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Magic Items
This section collects the magic items referenced in 
the Rise of Tiamat adventure. For the rules governing 
magic item use, such as rarity and attunement, see 
the Dungeon Master’s D&D Basic Rules, available at 
DungeonsandDragons.com.
 For spells referenced by magic items in the adventure 
(including spell scrolls), see the “Spells” section of this 
supplement and the Player’s D&D Basic Rules or the 
Player’s Handbook.

+1 Armor
Armor (light, medium, or heavy), rare
You have a +1 bonus to AC while wearing this armor.

+1 Weapon
Weapon (any), uncommon
You have a +1 bonus to attack and damage rolls made 
with this magic weapon.

Arrow of Dragon Slaying
Weapon (arrow), very rare
If a dragon takes damage from this arrow, it must make 
a DC 17 Constitution saving throw, taking an extra 6d10 
piercing damage on a failed save, or half as much extra 
damage on a successful one.
 Once an arrow of dragon slaying deals its extra 
damage to a dragon, it becomes a nonmagical arrow.

Bag of Holding
Wondrous item, uncommon
This bag has an interior space considerably larger 
than its outside dimensions, roughly 2 feet in diameter 
at the mouth and 4 feet deep. The bag can hold up to 
500 pounds, not exceeding a volume of 64 cubic feet. 
The bag weighs 15 pounds, regardless of its contents. 
Retrieving an item from the bag requires an action.
 If the bag is overloaded, pierced, or torn, it ruptures 
and is destroyed, and its contents are scattered in the 
Astral Plane. If the bag is turned inside out, its contents 
spill forth, unharmed, but the bag must be put right 
before it can be used again. Breathing creatures inside 
the bag can survive up to a number of minutes equal 
to 10 divided by the number of creatures (minimum 1 
minute), after which time they begin to suffocate.
 Placing a bag of holding inside an extradimensional 
space created by a Heward’s handy haversack, portable 
hole, or similar item instantly destroys both items and 
opens a gate to the Astral Plane. The gate originates 
where the one item was placed inside the other. Any 
creature within 10 feet of the gate is sucked through it 
to a random location on the Astral Plane. The gate then 
closes. The gate is one-way only and can’t be reopened.

Belt of Hill Giant Strength
Wondrous item, rare (requires attunement)
While wearing this belt, your Strength changes to 21. If 
your Strength is already equal to or greater than 21, the 
item has no effect on you.

Driftglobe
Wondrous item, uncommon
This small sphere of thick glass weighs 1 pound. If you 
are within 60 feet of it, you can speak its command word 
and cause it to emanate the light or daylight spell. Once 
used, the daylight effect can’t be used again until the 
next dawn.
 You can speak another command word as an action to 
make the illuminated globe rise into the air and float no 
more than 5 feet off the ground. The globe hovers in this 
way until you or another creature grasps it. If you move 
more than 60 feet from the hovering globe, it follows 
you until it is within 60 feet of you. It takes the shortest 
route to do so. If prevented from moving, the globe sinks 
gently to the ground and becomes inactive, and its light 
winks out.

Elemental Gem
Wondrous item, uncommon
This gem contains a mote of elemental energy. When 
you use an action to break the gem, an elemental is 
summoned as if you had cast the conjure elemental 
spell, and the gem’s magic is lost. The type of gem 
determines the elemental summoned by the spell.

Gem Summoned Elemental

Blue sapphire Air elemental

Yellow diamond Earth elemental

Red corundum Fire elemental

Emerald Water elemental

Plate Armor of Lightning Resistance
Armor (plate), rare (requires attunement)
You have resistance to lightning damage while you wear 
this armor.

Potion of Fire Breath
Potion, uncommon
After drinking this potion, you can use a bonus action to 
exhale fire at a target within 30 feet of you. The target 
must make a DC 13 Dexterity saving throw, taking 4d6 
fire damage on a failed save, or half as much damage on 
a successful one. The effect ends after you exhale the 
fire three times or when 1 hour has passed.
 This potion’s orange liquid flickers, and smoke fills the 
top of the container and wafts out whenever it is opened.

Potion of Frost Giant Strength
Potion, rare
When you drink the potion, your Strength score 
changes to 23 for 1 hour. The potion has no effect on you 
if your Strength is equal to or greater than 23.
 This potion’s transparent liquid has a piece of a 
gigantic fingernail from a frost giant floating in it. 

Potion of Growth
Potion, uncommon
When you drink this potion, you gain the “enlarge” 
effect of the enlarge/reduce spell for 1d4 hours (no 
concentration required). The red in the potion’s liquid 
continuously expands from a tiny bead to color the clear 
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liquid around it and then contracts. Shaking the bottle 
fails to interrupt this process.

Potion of Healing
Potion, rarity varies
You regain hit points when you drink this potion. The 
number of hit points depends on the potion’s rarity, as 
shown in the Potions of Healing table. Whatever its 
potency, the potion’s red liquid glimmers when agitated.

Potions of Healing

Potion of … Rarity HP Regained

Healing Common 2d4 + 2

Greater healing Uncommon 4d4 + 4

Potion of Longevity
Potion, very rare
When you drink this potion, your physical age is 
reduced by 1d6 + 6 years, to a minimum of 13 years. 
Each time you subsequently drink a potion of longevity, 
there is 10 percent cumulative chance that you instead 
age by 1d6 + 6 years. Suspended in this amber liquid 
are a scorpion’s tail, an adder’s fang, a dead spider, 
and a tiny heart that, against all reason, is still beating. 
These ingredients vanish when the potion is opened.

Potion of Poison
Potion, uncommon
This concoction looks, smells, and tastes like a potion of 
healing or other beneficial potion. However, it is actually 
poison masked by illusion magic. An identify spell 
reveals its true nature.
 If you drink it, you take 3d6 poison damage, and you 
must succeed on a DC 13 Constitution saving throw or 
be poisoned. At the start of each of your turns while you 
are poisoned in this way, you take 3d6 poison damage. 
At the end of each of your turns, you can repeat the 
saving throw. On a successful save, the poison damage 
you take on your subsequent turns decreases by 1d6. 
The poison ends when the damage decreases to 0.

Ring of Cold Resistance
Ring, rare (requires attunement)
You have resistance to cold damage while wearing this 
ring, which is set with a tourmaline.

Ring of Poison Resistance
Ring, rare (requires attunement)
You have resistance to poison damage while wearing 
this ring, which is set with an amethyst.

Scroll of Protection
Scroll, rare
Each scroll of protection works against a specific type of 
creature.
 Using an action to read the scroll encloses you in a 
invisible barrier that extends from you to form a 5-foot-
radius, 10-foot-high cylinder. For 5 minutes, this barrier 
prevents creatures of the specified type from entering or 
affecting anything within the cylinder.

 The cylinder moves with you and remains centered on 
you. However, if you move in such a way that a creature 
of the specified type would be inside the cylinder, the 
effect ends.
 A creature can attempt to overcome the barrier by 
using an action to make a DC 15 Charisma check. On 
a success, the creature ceases to be affected by the 
barrier.

Spell Scroll
Scroll, varies
See the “Spells” section of this supplement for 
information on spell scrolls found in the adventure.

Staff of Fire
Staff, very rare (requires attunement by a druid, 
sorcerer, warlock, or wizard)
You have resistance to fire damage while you hold this 
staff.
 The staff has 10 charges. While holding it, you can use 
an action to expend 1 or more of its charges to cast one 
of the following spells from it, using your spell save DC: 
burning hands (1 charge), fireball (3 charges), or wall of 
fire (4 charges).
 The staff regains 1d6 + 4 expended charges daily 
at dawn. If you expend the last charge, roll a d20. On 
a 1, the staff blackens, crumbles into cinders, and is 
destroyed.

Wand of Fear
Wand, rare (requires attunement)
This wand has 7 charges for the following properties. It 
regains 1d6 + 1 expended charges daily at dawn. If you 
expend the wand’s last charge, roll a d20. On a 1, the 
wand crumbles into ashes and is destroyed.
 Command. While holding the wand, you can use 
an action to expend 1 charge and command another 
creature to flee or grovel, as with the command spell 
(save DC 15).
 Cone of Fear. While holding the wand, you can use 
an action to expend 2 charges, causing the wand’s tip to 
emit a 60-foot cone of amber light. Each creature in the 
cone must succeed on a DC 15 Wisdom saving throw 
or become frightened of you for 1 minute. While it is 
frightened in this way, a creature must spend its turns 
trying to move as far away from you as it can, and it can’t 
willingly move to a space within 30 feet of you. It also 
can’t take reactions. For its action, it can use only the 
Dash action or try to escape from an effect that prevents 
it from moving. If it has nowhere it can move, the 
creature can use the Dodge action. At the end of each of 
its turns, a creature can repeat the saving throw, ending 
the effect on itself on a success.
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Monsters
The section collects the stat blocks for monsters 
referenced in the Rise of Tiamat adventure, excluding 
those found in that adventure’s appendix.
 For more information on monsters and how to read 
a monster’s statistics, see the Dungeon Master’s D&D 
Basic Rules or the Monster Manual.

Adult Blue Dragon
Huge dragon, lawful evil

Armor Class 19 (natural armor)
Hit Points 225 (18d12 + 108)
Speed 40 ft., burrow 30 ft., fly 80 ft.

 STR DEX CON INT WIS CHA
 25 (+7) 10 (+0) 23 (+6) 16 (+3) 15 (+2) 19 (+4)

Saving Throws Dex +5, Con +11, Wis +7, Cha +9
Skills Perception +12, Stealth +5
Damage Immunities lightning
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 

22
Languages Common, Draconic
Challenge 16 (15,000 XP)

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

Actions
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., one target. 
Hit: 18 (2d10 + 7) piercing damage plus 5 (1d10) lightning 
damage.

Claw. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. 
Hit: 14 (2d6 + 7) slashing damage.

Tail. Melee Weapon Attack: +12 to hit, reach 15 ft., one target. 
Hit: 16 (2d8 + 7) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that 
is within 120 feet of the dragon and aware of it must succeed 
on a DC 17 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends for it, 
the creature is immune to the dragon’s Frightful Presence for 
the next 24 hours.

Lightning Breath (Recharge 5–6). The dragon exhales lightning 
in a 90-foot line that is 5 feet wide. Each creature in that line 
must make a DC 19 Dexterity saving throw, taking 66 (12d10) 
lightning damage on a failed save, or half as much damage on 
a successful one.

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

Detect. The dragon makes a Wisdom (Perception) check.
Tail Attack. The dragon makes a tail attack.

Wing Attack (Costs 2 Actions). The dragon beats its wings. 
Each creature within 10 feet of the dragon must succeed 
on a DC 20 Dexterity saving throw or take 14 (2d6 + 7) 
bludgeoning damage and be knocked prone. The dragon can 
then fly up to half its flying speed.

Adult Green Dragon
Huge dragon, lawful evil

Armor Class 19 (natural armor)
Hit Points 207 (18d12 + 90)
Speed 40 ft., fly 80 ft., swim 40 ft.

 STR DEX CON INT WIS CHA
 23 (+6) 12 (+1) 21 (+5) 18 (+4) 15 (+2) 17 (+3)

Saving Throws Dex +6, Con +10, Wis +7, Cha +8
Skills Deception +8, Insight +7, Perception +12, 

Persuasion +8, Stealth +6
Damage Immunities poison
Condition Immunities poisoned
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 

22
Languages Common, Draconic
Challenge 15 (13,000 XP)

Amphibious. The dragon can breathe air and water.

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

Actions
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. 
Hit: 17 (2d10 + 6) piercing damage plus 7 (2d6) poison damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 13 (2d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 15 (2d8 + 6) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that 
is within 120 feet of the dragon and aware of it must succeed 
on a DC 16 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends for it, 
the creature is immune to the dragon’s Frightful Presence for 
the next 24 hours.

Poison Breath (Recharge 5–6). The dragon exhales poisonous 
gas in a 60-foot cone. Each creature in that area must make a DC 
18 Constitution saving throw, taking 56 (16d6) poison damage 
on a failed save, or half as much damage on a successful one.

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

Detect. The dragon makes a Wisdom (Perception) check.
Tail Attack. The dragon makes a tail attack.
Wing Attack (Costs 2 Actions). The dragon beats its wings. 

Each creature within 10 feet of the dragon must succeed 
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6) 
bludgeoning damage and be knocked prone. The dragon can 
then fly up to half its flying speed.
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Adult White Dragon
Huge dragon, chaotic evil

Armor Class 18 (natural armor)
Hit Points 200 (16d12 + 96)
Speed 40 ft., burrow 30 ft., fly 80 ft., swim 40 ft.

 STR DEX CON INT WIS CHA
 22 (+6) 10 (+0) 22 (+6) 8 (−1) 12 (+1) 12 (+1)

Saving Throws Dex +5, Con +11, Wis +6, Cha +6
Skills Perception +11, Stealth +5
Damage Immunities cold
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 21
Languages Common, Draconic
Challenge 13 (10,000 XP)

Ice Walk. The dragon 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 moment.

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

Actions
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., one target. 
Hit: 17 (2d10 + 6) piercing damage plus 4 (1d8) cold damage.

Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 13 (2d6 + 6) slashing damage.

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. 
Hit: 15 (2d8 + 6) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that 
is within 120 feet of the dragon and aware of it must succeed 
on a DC 14 Wisdom saving throw or become frightened for 1 
minute. A creature can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success. If a 
creature’s saving throw is successful or the effect ends for it, 
the creature is immune to the dragon’s Frightful Presence for 
the next 24 hours.

Cold Breath (Recharge 5–6). The dragon exhales an icy blast in 
a 60-foot cone. Each creature in that area must make a DC 19 
Constitution saving throw, taking 54 (12d8) cold damage on a 
failed save, or half as much damage on a successful one.

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

Detect. The dragon makes a Wisdom (Perception) check.
Tail Attack. The dragon makes a tail attack.
Wing Attack (Costs 2 Actions). The dragon beats its wings. 

Each creature within 10 feet of the dragon must succeed 
on a DC 19 Dexterity saving throw or take 13 (2d6 + 6) 
bludgeoning damage and be knocked prone. The dragon can 
then fly up to half its flying speed.

Air Elemental
Large elemental, neutral

Armor Class 15
Hit Points 90 (12d10 + 24)
Speed 0 ft., fly 90 ft. (hover)

 STR DEX CON INT WIS CHA
 14 (+2) 20 (+5) 14 (+2) 6 (−2) 10 (+0) 6 (−2)

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

Damage Immunities poison
Condition Immunities exhaustion, grappled, paralyzed, 

petrified, poisoned, prone, restrained, unconscious
Senses darkvision 60 ft., passive Perception 10
Languages Auran
Challenge 5 (1,800 XP)

Air Form. The elemental can enter a hostile creature’s space 
and stop there. It can move through a space as narrow as 1 
inch wide without squeezing.

Actions
Multiattack. The elemental makes two slam attacks.

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

Whirlwind (Recharge 4–6). Each creature in the elemental’s 
space must make a DC 13 Strength saving throw. On a failure, 
a target takes 15 (3d8 + 2) bludgeoning damage and is flung 
up 20 feet away from the elemental in a random direction and 
knocked prone. If a thrown target strikes an object, such as a 
wall or floor, the target takes 3 (1d6) bludgeoning damage for 
every 10 feet it was thrown. If the target is thrown at another 
creature, that creature must succeed on a DC 13 Dexterity 
saving throw or take the same damage and be knocked prone. 
 If the saving throw is successful, the target takes half the 
bludgeoning damage and isn’t flung away or knocked prone.
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Animated Armor
Medium construct, unaligned

Armor Class 18 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 25 ft.

 STR DEX CON INT WIS CHA
 14 (+2) 11 (+0) 13 (+1) 1 (−5) 3 (−4) 1 (−5)

Damage Immunities poison, psychic
Condition Immunities blinded, charmed, deafened, exhaustion, 

frightened, paralyzed, petrified, poisoned
Senses blindsight 60 ft. (blind beyond this radius), 

passive Perception 6
Languages —
Challenge 1 (200 XP)

Antimagic Susceptibility. The armor is incapacitated while in 
the area of an antimagic field. If targeted by dispel magic, the 
armor must succeed on a Constitution saving throw against the 
caster’s spell save DC or fall unconscious for 1 minute.

False Appearance. While the armor remains motionless, it is 
indistinguishable from a normal suit of armor.

Actions
Multiattack. The armor makes two melee attacks.

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

Customizing NPCs
This appendix contains statistics for various humanoid 
nonplayer characters (NPCs) from the Hoard of the Dragon 
Queen adventure. These stat blocks can be used to represent 
both human and nonhuman NPCs, and can be customized 
as you see fit.
 Racial Traits. You can add racial traits to an NPC. For 
example, a halfling druid might have a speed of 25 feet and 
the Lucky trait. Adding racial traits to an NPC doesn’t alter 
its challenge rating. For more on racial traits, see the Player’s 
Handbook or the D&D basic rules.
 Spell Swaps. One way to customize an NPC spellcaster is 
to replace one or more of its spells. You can substitute any 
spell on the NPC’s spell list with a different spell of the same 
level from the same spell list. Swapping spells in this manner 
doesn’t alter an NPC’s challenge rating.
 Armor and Weapon Swaps. You can upgrade or downgrade 
an NPC’s armor, or add or switch weapons. Adjustments to 
Armor Class and damage can change an NPC’s challenge 
rating, as explained in the Dungeon Master’s Guide.

Assassin
Medium humanoid (any race), any non-good alignment

Armor Class 15 (studded leather)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 11 (+0) 16 (+3) 14 (+2) 13 (+1) 11 (+0) 10 (+0)

Saving Throws Dex +7, Int +5
Skills Acrobatics +7, Deception +4, Perception +4, Stealth +11
Damage Resistances poison
Senses passive Perception 14
Languages Thieves’ cant plus any two languages
Challenge 8 (3,900 XP)

Assassinate. During its first turn, the assassin has advantage 
on attack rolls against any creature that hasn’t taken a turn. 
Any hit the assassin scores against a surprised creature 
is a critical hit.

Evasion. If the assassin is subjected to an effect that allows it 
to make a Dexterity saving throw to take only half damage, the 
assassin instead takes no damage if it succeeds on the saving 
throw, and only half damage if it fails.

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

Actions
Multiattack. The assassin makes two shortsword attacks.

Shortsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 6 (1d6 + 3) piercing damage, and the target must 
make a DC 15 Constitution saving throw, taking 24 (7d6) 
poison damage on a failed save, or half as much damage on a 
successful one.

Light Crossbow. Ranged Weapon Attack: +7 to hit, range 80/320 
ft., one target. Hit: 7 (1d8 + 3) piercing damage, and the target 
must make a DC 15 Constitution saving throw, taking 24 (7d6) 
poison damage on a failed save, or half as much damage on a 
successful one.
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Awakened Tree
Huge plant, unaligned

Armor Class 13 (natural armor)
Hit Points 59 (7d12 + 14)
Speed 20 ft.

 STR DEX CON INT WIS CHA
 19 (+4) 6 (−2) 15 (+2) 10 (+0) 10 (+0) 7 (−2)

Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing
Senses passive Perception 10
Languages one language known by its creator
Challenge 2 (450 XP)

False Appearance. While the tree remains motionless, it is 
indistinguishable from a normal tree.

Actions
Slam. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. 
Hit: 14 (3d6 + 4) bludgeoning damage.

Barbed Devil
Medium fiend (devil), lawful evil

Armor Class 15 (natural armor)
Hit Points 110 (13d8 + 52)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 17 (+3) 18 (+4) 12 (+1) 14 (+2) 14 (+2)

Saving Throws Str +6, Con +7, Wis +5, Cha +5
Skills Deception +5, Insight +5, Perception +8
Damage Resistances cold; bludgeoning, piercing, and slashing 

from nonmagical weapons that aren’t silvered
Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 18
Languages Infernal, telepathy 120 ft.
Challenge 5 (1,800 XP)

Barbed Hide. At the start of each of its turns, the barbed devil 
deals 5 (1d10) piercing damage to any creature grappling it.

Devil’s Sight. Magical darkness doesn’t impede the devil’s 
darkvision.

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

Actions
Multiattack. The devil makes three melee attacks: one with its 
tail and two with its claws. Alternatively, it can use Hurl Flame 
twice.

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

Tail. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
10 (2d6 + 3) piercing damage.

Hurl Flame. Ranged Spell Attack: +5 to hit, range 150 ft., one 
target. Hit: 10 (3d6) fire damage. If the target is a flammable 
object that isn’t being worn or carried, it also catches fire.

Bearded Devil
Medium fiend (devil), lawful evil

Armor Class 13 (natural armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 15 (+2) 15 (+2) 9 (−1) 11 (+0) 11 (+0)

Saving Throws Str +5, Con +4, Wis +2
Damage Resistances cold; bludgeoning, piercing, and slashing 

from nonmagical weapons that aren’t silvered
Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 10
Languages Infernal, telepathy 120 ft.
Challenge 3 (700 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s 
darkvision.

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

Steadfast. The devil can’t be frightened while it can see an 
allied creature within 30 feet of it.

Actions
Multiattack. The devil makes two attacks: one with its beard 
and one with its glaive.

Beard. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. 
Hit: 6 (1d8 + 2) piercing damage, and the target must succeed 
on a DC 12 Constitution saving throw or be poisoned for 1 
minute. While poisoned in this way, the target can’t regain hit 
points. The target can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a success.

Glaive. Melee Weapon Attack: +5 to hit, reach 10 ft., one target. 
Hit: 8 (1d10 + 3) slashing damage. If the target is a creature 
other than an undead or a construct, it must succeed on a DC 
12 Constitution saving throw or lose 5 (1d10) hit points at the 
start of each of its turns due to an infernal wound. Each time 
the devil hits the wounded target with this attack, the damage 
dealt by the wound increases by 5 (1d10). Any creature can take 
an action to stanch the wound with a successful DC 12 Wisdom 
(Medicine) check. The wound also closes if the target receives 
magical healing.
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Bone Devil
Large fiend (devil), lawful evil

Armor Class 19 (natural armor)
Hit Points 142 (15d10 + 60)
Speed 40 ft., fly 40 ft.

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

Saving Throws Int +5, Wis +6, Cha +7
Skills Deception +7, Insight +6
Damage Resistances cold; bludgeoning, piercing, and slashing 

from nonmagical weapons that aren’t silvered
Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 12
Languages Infernal, telepathy 120 ft.
Challenge 9 (5,000 XP)

Devil’s Sight. Magical darkness doesn’t impede the devil’s 
darkvision.

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

Actions
Multiattack. The devil makes three attacks: two with its claws 
and one with its sting.

Claw. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. 
Hit: 8 (1d8 + 4) slashing damage.

Sting. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. 
Hit: 13 (2d8 + 4) piercing damage plus 17 (5d6) poison 
damage, and the target must succeed on a DC 14 Constitution 
saving throw or become poisoned for 1 minute. The target can 
repeat the saving throw at the end of each of its turns, ending 
the effect on itself on a success.

Chimera
Large monstrosity, chaotic evil

Armor Class 14 (natural armor)
Hit Points 114 (12d10 + 48)
Speed 30 ft., fly 60 ft.

 STR DEX CON INT WIS CHA
 19 (+4) 11 (+0) 19 (+4) 3 (−4) 14 (+2) 10 (+0)

Skills Perception +8
Senses darkvision 60 ft., passive Perception 18
Languages understands Draconic but can’t speak
Challenge 6 (2,300 XP)

Actions
Multiattack. The chimera makes three attacks: one with its 
bite, one with its horns, and one with its claws. When its fire 
breath is available, it can use the breath in place of its bite or 
horns.

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

Horns. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. 
Hit: 10 (1d12 + 4) bludgeoning damage.

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

Fire Breath (Recharge 5–6). The dragon head exhales fire in a 
15-foot cone. Each creature in that area must make a DC 15 
Dexterity saving throw, taking 31 (7d8) fire damage on a failed 
save, or half as much damage on a successful one.
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Chuul
Large aberration, chaotic evil

Armor Class 16 (natural armor)
Hit Points 93 (11d10 + 33)
Speed 30 ft., swim 30 ft.

 STR DEX CON INT WIS CHA
 19 (+4) 10 (+0) 16 (+3) 5 (−3) 11 (+0) 5 (−3)

Skills Perception +4
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 14
Languages understands Deep Speech but can’t speak
Challenge 4 (1,100 XP)

Amphibious. The chuul can breathe air and water.

Sense Magic. The chuul senses magic within 120 feet of it at 
will. This trait otherwise works like the detect magic spell but 
isn’t itself magical.

Actions
Multiattack. The chuul makes two pincer attacks. If the chuul 
is grappling a creature, the chuul can also use its tentacles 
once.

Pincer. Melee Weapon Attack: +6 to hit, reach 10 ft., one target. 
Hit: 11 (2d6 + 4) bludgeoning damage. The target is grappled 
(escape DC 14) if it is a Large or smaller creature and the chuul 
doesn’t have two other creatures grappled.

Tentacles. One creature grappled by the chuul must succeed on 
a DC 13 Constitution saving throw or be poisoned for 1 minute. 
Until this poison ends, the target is paralyzed. The target can 
repeat the saving throw at the end of each of its turns, ending 
the effect on itself on a success.

Clay Golem
Large construct, unaligned

Armor Class 14 (natural armor)
Hit Points 133 (14d10 + 56)
Speed 20 ft.

 STR DEX CON INT WIS CHA
 20 (+5) 9 (−1) 18 (+4) 3 (−4) 8 (−1) 1 (−5)

Damage Immunities acid, poison, psychic; bludgeoning, 
piercing, and slashing from nonmagical weapons that aren’t 
adamantine

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

Senses darkvision 60 ft., passive Perception 9
Languages understands the languages of its creator but can’t 

speak
Challenge 9 (5,000 XP)

Acid Absorption. Whenever the golem is subjected to acid 
damage, it takes no damage and instead regains a number of 
hit points equal to the acid damage dealt.

Berserk. Whenever the golem starts its turn with 60 hit points 
or fewer, roll a d6. On a 6, the golem goes berserk. On each of 
its turns while berserk, the golem attacks the nearest creature 
it can see. If no creature is near enough to move to and attack, 
the golem attacks an object, with preference for an object 
smaller than itself. Once the golem goes berserk, it continues 
to do so until it is destroyed or regains all its hit points.

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

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

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

Actions
Multiattack. The golem makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 16 (2d10 + 5) bludgeoning damage. If the target is a 
creature, it must succeed on a DC 15 Constitution saving throw 
or have its hit point maximum reduced by an amount equal to 
the damage taken. The target dies if this attack reduces its hit 
point maximum to 0. The reduction lasts until removed by the 
greater restoration spell or other magic.

Haste (Recharge 5–6). Until the end of its next turn, the 
golem magically gains a +2 bonus to its AC, has advantage on 
Dexterity saving throws, and can use its slam attack as a bonus 
action.
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Commoner
Medium humanoid (any race), any alignment

Armor Class 10
Hit Points 4 (1d8)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0) 10 (+0)

Senses passive Perception 10
Languages any one language (usually Common)
Challenge 0 (10 XP)

Actions
Club. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. 
Hit: 2 (1d4) bludgeoning damage.

Cyclops
Huge giant, chaotic neutral

Armor Class 14 (natural armor)
Hit Points 138 (12d12 + 60)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 22 (+6) 11 (+0) 20 (+5) 8 (−1) 6 (−2) 10 (+0)

Senses passive Perception 8
Languages Giant
Challenge 6 (2,300 XP)

Poor Depth Perception. The cyclops has disadvantage on any 
attack roll against a target more than 30 feet away.

Actions
Multiattack. The cyclops makes two greatclub attacks.

Greatclub. Melee Weapon Attack: +9 to hit, reach 10 ft., one 
target. Hit: 19 (3d8 + 6) bludgeoning damage.

Rock. Ranged Weapon Attack: +9 to hit, range 30/120 ft., one 
target. Hit: 28 (4d10 + 6) bludgeoning damage.

Cultist
Medium humanoid (any race), any non-good alignment

Armor Class 12 (leather armor)
Hit Points 9 (2d8)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 11 (+0) 12 (+1) 10 (+0) 10 (+0) 11 (+0) 10 (+0)

Skills Deception +2, Religion +2
Senses passive Perception 10
Languages any one language (usually Common)
Challenge 1/8 (25 XP)

Dark Devotion. The cultist has advantage on saving throws 
against being charmed or frightened.

Actions
Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
creature. Hit: 4 (1d6 + 1) slashing damage.

Cult Fanatic
Medium humanoid (any race), any non-good alignment

Armor Class 13 (leather armor)
Hit Points 33 (6d8 + 6)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 11 (+0) 14 (+2) 12 (+1) 10 (+0) 13 (+1) 14 (+2)

Skills Deception +4, Persuasion +4, Religion +2
Senses passive Perception 10
Languages any one language (usually Common)
Challenge 2 (450 XP)

Dark Devotion. The fanatic has advantage on saving throws 
against being charmed or frightened.

Spellcasting. The fanatic is a 4th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 11, +3 to hit 
with spell attacks). The fanatic has the following cleric spells 
prepared:

Cantrips (at will): light, sacred flame, thaumaturgy
1st level (4 slots): command, inflict wounds, shield of faith
2nd level (3 slots): hold person, spiritual weapon

Actions
Multiattack. The fanatic makes two melee attacks.

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 
ft. or range 20/60 ft., one creature. Hit: 4 (1d4 + 2) piercing 
damage.
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Dao
Large elemental, neutral evil

Armor Class 18 (natural armor)
Hit Points 187 (15d10 + 105)
Speed 30 ft., burrow 30 ft., fly 30 ft.

 STR DEX CON INT WIS CHA
 23 (+6) 12 (+1) 24 (+7) 12 (+1) 13 (+1) 14 (+2)

Saving Throws Int +5, Wis +5, Cha +6
Condition Immunities petrified
Senses darkvision 120 ft., passive Perception 11
Languages Terran
Challenge 11 (7,200 XP)

Earth Glide. The dao can burrow through nonmagical, 
unworked earth and stone. While doing so, the dao doesn’t 
disturb the material it moves through.

Elemental Demise. If the dao dies, its body disintegrates into 
crystalline powder, leaving behind only equipment the dao was 
wearing or carrying.

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

At will: detect evil and good, detect magic, stone shape
3/day each: passwall, move earth, tongues
1/day each: conjure elemental (earth elemental only), gaseous 

form, invisibility, phantasmal killer, plane shift, wall of stone

Sure-Footed. The dao has advantage on Strength and Dexterity 
saving throws made against effects that would knock it prone.

Actions
Multiattack. The dao makes two fist attacks or two maul 
attacks.

Fist. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. 
Hit: 15 (2d8 + 6) bludgeoning damage.

Maul. Melee Weapon Attack: +10 to hit, reach 5 ft., one target. 
Hit: 20 (4d6 + 6) bludgeoning damage. If the target is a Huge 
or smaller creature, it must succeed on a DC 18 Strength check 
or be knocked prone.

Druid
Medium humanoid (any race), any alignment

Armor Class 11 (16 with barkskin)
Hit Points 27 (5d8 + 5)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 10 (+0) 12 (+1) 13 (+1) 12 (+1) 15 (+2) 11 (+0)

Skills Medicine +4, Nature +3, Perception +4
Senses passive Perception 14
Languages Druidic plus any two languages
Challenge 2 (450 XP)

Spellcasting. The druid is a 4th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 12, +4 to hit with 
spell attacks). It has the following druid spells prepared:

Cantrips (at will): druidcraft, produce flame, shillelagh
1st level (4 slots): entangle, longstrider, speak with animals, 

thunderwave
2nd level (3 slots): animal messenger, barkskin

Actions
Quarterstaff. Melee Weapon Attack: +2 to hit (+4 to hit with 
shillelagh), reach 5 ft., one target. Hit: 3 (1d6) bludgeoning 
damage, or 4 (1d8) bludgeoning damage with shillelagh or if 
wielded with two hands.
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Earth Elemental
Large elemental, neutral

Armor Class 17 (natural armor)
Hit Points 126 (12d10 + 60)
Speed 30 ft., burrow 30 ft.

 STR DEX CON INT WIS CHA
 20 (+5) 8 (−1) 20 (+5) 5 (−3) 10 (+0) 5 (−3)

Damage Vulnerabilities thunder
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical weapons
Damage Immunities poison
Condition Immunities exhaustion, paralyzed, petrified, 

poisoned, unconscious
Senses darkvision 60 ft., tremorsense 60 ft., 

passive Perception 10
Languages Terran
Challenge 5 (1,800 XP)

Earth Glide. The elemental can burrow through nonmagical, 
unworked earth and stone. While doing so, the elemental 
doesn’t disturb the material it moves through.

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

Actions
Multiattack. The elemental makes two slam attacks.

Slam. Melee Weapon Attack: +8 to hit, reach 10 ft., one target. 
Hit: 14 (2d8 + 5) bludgeoning damage.

Efreeti
Large elemental, lawful evil

Armor Class 17 (natural armor)
Hit Points 200 (16d10 + 112)
Speed 40 ft., fly 60 ft.

 STR DEX CON INT WIS CHA
 22 (+6) 12 (+1) 24 (+7) 16 (+3) 15 (+2) 16 (+3)

Saving Throws Int +7, Wis +6, Cha +7
Damage Immunities fire
Senses darkvision 120 ft., passive Perception 12
Languages Ignan
Challenge 11 (7,200 XP)

Elemental Demise. If the efreeti dies, its body disintegrates in a 
flash of fire and puff of smoke, leaving behind only equipment 
the efreeti was wearing or carrying.

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

At will: detect magic
3/day: enlarge/reduce, tongues
1/day each: conjure elemental (fire elemental only), gaseous 

form, invisibility, major image, plane shift, wall of fire

Actions
Multiattack. The efreeti makes two scimitar attacks or uses its 
Hurl Flame twice.

Scimitar. Melee Weapon Attack: +10 to hit, reach 5 ft., one 
target. Hit: 13 (2d6 + 6) slashing damage plus 7 (2d6) fire 
damage.

Hurl Flame. Ranged Spell Attack: +7 to hit, range 120 ft., one 
target. Hit: 17 (5d6) fire damage.
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Ettercap
Medium monstrosity, neutral evil

Armor Class 13 (natural armor)
Hit Points 44 (8d8 + 8)
Speed 30 ft., climb 30 ft.

 STR DEX CON INT WIS CHA
 14 (+2) 15 (+2) 13 (+1) 7 (−2) 12 (+1) 8 (−1)

Skills Perception +3, Stealth +4, Survival +3
Senses darkvision 60 ft., passive Perception 13
Languages —
Challenge 2 (450 XP)

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

Web Sense. While in contact with a web, the ettercap knows the 
exact location of any other creature in contact with the same 
web.

Web Walker. The ettercap ignores movement restrictions 
caused by webbing.

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

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. 
Hit: 6 (1d8 + 2) piercing damage plus 4 (1d8) poison damage. 
The target must succeed on a DC 11 Constitution saving throw 
or be poisoned for 1 minute. The creature can repeat the saving 
throw at the end of each of its turns, ending the effect on itself 
on a success.

Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 7 (2d4 + 2) slashing damage.

Web (Recharge 5–6). Ranged Weapon Attack: +4 to hit, range 
30/60 ft., one Large or smaller creature. Hit: The creature is 
restrained by webbing. As an action, the restrained creature 
can make a DC 11 Strength check, escaping from the webbing 
on a success. The effect ends if the webbing is destroyed. The 
webbing has AC 10, 5 hit points, resistance to bludgeoning 
damage, and immunity to poison and psychic damage.

Ettin
Large giant, chaotic evil

Armor Class 12 (natural armor)
Hit Points 85 (10d10 + 30)
Speed 40 ft.

 STR DEX CON INT WIS CHA
 21 (+5) 8 (−1) 17 (+3) 6 (−2) 10 (+0) 8 (−1)

Skills Perception +4
Senses darkvision 60 ft., passive Perception 14
Languages Giant, Orc
Challenge 4 (1,100 XP)

Two Heads. The ettin has advantage on Wisdom (Perception) 
checks and on saving throws against being blinded, charmed, 
deafened, frightened, stunned, and knocked unconscious.

Wakeful. When one of the ettin’s heads is asleep, its other head 
is awake.

Actions
Multiattack. The ettin makes two attacks: one with its 
battleaxe and one with its morningstar.

Battleaxe. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 14 (2d8 + 5) slashing damage.

Morningstar. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
target. Hit: 14 (2d8 + 5) piercing damage.
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Fire Elemental
Large elemental, neutral

Armor Class 13
Hit Points 102 (12d10 + 36)
Speed 50 ft.

 STR DEX CON INT WIS CHA
 10 (+0) 17 (+3) 16 (+3) 6 (−2) 10 (+0) 7 (−2)

Damage Resistances bludgeoning, piercing, and slashing from 
nonmagical weapons

Damage Immunities fire, poison
Condition Immunities exhaustion, grappled, paralyzed, 

petrified, poisoned, prone, restrained, unconscious
Senses darkvision 60 ft., passive Perception 10
Languages Ignan
Challenge 5 (1,800 XP)

Fire Form. The elemental can move through a space as narrow 
as 1 inch wide without squeezing. A creature that touches the 
elemental or hits it with a melee attack while within 5 feet of 
it takes 5 (1d10) fire damage. In addition, the elemental can 
enter a hostile creature’s space and stop there. The first time it 
enters a creature’s space on a turn, that creature takes 5 (1d10) 
fire damage and catches fire; until someone takes an action to 
douse the fire, the creature takes 5 (1d10) fire damage at the 
start of each of its turns.

Illumination. The elemental sheds bright light in a 30-foot 
radius and dim light in an additional 30 feet.

Water Susceptibility. For every 5 feet the elemental moves in 
water, or for every gallon of water splashed on it, it takes 1 cold 
damage.

Actions
Multiattack. The elemental makes two touch attacks.

Touch. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 10 (2d6 + 3) fire damage. If the target is a creature or a 
flammable object, it ignites. Until a creature takes an action to 
douse the fire, the target takes 5 (1d10) fire damage at the start 
of each of its turns.

Ghost
Medium undead, any alignment

Armor Class 11
Hit Points 45 (10d8)
Speed 0 ft., fly 40 ft.

 STR DEX CON INT WIS CHA
 7 (−2) 13 (+1) 10 (+0) 10 (+0) 12 (+1) 17 (+3)

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

Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened, 

grappled, paralyzed, petrified, poisoned, prone, restrained
Senses darkvision 60 ft., passive Perception 11
Languages any languages it knew in life
Challenge 4 (1,100 XP)

Ethereal Sight. The ghost can see 60 feet into the Ethereal 
Plane when it is on the Material Plane, and vice versa.

Incorporeal Movement. The ghost 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.

Actions
Withering Touch. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 17 (4d6 + 3) necrotic damage.

Etherealness. The ghost enters the Ethereal Plane from the 
Material Plane, or vice versa. It is visible on the Material Plane 
while it is in the Border Ethereal, and vice versa, yet it can’t 
affect or be affected by anything on the other plane.

Horrifying Visage. Each non-undead creature within 60 feet 
of the ghost that can see it must succeed on a DC 13 Wisdom 
saving throw or be frightened for 1 minute. If the save fails by 
5 or more, the target also ages 1d4 × 10 years. A frightened 
target can repeat the saving throw at the end of each of its 
turns, ending the frightened condition on itself on a success. 
If a target’s saving throw is successful or the effect ends for it, 
the target is immune to this ghost’s Horrifying Visage for the 
next 24 hours. The aging effect can be reversed with a greater 
restoration spell, but only within 24 hours of it occurring.

Possession (Recharge 6). One humanoid that the ghost can see 
within 5 feet of it must succeed on a DC 13 Charisma saving 
throw or be possessed by the ghost; the ghost then disappears, 
and the target is incapacitated and loses control of its body. 
The ghost now controls the body but doesn’t deprive the target 
of awareness. The ghost can’t be targeted by any attack, spell, 
or other effect, except ones that turn undead, and it retains its 
alignment, Intelligence, Wisdom, Charisma, and immunity to 
being charmed and frightened. It otherwise uses the possessed 
target’s statistics, but doesn’t gain access to the target’s 
knowledge, class features, or proficiencies. 
 The possession lasts until the body drops to 0 hit points, 
the ghost ends it as a bonus action, or the ghost is turned or 
forced out by an effect like the dispel evil and good spell. When 
the possession ends, the ghost reappears in an unoccupied 
space within 5 feet of the body. The target is immune to this 
ghost’s Possession for 24 hours after succeeding on the saving 
throw or after the possession ends.
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Giant Octopus
Large beast, unaligned

Armor Class 11
Hit Points 52 (8d10 + 8)
Speed 10 ft., swim 60 ft.

 STR DEX CON INT WIS CHA
 17 (+3) 13 (+1) 13 (+1) 4 (−3) 10 (+0) 4 (−3)

Skills Perception +4, Stealth +5
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 1 (200 XP)

Hold Breath. While out of water, the octopus can hold its 
breath for 1 hour.

Underwater Camouflage. The octopus has advantage on 
Dexterity (Stealth) checks made while underwater.

Water Breathing. The octopus can breathe only underwater.

Actions
Tentacles. Melee Weapon Attack: +5 to hit, reach 15 ft., one 
target. Hit: 10 (2d6 + 3) bludgeoning damage. If the target is a 
creature, it is grappled (escape DC 16). Until this grapple ends, 
the target is restrained, and the octopus can’t use its tentacles 
on another target.

Ink Cloud (Recharges after a Short or Long Rest). A 20-foot-
radius cloud of ink extends all around the octopus if it is 
underwater. The area is heavily obscured for 1 minute, 
although a significant current can disperse the ink. After 
releasing the ink, the octopus can use the Dash action as a 
bonus action.

Gladiator
Medium humanoid (any race), any alignment

Armor Class 16 (studded leather, shield)
Hit Points 112 (15d8 + 45)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 15 (+2) 16 (+3) 10 (+0) 12 (+1) 15 (+2)

Saving Throws Str +7, Dex +5, Con +6
Skills Athletics +10, Intimidation +5
Senses passive Perception 11
Languages any one language (usually Common)
Challenge 5 (1,800 XP)

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

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

Actions
Multiattack. The gladiator makes three melee attacks or two 
ranged attacks.

Spear. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft. and 
range 20/60 ft., one target. Hit: 11 (2d6 + 4) piercing damage, 
or 13 (2d8 + 4) piercing damage if used with two hands to 
make a melee attack.

Shield Bash. Melee Weapon Attack: +7 to hit, reach 5 ft., one 
creature. Hit: 9 (2d4 + 4) bludgeoning damage. If the target 
is a Medium or smaller creature, it must succeed on a DC 15 
Strength saving throw or be knocked prone.

Reactions
Parry. The gladiator adds 3 to its AC against one melee attack 
that would hit it. To do so, the gladiator must see the attacker 
and be wielding a melee weapon.
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Gorgon
Large monstrosity, unaligned

Armor Class 19 (natural armor)
Hit Points 114 (12d10 + 48)
Speed 40 ft.

 STR DEX CON INT WIS CHA
 20 (+5) 11 (+0) 18 (+4) 2 (−4) 12 (+1) 7 (−2)

Skills Perception +4
Condition Immunities petrified
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 5 (1,800 XP)

Trampling Charge. If the gorgon moves at least 20 feet straight 
toward a creature and then hits it with a gore attack on the 
same turn, that target must succeed on a DC 16 Strength 
saving throw or be knocked prone. If the target is prone, the 
gorgon can make one attack with its hooves against it as a 
bonus action.

Actions
Gore. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 18 (2d12 + 5) piercing damage.

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

Petrifying Breath (Recharge 5–6). The gorgon exhales 
petrifying gas in a 30-foot cone. Each creature in that area 
must succeed on a DC 13 Constitution saving throw. On a 
failed save, a target begins to turn to stone and is restrained. 
The restrained target must repeat the saving throw at the end 
of its next turn. On a success, the effect ends on the target. 
On a failure, the target is petrified until freed by the greater 
restoration spell or other magic.

Guard
Medium humanoid (any race), any alignment

Armor Class 16 (chain shirt, shield)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 13 (+1) 12 (+1) 12 (+1) 10 (+0) 11 (+0) 10 (+0)

Skills Perception +2
Senses passive Perception 12
Languages any one language (usually Common)
Challenge 1/8 (25 XP)

Actions
Spear. Melee or Ranged Weapon Attack: +3 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (1d6 + 1) piercing damage.

Half-Red Dragon Veteran
Medium humanoid (human), any alignment

Armor Class 18 (plate)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 13 (+1) 14 (+2) 10 (+0) 11 (+0) 10 (+0)

Saving Throws Str +5, Con +4
Skills Athletics +5, Perception +2
Damage Resistances fire
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 12
Languages Common, Draconic
Challenge 5 (1,800 XP)

Actions
Multiattack. The veteran makes two longsword attacks. If it 
has a shortsword drawn, it can also make a shortsword attack.

Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) 
slashing damage if used with two hands.

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

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

Fire Breath (Recharge 5–6). The veteran exhales fire in a 15-foot 
cone. Each creature in that area must make a DC 15 Dexterity 
saving throw, taking 24 (7d6) fire damage on a failed save, or 
half as much damage on a successful one.

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



Not for resale. Permission granted to print and photocopy this document for personal use only.

1717
The Rise of Tiamat | Monsters

Helmed Horror
Medium construct, neutral

Armor Class 20 (plate, shield)
Hit Points 60 (8d8 + 24)
Speed 30 ft., fly 30 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 13 (+1) 16 (+3) 10 (+0) 10 (+0) 10 (+0)

Skills Perception +4
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical weapons that aren’t adamantine
Damage Immunities force, necrotic, poison
Condition Immunities blinded, charmed, deafened, frightened, 

paralyzed, petrified, poisoned, stunned
Senses blindsight 60 ft. (blind beyond this radius), 

passive Perception 14
Languages understands the languages of its creator but can’t 

speak
Challenge 4 (1,100 XP)

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

Spell Immunity. The helmed horror is immune to three spells 
chosen by its creator. Typical immunities include fireball, heat 
metal, and lightning bolt.

Actions
Multiattack. The helmed horror makes two longsword attacks.

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

Knight
Medium humanoid (any race), any alignment

Armor Class 18 (plate)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 11 (+0) 14 (+2) 11 (+0) 11 (+0) 15 (+2)

Saving Throws Con +4, Wis +2
Senses passive Perception 10
Languages any one language (usually Common)
Challenge 3 (700 XP)

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

Actions
Multiattack. The knight makes two melee attacks.

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

Heavy Crossbow. Ranged Weapon Attack: +2 to hit, range 
100/400 ft., one target. Hit: 5 (1d10) piercing damage.

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

Reactions
Parry. The knight adds 2 to its AC against one melee attack that 
would hit it. To do so, the knight must see the attacker and be 
wielding a melee weapon.
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Kobold
Small humanoid (kobold), lawful evil

Armor Class 12
Hit Points 5 (2d6 − 2)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 7 (−2) 15 (+2) 9 (−1) 8 (−1) 7 (−2) 8 (−1)

Senses darkvision 60 ft., passive Perception 8
Languages Common, Draconic
Challenge 1/8 (25 XP)

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

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

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

Sling. Ranged Weapon Attack: +4 to hit, range 30/120 ft., one 
target. Hit: 4 (1d4 + 2) bludgeoning damage.

Lizardfolk
Medium humanoid (lizardfolk), neutral

Armor Class 15 (natural armor, shield)
Hit Points 22 (4d8 + 4)
Speed 30 ft., swim 30 ft.

 STR DEX CON INT WIS CHA
 15 (+2) 10 (+0) 13 (+1) 7 (−2) 12 (+1) 7 (−2)

Skills Perception +3, Stealth +4, Survival +5
Senses passive Perception 13
Languages Draconic
Challenge 1/2 (100 XP)

Hold Breath. The lizardfolk can hold its breath for 15 minutes.

Actions
Multiattack. The lizardfolk makes two melee attacks, each one 
with a different weapon.

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

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

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 30/120 ft., one target. Hit: 5 (1d6 + 2) piercing damage.

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

Mage
Medium humanoid (any race), any alignment

Armor Class 12 (15 with mage armor)
Hit Points 40 (9d8)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 9 (−1) 14 (+2) 11 (+0) 17 (+3) 12 (+1) 11 (+0)

Saving Throws Int +6, Wis +4
Skills Arcana +6, History +6
Senses passive Perception 11
Languages any four languages
Challenge 6 (2,300 XP)

Spellcasting. The mage is a 9th-level spellcaster. Its 
spellcasting ability is Intelligence (spell save DC 14, +6 to hit 
with spell attacks). The mage has the following wizard spells 
prepared:

Cantrips (at will): fire bolt, light, mage hand, prestidigitation
1st level (4 slots): detect magic, mage armor, magic missile, 

shield
2nd level (3 slots): misty step, suggestion
3rd level (3 slots): counterspell, fireball, fly
4th level (3 slots): greater invisibility, ice storm
5th level (1 slot): cone of cold

Actions
Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing damage.

Merrow
Large monstrosity, chaotic evil

Armor Class 13 (natural armor)
Hit Points 45 (6d10 + 12)
Speed 10 ft., swim 40 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 10 (+0) 15 (+2) 8 (−1) 10 (+0) 9 (−1)

Senses darkvision 60 ft., passive Perception 12
Languages Abyssal, Aquan
Challenge 2 (450 XP)

Amphibious. The merrow can breathe air and water.

Actions
Multiattack. The merrow makes two attacks: one with its bite 
and one with its claws or harpoon.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 8 (1d8 + 4) piercing damage.

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

Harpoon. Melee or Ranged Weapon Attack: +6 to hit, reach 
5 ft. or range 20/60 ft., one target. Hit: 11 (2d6 + 4) piercing 
damage. If the target is a Huge or smaller creature, it must 
succeed on a Strength contest against the merrow or be pulled 
up to 20 feet toward the merrow.
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Mummy
Medium undead, lawful evil

Armor Class 11 (natural armor)
Hit Points 58 (9d8 + 18)
Speed 20 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 8 (−1) 15 (+2) 6 (−2) 10 (+0) 12 (+1)

Saving Throws Wis +2
Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical weapons
Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, frightened, 

paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 10
Languages the languages it knew in life
Challenge 3 (700 XP)

Actions
Multiattack. The mummy can use its Dreadful Glare and 
makes one attack with its rotting fist.

Rotting Fist. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) bludgeoning damage plus 10 (3d6) 
necrotic damage. If the target is a creature, it must succeed on 
a DC 12 Constitution saving throw or be cursed with mummy 
rot. The cursed target can’t regain hit points, and its hit point 
maximum decreases by 10 (3d6) for every 24 hours that elapse. 
If the curse reduces the target’s hit point maximum to 0, the 
target dies, and its body turns to dust. The curse lasts until 
removed by the remove curse spell or other magic.

Dreadful Glare. The mummy targets one creature it can see 
within 60 feet of it. If the target can see the mummy, it must 
succeed on a DC 11 Wisdom saving throw against this magic 
or become frightened until the end of the mummy’s next 
turn. If the target fails the saving throw by 5 or more, it is also 
paralyzed for the same duration. A target that succeeds on the 
saving throw is immune to the Dreadful Glare of all mummies 
(but not mummy lords) for the next 24 hours.

Mummy Lord
Medium undead, lawful evil

Armor Class 17 (natural armor)
Hit Points 97 (13d8 + 39)
Speed 20 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 10 (+0) 17 (+3) 11 (+0) 18 (+4) 16 (+3)

Saving Throws Con +8, Int +5, Wis +9, Cha +8
Skills History +5, Religion +5
Damage Vulnerabilities fire
Damage Immunities necrotic, poison; bludgeoning, piercing, 

and slashing from nonmagical weapons
Condition Immunities charmed, exhaustion, frightened, 

paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 14
Languages the languages it knew in life
Challenge 15 (13,000 XP)

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

Rejuvenation. A destroyed mummy lord gains a new body in 
24 hours if its heart is intact, regaining all its hit points and 
becoming active again. The new body appears within 5 feet of 
the mummy lord’s heart.

Spellcasting. The mummy lord is a 10th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 17, +9 to hit with 
spell attacks). The mummy lord has the following cleric spells 
prepared:

Cantrips (at will): sacred flame, thaumaturgy
1st level (4 slots): command, guiding bolt, shield of faith
2nd level (3 slots): hold person, silence, spiritual weapon
3rd level (3 slots): animate dead, dispel magic
4th level (3 slots): divination, guardian of faith
5th level (2 slots): contagion, insect plague
6th level (1 slot): harm

Actions
Multiattack. The mummy can use its Dreadful Glare and 
makes one attack with its rotting fist.

Rotting Fist. Melee Weapon Attack: +9 to hit, reach 5 ft., one 
target. Hit: 14 (3d6 + 4) bludgeoning damage plus 21 (6d6) 
necrotic damage. If the target is a creature, it must succeed on 
a DC 16 Constitution saving throw or be cursed with mummy 
rot. The cursed target can’t regain hit points, and its hit point 
maximum decreases by 10 (3d6) for every 24 hours that elapse. 
If the curse reduces the target’s hit point maximum to 0, the 
target dies, and its body turns to dust. The curse lasts until 
removed by the remove curse spell or other magic.

Dreadful Glare. The mummy lord targets one creature it can 
see within 60 feet of it. If the target can see the mummy lord, 
it must succeed on a DC 16 Wisdom saving throw against this 
magic or become frightened until the end of the mummy’s next 
turn. If the target fails the saving throw by 5 or more, it is also 
paralyzed for the same duration. A target that succeeds on the 
saving throw is immune to the Dreadful Glare of all mummies 
and mummy lords for the next 24 hours.

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

Attack. The mummy lord makes one attack with its rotting fist 
or uses its Dreadful Glare.

Blinding Dust. Blinding dust and sand swirls magically around 
the mummy lord. Each creature within 5 feet of the mummy 
lord must succeed on a DC 16 Constitution saving throw or 
be blinded until the end of the creature’s next turn.

Blasphemous Word (Costs 2 Actions). The mummy lord utters 
a blasphemous word. Each non-undead creature within 10 
feet of the mummy lord that can hear the magical utterance 
must succeed on a DC 16 Constitution saving throw or be 
stunned until the end of the mummy lord’s next turn.

Channel Negative Energy (Costs 2 Actions). The mummy lord 
magically unleashes negative energy. Creatures within 60 
feet of the mummy lord, including ones behind barriers and 
around corners, can’t regain hit points until the end of the 
mummy lord’s next turn.

Whirlwind of Sand (Costs 2 Actions). The mummy lord 
magically transforms into a whirlwind of sand, moves up to 
60 feet, and reverts to its normal form. While in whirlwind 
form, the mummy lord is immune to all damage, and it 
can’t be grappled, petrified, knocked prone, restrained, or 
stunned. Equipment worn or carried by the mummy lord 
remain in its possession.
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Noble
Medium humanoid (any race), any alignment

Armor Class 15 (breastplate)
Hit Points 9 (2d8)
Speed 30 ft.

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

Skills Deception +5, Insight +4, Persuasion +5
Senses passive Perception 10
Languages any two languages
Challenge 1/8 (25 XP)

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

Ogre
Large giant, chaotic evil

Armor Class 11 (hide armor)
Hit Points 59 (7d10 + 21)
Speed 40 ft.

 STR DEX CON INT WIS CHA
 19 (+4) 8 (−1) 16 (+3) 5 (−3) 7 (−2) 7 (−2)

Senses darkvision 60 ft., passive Perception 8
Languages Common, Giant
Challenge 2 (450 XP)

Actions
Greatclub. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 13 (2d8 + 4) bludgeoning damage.

Javelin. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 30/120 ft., one target. Hit: 11 (2d6 + 4) piercing damage.

Otyugh
Large aberration, neutral

Armor Class 14 (natural armor)
Hit Points 114 (12d10 + 48)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 11 (+0) 19 (+4) 6 (−2) 13 (+1) 6 (−2)

Saving Throws Con +7
Senses darkvision 120 ft., passive Perception 11
Languages Otyugh
Challenge 5 (1,800 XP)

Limited Telepathy. The otyugh can magically transmit simple 
messages and images to any creature within 120 feet of it that 
can understand a language. This form of telepathy doesn’t 
allow the receiving creature to telepathically respond.

Actions
Multiattack. The otyugh makes three attacks: one with its bite 
and two with its tentacles.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
12 (2d8 + 3) piercing damage. If the target is a creature, it must 
succeed on a DC 15 Constitution saving throw against disease 
or become poisoned until the disease is cured. Every 24 hours 
that elapse, the target must repeat the saving throw, reducing 
its hit point maximum by 5 (1d10) on a failure. The disease is 
cured on a success. The target dies if the disease reduces its 
hit point maximum to 0. This reduction to the target’s hit point 
maximum lasts until the disease is cured.

Tentacle. Melee Weapon Attack: +6 to hit, reach 10 ft., one 
target. Hit: 7 (1d8 + 3) bludgeoning damage plus 4 (1d8) 
piercing damage. If the target is Medium or smaller, it is 
grappled (escape DC 13) and restrained until the grapple ends. 
The otyugh has two tentacles, each of which can grapple one 
target.

Tentacle Slam. The otyugh slams creatures grappled by it into 
each other or a solid surface. Each creature must succeed on a 
DC 14 Strength saving throw or take 10 (2d6 + 3) bludgeoning 
damage and be stunned until the end of the otyugh’s next turn. 
On a successful save, the target takes half the bludgeoning 
damage and isn’t stunned.
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Polar Bear
Large beast, unaligned

Armor Class 12 (natural armor)
Hit Points 42 (5d10 + 15)
Speed 40 ft., swim 30 ft.

 STR DEX CON INT WIS CHA
 20 (+5) 10 (+0) 16 (+3) 2 (−4) 13 (+1) 7 (−2)

Skills Perception +3
Senses passive Perception 13
Languages —
Challenge 2 (450 XP)

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

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

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

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. 
Hit: 12 (2d6 + 5) slashing damage.

Pseudodragon
Tiny dragon, neutral good

Armor Class 13 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 15 ft., fly 60 ft.

 STR DEX CON INT WIS CHA
 6 (−2) 15 (+2) 13 (+1) 10 (+0) 12 (+1) 10 (+0)

Skills Perception +3, Stealth +4
Senses blindsight 10 ft., darkvision 60 ft., passive Perception 13
Languages understands Common and Draconic but can’t 

speak
Challenge 1/4 (50 XP)

Keen Senses. The pseudodragon has advantage on Wisdom 
(Perception) checks that rely on sight, hearing, or smell.

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

Limited Telepathy. The pseudodragon can magically 
communicate simple ideas, emotions, and images 
telepathically with any creature within 100 feet of it that can 
understand a language.

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

Sting. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. 
Hit: 4 (1d4 + 2) piercing damage, and the target must succeed 
on a DC 11 Constitution saving throw or become poisoned for 
1 hour. If the saving throw fails by 5 or more, the target falls 
unconscious for the same duration, or until it takes damage or 
another creature uses an action to shake it awake.

Variant: Pseudodragon Familiar
Some pseudodragons are willing to serve spellcasters as a 
familiar. Such pseudodragons have the following trait.
 Familiar. The pseudodragon can serve another creature as 
a familiar, forming a magic, telepathic bond with that willing 
companion. While the two are bonded, the companion 
can sense what the pseudodragon senses as long as they 
are within 1 mile of each other. While the pseudodragon is 
within 10 feet of its companion, the companion shares the 
pseudodragon’s Magic Resistance trait. At any time and 
for any reason, the pseudodragon can end its service as a 
familiar, ending the telepathic bond.

Specter
Medium undead, chaotic evil

Armor Class 12
Hit Points 22 (5d8)
Speed 0 ft., fly 50 ft. (hover)

 STR DEX CON INT WIS CHA
 1 (−5) 14 (+2) 11 (+0) 10 (+0) 10 (+0) 11 (+0)

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

Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, grappled, 

paralyzed, petrified, poisoned, prone, restrained, 
unconscious

Senses darkvision 60 ft., passive Perception 10
Languages understands all languages it knew in life but can’t 

speak
Challenge 1 (200 XP)

Incorporeal Movement. The specter 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.

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

Actions
Life Drain. Melee Spell Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 10 (3d6) necrotic damage. The target must 
succeed on a DC 10 Constitution saving throw or its hit point 
maximum is reduced by an amount equal to the damage taken. 
This reduction lasts until the creature finishes a long rest. The 
target dies if this effect reduces its hit point maximum to 0.
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Succubus
Medium fiend (shapechanger), neutral evil

Armor Class 15 (natural armor)
Hit Points 66 (12d8 + 12)
Speed 30 ft., fly 60 ft.

 STR DEX CON INT WIS CHA
 8 (−1) 17 (+3) 13 (+1) 15 (+2) 12 (+1) 20 (+5)

Skills Deception +9, Insight +5, Perception +5, Persuasion +9, 
Stealth +7

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

Senses darkvision 60 ft., passive Perception 15
Languages Abyssal, Common, Infernal, telepathy 60 ft.
Challenge 4 (1,100 XP)

Telepathic Bond. The fiend ignores the range restriction on its 
telepathy when communicating with a creature it has charmed. 
The two don’t even need to be on the same plane of existence.

Shapechanger. The fiend can use its action to polymorph 
into a Small or Medium humanoid, or back into its true form. 
Without wings, the fiend loses its flying speed. Other than its 
size and speed, its statistics are the same in each form. Any 
equipment it is wearing or carrying isn’t transformed. It reverts 
to its true form if it dies.

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

Charm. One humanoid the fiend can see within 30 feet of it 
must succeed on a DC 15 Wisdom saving throw or be magically 
charmed for 1 day. The charmed target obeys the fiend’s verbal 
or telepathic commands. If the target suffers any harm or 
receives a suicidal command, it can repeat the saving throw, 
ending the effect on a success. If the target successfully saves 
against the effect, or if the effect on it ends, the target is 
immune to this fiend’s Charm for the next 24 hours. 
 The fiend can have only one target charmed at a time. If it 
charms another, the effect on the previous target ends.

Draining Kiss. The fiend kisses a creature charmed by it or a 
willing creature. The target must make a DC 15 Constitution 
saving throw against this magic, taking 32 (5d10 + 5) psychic 
damage on a failed save, or half as much damage on a 
successful one. The target’s hit point maximum is reduced by 
an amount equal to the damage taken. This reduction lasts 
until the target finishes a long rest. The target dies if this effect 
reduces its hit point maximum to 0.

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

Swarm of Poisonous Snakes
Medium swarm of Tiny beasts, unaligned

Armor Class 14
Hit Points 36 (8d8)
Speed 30 ft., swim 30 ft.

 STR DEX CON INT WIS CHA
 8 (−1) 18 (+4) 11 (+0) 1 (−5) 10 (+0) 3 (−4)

Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, paralyzed, 

petrified, prone, restrained, stunned
Senses blindsight 10 ft., passive Perception 10
Languages —
Challenge 2 (450 XP)

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

Actions
Bites. Melee Weapon Attack: +6 to hit, reach 0 ft., one creature 
in the swarm’s space. Hit: 7 (2d6) piercing damage, or 3 (1d6) 
piercing damage if the swarm has half of its hit points or fewer. 
The target must make a DC 10 Constitution saving throw, 
taking 14 (4d6) poison damage on a failed save, or half as 
much damage on a successful one.

Swarm of Ravens
Medium swarm of Tiny beasts, unaligned

Armor Class 12
Hit Points 24 (7d8 − 7)
Speed 10 ft., fly 50 ft.

 STR DEX CON INT WIS CHA
 6 (−2) 14 (+2) 8 (−1) 3 (−4) 12 (+1) 6 (−2)

Skills Perception +5
Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, paralyzed, 

petrified, prone, restrained, stunned
Senses passive Perception 15
Languages —
Challenge 1/4 (50 XP)

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

Actions
Beaks. Melee Weapon Attack: +4 to hit, reach 5 ft., one target 
in the swarm’s space. Hit: 7 (2d6) piercing damage, or 3 (1d6) 
piercing damage if the swarm has half of its hit points or fewer.
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Tribal Warrior
Medium humanoid (any race), any alignment

Armor Class 12 (hide armor)
Hit Points 11 (2d8 + 2)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 13 (+1) 11 (+0) 12 (+1) 8 (−1) 11 (+0) 8 (−1)

Senses passive Perception 10
Languages any one language
Challenge 1/8 (25 XP)

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

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

Troll
Large giant, chaotic evil

Armor Class 15 (natural armor)
Hit Points 84 (8d10 + 40)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 13 (+1) 20 (+5) 7 (−2) 9 (−1) 7 (−2)

Skills Perception +1
Senses darkvision 60 ft., passive Perception 11
Languages Giant
Challenge 5 (1,800 XP)

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

Regeneration. The troll regains 10 hit points at the start of its 
turn. If the troll takes acid or fire damage, this trait doesn’t 
function at the start of the troll’s next turn. The troll dies only if 
it starts its turn with 0 hit points and doesn’t regenerate.

Actions
Multiattack. The troll makes three attacks: one with its bite 
and two with its claws.

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

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

Vampire Spawn
Medium undead, neutral evil

Armor Class 15 (natural armor)
Hit Points 82 (11d8 + 33)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 16 (+3) 16 (+3) 11 (+0) 10 (+0) 12 (+1)

Saving Throws Dex +6, Wis +3
Skills Perception +3, Stealth +6
Damage Resistances necrotic; bludgeoning, piercing, and 

slashing from nonmagical weapons
Senses darkvision 60 ft., passive Perception 13
Languages the languages it knew in life
Challenge 5 (1,800 XP)

Regeneration. The vampire regains 10 hit points at the start 
of its turn if it has at least 1 hit point and isn’t in sunlight or 
running water. If the vampire takes radiant damage or damage 
from holy water, this trait doesn’t function at the start of the 
vampire’s next turn.

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

Vampire Weaknesses. The vampire has the following flaws: 
 Forbiddance. The vampire can’t enter a residence without an 
invitation from one of the occupants. 
 Harmed by Running Water. The vampire takes 20 acid damage 
when it ends its turn in running water. 
 Stake to the Heart. The vampire is destroyed if a piercing 
weapon made of wood is driven into its heart while it is 
incapacitated in its resting place. 
 Sunlight Hypersensitivity. The vampire takes 20 radiant 
damage when it starts its turn in sunlight. While in sunlight, it 
has disadvantage on attack rolls and ability checks.

Actions
Multiattack. The vampire makes two attacks, only one of which 
can be a bite attack.

Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 8 (2d4 + 3) slashing damage. Instead of dealing damage, 
the vampire can grapple the target (escape DC 13).

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one willing 
creature, or a creature that is grappled by the vampire, 
incapacitated, or restrained. Hit: 6 (1d6 + 3) piercing damage 
plus 7 (2d6) necrotic damage. The target’s hit point maximum 
is reduced by an amount equal to the necrotic damage taken, 
and the vampire regains hit points equal to that amount. The 
reduction lasts until the target finishes a long rest. The target 
dies if this effect reduces its hit point maximum to 0.
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Vampire
Medium undead (shapechanger), lawful evil

Armor Class 16 (natural armor)
Hit Points 144 (17d8 + 68)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 18 (+4) 18 (+4) 17 (+3) 15 (+2) 18 (+4)

Saving Throws Dex +9, Wis +7, Cha +9
Skills Perception +7, Stealth +9
Damage Resistances necrotic; bludgeoning, piercing, and 

slashing from nonmagical weapons
Senses darkvision 120 ft., passive Perception 17
Languages the languages it knew in life
Challenge 13 (10,000 XP)

Shapechanger. If the vampire isn’t in sunlight or running water, 
it can use its action to polymorph into a Tiny bat or a Medium 
cloud of mist, or back into its true form. 
 While in bat form, the vampire can’t speak, its walking speed 
is 5 feet, and it has a flying speed of 30 feet. Its statistics, other 
than its size and speed, are unchanged. Anything it is wearing 
transforms with it, but nothing it is carrying does. It reverts to 
its true form if it dies. 
 While in mist form, the vampire can’t take any actions, speak, 
or manipulate objects. It is weightless, has a flying speed of 20 
feet, can hover, and can enter a hostile creature’s space and 
stop there. In addition, if air can pass through a space, the mist 
can do so without squeezing, and it can’t pass through water. It 
has advantage on Strength, Dexterity, and Constitution saving 
throws, and it is immune to all nonmagical damage, except the 
damage it takes from sunlight.

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

Misty Escape. When it drops to 0 hit points outside its resting 
place, the vampire transforms into a cloud of mist (as in the 
Shapechanger trait) instead of falling unconscious, provided 
that it isn’t in sunlight or running water. If it can’t transform, it 
is destroyed. 
 While it has 0 hit points in mist form, it can’t revert to its 
vampire form, and it must reach its resting place within 2 
hours or be destroyed. Once in its resting place, it reverts to 
its vampire form. It is then paralyzed until it regains at least 1 
hit point. After spending 1 hour in its resting place with 0 hit 
points, it regains 1 hit point.

Regeneration. The vampire regains 20 hit points at the start 
of its turn if it has at least 1 hit point and isn’t in sunlight or 
running water. If the vampire takes radiant damage or damage 
from holy water, this trait doesn’t function at the start of the 
vampire’s next turn.

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

Vampire Weaknesses. The vampire has the following flaws: 
 Forbiddance. The vampire can’t enter a residence without an 
invitation from one of the occupants. 
 Harmed by Running Water. The vampire takes 20 acid damage 
if it ends its turn in running water. 
 Stake to the Heart. If a piercing weapon made of wood is 
driven into the vampire’s heart while the vampire is 

incapacitated in its resting place, the vampire is paralyzed until 
the stake is removed. 
 Sunlight Hypersensitivity. The vampire takes 20 radiant 
damage when it starts its turn in sunlight. While in sunlight, it 
has disadvantage on attack rolls and ability checks.

Actions
Multiattack (Vampire Form Only). The vampire makes two 
attacks, only one of which can be a bite attack.

Unarmed Strike (Vampire Form Only). Melee Weapon Attack: 
+9 to hit, reach 5 ft., one creature. Hit: 8 (1d8 + 4) bludgeoning 
damage. Instead of dealing damage, the vampire can grapple 
the target (escape DC 18).

Bite (Bat or Vampire Form Only). Melee Weapon Attack: +9 
to hit, reach 5 ft., one willing creature, or a creature that is 
grappled by the vampire, incapacitated, or restrained. Hit: 7 
(1d6 + 4) piercing damage plus 10 (3d6) necrotic damage. The 
target’s hit point maximum is reduced by an amount equal to 
the necrotic damage taken, and the vampire regains hit points 
equal to that amount. The reduction lasts until the target 
finishes a long rest. The target dies if this effect reduces its hit 
point maximum to 0. A humanoid slain in this way and then 
buried in the ground rises the following night as a vampire 
spawn under the vampire’s control.

Charm. The vampire targets one humanoid it can see within 
30 feet of it. If the target can see the vampire, the target must 
succeed on a DC 17 Wisdom saving throw against this magic 
or be charmed by the vampire. The charmed target regards 
the vampire as a trusted friend to be heeded and protected. 
Although the target isn’t under the vampire’s control, it takes 
the vampire’s requests or actions in the most favorable way it 
can, and it is a willing target for the vampire’s bit attack. 
 Each time the vampire or the vampire’s companions do 
anything harmful to the target, it can repeat the saving throw, 
ending the effect on itself on a success. Otherwise, the 
effect lasts 24 hours or until the vampire is destroyed, is on a 
different plane of existence than the target, or takes a bonus 
action to end the effect.

Children of the Night (1/Day). The vampire magically calls 2d4 
swarms of bats or rats, provided that the sun isn’t up. While 
outdoors, the vampire can call 3d6 wolves instead. The called 
creatures arrive in 1d4 rounds, acting as allies of the vampire 
and obeying its spoken commands. The beasts remain for 1 
hour, until the vampire dies, or until the vampire dismisses 
them as a bonus action.

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

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

Unarmed Strike. The vampire makes one unarmed strike.
Bite (Costs 2 Actions). The vampire makes one bite attack.
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Warhorse
Large beast, unaligned

Armor Class 11
Hit Points 19 (3d10 + 3)
Speed 60 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 12 (+1) 13 (+1) 2 (−4) 12 (+1) 7 (−2)

Senses passive Perception 11
Languages —
Challenge 1/2 (100 XP)

Trampling Charge. If the horse moves at least 20 feet straight 
toward a creature and then hits it with a hooves attack on 
the same turn, that target must succeed on a DC 14 Strength 
saving throw or be knocked prone. If the target is prone, the 
horse can make another attack with its hooves against it as a 
bonus action.

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

Water Elemental
Large elemental, neutral

Armor Class 14 (natural armor)
Hit Points 114 (12d10 + 48)
Speed 30 ft., swim 90 ft.

 STR DEX CON INT WIS CHA
 18 (+4) 14 (+2) 18 (+4) 5 (−3) 10 (+0) 8 (−1)

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

Damage Immunities poison
Condition Immunities exhaustion, grappled, paralyzed, 

petrified, poisoned, prone, restrained, unconscious
Senses darkvision 60 ft., passive Perception 10
Languages Aquan
Challenge 5 (1,800 XP)

Water Form. The elemental can enter a hostile creature’s space 
and stop there. It can move through a space as narrow as 1 
inch wide without squeezing.

Freeze. If the elemental takes cold damage, it partially freezes; 
its speed is reduced by 20 feet until the end of its next turn.

Actions
Multiattack. The elemental makes two slam attacks.

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

Whelm (Recharge 4–6). Each creature in the elemental’s space 
must make a DC 15 Strength saving throw. On a failure, a 
target takes 13 (2d8 + 4) bludgeoning damage. If it is Large or 
smaller, it is also grappled (escape DC 14). Until this grapple 
ends, the target is restrained and unable to breathe unless it 
can breathe water. If the saving throw is successful, the target 
is pushed out of the elemental’s space. 
 The elemental can grapple one Large creature or up to two 
Medium or smaller creatures at one time. At the start of each 
of the elemental’s turns, each target grappled by it takes 13 
(2d8 + 4) bludgeoning damage. A creature within 5 feet of the 
elemental can pull a creature or object out of it by taking an 
action to make a DC 14 Strength and succeeding.
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Wight
Medium undead, neutral evil

Armor Class 14 (studded leather)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 15 (+2) 14 (+2) 16 (+3) 10 (+0) 13 (+1) 15 (+2)

Skills Perception +3, Stealth +4
Damage Resistances necrotic; bludgeoning, piercing, and 

slashing from nonmagical weapons that aren’t silvered
Damage Immunities poison
Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 13
Languages the languages it knew in life
Challenge 3 (700 XP)

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

Actions
Multiattack. The wight makes two longsword attacks or 
two longbow attacks. It can use its Life Drain in place of one 
longsword attack.

Life Drain. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
creature. Hit: 5 (1d6 + 2) necrotic damage. The target must 
succeed on a DC 13 Constitution saving throw or its hit point 
maximum is reduced by an amount equal to the damage taken. 
This reduction lasts until the target finishes a long rest. The 
target dies if this effect reduces its hit point maximum to 0. 
 A humanoid slain by this attack rises 24 hours later as a 
zombie under the wight’s control, unless the humanoid is 
restored to life or its body is destroyed. The wight can have no 
more than twelve zombies under its control at one time.

Longsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 6 (1d8 + 2) slashing damage, or 7 (1d10 + 2) 
slashing damage if used with two hands.

Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft., 
one target. Hit: 6 (1d8 + 2) piercing damage.

Wolf
Medium beast, unaligned

Armor Class 13 (natural armor)
Hit Points 11 (2d8 + 2)
Speed 40 ft.

 STR DEX CON INT WIS CHA
 12 (+1) 15 (+2) 12 (+1) 3 (−4) 12 (+1) 6 (−2)

Skills Perception +3, Stealth +4
Senses passive Perception 13
Languages —
Challenge 1/4 (50 XP)

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

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

Actions
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 7 (2d4 + 2) piercing damage. If the target is a creature, it 
must succeed on a DC 11 Strength saving throw or be knocked 
prone.
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Wraith
Medium undead, neutral evil

Armor Class 13
Hit Points 67 (9d8 + 27)
Speed 0 ft., fly 60 ft. (hover)

 STR DEX CON INT WIS CHA
 6 (−2) 16 (+3) 16 (+3) 12 (+1) 14 (+2) 15 (+2)

Damage Resistances acid, cold, fire, lightning, thunder; 
bludgeoning, piercing, and slashing from nonmagical 
weapons that aren’t silvered

Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, grappled, 

paralyzed, petrified, poisoned, prone, restrained
Senses darkvision 60 ft., passive Perception 12
Languages the languages it knew in life
Challenge 5 (1,800 XP)

Incorporeal Movement. The wraith 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.

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

Actions
Life Drain. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
creature. Hit: 21 (4d8 + 3) necrotic damage. The target must 
succeed on a DC 14 Constitution saving throw or its hit point 
maximum is reduced by an amount equal to the damage taken. 
This reduction lasts until the target finishes a long rest. The 
target dies if this effect reduces its hit point maximum to 0.

Create Specter. The wraith targets a humanoid within 10 feet 
of it that has been dead for no longer than 1 minute and died 
violently. The target’s spirit rises as a specter in the space of 
its corpse or in the nearest unoccupied space. The specter is 
under the wraith’s control. The wraith can have no more than 
seven specters under its control at one time.

Yuan-ti Abomination
Large monstrosity (shapechanger, yuan-ti), neutral evil

Armor Class 15 (natural armor)
Hit Points 127 (15d10 + 45)
Speed 40 ft.

 STR DEX CON INT WIS CHA
 19 (+4) 16 (+3) 17 (+3) 17 (+3) 15 (+2) 18 (+4)

Skills Perception +5, Stealth +6
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 15
Languages Abyssal, Common, Draconic
Challenge 7 (2,900 XP)

Shapechanger. The yuan-ti can use its action to polymorph 
into a Large snake, or back into its true form. Its statistics are 
the same in each form. Any equipment it is wearing or carrying 
isn’t transformed. It doesn’t change form if it dies.

Innate Spellcasting (Abomination Form Only). The yuan-ti’s 
innate spellcasting ability is Charisma (spell save DC 15). The 
yuan-ti can innately cast the following spells, requiring no 
material components:

At will: animal friendship (snakes only)
3/day: suggestion
1/day: fear

Magic Resistance. The yuan-ti has advantage on saving throws 
against spells and other magical effects.

Actions
Multiattack (Abomination Form Only). The yuan-ti makes two 
ranged attacks or three melee attacks, but can use its bite and 
constrict attacks only once each.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one creature. 
Hit: 7 (1d6 + 4) piercing damage plus 10 (3d6) poison damage.

Constrict. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 11 (2d6 + 4) bludgeoning damage, and the target is 
grappled (escape DC 14). Until this grapple ends, the target is 
restrained, and the yuan-ti can’t constrict another target.

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

Longbow (Abomination Form Only). Ranged Weapon Attack: +6 
to hit, range 150/600 ft., one target. Hit: 12 (2d8 + 3) piercing 
damage plus 10 (3d6) poison damage.
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Yuan-ti Malison
Medium monstrosity (shapechanger, yuan-ti), neutral evil

Armor Class 12
Hit Points 66 (12d8 + 12)
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 14 (+2) 13 (+1) 14 (+2) 12 (+1) 16 (+3)

Skills Deception +5, Stealth +4
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 11
Languages Abyssal, Common, Draconic
Challenge 3 (700 XP)

Shapechanger. The yuan-ti can use its action to polymorph into 
a Medium snake, or back into its true form. Its statistics are 
the same in each form. Any equipment it is wearing or carrying 
isn’t transformed. It doesn’t change form if it dies.

Innate Spellcasting (Yuan-ti Form Only). The yuan-ti’s innate 
spellcasting ability is Charisma (spell save DC 13). The yuan-ti 
can innately cast the following spells, requiring no material 
components:

At will: animal friendship (snakes only)
3/day: suggestion

Magic Resistance. The yuan-ti has advantage on saving throws 
against spells and other magical effects.

Malison Type. The yuan-ti has one of the following types:

Type 1: Human body with snake head
Type 2: Human head and body with snakes for arms
Type 3: Human head and upper body with a serpentine lower 

body instead of legs

Actions for Type 1
Multiattack (Yuan-ti Form Only). The yuan-ti makes two 
ranged attacks or two melee attacks, but can use its bite only 
once.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. 
Hit: 5 (1d4 + 3) piercing damage plus 7 (2d6) poison damage.

Scimitar (Yuan-ti Form Only). Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Longbow (Yuan-ti Form Only). Ranged Weapon Attack: +4 to 
hit, range 150/600 ft., one target. Hit: 6 (1d8 + 2) piercing 
damage plus 7 (2d6) poison damage.

Actions for Type 2
Multiattack (Yuan-ti Form Only). The yuan-ti makes two bite 
attacks using its snake arms.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one creature. 
Hit: 5 (1d4 + 3) piercing damage plus 7 (2d6) poison damage.

Actions for Type 3
Multiattack (Yuan-ti Form Only). The yuan-ti makes two 
ranged attacks or two melee attacks, but can constrict only 
once.

Bite (Snake Form Only). Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 5 (1d4 + 3) piercing damage plus 7 
(2d6) poison damage.

Constrict. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) bludgeoning damage, and the target is 
grappled (escape DC 13). Until this grapple ends, the target is 
restrained, and the yuan-ti can’t constrict another target.

Scimitar (Yuan-ti Form Only). Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) slashing damage.

Longbow (Yuan-ti Form Only). Ranged Weapon Attack: +4 to 
hit, range 150/600 ft., one target. Hit: 6 (1d8 + 2) piercing 
damage.

Yuan-ti Pureblood
Medium humanoid (yuan-ti), neutral evil

Armor Class 11
Hit Points 40 (9d8)
Speed 30 ft.

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

Skills Deception +6, Perception +3, Stealth +3
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 13
Languages Abyssal, Common, Draconic
Challenge 1 (200 XP)

Innate Spellcasting. The yuan-ti’s spellcasting ability is 
Charisma (spell save DC 12). The yuan-ti can innately cast the 
following spells, requiring no material components:

At will: animal friendship (snakes only)
3/day each: poison spray, suggestion

Magic Resistance. The yuan-ti has advantage on saving throws 
against spells and other magical effects.

Actions
Multiattack. The yuan-ti makes two melee attacks.

Scimitar. Melee Weapon Attack: +3 to hit, reach 5 ft., one 
target. Hit: 4 (1d6 + 1) slashing damage.

Shortbow. Ranged Weapon Attack: +3 to hit, range 80/320 
ft., one target. Hit: 4 (1d6 + 1) piercing damage plus 7 (2d6) 
poison damage.
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chamber or corridor. If you issue no commands, the 
creature only defends itself against hostile creatures. 
Once given an order, the creature continues to follow it 
until its task is complete.
 The creature is under your control for 24 hours, after 
which it stops obeying any command you’ve given it. To 
maintain control of the creature for another 24 hours, 
you must cast this spell on the creature again before 
the current 24-hour period ends. This use of the spell 
reasserts your control over up to four creatures you have 
animated with this spell, rather than animating a new 
one.
 At Higher Levels. When you cast this spell using a 
spell slot of 4th level or higher, you animate or reassert 
control over two additional undead creatures for each 
slot level above 3rd. Each of the creatures must come 
from a different corpse or pile of bones.

Animate Objects
5th-level transmutation
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 1 minute
Objects come to life at your command. Choose up to 
ten nonmagical objects within range that are not being 
worn or carried. Medium targets count as two objects, 
Large targets count as four objects, Huge targets 
count as eight objects. You can’t animate any object 
larger than Huge. Each target animates and becomes a 
creature under your control until the spell ends or until 
reduced to 0 hit points.
 As a bonus action, you can mentally command any 
creature you made with this spell if the creature is 
within 500 feet of you (if you control multiple creatures, 
you can command any or all of them at the same time, 
issuing the same command to each one). You decide 
what action the creature will take and where it will 
move during its next turn, or you can issue a general 
command, such as to guard a particular chamber or 
corridor. If you issue no commands, the creature only 
defends itself against hostile creatures. Once given an 
order, the creature continues to follow it until its task is 
complete.

Animated Object Statistics
Size HP AC Attack Str Dex
Tiny 20 18 +8 to hit, 1d4 + 4 damage 4 18

Small 25 16 +6 to hit, 1d8 + 2 damage 6 14

Medium 40 13 +5 to hit, 2d6 + 1 damage 10 12

Large 50 10 +6 to hit, 2d10 + 2 damage 14 10

Huge 80 10 +8 to hit, 2d12 + 4 damage 18 6

 An animated object is a construct with AC, hit points, 
attacks, Strength, and Dexterity determined by its size. 
Its Constitution is 10 and its Intelligence and Wisdom 
are 3, and its Charisma is 1. Its speed is 30 feet; if the 
object lacks legs or other appendages it can use for 
locomotion, it instead has a flying speed of 30 feet and 
can hover. If the object is securely attached to a surface 
or a larger object, such as a chain bolted to a wall, its 

Spells
This section collects the spells referenced in the Rise 
of Tiamat adventure, excluding those already available 
in the Player’s D&D Basic Rules. This includes spells 
mentioned in monster stat blocks (both in the adventure 
appendix and this supplement) and spells referred to by 
magic items in the adventure. 
 For the rules governing magic and spellcasting, see 
the Player’s D&D Basic Rules or the Player’s Handbook.

Animal Messenger
2nd-level enchantment (ritual)
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a morsel of food)
Duration: 24 hours
By means of this spell, you use an animal to deliver a 
message. Choose a Tiny beast you can see within range, 
such as a squirrel, a blue jay, or a bat. You specify a 
location, which you must have visited, and a recipient 
who matches a general description, such as “a man or 
woman dressed in the uniform of the town guard” or “a 
red-haired dwarf wearing a pointed hat.” You also speak 
a message of up to twenty-five words. The target beast 
travels for the duration of the spell toward the specified 
location, covering about 50 miles per 24 hours for a 
flying messenger, or 25 miles for other animals.
 When the messenger arrives, it delivers your message 
to the creature that you described, replicating the sound 
of your voice. The messenger speaks only to a creature 
matching the description you gave. If the messenger 
doesn’t reach its destination before the spell ends, the 
message is lost, and the beast makes its way back to 
where you cast this spell.
 At Higher Levels. If you cast this spell using a spell 
slot of 3nd level or higher, the duration of the spell 
increases by 48 hours for each slot level above 2nd.

Animate Dead
3rd-level necromancy
Casting Time: 1 minute
Range: 10 feet
Components: V, S, M (a drop of blood, a piece of flesh, 

and a pinch of bone dust)
Duration: Instantaneous
This spell creates an undead servant. Choose a pile 
of bones or a corpse of a Medium or Small humanoid 
within range. Your spell imbues the target with a foul 
mimicry of life, raising it as an undead creature. The 
target becomes a skeleton if you chose bones or a 
zombie if you chose a corpse (the DM has the creature’s 
game statistics).
 On each of your turns, you can use a bonus action 
to mentally command any creature you made with 
this spell if the creature is within 60 feet of you (if you 
control multiple creatures, you can command any or all 
of them at the same time, issuing the same command to 
each one). You decide what action the creature will take 
and where it will move during its next turn, or you can 
issue a general command, such as to guard a particular 
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Cloud of Daggers
2nd-level conjuration
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a sliver of glass)
Duration: Concentration, up to 1 minute
You fill the air with spinning daggers in a cube 5 feet on 
each side, centered on a point you choose within range. 
A creature takes 4d4 slashing damage when it enters 
the spell’s area for the first time on a turn or starts its 
turn there.
 At Higher Levels. When you cast this spell using a 
spell slot of 3rd level or higher, the damage increases by 
2d4 for each slot level above 2nd.

Cloudkill
5th-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes
You create a 20-foot-radius sphere of poisonous, yellow-
green fog centered on a point you choose within range. 
The fog spreads around corners. It lasts for the duration 
or until strong wind disperses the fog, ending the spell. 
Its area is heavily obscured.
 When a creature enters the spell’s area for the first 
time on a turn or starts its turn there, that creature must 
make a Constitution saving throw. The creature takes 
5d8 poison damage on a failed save, or half as much 
damage on a successful one. Creatures are affected 
even if they hold their breath or don’t need to breathe.
 The fog moves 10 feet away from you at the start 
of each of your turns, rolling along the surface of the 
ground. The vapors, being heavier than air, sink to the 
lowest level of the land, even pouring down openings.
 At Higher Levels. When you cast this spell using a 
spell slot of 6th level or higher, the damage increases by 
1d8 for each slot level above 5th.

Color Spray
1st-level illusion
Casting Time: 1 action
Range: Self (15-foot cone)
Components: V, S, M (a pinch of powder or sand that is 

colored red, yellow, and blue)
Duration: 1 round
A dazzling array of flashing, colored light springs from 
your hand. Roll 6d10; the total is how many hit points 
of creatures this spell can effect. Creatures in a 15-foot 
cone originating from you are affected in ascending 
order of their current hit points (ignoring unconscious 
creatures and creatures that can’t see).
 Starting with the creature that has the lowest current 
hit points, each creature affected by this spell is blinded 
until the spell ends. Subtract each creature’s hit points 
from the total before moving on to the creature with 
the next lowest hit points. A creature’s hit points must 
be equal to or less than the remaining total for that 
creature to be affected.

speed is 0. It has blindsight with a radius of 30 feet and 
is blind beyond that distance. When the animated object 
drops to 0 hit points, it reverts to its original object form, 
and any remaining damage carries over to its original 
object form.
 If you command an object to attack, it can make a 
single melee attack against a creature within 5 feet 
of it. It makes a slam attack with an attack bonus and 
bludgeoning damage determined by its size. The DM 
might rule that a specific object inflicts slashing or 
piercing damage based on its form.
 At Higher Levels. If you cast this spell using a 
spell slot of 6th level or higher, you can animate two 
additional objects for each slot level above 5th.

Call Lightning
3rd-level conjuration
Casting Time: 1 action
Range: 120 feet
Components: V, S
Duration: Concentration, up to 10 minutes
A storm cloud appears in the shape of a cylinder that 
is 10 feet tall with a 60-foot radius, centered on a point 
you can see 100 feet directly above you. The spell fails 
if you can’t see a point in the air where the storm cloud 
could appear (for example, if you are in a room that can’t 
accommodate the cloud).
 When you cast the spell, choose a point you can see 
within range. A bolt of lightning flashes down from the 
cloud to that point. Each creature within 5 feet of that 
point must make a Dexterity saving throw. A creature 
takes 3d10 lightning damage on a failed save, or half 
as much damage on a successful one. On each of your 
turns until the spell ends, you can use your action to call 
down lightning in this way again, targeting the same 
point or a different one.
 If you are outdoors in stormy conditions when you 
cast this spell, the spell gives you control over the 
existing storm instead of creating a new one. Under 
such conditions, the spell’s damage increases by 1d10.
 At Higher Levels. When you cast this spell using a 
spell slot of 4th or higher level, the damage increases by 
1d10 for each slot level above 3rd.

Chromatic Orb
1st-level evocation
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a diamond worth at least 50 gp)
Duration: Instantaneous
You hurl a 4-inch-diameter sphere of energy at a 
creature that you can see within range. You choose 
acid, cold, fire, lightning, poison, or thunder for the type 
of orb you create, and then make a ranged spell attack 
against the target. If the attack hits, the creature takes 
3d8 damage of the type you chose.
 At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, the damage increases by 
1d8 for each slot level above 1st.
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For the duration, you can read the thoughts of certain 
creatures. When you cast the spell and as your action on 
each turn until the spell ends, you can focus your mind 
on any one creature that you can see within 30 feet of 
you. If the creature you choose has an Intelligence of 3 
or lower or doesn’t speak any language, the creature is 
unaffected.
 You initially learn the surface thoughts of the 
creature—what is most on its mind in that moment. As 
an action, you can either shift your attention to another 
creature’s thoughts or attempt to probe deeper into the 
same creature’s mind. If you probe deeper, the target 
must make a Wisdom saving throw. If it fails, you gain 
insight into its reasoning (if any), its emotional state, 
and something that looms large in its mind (such as 
something it worries over, loves, or hates). If it succeeds, 
the spell ends. Either way, the target knows that you are 
probing into its mind, and unless you shift your attention 
to another creature’s thoughts, the creature can use 
its action on its turn to make an Intelligence check 
contested by your Intelligence check; if it succeeds, the 
spell ends.
 Questions verbally directed at the target creature 
naturally shape the course of its thoughts, so this spell 
is particularly effective as part of an interrogation.
 You can also use this spell to detect the presence of 
thinking creatures you can’t see. When you cast the 
spell or as your action during the duration, you can 
search for thoughts within 30 feet of you. The spell can 
penetrate barriers, but 2 feet of rock, 2 inches of any 
metal other than lead, or a thin sheet of lead blocks you. 
You can’t detect a creature with an Intelligence of 3 or 
lower or one that doesn’t speak any language.
 Once you detect the presence of a creature in this way, 
you can read its thoughts for the rest of the duration as 
described above, even if you can’t see it, but it must still 
be within range.

Divine Word
7th-level evocation
Casting Time: 1 bonus action
Range: 30 feet
Components: V
Duration: Instantaneous
You utter a divine word, imbued with the power that 
shaped the world at the dawn of creation. Choose any 
number of creatures you can see within range. Each 
creature that can hear you must make a Charisma 
saving throw. On a failed save, a creature suffers an 
effect based on its current hit points:
• 50 hit points or fewer: deafened for 1 minute
• 40 hit points or fewer: deafened and blinded for 10 

minutes
• 30 hit points or fewer: blinded, deafened, and stunned 

for 1 hour
• 20 hit points or fewer: killed instantly
Regardless of its current hit points, a celestial, an 
elemental, a fey, or a fiend that fails its save is forced 
back to its plane of origin (if it isn’t there already) and 
can’t return to your current plane for 24 hours by any 
means short of a wish spell.

 At Higher Levels. When you cast this spell using a 
spell slot of 2nd level or higher, roll an additional 2d10 
for each slot level above 1st.

Confusion
4th-level enchantment
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (three nut shells)
Duration: Concentration, up to 1 minute
This spell assaults and twists creatures’ minds, 
spawning delusions and provoking uncontrolled action. 
Each creature in a 10-foot-radius sphere centered on 
a point you choose within range must succeed on a 
Wisdom saving throw when you cast this spell or be 
affected by it.
 An affected target can’t take reactions and must roll 
a d10 at the start of each of its turns to determine its 
behavior for that turn.

d10 Behavior

1 The creature uses all its movement to move in a 

random direction. To determine the direction, roll 

a d8 and assign a direction to each die face. The 

creature doesn’t take an action this turn.

2–6 The creature doesn’t move or take actions this turn.

7–8 The creature uses its action to make a melee attack 

against a randomly determined creature within its 

reach. If there is no creature within its reach, the 

creature does nothing this turn.

9–10 The creature can act and move normally.

 At the end of each of its turns, an affected target can 
make a Wisdom saving throw. If it succeeds, this effect 
ends for that target.
 At Higher Levels. When you cast this spell using a 
spell slot of 5th level or higher, the radius of the sphere 
increases by 5 feet for each slot level above 4th.

Continual Flame
2nd-level evocation
Casting Time: 1 action
Range: Touch
Components: V, S, M (ruby dust worth 50 gp, which the 

spell consumes)
Duration: Until dispelled
A flame, equivalent in brightness to a torch, springs 
forth from an object that you touch. The effect looks like 
a regular flame, but it creates no heat and doesn’t use 
oxygen. A continual flame can be covered or hidden but 
not smothered or quenched.

Detect Thoughts
2nd-level divination
Casting Time: 1 action
Range: Self
Components: V, S, M (a copper piece)
Duration: Concentration, up to 1 minute
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Feather Fall
1st-level transmutation
Casting Time: 1 reaction, which you take when you or a 

creature within 60 feet of you falls
Range: 60 feet
Components: V, M (a small feather or piece of down)
Duration: 1 minute
Choose up to five falling creatures within range. A 
falling creature’s rate of descent slows to 60 feet per 
round until the spell ends. If the creature lands before 
the spell ends, it takes no falling damage and can land 
on its feet, and the spell ends for that creature.

Fire Shield
4th-level evocation
Casting Time: 1 action
Range: Self
Components: V, S, M (a bit of phosphorus or a firefly)
Duration: 10 minutes
Thin and wispy flames wreathe your body for the 
duration, shedding bright light in a 10-foot radius and 
dim light for an additional 10 feet. You can end the spell 
early by using an action to dismiss it.
 The flames provide you with a warm shield or a chill 
shield, as you choose. The warm shield grants you 
resistance to cold damage, and the chill shield grants 
you resistance to fire damage.
 In addition, whenever a creature within 5 feet of you 
hits you with a melee attack, the shield erupts with 
flame. The attacker takes 2d8 fire damage from a warm 
shield, or 2d8 cold damage from a cold shield.

Gaseous Form
3rd-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (a bit of gauze and a wisp of 

smoke)
Duration: Concentration, up to 1 hour
You transform a willing creature you touch, along with 
everything it’s wearing and carrying, into a misty cloud 
for the duration. The spell ends if the creature drops to 
0 hit points. An incorporeal creature isn’t affected.
 While in this form, the target’s only method of 
movement is a flying speed of 10 feet. The target can 
enter and occupy the space of another creature. The 
target has resistance to nonmagical damage, and it has 
advantage on Strength, Dexterity, and Constitution 
saving throws. The target can pass through small holes, 
narrow openings, and even mere cracks, though it treats 
liquids as though they were solid surfaces. The target 
can’t fall and remains hovering in the air even when 
stunned or otherwise incapacitated.
 While in the form of a misty cloud, the target can’t talk 
or manipulate objects, and any objects it was carrying or 
holding can’t be dropped, used, or otherwise interacted 
with. The target can’t attack or cast spells.

Enlarge/Reduce
2nd-level transmutation
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a pinch of powdered iron)
Duration: Concentration, up to 1 minute
You cause a creature or an object you can see within 
range to grow larger or smaller for the duration. Choose 
either a creature or an object that is neither worn 
nor carried. If the target is unwilling, it can make a 
Constitution saving throw. On a success, the spell has 
no effect.
 If the target is a creature, everything it is wearing and 
carrying changes size with it. Any item dropped by an 
affected creature returns to normal size at once.
 Enlarge. The target’s size doubles in all dimensions, 
and its weight is multiplied by eight. This growth 
increases its size by one category—from Medium to 
Large, for example. If there isn’t enough room for the 
target to double its size, the creature or object attains 
the maximum possible size in the space available. 
Until the spell ends, the target also has advantage on 
Strength checks and Strength saving throws. The 
target’s weapons also grow to match its new size. While 
these weapons are enlarged, the target’s attacks with 
them deal 1d4 extra damage.
 Reduce. The target’s size is halved in all dimensions, 
and its weight is reduced to one-eighth of normal. This 
reduction decreases its size by one category—from 
Medium to Small, for example. Until the spell ends, 
the target also has disadvantage on Strength checks 
and Strength saving throws. The target’s weapons also 
shrink to match its new size. While these weapons are 
reduced, the target’s attacks with them deal 1d4 less 
damage (this can’t reduce the damage below 1).

Evard’s Black Tentacles
4th-level conjuration
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a piece of tentacle from a giant 

octopus or a giant squid)
Duration: Concentration, up to 1 minute
Squirming, ebony tentacles fill a 20-foot square on 
ground that you can see within range. For the duration, 
these tentacles turn the ground in the area into difficult 
terrain.
 When a creature enters the affected area for the first 
time on a turn or starts its turn there, the creature 
must succeed on a Dexterity saving throw or take 3d6 
bludgeoning damage and be restrained by the tentacles 
until the spell ends. A creature that starts its turn in the 
area and is already restrained by the tentacles takes 3d6 
bludgeoning damage.
 A creature restrained by the tentacles can use its 
action to make a Strength or Dexterity check (its choice) 
against your spell save DC. On a success, it frees itself.



Not for resale. Permission granted to print and photocopy this document for personal use only.

3333
The Rise of Tiamat | Spells

 At Higher Levels. When you cast this spell using 
a spell slot of 4th level or higher, the damage of an 
explosive runes glyph increases by 1d8 for each slot 
level above 3rd. If you create a spell glyph, you can store 
any spell of up to the same level as the slot you use for 
the glyph of warding.

Hold Monster
5th-level enchantment
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a small, straight piece of iron)
Duration: Concentration, up to 1 minute
Choose a creature that you can see within range. The 
target must succeed on a Wisdom saving throw or be 
paralyzed for the duration. This spell has no effect on 
undead. At the end of each of its turns, the target can 
make another Wisdom saving throw. On a success, the 
spell ends on the target.
 At Higher Levels. When you cast this spell using 
a spell slot of 6th level or higher, you can target one 
additional creature for each slot level above 5th. The 
creatures must be within 30 feet of each other when you 
target them.

Legend Lore
5th-level divination
Casting Time: 10 minutes
Range: Self
Components: V, S, M (incense worth at least 250 gp, 

which the spell consumes, and four ivory strips worth 
at least 50 gp each)

Duration: Instantaneous
Name or describe a person, place, or object. The spell 
brings to your mind a brief summary of the significant 
lore about the thing you named. The lore might consist 
of current tales, forgotten stories, or even secret lore 
that has never been widely known. If the thing you 
named isn’t of legendary importance, you gain no 
information. The more information you already have 
about the thing, the more precise and detailed the 
information you receive is.
 The information you learn is accurate but might be 
couched in figurative language. For example, if you 
have a mysterious magic axe on hand, the spell might 
yield this information: “Woe to the evildoer whose hand 
touches the axe, for even the haft slices the hand of the 
evil ones. Only a true Child of Stone, lover and beloved 
of Moradin, may awaken the true powers of the axe, and 
only with the sacred word Rudnogg on the lips.”

Magic Jar
6th-level necromancy
Casting Time: 1 minute
Range: Self
Components: V, S, M (a gem, crystal, reliquary, or some 

other ornamental container worth at least 500 gp)
Duration: Until dispelled
Your body falls into a catatonic state as your soul leaves 
it and enters the container you used for the spell’s 

Glyph of Warding
3rd-level abjuration
Casting Time: 1 hour
Range: Touch
Components: V, S, M (incense and powdered diamond 

worth at least 200 gp, which the spell consumes)
Duration: Until dispelled or triggered
When you cast this spell, you inscribe a glyph that 
harms other creatures, either upon a surface (such as 
a table or a section of floor or wall) or within an object 
that can be closed (such as a book, a scroll, or a treasure 
chest) to conceal the glyph. If you choose a surface, the 
glyph can cover an area of the surface no larger than 
10 feet in diameter. If you choose an object, that object 
must remain in its place; if the object is moved more 
than 10 feet from where you cast this spell, the glyph is 
broken, and the spell ends without being triggered.
 The glyph is nearly invisible and requires a successful 
Intelligence (Investigation) check against your spell save 
DC to be found.
 You decide what triggers the glyph when you cast 
the spell. For glyphs inscribed on a surface, the most 
typical triggers include touching or standing on the 
glyph, removing another object covering the glyph, 
approaching within a certain distance of the glyph, or 
manipulating the object on which the glyph is inscribed. 
For glyphs inscribed within an object, the most common 
triggers include opening that object, approaching within 
a certain distance of the object, or seeing or reading the 
glyph. Once a glyph is triggered, this spell ends.
 You can further refine the trigger so the spell activates 
only under certain circumstances or according to 
physical characteristics (such as height or weight), 
creature kind (for example, the ward could be set to 
affect aberrations or drow), or alignment. You can also 
set conditions for creatures that don’t trigger the glyph, 
such as those who say a certain password.
 When you inscribe the glyph, choose explosive runes 
or a spell glyph.
 Explosive Runes. When triggered, the glyph erupts 
with magical energy in a 20-foot-radius sphere centered 
on the glyph. The sphere spreads around corners. Each 
creature in the area must make a Dexterity saving 
throw. A creature takes 5d8 acid, cold, fire, lightning, or 
thunder damage on a failed saving throw (your choice 
when you create the glyph), or half as much damage on a 
successful one.
 Spell Glyph. You can store a prepared spell of 
3rd level or lower in the glyph by casting it as part 
of creating the glyph. The spell must target a single 
creature or an area. The spell being stored has no 
immediate effect when cast in this way. When the glyph 
is triggered, the stored spell is cast. If the spell has a 
target, it targets the creature that triggered the glyph. 
If the spell affects an area, the area is centered on that 
creature. If the spell summons hostile creatures or 
creates harmful objects or traps, they appear as close 
as possible to the intruder and attack it. If the spell 
requires concentration, it lasts until the end of its full 
duration.



Not for resale. Permission granted to print and photocopy this document for personal use only.

3434
The Rise of Tiamat | Spells

mouth (for example, the mouth of a statue), the magical 
mouth appears there so that the words appear to come 
from the object’s mouth. When you cast this spell, you 
can have the spell end after it delivers its message, or it 
can remain and repeat its message whenever the trigger 
occurs.
 The triggering circumstance can be as general or as 
detailed as you like, though it must be based on visual 
or audible conditions that occur within 30 feet of the 
object. For example, you could instruct the mouth to 
speak when any creature moves within 30 feet of the 
object or when a silver bell rings within 30 feet of it.

Mirror Image
2nd-level illusion
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 1 minute
Three illusory duplicates of yourself appear in your 
space. Until the spell ends, the duplicates move with 
you and mimic your actions, shifting position so it’s 
impossible to track which image is real. You can use 
your action to dismiss the illusory duplicates.
 Each time a creature targets you with an attack during 
the spell’s duration, roll a d20 to determine whether the 
attack instead targets one of your duplicates.
 If you have three duplicates, you must roll a 6 or 
higher to change the attack’s target to a duplicate. With 
two duplicates, you must roll an 8 or higher. With one 
duplicate, you must roll an 11 or higher.
 A duplicate’s AC equals 10 + your Dexterity modifier. 
If an attack hits a duplicate, the duplicate is destroyed. A 
duplicate can be destroyed only by an attack that hits it. 
It ignores all other damage and effects. The spell ends 
when all three duplicates are destroyed.
 A creature is unaffected by this spell if it can’t see, if it 
relies on senses other than sight, such as blindsight, or 
if it can perceive illusions as false, as with truesight.

Mislead
5th-level illusion
Casting Time: 1 action
Range: Self
Components: S
Duration: Concentration, up to 1 hour
You become invisible at the same time that an illusory 
double of you appears where you are standing. The 
double lasts for the duration, but the invisibility ends if 
you attack or cast a spell.
 You can use your action to move your illusory double 
up to twice your speed and make it gesture, speak, and 
behave in whatever way you choose.
 You can see through its eyes and hear through its ears 
as if you were located where it is. On each of your turns 
as a bonus action, you can switch from using its senses 
to using your own, or back again. While you are using its 
senses, you are blinded and deafened in regard to your 
own surroundings.

material component. While your soul inhabits the 
container, you are aware of your surroundings as if you 
were in the container’s space. You can’t move or use 
reactions. The only action you can take is to project your 
soul up to 100 feet out of the container, either returning 
to your living body (and ending the spell) or attempting 
to possess a humanoids body.
 You can attempt to possess any humanoid within 
100 feet of you that you can see (creatures warded by a 
protection from evil and good or magic circle spell can’t 
be possessed). The target must make a Charisma saving 
throw. On a failure, your soul moves into the target’s 
body, and the target’s soul becomes trapped in the 
container. On a success, the target resists your efforts to 
possess it, and you can’t attempt to possess it again for 
24 hours.
 Once you possess a creature’s body, you control it. 
Your game statistics are replaced by the statistics of the 
creature, though you retain your alignment and your 
Intelligence, Wisdom, and Charisma scores. You retain 
the benefit of your own class features. If the target has 
any class levels, you can’t use any of its class features.
 Meanwhile, the possessed creature’s soul can 
perceive from the container using its own senses, but it 
can’t move or take actions at all.
 While possessing a body, you can use your action to 
return from the host body to the container if it is within 
100 feet of you, returning the host creature’s soul to 
its body. If the host body dies while you’re in it, the 
creature dies, and you must make a Charisma saving 
throw against your own spellcasting DC. On a success, 
you return to the container if it is within 100 feet of you. 
Otherwise, you die.
 If the container is destroyed or the spell ends, your 
soul immediately returns to your body. If your body is 
more than 100 feet away from you or if your body is 
dead when you attempt to return to it, you die. If another 
creature’s soul is in the container when it is destroyed, 
the creature’s soul returns to its body if the body is alive 
and within 100 feet. Otherwise, that creature dies.
 When the spell ends, the container is destroyed.

Magic Mouth
2nd-level illusion (ritual)
Casting Time: 1 minute
Range: 30 feet
Components: V, S, M (a small bit of honeycomb 

and jade dust worth at least 10 gp, which the spell 
consumes)

Duration: Until dispelled
You implant a message within an object in range, a 
message that is uttered when a trigger condition is met. 
Choose an object that you can see and that isn’t being 
worn or carried by another creature. Then speak the 
message, which must be 25 words or less, though it 
can be delivered over as long as 10 minutes. Finally, 
determine the circumstance that will trigger the spell to 
deliver your message.
 When that circumstance occurs, a magical mouth 
appears on the object and recites the message in your 
voice and at the same volume you spoke. If the object 
you chose has a mouth or something that looks like a 
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once it steps onto the bridge. If the target survives the 
fall, it still believes that the bridge exists and comes up 
with some other explanation for its fall—it was pushed, 
it slipped, or a strong wind might have knocked it off.
 An affected target is so convinced of the phantasm’s 
reality that it can even take damage from the illusion. A 
phantasm created to appear as a creature can attack the 
target. Similarly, a phantasm created to appear as fire, a 
pool of acid, or lava can burn the target. Each round on 
your turn, the phantasm can deal 1d6 psychic damage 
to the target if it is in the phantasm’s area or within 5 
feet of the phantasm, provided that the illusion is of a 
creature or hazard that could logically deal damage, 
such as by attacking. The target perceives the damage 
as a type appropriate to the illusion.

See Invisibility
2nd-level divination
Casting Time: 1 action
Range: Self
Components: V, S, M (a pinch of talc and a small 

sprinkling of powdered silver)
Duration: 1 hour
For the duration, you see invisible creatures and objects 
as if they were visible, and you can see into the Ethereal 
Plane. Ethereal creatures and objects appear ghostly 
and translucent.

Seeming
5th-level illusion
Casting Time: 1 action
Range: 30 feet
Components: V, S
Duration: 8 hours
This spell allows you to change the appearance of any 
number of creatures that you can see within range. You 
give each target you choose a new, illusory appearance. 
An unwilling target can make a Charisma saving throw, 
and if it succeeds, it is unaffected by this spell.
 The spell disguises physical appearance as well as 
clothing, armor, weapons, and equipment. You can make 
each creature seem 1 foot shorter or taller and appear 
thin, fat, or in between. You can’t change a target’s body 
type, so you must choose a form that has the same 
basic arrangement of limbs. Otherwise, the extent of 
the illusion is up to you. The spell lasts for the duration, 
unless you use your action to dismiss it sooner.
 The changes wrought by this spell fail to hold up to 
physical inspection. For example, if you use this spell 
to add a hat to a creature’s outfit, objects pass through 
the hat, and anyone who touches it would feel nothing 
or would feel the creature’s head and hair. If you use 
this spell to appear thinner than you are, the hand of 
someone who reaches out to touch you would bump into 
you while it was seemingly still in midair.
 A creature can use its action to inspect a target and 
make an Intelligence (Investigation) check against your 
spell save DC. If it succeeds, it becomes aware that the 
target is disguised.

Move Earth
6th-level transmutation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (an iron blade and a small bag 

containing a mixture of soils—clay, loam, and sand)
Duration: Concentration, up to 2 hours
Choose an area of terrain no larger than 40 feet on a 
side within range. You can reshape dirt, sand, or clay 
in the area in any manner you choose for the duration. 
You can raise or lower the area’s elevation, create or fill 
in a trench, erect or flatten a wall, or form a pillar. The 
extent of any such changes can’t exceed half the area’s 
largest dimension. So, if you affect a 40-foot square, 
you can create a pillar up to 20 feet high, raise or lower 
the square’s elevation by up to 20 feet, dig a trench up 
to 20 feet deep, and so on. It takes 10 minutes for these 
changes to complete.
 At the end of every 10 minutes you spend 
concentrating on the spell, you can choose a new area of 
terrain to affect.
 Because the terrain’s transformation occurs slowly, 
creatures in the area can’t usually be trapped or injured 
by the ground’s movement.
 This spell can’t manipulate natural stone or 
stone construction. Rocks and structures shift to 
accommodate the new terrain. If the way you shape 
the terrain would make a structure unstable, it might 
collapse.
 Similarly, this spell doesn’t directly affect plant 
growth. The moved earth carries any plants along with it.

Permanent Image
Refer to the “At Higher Levels” entry under the major 
image spell description.

Phantasmal Force
2nd-level illusion
Casting Time: 1 action
Range: 60 feet
Components: V, S, M (a bit of fleece)
Duration: Concentration, up to 1 minute
You craft an illusion that takes root in the mind of a 
creature that you can see within range. The target must 
make an Intelligence saving throw. On a failed save, you 
create a phantasmal object, creature, or other visible 
phenomenon of your choice that is no larger than a 
10-foot cube and that is perceivable only to the target 
for the duration. This spell has no effect on undead or 
constructs.
 The phantasm includes sound, temperature, and other 
stimuli, also evident only to the creature.
 The target can use its action to examine the phantasm 
with an Intelligence (Investigation) check against your 
spell save DC. If the check succeeds, the target realizes 
that the phantasm is an illusion, and the spell ends.
 While a target is affected by the spell, the target treats 
the phantasm as if it were real. The target rationalizes 
any illogical outcomes from interacting with the 
phantasm. For example, a target attempting to walk 
across a phantasmal bridge that spans a chasm falls 
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Speak with Plants
3rd-level transmutation
Casting Time: 1 action
Range: Self (30-foot radius)
Components: V, S
Duration: 10 minutes
You imbue plants within 30 feet of you with limited 
sentience and animation, giving them the ability 
to communicate with you and follow your simple 
commands. You can question plants about events in the 
spell’s area within the past day, gaining information 
about creatures that have passed, weather, and other 
circumstances.
 You can also turn difficult terrain caused by plant 
growth (such as thickets and undergrowth) into ordinary 
terrain that lasts for the duration. Or you can turn 
ordinary terrain where plants are present into difficult 
terrain that lasts for the duration, causing vines and 
branches to hinder pursuers, for example.
 Plants might be able to perform other tasks on your 
behalf, at the DM’s discretion. The spell doesn’t enable 
plants to uproot themselves and move about, but they 
can freely move branches, tendrils, and stalks.
 If a plant creature is in the area, you can communicate 
with it as if you shared a common language, but you 
gain no magical ability to influence it.
 This spell can cause the plants created by the entangle 
spell to release a restrained creature.

Stinking Cloud
3rd-level conjuration
Casting Time: 1 action
Range: 90 feet
Components: V, S, M (a rotten egg or several skunk 

cabbage leaves)
Duration: Concentration, up to 1 minute
You create a 20-foot-radius sphere of yellow, nauseating 
gas centered on a point within range. The cloud spreads 
around corners, and its area is heavily obscured. The 
cloud lingers in the air for the duration.
 Each creature that is completely within the cloud at 
the start of its turn must make a Constitution saving 
throw against poison. On a failed save, the creature 
spends its action that turn retching and reeling. 
Creatures that don’t need to breathe or are immune to 
poison automatically succeed on this saving throw.
 A moderate wind (at least 10 miles per hour) disperses 
the cloud after 4 rounds. A strong wind (at least 20 
miles per hour) disperses it after 1 round.

Stone Shape
4th-level transmutation
Casting Time: 1 action
Range: Touch
Components: V, S, M (soft clay, which must be worked 

into roughly the desired shape of the stone object)
Duration: Instantaneous
You touch a stone object of Medium size or smaller or 
a section of stone no more than 5 feet in any dimension 
and form it into any shape that suits your purpose. So, 

Sending
3rd-level evocation
Casting Time: 1 action
Range: Unlimited
Components: V, S, M (a short piece of fine copper wire)
Duration: 1 round
You send a short message of twenty-five words or 
less to a creature with which you are familiar. The 
creature hears the message in its mind, recognizes 
you as the sender if it knows you, and can answer in a 
like manner immediately. The spell enables creatures 
with Intelligence scores of at least 1 to understand the 
meaning of your message.
 You can send the message across any distance and 
even to other planes of existence, but if the target is on a 
different plane than you, there is a 5 percent chance that 
the message doesn’t arrive.

Slow
3rd-level transmutation
Casting Time: 1 action
Range: 120 feet
Components: V, S, M (a drop of molasses)
Duration: Concentration, up to 1 minute
You alter time around up to six creatures of your 
choice in a 40-foot cube within range. Each target must 
succeed on a Wisdom saving throw or be affected by 
this spell for the duration.
 An affected target’s speed is halved, it takes a −2 
penalty to AC and Dexterity saving throws, and it can’t 
use reactions. On its turn, it can use either an action or 
a bonus action, not both. Regardless of the creature’s 
abilities or magic items, it can’t make more than one 
melee or ranged attack during its turn.
 If the creature attempts to cast a spell with a casting 
time of 1 action, roll a d20. On an 11 or higher, the spell 
doesn’t take effect until the creature’s next turn, and the 
creature must use its action on that turn to complete the 
spell. If it can’t, the spell is wasted.
 A creature affected by this spell makes another 
Wisdom saving throw at the end of its turn. On a 
successful save, the effect ends for it.

Speak with Animals
1st-level divination (ritual)
Casting Time: 1 action
Range: Self
Components: V, S
Duration: 10 minutes
You gain the ability to comprehend and verbally 
communicate with beasts for the duration. The 
knowledge and awareness of many beasts is limited 
by their intelligence, but at minimum, beasts can give 
you information about nearby locations and monsters, 
including whatever they can perceive or have perceived 
within the past day. You might be able to persuade 
a beast to perform a small favor for you, at the DM’s 
discretion.
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might only be partly achieved, or you might suffer some 
unforeseen consequence as a result of how you worded 
the wish. For example, wishing that a villain were dead 
might propel you forward in time to a period when that 
villain is no longer alive, effectively removing you from 
the game. Similarly, wishing for a legendary magic item 
or artifact might instantly transport you to the presence 
of the item’s current owner.
 The stress of casting this spell to produce any effect 
other than duplicating another spell weakens you. After 
enduring that stress, each time you cast a spell until 
you finish a long rest, you take 1d10 necrotic damage 
per level of that spell. This damage can’t be reduced or 
prevented in any way. In addition, your Strength drops 
to 3, if it isn’t 3 or lower already, for 2d4 days. For each 
of those days that you spend resting and doing nothing 
more than light activity, your remaining recovery time 
decreases by 2 days. Finally, there is a 33 percent 
chance that you are unable to cast wish ever again if you 
suffer this stress.

Zone of Truth
2nd-level enchantment
Casting Time: 1 action
Range: 60 feet
Components: V, S
Duration: 10 minutes
You create a magical zone that guards against deception 
in a 15-foot-radius sphere centered on a point of your 
choice within range. Until the spell ends, a creature 
that enters the spell’s area for the first time on a turn 
or starts its turn there must make a Charisma saving 
throw. On a failed save, a creature can’t speak a 
deliberate lie while in the radius. You know whether 
each creature succeeds or fails on its saving throw.
 An affected creature is aware of the spell and can thus 
avoid answering questions to which it would normally 
respond with a lie. Such a creature can be evasive in its 
answers as long as it remains within the boundaries of 
the truth.

for example, you could shape a large rock into a weapon, 
idol, or coffer, or make a small passage through a wall, 
as long as the wall is less than 5 feet thick. You could 
also shape a stone door or its frame to seal the door 
shut. The object you create can have up to two hinges 
and a latch, but finer mechanical detail isn’t possible.

Water Breathing
3rd-level transmutation (ritual)
Casting Time: 1 action
Range: 30 feet
Components: V, S, M (a short reed or piece of straw)
Duration: 24 hours
This spell grants up to ten willing creatures you can see 
within range the ability to breathe underwater until the 
spell ends. Affected creatures also retain their normal 
mode of respiration.

Wish
9th-level conjuration
Casting Time: 1 action
Range: Self
Components: V
Duration: Instantaneous
Wish is the mightiest spell a mortal creature can 
cast. By simply speaking aloud, you can alter the very 
foundations of reality in accord with your desires.
 The basic use of this spell is to duplicate any other 
spell of 8th level or lower. You don’t need to meet any 
requirements in that spell, including costly components. 
The spell simply takes effect.
 Alternatively, you can create one of the following 
effects of your choice:
• You create one object of up to 25,000 gp in value that 

isn’t a magic item. The object can be no more than 
300 feet in any dimension, and it appears in an unoc-
cupied space you can see on the ground.

• You allow up to twenty creatures that you can see to 
regain all hit points, and you end all effects on them 
described in the greater restoration spell.

• You grant up to ten creatures that you can see resis-
tance to a damage type you choose.

• You grant up to ten creatures you can see immunity to 
a single spell or other magical effect for 8 hours. For 
instance, you could make yourself and all your com-
panions immune to a lich’s life drain attack.

• You undo a single recent event by forcing a reroll of 
any roll made within the last round (including your 
last turn). Reality reshapes itself to accommodate the 
new result. For example, a wish spell could undo an 
opponent’s successful save, a foe’s critical hit, or a 
friend’s failed save. You can force the reroll to be made 
with advantage or disadvantage, and you can choose 
whether to use the reroll or the original roll.

You might be able to achieve something beyond the 
scope of the above examples. State your wish to the DM 
as precisely as possible. The DM has great latitude in 
ruling what occurs in such an instance; the greater the 
wish, the greater the likelihood that something goes 
wrong. This spell might simply fail, the effect you desire 
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