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Name . Name Name
Ghast Nothic Death Slaad
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Undead Chaotic Evil Medium Aberration Neutral Evil Medium Aberration (shapechanger) | | Chaotic Evil
AC AC AC
13 15 (natural armor) 18 (natural armor)
HP Speed HP Speed HP Speed
36 (8d8) 30 ft. 45 (6d8+18) 30 ft. 170 (20d8+80) | | 30 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
16 17 10 11 10 8 14 16 16 13 10 8 20 15 19 15 10 16
+3| [+3] [+0| |[+0]| |[+O]| | -1 +2| [+3] [+3] |+1] |[+0] | -1 +5( |+2| |+4| [+2] |[+0] |+3

Senses Senses Senses
Darkvision 60 ft. Truesight 120 ft. Blindsight 60 ft., Darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
10 Perception 2 450 12 Perception 2 450 18 Perception 10 5’900
Languages Languages Languages
Common Undercommon Slaad, Telepathy 60 ft.
Traits Traits Traits

Damage Resistances necrotic
Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned

Skills Arcana +3, Insight +4, Perception +2, Stealth +5

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

Features

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

Stench. Any creature that starts its turn within 5 feet of
the ghast must succeed on a DC 10 Constitution saving
throw or be poisoned until the start of its next turn. On a
successful saving throw, the creature is immune to the
ghast's Stench for 24 hours.

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

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

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

Features

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

Actions
Multiattack. The nothic makes two claw attacks.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 6 (1d6 + 3) slashing damage.

Rotting Gaze. The nothic targets one creature it can see
within 30 feet of it. The target must succeed on a DC 12
Constitution saving throw against this magic or take 10
(3d6) necrotic damage.

Weird Insight. The nothic targets one creature it can see
within 30 feet of it. The target must contest its Charisma
(Deception) check against the nothic's Wisdom (In sight)
check. If the nothic wins, it magically learnsone factor
secret about the target. The target automatically wins if it
is immune to being charmed.

Features

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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