you are using the 2014 version of the 5e rules, 
you can play the Painted Lady Warlock using the 
following changes.

Modification: Subclass Level
You gain this subclass at level 1 instead of level 3.

Modification: Painted Lady Spells
You learn the spells in this feature instead of 
always having them prepared. You also learn the 
Chameleon Skin and Color Spray spells at level 1 
instead of level 3.

Modification: Spell Palette and 
Fume Acclimation
You gain these subclass features at level 1 instead 
of level 3.

Painted Lady Spells
Level 3 Painted Lady Feature

The magic of your patron ensures you always have 
certain spells ready; when you reach a Warlock 
level specified in the Painted Lady Spells table, you 
thereafter always have the listed spells prepared.

Painted Lady Spells
Warlock 

Level Spells
3 Chameleon Skin*, Color Spray, Hallu-

cinogenic Cloud*, Inequality*
5 Bestow Curse, Glyph of Warding
7 Fabricate, Phantasmal Killer
9 Purple Rain*, Seeming

*See Appendix B - Spells

Warlock: Painted Lady Patron
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Spell Palette
Level 3 Painted Lady Feature

Spells, like paint, should come in a wide variety 
of hues and values. Whenever you cast a Warlock 
cantrip that deals damage, you can change the 
colour and damage type to green (Acid), blue 
(Cold), red (Fire), or yellow (Lighting).

When you reach higher levels in this class, you 
have access to additional colours: black (Necrotic) 
and white (Radiant) at level 6, and violet (Psychic) 
at level 10.

Fume Acclimation
Level 3 Painted Lady Feature

Long exposure to paint fumes has left you resilient 
to the substances used to make them. You have 
Resistance to Acid and Poison damage.

Competitive Skill Set
Level 6 Painted Lady Feature

Your patron grants you an edge over the compe-
tition in a skill of your choice. When you finish a 
Short or Long Rest, choose a skill. You have Exper-
tise in that skill until you finish a Short or Long 
Rest. If you fail an ability check that uses that skill 
proficiency, you take Psychic damage equal to 
three times your Proficiency Bonus as punishment 
for your failure.

When you reach level 14 in this class, you can 
choose two skills to gain the effects of this feature 
each time you finish a Short or Long Rest.

Colourful Strikes
Level 10 Painted Lady Feature

Specialized paints crafted with the aid of your 
patron can imbue weapons with new capabilities. 
As a Magic action, you can touch a weapon and 
paint it with one of the following colours, which 

determines its effect. The paint job lasts for 1 hour 
or until you paint another weapon.

Cyan. The first time a creature is hit by this 
weapon on a turn, its wielder can teleport to an 
unoccupied space it can see within 10 feet of it.

Magenta. Attacks made using this weapon ig-
nore Resistances, Temporary Hit Points, and spells 
that raise the target’s AC.

Yellow. When a creature is hit by this weapon, 
its wielder chooses another creature within 10 feet 
of it. That creature takes Lightning damage equal 
to your Charisma modifier (minimum 1).

Black. The first time a creature is hit by this 
weapon on a turn, that creature subtracts 1d4 
from the next D20 Test it makes before the end of 
its next turn.

Character Development
Level 14 Painted Lady Feature

Overcoming your darkest moments grants you the 
power of a legendary hero, transforming you into 
a masterpiece version of yourself. When you are 
reduced to 0 Hit Points, you can choose to drop to 
1 Hit Point instead (no action required). Your body 
transforms into a work of art; you regain 1 Hit Point, 
and you gain the following benefits for 1 minute:

	◆ You gain Temporary Hit Points equal to twice 
your Warlock level + twice your Charisma 
modifier.

	◆ Your AC can’t be lower than 20.

	◆ You gain a +2 bonus to spell attack rolls and to 
the saving throw DCs of your Warlock spells.

	◆ You have Immunity to the Charmed, Exhaus-
tion, Frightened, and Paralysed conditions.

Once you use this feature, you can’t use it again 
until you finish a Long Rest.



Artist: Rastislav Le

Please, spare me... I just turned 33!
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Painted lady
Muse of Dark Deeds

Habitat: Planar (Lower Planes);  
Treasure: Arcana

“I pleaded for her not to destroy my 
home, but she said it was for ‘character 
development.’ Then she started painting 
with my tears.”

	 — Vincent Tragé, Painter and Orphan

Painted ladies believe that art is born through 
tragedy, and they’re willing to be proactive in 
creating both. Curators of the Lower Planes, their 
artistic natures grant them a higher reputation 
among mortals than their more devious fiendish 
colleagues, but make no mistake, they craft their 
works with blood.

Symbiotic Muse. The best art is collaborative, 
and a painted lady seeks out mortals of prowess 
and potential to serve as underlings. It relishes 
stories of dark deeds and desperate heroics, and 
it bestows both power and strife to its fragile 
followers to facilitate these tales. The sprawling 
legacy of a painted lady and its pawns is found 
decorating every surface of its domain, rendered 
by its supernatural skill.

Legend Seeker. Despite their devilish natures, 
painted ladies are frequently sought out as muses 
by desperate artists looking to gain renown. 
Their hopes are spurred on by stories of success, 
as many of the greatest artists in history were 
sponsored by a painted lady. Cloud Mounae, Ren-
blundt, and Jay Inke all attribute their success to 
painted ladies, and all met gruesome ends, often 
at the hands of competing artists. Unfortunately, 
these tales of conflict and death don’t deter art 
students from burning paintings and reciting 
infernal sonnets to the devils in their dormitories 
after hours.

Competitive Inspiration. Painted ladies view 
conflict as the purest means of progression. They 
adore competition, bashing their favorite mortal 
playthings against each other like dolls until one 
of them breaks. The Academia Inferna of Fine Arts, 
sponsored by the Lady Cruenta, lasted only a sin-
gle semester before it was shut down. It turns out 
that a pencil sketching competition to the death is 
bad for student retention.
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Magnétanque
Medium Elemental, Chaotic Neutral

AC 17	 Initiative +0 (10)
HP 76 (9d8 + 36)	 Perception +2 (12)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 18 10 18 8 14 8

Mod (Save) +4 (+7) +0 +4 (+7) -1 +2 -1

Skills Athletics +7
Damage Immunities Lightning
Condition Immunities Exhaustion, Paralysed, Poisoned
Senses Blindsight 15 ft., Ferrosense 120 ft. (see trait)
Languages Primordial
CR 6 (XP 2,300)	 PB +3

Traits
Arcanomagnetic Field. Ranged attack rolls made with 
ferrous ammunition and ranged spell attacks against 
the magnétanque have Disadvantage.

Ferrosense. The magnétanque can sense any ferrous ob-
jects within 120 feet of it, including through Total Cover.

Stretching Current. At the start of its turn, the mag-
nétanque can extend its arms, increasing the reach 
of its Maglock Arm attacks to 15 feet until the end of 
its turn.

Actions
Multiattack. The magnétanque makes two Maglock 
Arm attacks.

Maglock Arm. Melee Weapon Attack: +7, reach 5 ft. Hit: 9 
(1d10 + 4) Bludgeoning damage, and the target is Grap-
pled (escape DC 15). The magnétanque has Advantage 
on the attack roll if the target is wearing ferrous armour. 
The magnétanque can grapple up to two creatures in 
this way.

Arcanomagnetic Pulse. Saving Throw: DC 15 Dexterity, 
each creature within 60 feet; creatures Grappled by 
the magnétanque have Disadvantage. Failure: 10 (3d6) 
Lightning damage, or 21 (6d6) Lightning damage to 
creatures within 20 feet. Success: Half damage.

Bonus Actions
Pulsing Hands. Saving Throw: DC 15 Strength, one crea-
ture the magnétanque can see within 90 feet. Failure: 
The target is moved 30 feet straight towards or away 
from the magnétanque (magnétanque’s choice).



141141

Heliana’s Field Notes - Loot Tavern
Arcanomagnetic Pulse
Level 3 Evocation

Casting Time: Action
Range: 60 feet
Components: V, S, M (a coil of copper wire)
Duration: Instantaneous
Class: Sorcerer, Wizard

You create a powerful arcanomagnetic charge at 
a point you can see within range, pulling in near-
by creatures before discharging violently. Each 
creature within a 30-foot-radius Sphere centred 
on that point must make a Strength saving 
throw. On a failed save, a creature takes 5d8 
Lightning damage and is pulled straight towards 
the point. On a successful save, a creature within 
20 feet of the point takes half as much damage 
only, and a creature further away suffers no effect.

Using a Higher-Level Spell Slot. The damage 
increases by 1d8 for each spell slot level above 3.

Magnetise
Transmutation Cantrip

Casting Time: Action
Range: 15 feet
Components: S, M (a chunk of hematite)
Duration: Instantaneous
Class: Bender (Earth), Sorcerer, Tamer, Wizard

You magnetically shift a ferrous object that 
weighs no more than 100 pounds and is within 
range, moving it 5 feet straight towards or away 
from you (your choice). If a creature is wearing 
or carrying the object, that creature must make 
a Strength saving throw. On a failure, if a 
creature is wearing the object, the creature is 
moved 5 feet straight towards or away from you 
(your choice). If it’s carrying the object, the object 
is moved 5 feet straight towards or away from you 
(your choice), disarming the creature.

Cantrip Upgrade. The spell pushes objects far-
ther when you reach levels 5 (up to 10 feet), 11 (up 
to 15 feet), and 17 (up to 20 feet).

Magnetic Spells
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Bicephal Wyrmhole
Large Aberration, Chaotic Evil

AC 13 (18 with Distortion Armour)	 Initiative +3 (13)
HP 76 (9d10 + 27)	 Perception +4 (14)
Speed 0 ft., Fly 30 ft.

STR DEX CON INT WIS CHA
Score 11 17 17 13 19 11

Mod (Save) +0 +3 +3 (+6) +1 +4 (+7) +0

Skills Stealth +6
Damage Resistances Force, Psychic
Damage Immunities Radiant
Condition Immunities Charmed, Frightened, Prone
Senses Blindsight 60 ft.
Languages Deep Speech; telepathy 60 ft.
CR 7 (XP 2,900)	 PB +3

Traits
Consume Chroma. Whenever the bicephal wyrmhole 
is subjected to Radiant damage, it regains Hit Points 
equal to the Radiant damage dealt.

Distortion Armour. The bicephal wyrmhole bends light 
around it in strange ways, making it difficult to track 
visually. While in Bright Light, the bicephal wyrmhole 
has Three-Quarters Cover. A Blinded creature, or one 
that closes its eyes or does not rely on sight, ignores 
this cover.

Gravity Well. The area within 10 feet of the bicephal 
wyrmhole is Difficult Terrain for creatures other than 
bicephal wyrmholes.

Actions
Multiattack. The bicephal wyrmhole makes one Stinger 
attack and one Warping Blade attack.

Stinger. Melee Weapon Attack: +6, reach 10 ft. Hit: 5 (1d4 
+ 3) Piercing damage plus 18 (4d8) Psychic damage. Sav-
ing Throw: DC 15 Wisdom, a creature hit by this attack. 
Failure: The target is disoriented and immediately uses 
its Reaction to move a distance equal to its Speed in a 
random direction.

Warping Blade. Melee Weapon Attack: +6, reach 5 ft. Hit: 
10 (2d6 + 3) Force damage. Each creature within 5 feet 
of the target takes 4 (1d8) Force damage.

Bonus Actions
Gravity Suspension (Recharge 5-6). The bicephal  
wyrmhole disables gravity around it. Creatures and  
objects within 60 feet of it come under the effects 
of the Levitate spell and rise 15 feet into the air if not 
tethered to the ground. At the start of the bicephal 
wyrmhole’s next turn, gravity rapidly intensifies, and 
creatures without a Fly Speed or that otherwise aren’t 
held aloft fall to the ground. Double the fall distance 
when calculating damage from falling in this way.
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Graviturgic Warp-hilt
Wondrous Item, Uncommon (Socketable, 

Requires Attunement)
Component: Pouch of Aberration (bicephal wyrmhole) 

Claws

Running around from foe to foe, hunting them 
like prey, is such a waste of energy. Being a truly 
formidable opponent, one with gravitas, means 
bringing your enemies to you. Let them waste their 

strength running towards their own slaughter.

This distorted, unnatural sword hilt can be 
socketed onto any magical melee weapon, 

adapting its bizarre geometry to the hilt or 
handle of its host.

Gravity Well. Once on each of your turns when you 
make an attack roll using the socketed weapon, 
you can attack a creature 5 feet farther than your 
normal reach with the weapon. On a hit, the crea-
ture is pulled 5 feet directly towards you.

Consuming Force. As a Bonus Action, you can flour-
ish the socketed weapon and create a miniscule 
black hole at a point you can see within 20 feet of 
you. Each creature within 15 feet of the point must 
succeed on a DC 13 Strength saving throw or 
be pulled to the unoccupied space nearest the 
point. When this property is used, roll 1d4. On a 1, 
the black hole consumes the magic of the socket-
ed weapon; the hilt and weapon lose their magical 
properties until the next dawn.
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Rare variant: Increase the DC to 15. Creatures 
that fail their saving throw against the Consuming 
Force property are knocked Prone.

Very rare variant: Increase the DC to 16 and 
the reach and range of the Gravity Well property 
to 10 feet each. Creatures that fail their saving 
throw against the Consuming Force property are 
knocked Prone.
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Somnoblin
Small Humanoid, Chaotic Neutral 

AC 15	 Initiative +2 (12)
HP 21 (6d6)	 Perception -2 (8)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 10 14 10 13 7 17

Mod (Save) +0 +2 +0 +1 (+3) -2 +3 (+5)

Skills Persuasion +5
Senses Darkvision 60 ft.
Languages Common plus two other languages
CR 1 (200 XP)	 PB +2

Traits
Head Empty. If the somnoblin takes 5 or more Psychic 
damage in a single instance, its Speed is reduced to 0 
until the end of its next turn. 

Obsessive Drive. Each somnoblin has a core drive. Roll a 
d6 to determine the somnoblin’s drive and its effects.

1 - Destruction. The somnoblin only finds joy in 
violence. It deals double damage to objects and 
structures.

2 - Escape. The somnoblin is fearful, only cares about 
survival, and spreads panic. It doesn’t provoke an 
Opportunity Attack when it moves out of an ene-
my’s reach.

3 - Fame. Nothing pleases the somnoblin more than 
adoring fans. It has Advantage on an attack roll 
against a creature if at least one of the somnoblin’s 
allies is within 5 feet of the creature and the ally 
isn’t Incapacitated.

4 - Knowledge. The somnoblin is obsessed with 
collecting magical knowledge and is accustomed to 
spells. It has Advantage on saving throws against 
spells and other magical effects.

5 - Protection. The somnoblin uses its defenses to 
protect others from attacks. It has a +2 bonus to AC.

6 - Subterfuge. The somnoblin has a knack for back-
stabbing. Once per turn, when the somnoblin hits 
a target with a weapon attack and has Advantage 
on the attack roll, the somnoblin deals an extra 7 
(2d6) damage.

Actions
Bonk. Melee Weapon Attack: +4, reach 5 ft. Hit: 5 (1d6 + 2) 
Bludgeoning damage.

Adoration (Fame Only). Saving Throw: DC 13 Wisdom, 
each creature within 30 feet. Failure: The target is 
Charmed by the somnoblin until the end of the target’s 
next turn.

Bombs Away (Destruction Only). Ranged Weapon Attack: 
+4, range 20/60 ft. Hit: 10 (3d6) Fire damage.

Guardian (Protection Only). Saving Throw: DC 13 Wisdom, 
each enemy within 30 feet. Failure: The target has Disad-
vantage on attack rolls against creatures other than the 
somnoblin until the end of the target’s next turn.

Panic (Escape Only). Saving Throw: DC 13 Wisdom, each 
creature within 30 feet. Failure: The target is Frightened 
of the somnoblin until the end of the target’s next turn.

Bonus Actions
Sneaky (Subterfuge Only). The somnoblin becomes 
Invisible until the start of its next turn or until immedi-
ately after it makes an attack.

Reactions
Spell Snatcher (Knowledge Only). Trigger: A creature 
within 30 feet of the somnoblin casts a spell of level 3 
or lower. Response: The somnoblin makes an Intelli-
gence (Arcana) check with a DC equal to 10 plus the 
spell’s level. On a success, the spell has no effect, and 
the somnoblin gains Temporary Hit Points equal to the 
spell’s level.
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Intertwined

It’s a well-known truth that death separates body 
and soul, leaving one to decay while the other 
flies off to its final rest, but what becomes of the 
mind? In most cases, it’s assumed to leave with the 
soul, but in the presence of powerful magic, such 
as a planar gateway, the psyche might linger long 
enough to form an intertwined.

Intertwined Traits
Age: Same as host species
Anatomy: Same as host species
Creature Type: Same as host species
Size: Same as host species
Speed: 30 feet

As an Intertwined, you have these special traits.

Driving Goals. The ambitions of your bound 
psyche empower your adventures. The origin of 
this drive has an impact on your abilities, which 
manifests in one of several ways. Choose one of 
the following origins:

Creative. Your ambitions lie in perfecting your 
craft and creating something worthwhile. You 
have Advantage on ability checks using Arti-
san’s Tools with which you’re proficient.

Noble. Someone or something still needs you, 
and your cause drives you to seek the good of 
those around you. When a willing creature 
within 30 feet of you makes an ability check 
using a skill in which you’re proficient, you can 
take a Reaction to project your emotion and 
memories, allowing the creature to add half 
your Proficiency Bonus to the ability check. 
You can use this trait a number of times equal 
to your Proficiency Bonus, regaining all ex-
pended uses when you finish a Long Rest.

Vengeful. A part of you has unfinished business. 
Your rage drives you and can empower you in 
combat. When a creature hits you with an at-

Intertwined Traits
In addition to the traits already mentioned, Inter-
twined have the following traits when using the 
2014 version of 5th edition.

Ability Score Increase. Your Wisdom score increas-
es by 2, and your Intelligence score increases by 1.

Languages. You can speak, read, and write Com-
mon and two other languages of your choice—one 
for your host and one for your soul fragment.

tack, you can declare vengeance on it, gaining 
Advantage on all attack rolls against it, and 
Disadvantage on attack rolls against all other 
creatures, until the end of your next turn. Once 
you have used this trait, you can’t use it again 
until you finish a Short or Long Rest.

Muscle Memory. You can draw on the combined 
memories within your mind to remember skills 
from your pasts. When you choose this species, 
pick one weapon, one tool, and one skill. When 
you finish a Long Rest, choose one. You have profi-
ciency with it until you finish your next Long Rest.

Psychic Amplifier. Your strongest emotions can 
become contagious, especially when magic is 
involved. When you unwillingly become Charmed 
or Frightened, each other creature within 15 feet 
of you makes a Wisdom saving throw, becom-
ing Charmed or Frightened by you (same as the 
triggering condition) on a failure. The DC for this 
saving throw equals 8 plus your Proficiency Bonus 
and your Wisdom modifier.

What Came Before. You gain one special trait 
from your host species. This trait cannot increase 
your ability scores or grant a feat. It also can’t be a 
trait that grants you access to other species’ traits, 
such as the mycelian’s Symbiotic Assimilation.

Species: Intertwined
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Medium Humanoid (Entomorph), Lawful Evil

AC 15	 Initiative +0 (10)
HP 90 (12d8 + 36)	 Perception +4 (14)
Speed 30 ft. (25 ft. when Caustic Pool filled)

STR DEX CON INT WIS CHA
Score 14 10 17 12 19 15

Mod (Save) +2 +0 +3 (+7) +1 +4 (+8) +2

Skills Insight +8, Nature +5, Persuasion +6, Religion +5
Damage Immunities Acid
Gear Staff
Languages Common
CR 10 (XP 5,900)	 PB +4

Traits
Caustic Pool. As long at the high priest’s acid pool is 
filled, it gains the following effects:

	⚫ Its Speed is reduced by 5 feet.
	⚫ It has Advantage on saving throws against spells and 
other magical effects.

	⚫ It regains 2 (1d4) Hit Points at the start of each of its 
turns.

	⚫ A creature that hits it with a melee attack takes 2 
(1d4) Acid damage.

Toppled Dish. When the high priest is knocked Prone, 
the acid in its dish spills, emptying it, and each crea-
ture within 5 feet of the high priest takes 9 (2d8) Acid 
damage.

Spellcasting
Ability: Wisdom	 DC: 16	 Modifier: +8

The high priest uses its Staff as a spellcasting focus.

At Will: Acid Splash (level 5 caster)
4/Day: Acid Arrow, Acid Rain* C, Heat Metal C

1/Day: Nomi’s Adamantine Carapace* P

*See following page; bold indicates combat spells, C indicates 
concentration, P indicates cast before combat.

Actions
Multiattack. The high priest makes two Staff attacks.

Staff. Melee Weapon Attack: +6, reach 5 ft. Hit: 6 (1d8 + 2) 
Bludgeoning damage plus 9 (2d8) Acid damage.

Outpouring of Blessings. The high priest empties its acid 
pool, pouring it out onto a willing creature within 5 feet 
of it. Until the end of the high priest’s next turn, the 
creature is blessed: it has Resistance to Bludgeoning, 
Piercing, and Slashing damage and has Advantage on 
attack rolls. In addition, any creature without Resist-
ance or Immunity to Acid damage that moves to a space 
within 30 feet of the blessed creature for the first time 
on a turn or starts its turn there makes a DC 16 Wisdom 
saving throw. On a failure, the target is unable to 
willingly move closer to the blessed creature. 

Outpouring of Pain. The high priest empties its acid 
pool, pouring it out onto an enemy. Saving Throw: DC 
16 Dexterity, one creature within 5 feet. Failure: 36 
(8d8) Acid damage, and any nonmagical metal objects 
the target is wearing or carrying begin to rust. Metal 
armour and Shields take a permanent and cumulative 
-1 penalty to the AC they provide, and metal weapons 
take a permanent and cumulative -1 penalty to attack 
and damage rolls. An armour reduced to an AC of 10, 
a Shield reduced to a bonus of +0, or a weapon with a 
penalty of -5 is destroyed. Success: Half damage only.

Bonus Actions
Acrid Fountain. The high priest refills its acid pool. It 
can’t take this Bonus Action if it’s Prone.

High Priest of the Astringentum
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Entomorph Traits

Age: 70 years (maturity at 16 years)
Anatomy: Four arms (see Four-Armed trait) and 

two legs
Creature Type: Humanoid
Size: Medium (about 3–6 feet tall)

As an Entomorph, you have these special traits.

Four-Armed. You have four arms, two of which are 
smaller. Each of your smaller arms can only be 
used to manipulate objects or wield weapons with 
the Light property.

Entomorph Lineage. Entomorphs exist in many dif-
ferent varieties. The Formigan is presented here.

Formigan Traits
Inborn Alchemy. Your plate produces a small 
amount of acid, enough to burn attackers. You 
have Resistance to Acid damage. When a creature 
within 5 feet of you hits you with a melee attack, 
you can take a Reaction to deal 1d4 Acid damage 
to it. You can use this Reaction a number of times 
equal to your Proficiency Bonus, and you regain all 
expended uses when you finish a Long Rest.

Protective Plate. Your head plate protects you from 
attacks while you’re low to the ground. While 
Prone, you provide Half Cover to yourself and crea-
tures directly behind you.

Formigan Traits
In addition to the traits already mentioned, For-
migan Entomorphs have the following traits when 
using the 2014 version of 5th edition.

Ability Score Increase. Your Strength score increas-
es by 2 and your Intelligence score increases by 1.

Languages. You can speak, read, and write Com-
mon and one other language of your choice.

Entomorph Species
Six limbs, mandibles, and an exoskeleton that 
shimmers beneath the desert sun—from a 
distance, entomorphs are easily mistaken for 
oversized ants. Balking at the comparison, these 
insectoid dune-dwellers rush to explain that there 
is more to them than meets the compound eye.

Formigan Entomorph
Entomorph lineage

Easily identifiable thanks to the large, dish-like 
crowns atop their heads, formigans are an insec-
toid species renowned for their alchemical inge-
nuity and remote desert societies. Members of this 
species are commonly found in the astringentum, 
a theocracy of metal-haters, The Wandering Oasis 
(a nomadic group that feeds and waters any they 
come across), and Bards of the College of Mixology.

The Outpouring. Making their homes within 
the narrow slot canyons and winding tunnels that 
cut through desert sandstone, formigans have a 
special relationship with water. One desert storm 
can flood an entire colony, killing thousands, 
but a lack of water will have an equally high 
toll. Thus, during a deluge, formigans perform 
the Outpouring, where chosen members of the 
colony use their headplates to direct the water in 
a cascade down to the rain wells. To be the one at 
the entrance, The First of the Storm, is considered 
among the greatest honours in the colony.

Alchemical Evolution. Beyond their use in the 
Outpouring, formigan headplates are integral 
to everyday life. They can block tunnels from 
invaders, shade against the heat, and with prac-
tice, eventually produce useful chemicals and 
compounds. The discovery of these chemicals 
and their abilities sparked a wave of interest in 
alchemy. To this day, it’s not uncommon to come 
across a formigan alchemist purveying unique, 
homegrown compounds and concoctions.

Species: Entomorph
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Stonemaw
Huge Monstrosity, Unaligned

AC 19	 Initiative +8 (18)
HP 135 (10d12 + 70)	 Perception +5 (15)
Speed 40 ft., Burrow 40 ft.

STR DEX CON INT WIS CHA
Score 21 14 24 3 15 8

Mod (Save) +5 (+8) +2 +7 (+10) -4 +2 -1

Skills Perception +5, Stealth +5
Senses Tremorsense 120 ft.
Languages None
CR 8 (XP 3,900)	 PB +3

Traits
Emergent Pulse. When the stonemaw emerges from un-
derground for the first time on a turn, nearby creatures 
are flung backwards. Saving Throw: DC 16 Dexterity, 
each creature within 5 feet of the stonemaw when it sur-
faces. Failure: 7 (2d6) Bludgeoning damage, and the tar-
get is pushed 10 feet straight away from the stonemaw 
and knocked Prone. Success: Pushed away only.

False Appearance. If the stonemaw is motionless under-
ground at the start of combat, it has Advantage on its 
Initiative roll. Moreover, if a creature hasn’t observed 
the stonemaw move or act, that creature must succeed 
on a DC 18 Intelligence (Investigation) check to dis-
cern that the stonemaw’s teeth aren’t ordinary stones.

Gravity Tunnels. The stonemaw can burrow through non-
magical, unworked earth and stone. While doing so, the 
stonemaw doesn’t disturb the material it moves through.

Thunder Weakness. The stonemaw has Disadvantage 
on saving throws made against spells and other effects 
that deal Thunder damage.

Actions
Multiattack. The stonemaw makes one Bite attack and 
two Claw attacks.

Bite. Melee Weapon Attack: +8, reach 5 ft. Hit: 16 (2d10 + 
5) Piercing damage. If the target is a Medium or smaller 
creature, and the stonemaw has no more than three 
Medium or Small creatures swallowed, then the target 
is subjected to the following effect. Saving Throw: DC 16 
Strength. Failure: The target is swallowed. 
	 A swallowed target is Blinded and Restrained, it has 
Total Cover against attacks and other effects outside 
the stonemaw, and it takes 15 (6d4) Acid damage at the 
start of each of the stonemaw’s turns. If the stonemaw 
takes 20 damage or more on a single turn from sources 
inside it, it must succeed on a DC 16 Constitution 
saving throw at the end of that turn or regurgitate 
all swallowed creatures, each of which falls Prone in a 
space within 10 feet of the stonemaw. If the stonemaw 
dies, any swallowed creature is no longer Restrained by 
it and can escape from the corpse using 15 feet of move-
ment, exiting Prone.

Claw. Melee Weapon Attack: +8, reach 10 ft. Hit: 12 (2d6 + 
5) Slashing damage.

Graviturgic Rock. Ranged Weapon Attack: +10, range 
60/180 ft. Hit: 20 (2d12 + 7) Bludgeoning damage. Sav-
ing Throw: DC 18 Strength, a creature hit by this attack. 
Failure: The target is knocked Prone.

Bonus Actions
Gaping Jaw. The stonemaw uses gravity to draw crea-
tures in towards its waiting mouth. Saving Throw: DC 16 
Strength, each creature in a 20-foot Cone. Failure: The 
target is pulled to the nearest unoccupied space within 
5 feet of the stonemaw.Ar
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Sandripple Spikes
Weapon (Claw*), Very Rare (Requires Attunement)
Component: Pouch of Monstrosity (Stonemaw) Teeth

Sand and water aren’t all that different, both 
flowing, shifting, and curving into rolling waves. 
Desert dunes are an ocean, and a dash of magic is 
all you need to start swimming. The only question 
left is whether or not that desert counts as a soup.

Sandswim. As a Bonus Action while wearing this 
weapon, you can grant yourself a Burrow Speed 
of 20 feet that allows you to burrow through sand 
and loose earth only. Burrowing in this way leaves 
no trace or tunnel.

Ambush From Below. When you emerge from 
burrowing within 5 feet of a creature for the 
first time on a turn, you have Advantage 
on the first attack roll you make against 
that creature using these claws and, on a hit, the 
creature is knocked Prone.

Uncommon variant: Reduce the Burrow Speed 

to 15 feet, and the Ambush From Below property 

doesn’t knock creatures Prone.

Rare variant: The Ambush From Below property 

doesn’t knock creatures Prone.

*See Appendix A - Equipment
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Huge Undead (Yokai), Lawful Neutral

AC 19	 Initiative +5 (15)
HP 152 (16d12 + 48)	 Perception +10 (20)
Speed 35 ft.

STR DEX CON INT WIS CHA
Score 21 21 16 13 18 17

Mod (Save) +5 (+11) +5 (+11) +3 +1 +4 (+10) +3

Skills Acrobatics +11, Athletics +11, History +7, 
Insight +10, Perception +10

Damage Resistances Bludgeoning, Piercing, Slashing
Damage Immunities Lightning, Necrotic, Poison
Condition Immunities Exhaustion, Grappled, Poisoned, 

Restrained
Senses Darkvision 120 ft.
Languages Common, Kitsune
CR 19 (XP 22,000)	 PB +6

Traits
Incorporeal Movement. The obakitsu can move through 
other creatures and objects as if they were Difficult 
Terrain. It takes 5 (1d10) Force damage if it ends its turn 
inside an object.

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

Yokai Dawn. If the obakitsu dies, it reappears in 1d8+1 
dawns in the nearest place of honourable combat, and 
regains all its Hit Points. This trait doesn’t function if the 
obakitsu is killed by Radiant damage.

Actions
Multiattack. The obakitsu makes five Tail Armoury 
attacks, each using a different weapon.

Tail Armoury. The obakitsu transforms one of its tails 
into a golden weapon for a single attack. Melee or 
Ranged Weapon Attack: +11, see weapon option for reach/
range. Hit: 9 (2d8) Lightning damage. The obakitsu also 
creates one of the following effects depending on the 
weapon used:

Bô. Reach 5 ft.; 9 (1d8 + 5) Bludgeoning damage, and 
the target has Disadvantage on D20 Tests using 
Dexterity and Intelligence until the end of its 
next turn.

Kanabo. Reach 5 ft.; 10 (1d10 + 5) Bludgeoning dam-
age. Saving Throw: DC 19 Strength, each creature 
in a 10-foot Emanation originating from the obak-
itsu. Failure: The target is pushed 10 feet straight 
away from the obakitsu.

Katana. Reach 5 ft.; 10 (1d10 + 5) Slashing damage, 
and the target glows golden. The next attack roll 
against it before the end of the obakitu’s next turn 
has Advantage.

Kodachi. Reach 5 ft.; 8 (1d6 + 5) Slashing damage. 
Until the end of the target’s next turn, its Speed is 
halved and its AC is reduced by its Dexterity modifi-
er (minimum 0).

Kusarigama. Reach 10 ft.; 8 (1d6 + 5) Slashing dam-
age. Saving Throw: DC 19 Dexterity, one creature 
of the obakitsu’s choice within 10 feet. Failure: The 
target is knocked Prone.

Longbow. Range 150/600 ft.; 10 (1d10 + 5) Piercing 
damage, and the area within a 10-foot-radius 
Sphere centred on the target is Heavily Obscured 
by golden mist until the start of the obakitsu’s 
next turn.

Naginata. Reach 10 ft.; 9 (1d8 + 5) Piercing damage, 
and the target is run through by the weapon and 
Grappled (escape DC 19) until the obakitsu moves 
or uses its naginata again. When this grapple ends, 
the target takes 13 (3d8) Piercing damage.

Tonfa. Reach 5 ft.; 8 (1d6 + 5) Bludgeoning damage, 
and the target drops any items of the obakitsu’s 
choice it is holding, with the objects landing on 
a space of the obakitsu’s choice within 15 feet of 
the target.

Twinblade. Reach 5 ft.; 10 (2d4 + 5) Slashing damage. 
Saving Throw: DC 19 Dexterity, one creature of the 
obakitsu’s choice within 10 feet. Failure: 10 (3d6) 
Slashing damage.

Obakitsu Grandmaster
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Feat
Impossible Wielder

General Feat (Prerequisite: Level 4+, 
Strength or Dexterity 13+)

Training in advanced, unorthodox techniques 
has accelerated your mastery in the martial arts, 
granting you the following benefits:

Weapon Training. You gain proficiency with a Mar-
tial weapon of your choice.

Mastery. You learn one Advanced Technique of 
your choice from any technique tree*. You must 
meet the prerequisites for the technique to learn it.

Armoury of One. While you are wielding no weap-
ons with the Light property, you can wield a Light 
weapon using your mouth or tail (if applicable) for 
1 minute. When you take the Attack action while 
wielding a weapon in this way, you can make one 
additional attack using this weapon. You don’t add 
your ability modifier to the damage of this extra 
attack unless that modifier is negative. Once you 
have wielded a weapon in this way, you can’t do so 
again until you finish a Short or Long Rest.

*See Ryoko’s Guide to the Yokai Realms

Reactions
Parry. Trigger: The obakitsu is hit by a melee attack 
roll. Response: The obakitsu adds 6 to its AC against the 
attack, possibly causing it to miss.

Swirling Tails. Trigger: The obakitsu is hit by a ranged 
weapon attack. Response: The obakitsu reduces the 
damage it takes from the attack by 15 (6d4), and if 
that damage is reduced to 0, the obakitsu flings the 
ammunition at a target of its choice. Ranged Weapon 
Attack: +11, range 60/120. Hit: 9 (1d8 + 5) damage of the 
triggering attack’s type.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the obakitsu can expend a use to take one of the 
following actions. The obakitsu regains all expended uses at 
the start of each of its turns.

Tail Armoury. The obakitsu makes one Tail Armoury 
attack.

Always Prepared. The obakitsu regains its expended 
Reaction.

Obakitsu
Continued from previous page

Feat: Impossible Wielder
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ArcticPurrmafrost
Dolusailurus gelidus	 Small Monstrosity	 Neutral

Ar
ti

st
: G

ab
ri

el
 V

is
si

ch
el

li



163163

Heliana’s Field Notes - Loot Tavern
Ar

ti
st

: G
ab

ri
el

 V
is

si
ch

el
li



164164 Heliana’s Field Notes - Loot Tavern

Purrmafrost
Small Monstrosity, Neutral

AC 15	 Initiative +5 (15)
HP 27 (6d6 + 6)	 Perception +5 (15)
Speed 30 ft.

STR DEX CON INT WIS CHA
Score 14 17 12 5 16 10

Mod (Save) +2 +3 (+5) +1 -3 +3 (+5) +0

Skills Perception +5, Stealth +5
Damage Resistances Cold
Senses Darkvision 60 ft.
Languages None
CR 2 (XP 450)	 PB +2

Traits
Fog Veil. While the purrmafrost isn’t Incapacitated, the 
area within a 10-foot Emanation originating from the 
purrmafrost is filled with a gentle fog and is Lightly 
Obscured for non-purrmafrost creatures. A strong wind 
(such as the one created by Gust of Wind) disperses it 
until the start of the purrmafrost’s next turn

Snowy Stealth. The purrmafrost can move across and 
climb icy surfaces without needing to make an ability 
check. Additionally, Difficult Terrain composed of ice 
or snow doesn’t cost it extra movement. When it walks 
through snow, it leaves no discernable tracks.

Actions
Multiattack. The purrmafrost makes one Bite attack 
and one Claw attack.

Bite. Melee Weapon Attack: +5, reach 5 ft. Hit: 7 (1d8 + 
3) Piercing damage plus 10 (3d6) Cold damage. Saving 
Throw: DC 14 Constitution, a Wet creature hit by 
this attack. Failure: The target is Restrained until the 
end of its next turn. The condition ends early if it takes 
Fire damage.

Claw. Melee Weapon Attack: +5, reach 5 ft. Hit: 6 (1d6 + 3) 
Slashing damage.

Frost Breath. Saving Throw: DC 13 Constitution, each 
creature in a 20-foot Cone. Wet creatures have Dis-
advantage on the saving throw. Failure: 7 (2d6) Cold 
damage, and if the target is Wet, it is Restrained until 
the end of its next turn. The condition ends early if it 
takes Fire damage. Success: Half damage only.

Bonus Actions
Hidden Crouch. While in areas of fog or mist, the purr-
mafrost takes the Hide action.

Illusion Fog (Recharge 6). The purrmafrost creates damp 
fog in a 15-foot-radius Sphere centered on itself. The 
area is Heavily Obscured for non-purrmafrost creatures. 
The purrmafrost then teleports to an unoccupied space 
it can see within 15 feet. This fog lasts for 1 minute or 
until a strong wind (such as the one created by Gust of 
Wind) disperses it. A creature that ends its turn in the 
fog becomes Wet. 
	 The fog swirls into strange shapes, projecting entic-
ing images into the minds of those who see it. Saving 
Throw: DC 13 Wisdom, each creature that starts its 
turn within 30 feet of the fog and can see it. Failure: The 
target is enticed by the images in the fog and can’t will-
ingly move away from it until the start of the target’s 
next turn.
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Freezing Fog
Level 2 Conjuration 
Casting Time: Bonus Action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Ranger, Sorcerer, 

Tamer, Wizard

You create a 15-foot-radius Sphere of icy fog cen-
tred on a point within range. The Sphere is Heavily 
Obscured. It lasts for the duration or until a strong 
wind (such as the one created by Gust of Wind) 
disperses it. Whenever a creature enters the Sphere 
or starts its turn there, it becomes Wet. A Wet 
creature that takes Cold damage while in the area is 
Restrained until the end of its next turn or until it 
takes Fire damage.

Using a Higher-Level Spell Slot. The fog’s radius 
increases by 5 feet for each spell slot level above 2.

Lingering Image
Level 3 Illusion 
Casting Time: Action
Range: 30 feet 
Components: S, M (shard of glass)
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Sorcerer, Warlock, 

Wizard

You teleport to an unoccupied space you can see 
within range, and you either leave an illusory copy 
of yourself in the space you left, or you create an il-
lusory copy of yourself in an unoccupied space you 
can see within range (your choice). The illusory 
copy lasts for the duration, or until it is hit by an at-
tack. As a Bonus Action, you can move the illusion 
up to 30 feet to an unoccupied space you can see 
that is within range.

A creature that takes a Study action to examine 
the image can determine that it is an illusion with a 
successful Intelligence (Investigation) check 
against your spell save DC. If a creature dis-
cerns the illusion for what it is, the creature can see 
through the image, and its other sensory qualities 
become faint to the creature.

The illusion has an AC equal to 10 plus your 
spellcasting ability modifier. If a creature hits the 
illusion with an attack, the illusion dissipates and 
the creature takes 14 (4d6) Psychic damage.

Using a Higher-Level Spell Slot. The damage 
increases by 1d6 for each spell slot level above 3.

Wet
Wet is a new condition. A Wet creature is 

one that has recently been swimming or 

soaked in water, or who has been affected 

by an effect such as the Freezing Fog spell.

While you have the Wet condition, you 

experience the following effects.

Cold and Lightning Susceptibility. You have 

Disadvantage on saving throws against 

spells and other effects that deal Cold or 

Lightning damage, and Disadvantage on 

saving throws against extreme cold.

Fire Protection. You have Advantage 

on saving throws against spells and other 

effects that deal Fire damage.

Ending the Wet Condition. When you take 

5 or more Fire damage in a single turn or 

spend 1 hour around a source of heat, this 

condition ends.
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Battlefields
Bladeborne Mantiroar

Mantaurus macrotelum	 Large Monstrosity	 Lawful Evil
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Large Monstrosity, Lawful Evil

AC 18	 Initiative +0 (10)
HP 133 (14d10 + 56)	 Perception +0 (10)
Speed 40 ft., Fly 40 ft.

STR DEX CON INT WIS CHA
Score 21 11 19 14 10 16

Mod (Save) +5 (+9) +0 +4 (+8) +2 +0 +3 (+7)

Skills Athletics + 9
Gear Greatsword
Senses Darkvision 60 ft.
Languages Celestial, Common
CR 10 (XP 5,900)	 PB +4

Traits
Trampler. If the mantiroar moves 20+ feet straight 
toward a creature immediately before making a melee 
attack against it, the mantiroar has Advantage on the 
attack roll.

Actions
Multiattack. The mantiroar makes one Claw attack or 
uses Sweeping Strike, and it makes either one Skewer-
ing Tail attack or two Spikeshot attacks.

Claw. Melee Weapon Attack: +9, reach 5 ft. Hit: 18 (2d12 
+ 5) Bludgeoning damage. If the target is a Huge or 
smaller creature, it is Grappled (escape DC 17). Until 
the grapple ends, the creature is Restrained, and the 
mantiroar can’t make Claw attacks against a target 
other than the one it’s grappling.

Skewering Tail. Melee Weapon Attack: +9, reach 10 ft. 
Hit: 14 (2d8 + 5) Piercing damage. A Medium or smaller 
target is impaled on the blade of the tail and is Grap-
pled (escape DC 17). The grapple ends if the mantiroar 
uses Skewering Tail again. When the grapple ends, 
the target takes 13 (3d8) Slashing damage as the blade 
leaves its body.

Spikeshot. Ranged Weapon Attack: +9, range 30/90 ft. Hit: 
14 (2d8 + 5) Piercing damage.

Sweeping Strike. The mantiroar sweeps its blade in a 
wide arc. Saving Throw: DC 17 Dexterity, each creature 
in a 10-foot Emanation originating from the mantiroar. 
Failure: 18 (4d8) Slashing damage. Success: Half damage.

Heroic Charge. The mantiroar wreaths itself in golden 
light and charges 40 feet in a straight line, passing 
through the spaces of creatures smaller than it. Saving 
Throw: DC 17 Dexterity, each creature in the manti-
roar’s path. Failure: 19 (3d12) Bludgeoning damage, and 
the target is knocked Prone. Success: Half damage only. 
	 The charge leaves a glowing light in the affected 
area. At the end of the next enemy’s turn, the light 
flashes brightly, dealing 9 (2d8) Radiant damage to 
each creature in the area.

Bonus Actions
Roar of Glory (Recharge 5-6). The mantiroar lets out a 
roar of challenge, unravelling magical obstructions 
that would taint honourable combat. Spells of level 3 or 
lower within 60 feet of the mantiroar end. 

Bladeborne Mantiroar
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Wartorn Ashes
Lair of Bladeborne Mantiroar

Initiative 20 (loses ties)
Additional XP 1,100

Regional Traits
Ashen Blood. The air within the lair causes wounds 
to persist. Saving Throw: DC 17 Constitution, each 
creature that first enters the lair. Failure: Whenever 
a spell or other effect would restore Hit Points to the 
target with a die roll, each die is treated as rolling a 1. 
This effect lasts until the creature finishes a Long Rest 
outside of the lair. 

Field of Decay. Ash in the air degrades weapons with 
constant wear and battle damage. A weapon de-
grades at each dawn while within 1 mile of the lair. 
When it degrades, a nonmagical weapon takes a -1 
penalty to attack and damage rolls, up to -3, which 
lasts until the weapon is repaired. When a non-Ar-
tifact magic weapon degrades, roll 1d8. On a 1, the 
weapon becomes inert, losing all magical properties 
but remaining magical. These effects last until the 
magic weapon spends 24 hours more than 5 miles 
away from the lair.

Reign of Night. The sky within 1 mile of the lair is per-
petually dark regardless of time of day.

Lair Actions
Pierce the Earth. A golden spectral sword pierces the 
ground in an unoccupied space of the mantiroar’s 
choice within the lair. The sword occupies a 5-foot 
space and lasts up to 1 minute. A creature that moves 
to a space within 10 feet of the sword for the first time 
on a turn is subjected to the following effect. Saving 
Throw: DC 17 Dexterity. Failure: The target takes 10 
Radiant damage. Success: Half damage. The sword 
vanishes when it has dealt a total of 30 damage.
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Tails of Glory
Prosthesis, Uncommon (Requires Attunement)
Component: Monstrosity (Mantiroar) Stinger

Originally called “Sit on Your Grass,” this pros-
thesis was designed with tensioned blades to 
easily mow stretches of lawn. Poor initial sales 
and multiple complaints of the blades’ rapid, 
spontaneous deconstruction led to a recall, rede-
sign, and rebranding, targeting the adventurer 
demographic instead.

This prosthesis has 5 charges and regains 1d4 + 1 
expended charges daily at dawn.

Prosthesis Properties. This prosthesis can replace 
or enhance a tail. It has the Melee (1d6 Piercing, 
Finesse) property and the Hail of Ammunition 
Superior Strike*, which requires no ammunition to 
perform with this prosthesis.

*See Ryoko’s Guide to the Yokai Realms
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Blur of Blades. When you take the Attack action 
on your turn, you can expend 1 charge and take 
a Bonus Action to fling two blades from the tail, 
each at a different target. Each blade is a ranged 
weapon attack with a range of 20/60 ft. and a 
damage die of 1d8. The blades vanish at the end of 
your turn, reappearing attached to the tail.

Hero’s Presence. As a Bonus Action, you can expend 
1 charge to fling an enchanted blade to an unoccu-
pied space within 30 feet of you. When an enemy 
enters a space within 10 feet of the blade for the 
first time on a turn or starts its turn there, it makes 
a DC 13 Dexterity saving throw, taking 10 Radi-
ant damage on a failed save or half as much dam-
age on a successful one. The blade vanishes after 
1 minute or when it has dealt a total of 30 damage.

Rare variant: Increase the DC to 15, the charges to 
8, and the recharge to 1d6 + 2. The area within 10 
feet of an enchanted blade is Difficult Terrain.

Very Rare variant: Increase the DC to 16, the 
charges to 8, the recharge to 1d6 + 2, the num-
ber of blades flung by Blur of Blades to three, 
and the total damage of Hero’s Presence to 40. 
The area within 10 feet of an enchanted blade is 
Difficult Terrain.

Artist: Tien Thang
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Coastal, UnderwaterReef Avatar
Coralia alvus	 Huge Plant	 Lawful Good
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Reef Avatar
Huge Plant, Lawful Good

AC 16	 Initiative -1 (9)
HP 189 (18d12 + 72)	 Perception +2 (12)
Speed 30 ft., Swim 15 ft.

STR DEX CON INT WIS CHA
Score 17 8 18 10 15 11

Mod (Save) +3 (+9) -1 +4 (+10) +0 +2 (+8) +0

Skills Nature +6
Damage Resistances Poison
Condition Immunities Paralysed, Petrified, Poisoned
Gear Staff
Senses Ripplesense 300 ft. (see trait; blind beyond this 

radius)
Languages Aquan
CR 17 (XP 18,000)	 PB +6

Traits
Bleaching. Whenever the reef avatar takes 15 Acid dam-
age or more in a single instance, it loses one use of its 
Legendary Action until the start of its next turn.

Heart of the Sea. While within 30 feet of the reef avatar, 
creatures with a natural Swim Speed (not provided by a 
spell or other magical effect) have Advantage on saving 
throws against spells and other magical effects.

Ripplesense. The reef avatar can sense the size, dis-
tance, and direction to any creature or object that is 
submerged in at least 1 foot of water within 300 feet of 
it, including through Total Cover. It can also sense the 
emotional state of any aquatic creature within the area.

Water Breathing. The reef avatar can breathe only 
underwater.

Spellcasting
Ability: Wisdom	 DC: 16	 Modifier: +8

The reef avatar uses its Staff as a Spellcasting Fo-
cus and requires no Verbal components to cast the 
following spells.

At Will: Calm Waters*C, Druidcraft, Enlarge/Reduce (no 
Concentration required), Riptide*C

4/Day: Beacon of HopeC, Purify Food and Drink, Sanctua-
ryB, The Bends*, Water Breathing

3/Day: Control WaterC, Mass Cure Wounds, Plant Growth
*See spells page; bold indicates combat spells, B indicates Bonus Action, C indi-
cates concentration

Actions
Multiattack. The reef avatar makes one Shell Staff 
attack and two Darting Spine attacks.

Shell Staff. Melee Weapon Attack: +9, reach 10 ft. Hit: 19 
(3d10 + 3) Bludgeoning damage.

Darting Spine. Ranged Weapon Attack: +10 to hit, range 
30/90 ft. Hit: 11 (3d4 + 4) Piercing damage plus 10 (3d6) 
Poison damage, and the target is subjected to the fol-
lowing effect. Saving Throw: DC 18 Constitution. Failure: 
The target is Paralysed until the start of its next turn.

Bonus Actions
Defend the Colony. The reef avatar summons a Swarm 
of Defenders in an unoccupied space within 10 feet 
of it. The swarm is made up of Tiny krakens, sharks, 
and whales, uses the Swarm of Piranhas* stat block, 
and takes its turn immediately after the reef avatar. 
The swarm lasts for 1 minute, after which it magically 
returns to the safety of the reef avatar’s body.
*If using the 2014 version of the 5e rules, use Swarm of Quippers

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the reef avatar can expend a use to take one of the 
following actions. The reef avatar regains all expended uses 
at the start of each of its turns.

Cast a Spell. The reef avatar uses Spellcasting.

Cleansing Current. A creature with a Swim Speed within 
30 feet of the reef avatar regains 6 (1d8 + 2) Hit Points.

Darting Spine. The reef avatar makes a Darting Spine 
attack.
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Shelf in Regrowth
Lair of Reef Avatar

Initiative 20 (loses ties)
Additional XP 700

Regional Traits
Polyp Clouds. Restorative clouds of coral prevent 
disease and decay within the lair. Diseases are sup-
pressed while within the lair, and any spell that speci-
fies that it withers nonmagical plants and vegetation, 
such as Blight, automatically fails.

Clear Water. Though still saline, the water in the lair 
is extremely clean. A creature that can breathe water 
regains 1 extra Hit Point whenever it rolls a Hit Die to 
regain Hit Points while in the water.

Bones to Build. The ground within the lair is covered 
in the bone-like spikes of old coral growth in the early 
stages of regrowth. Saving Throw: DC 17 Constitu-
tion, a creature that moves 5 feet on the ground in 
the lair for the first time on a turn. Failure: 2 (1d4) 
Piercing damage, and the target is Paralysed until 
the start of its next turn.

Lair Actions
The Shelf in Regrowth can’t take the same action two turns 
in a row.

Changing Currents. Water in the lair swirls with small 
but powerful currents, becoming Difficult Terrain for 
creatures of the reef avatar’s choice.

Purification. Each creature of the reef avatar’s choice 
within the lair gains 13 (3d8) Temporary Hit Points.

Rapid Reconstruction. A wall of venomous coral 
springs up from a solid surface within the lair. The 
wall is 5 feet wide, 10 feet tall, and 20 feet long. If the 
wall cuts through a creature’s space when it appears, 
the creature is pushed to one side of the wall and is 
subjected to the following effect. Saving Throw: DC 17 
Dexterity. Failure: 5 (2d4) Piercing damage, and the 
target Paralysed until the start of its next turn.

Artist: Sam Jumisko
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“Ohoho, no. You don’t get it. They don’t live 
in the reef. They are the reef! So tread 
lightly, and be polite. Those ‘pretty little 
rocks’ heard every word you just said.” 

— Jack Kusto, Oceanographer 

When mutated predators descend upon the 
enduring, beautiful reefs of the VoidSea’s shal-
lows, the coralborn are waiting to receive them. 
In an instant, hunting grounds transform into an 
ambush as the ambulatory corals stretch their 
jewel-toned limbs and rise from the seabed. From 
calcite latticework of their skin fire a multitude 
of tiny stingers, each launched from one of the 
thousands of polyps that comprise their bodies. 
Once the stuff of legend, coralborn are a walking 
reminder that the ocean once held beauty—and 
one day will again. 

Coralborn Traits
Age: 200 years (maturity at creation)
Anatomy: Two arms and two legs
Creature Type: Humanoid
Size: Medium
Speed: 30 feet

As a Coralborn, you have these special traits.

Aquatic Aquifer. You always have the Create 
Food and Water spell prepared. You can cast the 
spell once without expending a spell slot, and you 
regain the ability to do so again when you finish 
a Long Rest. You can also cast it using any level 3+ 
spell slots you have. Constitution is your spellcast-
ing ability when you cast it with this trait.

Darkvision. You have Darkvision with a range of 
60 feet.

Distributed Body. You have Resistance to Poi-
son damage. You also have Advantage on saving 
throws you make to avoid or end being Poisoned. 

Obligate Amphibian. You can breathe both air 
and water. When you take a Long Rest, you must 
spend it at least halfway immersed in water to 
gain its benefits.

Stony Stingskin. You can take a Bonus Action 
while you are Grappled or are grappling a creature 
to fire thousands of tiny needles into one crea-
ture that is touching you. That creature makes a 

Barrier Coralborn
Ar

ti
st

: P
h

an
 T

ua
n 

D
at

Species: Barrier Coralborn

Barrier Coralborn



177177

Heliana’s Field Notes - Loot Tavern
Constitution saving throw (DC 8 plus your 
Constitution modifier and Proficiency Bonus). On 
a failed save, the target takes 1d6 Poison damage 
and is Poisoned for 1 minute. At the end of each 
of its turns, the Poisoned target repeats the save, 
ending the condition on itself on a success. You 
can use this trait a number of times equal to your 
Proficiency Bonus, and you regain all expended 
uses when you finish a Long Rest.

Coralborn Lineage. Coralborn are as diverse as the 
biomes in which they grow, with bodies well-adapt-
ed to their environments. The Barrier lineage is pre-
sented here, but more options, like Deadwhite and 
Deepbloom will be available in VoidSea!

Barrier Coralborn Traits
Barrier coralborn were the first walking reefs, born 
to shield and shepherd their descendants in times 
of crisis. When outside enemies threaten their 
soft-fleshed cnidaran cousins, these kaleidoscopic 
warriors hurtle across the seabed to take the blow 
themselves. With frenzied polyps hard at work be-
neath their calcite shells, barrier coralborn regen-
erate from superficial wounds in seconds and can 
even temporarily spread their calciferous armour 
to others in case of emergencies. 

Recalcification. You gain a number of Temporary 
Hit Points equal to half your Proficiency Bonus at 
the start of each of your turns.  

Reef Barrier. You can cast the Coralskin* spell 
once without expending a spell slot and without re-
quiring spell components or Concentration. Instead 
of targeting yourself, you must target a willing 
creature that you touch. Constitution is your spell-
casting ability for it. You regain the ability to cast 
the spell in this way when you finish a Long Rest. 

Sustenance from the Sun. You do not need to 
eat. Instead, spending 8 hours in sunlight relieves 
you of the hazard of Malnutrition for that day.

*See Spells page

Additional Barrier Coralborn 
Traits

In addition to the traits already mentioned, Cor-alborn have the following traits when using the 2014 version of 5th edition.
Ability Score Increase. Your Constitution score increases by 2.
Languages. You can speak, read, and write Aquan and Common.
Barrier. Your Strength score increases by 1.

Ar
ti

st
: G

ab
ri

el
 V

is
si

ch
el

li



178178 Heliana’s Field Notes - Loot Tavern178178 Heliana’s Field Notes - Loot Tavern

X-30
23
AnyVoidspawn CloakVoidspawn Cloak

Animus fibrastra	 Gargantuan Aberration	 Chaotic Evil

Ar
ti

st
: A

it
or

 “I
nk

ey
ja

y”
 S

eb
as

ti
án



179179

Heliana’s Field Notes - Loot Tavern

Ar
ti

st
: D

ai
sy

 ‘T
ea

’ D
un

lo
p

Artist: Tien Thang

Ar
ti

st
: A

it
or

 “I
nk

ey
ja

y”
 S

eb
as

ti
án



180180 Heliana’s Field Notes - Loot Tavern

Gargantuan Aberration, Chaotic Evil

AC 20	 Initiative +0 (10)
HP 297 (17d20 + 119)	 Perception +11 (21)
Speed 5 ft., Fly 30 ft. (hover)

STR DEX CON INT WIS CHA
Score 18 10 25 6 18 21

Mod (Save) +4 +0 +7 (+14) -2 (+5) +4 +5 (+12)

Skills Perception +11
Damage Resistances Psychic
Condition Immunities Charmed, Frightened, Grappled, 
Paralysed, Petrified, Prone, Restrained

Senses Darkvision 120 ft.
Languages None
CR 23 (XP 50,000)	 PB +7

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

Spacetime Aura. Reality warps in a 60-foot Emanation 
originating from the voidspawn cloak. Natural sunlight 
can’t penetrate the area, which is Dim Light filled with 
nebulas and pinprick stars. Other creatures and objects 
can’t teleport into the area or while within it, and any 
spell or other effect that would cause a creature to do so 
automatically fails. When another creature starts its turn 
within the area, its movement is warped; roll a d6 to de-
termine the effect, which lasts until the end of that turn:

1: The creature’s Speed is reduced to 0.

2-3: The creature’s Speed is halved.

4-5: The creature’s Speed is normal.

6: The creature’s Speed is doubled.

Sunlight Sensitivity. While in sunlight from a spell or 
similar effect, the voidspawn cloak can’t use its Starstep 
Bonus Action or Nova Burst Legendary Action.

Actions
Multiattack. The voidspawn cloak makes two Claw 
attacks and one Stinger attack.

Claw. Melee Weapon Attack: +11, reach 10 ft. Hit: 26 (4d10 
+ 4) Piercing damage. The target is Grappled (escape 
DC 19), and it is Restrained until the grapple ends. The 
voidspawn cloak can have up to two creatures Grappled 
in this way.

Stinger. Melee Weapon Attack: +11, reach 15 ft. Hit: 30 
(4d12 + 4) Piercing damage plus 18 (4d8) Psychic dam-
age. Saving Throw: DC 20 Wisdom, a creature hit by this 
attack. Failure: The target’s mind is filled with visions of 
dying stars, and it ages 2d4 years. Until the end of its 
next turn, it is Blinded and its Speed is 0.

Enshroud (Recharge 5-6). The voidspawn cloak sends 
pieces of its body out as cloaklings to envelop its foes in 
madness. Saving Throw: DC 20 Dexterity, each creature 
of the voidspawn cloak’s choice within its Spacetime 
Aura. Failure: A cloaking attaches to the target. While 
a cloakling is attached, the target is Blinded, can only 
speak gibberish, and uses its movement to move in a 
random direction at the start of each of its turns (roll 1d8 
to determine the direction). Each cloakling has AC 10 
and 15 Hit Points. In addition, the cloakling halves the 
damage it takes (round down), and the target takes the 
same amount of damage.

Bonus Actions
Starstep. The voidspawn cloak teleports up to 60 feet to 
an unoccupied space it can see and gains Advantage on 
its next attack roll this turn.

Legendary Actions
Legendary Action Uses: 3. Immediately after another crea-
ture’s turn, the voidspawn cloak can expend a use to take 
one of the following actions. The voidspawn cloak regains all 
expended uses at the start of each of its turns.

Nova Burst. The voidspawn cloak causes a miniscule 
star to go supernova at a point it can see within 60 feet 
of it. Saving Throw: DC 20 Dexterity, each creature in a 
15-foot-radius Sphere centred on the point. Failure: 18 
(4d8) Force damage.

Perceive. The voidspawn cloak takes the Search action. 
It has Blindsight with a range of 60 feet for the check.

Stinger. The voidspawn cloak makes one Stinger attack.

Embroidered Voidspawn Cloak
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Comfort of the Void
Wondrous Item, Uncommon (Requires Attunement)
Component: Phial of Aberration (Voidspawn Cloak) Blood

No one ever said fashion was painless. So what if 
your magical cloak takes a little nibble now and 
then? It’s a vintage look that comes with magical 
powers; it’s worth a bit of blood, just don’t let it 
work up too much of an appetite.

This cloak has 4 charges and regains 1d4 expend-
ed charges daily at dawn.

Spacial Bending. As a Bonus Action, you can 
expend 1 charge to create an aura of starlight 
that bends space in a 10-foot Emanation 
around you for 1 minute. A creature that 
enters the area for the first time on a turn 
or starts its turn there must succeed on a 
DC 13 Wisdom saving throw or have its 
Speed halved until the start of its next 
turn. When a creature fails this saving 
throw, you can let the cloak bite you; 
you take 1d4 Force damage, which 
can’t be reduced or prevented in 
any way. If you do, the creature’s 
Speed is reduced to 0 instead.

Eldritch Resilience. When you make 
a saving throw, you can take a Reac-
tion to expend 1 charge and let the 
cloak bite you; you take 1d4 Force 
damage, which can’t be reduced 
or prevented in any way. You then 
add the damage you took to the result of the 
triggering saving throw.

Curse. This cloak is cursed, and becoming attuned 
to it extends the curse to you. As long as you 
remain cursed, you are unwilling to part with the 
cloak, keeping it within reach at all times. When 
the cloak has fed on its owner sufficiently (GM’s 
discretion), it transforms into an Embroidered 
Voidspawn Cloak, which is Hostile to the party.

Rare variant: Increase the charges to 5, the re-
charge to 1d4 + 1, and the DC to 15. While wearing 
this cloak, you gain a +1 bonus to AC. 

Very Rare variant: Increase the charges to 6, 
the recharge to 1d4 + 2, and the DC to 16. While 
wearing this cloak, you gain a +1 bonus to AC. As a 
Bonus Action, you can expend 1 charge to let the 
cloak bite you; you take 3d4 Force damage, which 
can’t be reduced or prevented in any way, and cast 
the Misty Step spell. Ar
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Weapon Properties

Attached
Weapon Property

You can’t be disarmed of this weapon, 
but donning or doffing the weapon 
takes an action. You can use a hand 
equipped with this weapon to hold 
items, but can’t attack with the weap-
on while doing so. Additionally, you 
have Disadvantage on attack rolls 
using other weapons held in a hand 
equipped with this weapon and on 
Sleight of Hand checks using the hand 
that is equipped with this weapon.

Unwieldy
Weapon Property

This weapon is large and difficult to 
wield. Drawing or stowing the weap-
on requires a Bonus Action, and your 
Speed is reduced by 10 feet while 
you wield it. In addition, weapons 
with this property can’t be used for 
two-weapon fighting.

Prosthesis Properties

Melee
Prosthesis Property

The prosthesis is a Martial Melee 
weapon. If you’re proficient with a 
Martial Melee weapon, you’re consid-
ered proficient with this weapon. The 
information in parentheses notes the 
weapon’s damage dice, damage type, and 
any additional weapon properties it 
may have, respectively.

Appendix A - Equipment

Appendices

Artist: Chaouki Titouhi
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Weapons

Claw
Simple Melee weapon; value 5 GP; 
weight 2 lbs.

Manufacturing: Smith’s Tools; 2 GP ma-
terials; 3 hours

Claws are Simple, bladed Melee weap-
ons worn as gloves that deal 1d6 
Slashing damage on a hit and have the 
Attached and Light properties. They 
also have the Skewer superior strike*.

* See Ryoko’s Guide to the Yokai 
Realms

Gunlance
Martial Melee weapon; value 150 
GP; weight 8 lbs.

Gunlances take the form of 
one-handed polearms with built-
in short-range firearms. They have 
the Heavy, Reach, Unwieldy, and 
Versatile (1d10) properties, deal 1d8 
Slashing damage on a hit, and have 
the Cleave Weapon Mastery. They also 
have the Special: Point Blank prop-
erty and the Piercing Shot Superior 
Strike*, with a range of 30 feet.

Special: Point Blank. As a Bonus Ac-
tion while wielding this weapon, you 
can prime it for shooting. The next 
time you hit with a melee attack 
using this weapon before the end of 
your turn, the attack deals an extra 
1d4 Thunder damage.

* See Ryoko’s Guide to the Yokai Realms

Artist: Chaouki Titouhi
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Acid Rain
Level 3 Conjuration 
Casting Time: Action
Range: 90 feet
Components: V, S, M (a drop of acid)
Duration: Concentration, up to 1 minute
Class: Bender (Earth, Water), Druid, Sorcerer, 

Warlock, Wizard

With a gentle patter, corrosive raindrops build to 
an acidic deluge in a 20-foot-radius, 60-foot-tall 
Cylinder, centred on a point within range. When 
the Cylinder appears, each creature in it makes a 
Dexterity saving throw, taking 4d6 Acid dam-
age on failure, or half as much damage on a success.

A creature also makes this save when it enters the 
spell’s area or ends its turn there. A creature makes 
this save only once per turn.

Using a Higher-Level Spell Slot. The Acid damage 
increases by 1d6 for each spell slot level above 3.

Arcanomagnetic Pulse
Level 3 Evocation
Casting Time: Action
Range: 60 feet
Components: V, S, M (a coil of copper wire)
Duration: Instantaneous
Class: Sorcerer, Wizard

You create a powerful arcanomagnetic charge at a 
point you can see within range, pulling in nearby 
creatures before discharging violently. Each crea-
ture within a 30-foot-radius Sphere centred on 
that point must make a Strength saving throw. 
On a failed save, a creature takes 5d8 Lightning 
damage and is pulled straight towards the point. 
On a successful save, a creature within 20 feet of 
the point takes half as much damage only, and a 
creature further away suffers no effect.

Using a Higher-Level Spell Slot. The damage 
increases by 1d8 for each spell slot level above 3.

Blood Frenzy
Level 2 Biomancy* (*can be replaced with Enchantment)

Casting Time: Action
Range: 30 feet
Components: V, S, M (a drop of blood, less than 

24 hours old)
Duration: Concentration, up to 10 minutes
Class: Druid, Ranger, Sorcerer, Tamer, Warlock

You touch a willing creature, sharpening its focus 
with the instincts of a killer. Until the spell ends, 
the target has Advantage on attack rolls it makes 
against Bloodied creatures. In addition, if there is 
at least one Bloodied creature within 30 feet of 
the target, and the target considers that creature 
Hostile, the target has Disadvantage on attack rolls 
it makes against creatures above half their Hit Point 
maximum.

Using a Higher-Level Spell Slot. You can affect 
one additional creature for each spell slot level 
above 2.

Calm Waters
Level 2 Transmutation
Casting Time: Bonus Action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Ranger, Wizard

With a peaceful gesture and murmuring word, you 
calm the water in a 60-foot Cube centred on a 
point within range for the duration. In the area, a 
tumultuous stream becomes swimmable, a stormy 
ocean gains a moment of reprieve, and the effects 
of water-based spells of level 2 or lower, such as the 
Riptide spell, are prevented and suppressed.

Using a Higher-Level Spell Slot. You suppress the 
effects of a water-based spell if its level is equal to or 
less than the level of the spell slot you use.

Appendix B - Spells
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Chameleon Skin
Level 1 Biomancy* (*can be replaced with Transmutation) 
Casting Time: Action
Range: Touch
Components: V, S, M (red, yellow, and blue pig-

ment)
Duration: Concentration, up to 10 minutes
Class: Bard, Druid, Ranger, Tamer, Wizard

You imbue a creature you touch with pigment 
so that its skin, and anything it wears or carries, 
slowly shifts hues to match its surroundings. For the 
duration, the target can take the Hide action as a 
Bonus Action on each of its turns, even when only 
Lightly Obscured.

If the target did not move during its last turn, 
creatures have Disadvantage on any Wisdom 
(Perception) checks made to see the target. Crea-
tures who do not rely on sight, such as those with 
Tremorsense, are Immune to this effect.

Using a Higher-Level Spell Slot. You can target 
one additional creature for each spell slot level 
above 1.

Coralskin
Level 2 Biomancy* (*can be replaced with Transmutation)

Casting Time: Action
Range: Touch
Components: V, S, M (a lump of living coral)
Duration: Concentration, up to 1 hour
Class: Druid, Ranger, Sorcerer, Wizard

You touch a willing creature, turning their skin into 
a rapidly growing landscape of varicoloured coral 
for the spell’s duration. 

When you cast the spell, and at the start of 
each of the target’s turns for the spell’s duration, 
the creature gains Temporary Hit Points equal to 
2d4 plus your spellcasting ability modifier. These 
Temporary Hit Points vanish if any remain when 
the spell ends.

In addition, when the target uses its Unarmed 
Strike to deal damage, it deals an extra 1d4 Slash-
ing damage.

Corrupting Ichor
Level 1 Necromancy
Casting Time: Action
Range: 60 feet
Components: S, M (some phlegm)
Duration: Instantaneous
Class: Druid, Sorcerer, Warlock, Wizard

You spit a globule of phlegm at one creature within 
range. Make a ranged spell attack against the tar-
get. On a hit, the target takes 2d8 Necrotic damage. 
In addition, until it takes an action to wipe off the 
phlegm, it takes 1d4 Necrotic damage at the start 
of each of its turns and any Hit Points regained are 
reduced by half.

Using a Higher-Level Spell Slot.  The damage at 
the start of the target’s next turn increases by 1d4 
for each spell slot level above 1.
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Enrage
Level 3 Enchantment
Casting Time: 1 action
Range: 120 feet (20-foot-radius Sphere)
Components: V, S, M (a red handkerchief)
Duration: Concentration, up to 1 minute
Class: Bard, Sorcerer, Warlock

You attempt to create violent emotions in a group 
of people. Each Humanoid in a 20-foot-radius 
Sphere centred on a point you choose within range 
must make a Charisma saving throw; a creature 
can choose to fail this saving throw if it wishes. A 
creature that fails this saving throw becomes en-
raged for the duration.

While enraged, a target becomes Hostile towards 
all creatures. An enraged creature that is concen-
trating on a spell must succeed on a DC 10 Con-
stitution saving throw at the start of each of its 
turns or lose Concentration on the spell.

As a Magic action, you can force an enraged 
creature to use its Reaction to make one melee 
attack with a weapon or an Unarmed Strike against 
one randomly determined creature within the en-
raged creature’s reach. If the enraged creature was 
Friendly towards the target of its attack before this 
spell was cast, the enraged creature can repeat the 
saving throw immediately after making the attack, 
ending the effect on itself on a success.

An enraged creature can repeat the saving throw 
whenever it takes damage, ending the effect on it-
self on a success. When the spell ends, the creature 
reverts to its previous disposition again, unless the 
GM rules otherwise.

Using a Higher-Level Spell Slot. When you take a 
Magic action to force an enraged creature to make a 
melee attack with a weapon or an Unarmed Strike, 
you can force one additional enraged creature to 
make a melee attack with a weapon or an Unarmed 
Strike for each spell slot level above 3.
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Firther’s Shadow
Level 3 Enchantment 
Casting Time: Action
Range: 90 feet
Components: V, S
Duration: Concentration, up to 1 minute
Class: Sorcerer, Warlock, Wizard

You warp and distort the memories of a creature 
you can see within range, bringing forth hideous 
and disturbing mental images. The creature must 
make an Intelligence saving throw. On a failed 
save, the creature takes 4d10 Psychic damage and 
you learn something about the creature (roll a d6 
and consult the following table):

1d6 Thing Learnt
1 The creature’s name
2 Something the creature fears
3 Something the creature desires
4 The creature’s condition Immunities
5 The creature’s damage Vulnerabilities, 

Resistances, and Immunities
6 The creature’s skill and saving throw pro-

ficiencies

On a successful save, the creature takes half as 
much damage and you don’t learn anything. A 
creature with an Intelligence score of 4 or lower 
automatically succeeds on the saving throw.

If a creature fails the initial saving throw then, 
on each of your turns for the duration, you can take 
a Magic action to force the creature to make an 
Intelligence saving throw. On a failure, the 
creature takes 4d6 Psychic damage and you learn 
something about the creature (roll a d6 and consult 
the table above). On a success, the creature takes 
half as much damage, you don’t learn anything, and 
the spell ends. The spell also ends if the target is 
ever outside the spell’s range.

Using a Higher-Level Spell Slot. The initial and 
ongoing damage increases by 1d10 and 1d6, re-
spectively, for each spell slot level above 3.

Freezing Fog
Level 2 Conjuration 
Casting Time: Bonus Action
Range: 60 feet
Components: V, S
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Ranger, Sorcerer, 

Tamer, Wizard

You create a 15-foot-radius Sphere of icy fog cen-
tred on a point within range. The Sphere is Heavily 
Obscured. It lasts for the duration or until a strong 
wind (such as the one created by Gust of Wind) 
disperses it. Whenever a creature enters the Sphere 
or starts its turn there, it becomes Wet. A Wet 
creature that takes Cold damage while in the area is 
Restrained until the end of its next turn or until it 
takes Fire damage.

Using a Higher-Level Spell Slot. The fog’s radius 
increases by 5 feet for each spell slot level above 2.

Hallucinogenic Cloud
Level 2 Conjuration
Casting Time: Action
Range: 60 feet
Components: V, S, M (a cactus flower)
Duration: Concentration, up to 1 minute
Class: Druid, Ranger

You create a burst of brightly coloured, hallucino-
genic pollen in a 20-foot-radius Sphere centred 
on a point within range. Each creature in the area 
must make a Wisdom saving throw. On a failed 
save, the creature sees hallucinations of horrifying 
monsters all around it, and is Frightened of those 
visions for the duration. A creature that ends its 
turn Frightened in this way takes 2d6 Psychic dam-
age and must immediately use its Reaction to use-
lessly attack one of the hallucinations, after which it 
can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success.

Using a Higher-Level Spell Slot. The damage 
increases by 1d6 for each spell slot level above 2.
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Inequality
Level 2 Enchantment
Casting Time: Action
Range: 30 feet
Components: V, S, M (a drop of blood and water, 

mixed)
Duration: Concentration, up to 1 minute
Class: Bard, Cleric, Paladin, Tamer

You twist the fates of two creatures you can see, 
both of whom must be within range. Choose one 
target to favour and one to disfavour. The disfa-
voured target must succeed on a Charisma saving 
throw or the following effects occur:

•	 Whenever the favoured target makes an attack 
roll or saving throw before the spell ends, the 
favoured target can roll a d4 and add the number 
rolled to the attack or saving throw.

•	 Whenever the disfavoured target makes an attack 
roll or saving throw before the spell ends, the 
disfavoured target must roll a d4 and subtract the 
number rolled from the attack or saving throw.

•	 The disfavoured target’s Speed is halved, whilst 
the favoured target’s Speed increases by half.

These effects end for the pair if either of the 
target pair is knocked Unconscious, killed, or the 
spell ends. While under the influence of this spell, 
a favoured target can’t benefit from the Bless spell, 
and a disfavoured target can’t be afflicted by the 
Bane spell.

Using a Higher-Level Spell Slot. You can link two 
other creatures, favouring one, and disfavouring the 
other, for every two spell slot levels above 2.

Lingering Image
Level 3 Illusion 
Casting Time: Action
Range: 30 feet 
Components: S, M (shard of glass)
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Sorcerer, Warlock, 

Wizard

You teleport to an unoccupied space you can see 
within range, and you either leave an illusory copy 
of yourself in the space you left, or you create an il-
lusory copy of yourself in an unoccupied space you 
can see within range (your choice). The illusory 
copy lasts for the duration, or until it is hit by an at-
tack. As a Bonus Action, you can move the illusion 
up to 30 feet to an unoccupied space you can see 
that is within range.

A creature that takes a Study action to examine 
the image can determine that it is an illusion with a 
successful Intelligence (Investigation) check 
against your spell save DC. If a creature dis-
cerns the illusion for what it is, the creature can see 
through the image, and its other sensory qualities 
become faint to the creature.

The illusion has an AC equal to 10 plus your 
spellcasting ability modifier. If a creature hits the 
illusion with an attack, the illusion dissipates and 
the creature takes 14 (4d6) Psychic damage.

Using a Higher-Level Spell Slot. The damage 
increases by 1d6 for each spell slot level above 3.
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Magnetise
Transmutation Cantrip
Casting Time: Action
Range: 15 feet
Components: S, M (a chunk of hematite)
Duration: Instantaneous
Class: Bender (Earth), Sorcerer, Tamer, Wizard

You magnetically shift a ferrous object that weighs 
no more than 100 pounds and is within range, 
moving it 5 feet straight towards or away from you 
(your choice). If a creature is wearing or carrying 
the object, that creature must make a Strength 
saving throw. On a failure, if a creature is wear-
ing the object, the creature is moved 5 feet straight 
towards or away from you (your choice). If it’s car-
rying the object, the object is moved 5 feet straight 
towards or away from you (your choice), disarming 
the creature.

Cantrip Upgrade. The spell pushes objects far-
ther when you reach levels 5 (up to 10 feet), 11 (up 
to 15 feet), and 17 (up to 20 feet).

Nomi’s Adamantine Carapace
Level 5 Biomancy* (*can be replaced with Transmutation)

Casting Time: Action
Range: Touch
Components: V, S, M (a hunk of adamantine 

worth at least 300 GP)
Duration: Concentration, up to 1 hour
Class: Bard, Bender (Earth), Cleric, Druid, Pala-

din, Ranger, Tamer

You touch a willing creature, causing blue-green 
veins of adamantine to thread through its skin, 
making it tougher than steel and as flexible as silk. 
For the duration, the target has Resistance to Acid, 
Bludgeoning, Piercing, and Slashing damage, and its 
base AC is 20 (a Shield’s benefits apply as normal).

Using a Higher-Level Spell Slot. The base AC  
increases by 1 for each spell slot level above 5.
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Purple Rain
Level 5 Conjuration
Casting Time: Action
Range: 60 feet
Components: V, S, M (one drop of blue curaçao)
Duration: Concentration, up to 1 minute
Class: Bard

An alcoholic rainstorm rapidly builds in a 
20-foot-radius, 60-foot-tall Cylinder centred on 
a point within range, releasing intoxicating vapours. 
When the Cylinder appears, each creature in it 
makes a Constitution saving throw, gaining 2 
Drunkenness levels on a failed save.

A creature also makes this save when it enters the 
spell’s area or ends its turn there. A creature makes 
this save only once per turn.

A creature with levels of Drunkenness inflicted 
by this spell takes 1d10 Poison damage per level of 
Drunkenness it has at the start of each of its turns. 
When the spell ends, affected creatures immediately 
lose all levels of Drunkenness inflicted by this spell.

Drunkenness
Drunkenness is measured in six levels. If an already 
drunk creature suffers another effect that causes 
drunkenness, its current level of drunkenness in-
creases by a number indicated by the effect.

A creature suffers the effect of its current level of 
Drunkenness as well as all lower levels. For example, 
a creature suffering level 3 Drunkenness has Dis-
advantage on Dexterity, Charisma, and Wisdom 
checks and saving throws.

Drunkenness & Effects
Level Effect

1 The creature has Advantage on Charis-
ma checks.

2 The creature has Disadvantage on Dex-
terity checks and saving throws.

3 The creature loses the effects of level 1 
Drunkenness, and has Disadvantage 
on Charisma and Wisdom checks and 
saving throws.

4 The creature’s Speed is halved.
5 The creature is Poisoned and retains no 

memory of events that occur between this 
point and when they are no longer drunk.

6 The creature falls Unconscious for 1d4 
+ 8 hours. When it wakes, it is no longer 
drunk, but doesn’t gain the benefits of a 
Long Rest, and gains 1 Exhaustion level.
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Riptide
Level 2 Transmutation
Casting Time: Action
Range: 300 feet
Components: V, S
Duration: Concentration, up to 1 minute
Class: Bender (Water), Druid, Sorcerer, Warlock, 

Wizard

Choose one creature you can see within range that 
is in at least 2 feet of water and choose a direction. 
Turbulent currents wrap around the creature. For 
the duration, the target must make a Strength 
saving throw at the start of each of its turns. On 
a failure, it is dragged 30 feet in the direction you 
chose, and its Swim Speed is reduced to 0 until the 
start of its next turn. On a success, the creature can 
move normally until the start of its next turn.

As a Bonus Action on your turn, you can change 
the direction of the underwater currents. The spell 
ends if the creature is ever out of the spell’s range or 
is no longer in water at least 2 feet deep.

The Bends
Level 3 Biomancy* (*can be replaced with Transmutation)

Casting Time: Action
Range: 90 feet
Components: V, S
Duration: Instantaneous
Class: Bender (Water), Druid, Sorcerer, Warlock, 

Wizard

You assault the internal chemistry of a creature you 
can see within range, causing bubbles of nitrogen to 
precipitate in its blood, forcing it to make a Con-
stitution saving throw. On a failed save, the 
target takes 5d8 Poison damage and is Poisoned for 
1 minute. On a successful save, the target takes half 
as much damage and isn’t Poisoned. If the target is 
completely submerged in water, increase the dam-
age dice from d8s to d10s.

At the end of each of its turns, the Poisoned tar-
get repeats the save, ending the condition on itself 
on a success.

Using a Higher-Level Spell Slot. The damage 
increases by 1d8 for each spell slot level above 3.

Ar
ti

st
: R

as
ti

sl
av

 L
e



Glossary of Terms
BloodiedA creature is considered Bloodied while it has half its Hit Points or fewer remaining.

d20 TestA D20 Test refers to any ability check, attack roll, or saving throw.

EmanationsAn Emanation is an area of effect that extends in straight lines from a source in all directions. The area moves with the source unless it is instantane-ous or stationary, and its source isn’t included in the area of effect unless its creator decides otherwise.

Search ActionsThe Search action refers to any Wisdom check made to discern something that isn’t obvious, typically using the Insight, Medicine, Perception, or Survival skills.

Study ActionsThe Study action refers to any Intelligence check made to study your memory, a book, a clue, or source of knowledge, typically using the Arcana, History, Investigation, Nature, or Religion skills.
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