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. Name . . Name Name
Smoke Mephit Sir Godfrey Gwilym
Size Type Alignment Size Type Alignment Size Type Alignment
Small Elemental Neutral Evil Medium Undead Neutral
AC AC AC
12 13 (leather armor)
HP Speed HP Speed HP Speed
22 (5d6+5) 30 ft., fly 30 ft. 136 (16d8+64) | | 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
6 14 12 10 10 11 18 14 18 13 16 18
2| [+2] [+1]| |+0] |+O| |+O +4| [+2] [+4| |+1]| |+3| |+4 S| |-5[[-5]|-5]||-5|]|-5
Senses Senses Senses
Darkvision 60 ft. Darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
12 Perception 1/4 50 13 Perception 6 2300 Perception
Languages Languages Languages
Auran, Ignan the languages it knew in life
Traits Traits Traits
Skills Perception +2, Stealth +4 Saving Throws Str +7, Con +7, Wis +6, Cha +7
Damage Immunities fire, poison Damage Resistances necrotic, psychic
Condition Immunities poisoned Damage Immunities poison
Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisoned, stunned
Features Features Features

Death Burst. When the mephit dies, it leaves behind a
cloud of smoke that fills a 5-foot-radius sphere centered
on its space. The sphere is heavily obscured. Wind

disperses the cloud, which otherwise lasts for 1 minute.

Innate Spellcasting (1/Day). The mephit can innately
cast dancing lights, requiring no material components. Its
innate spellcasting ability is Charisma.

Actions
Claws. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit: 4 (1d4 + 2) slashing damage.

Cinder Breath (Recharge 6). The mephit exhales a
15-foot cone of smoldering ash. Each creature in that area
must succeed on a DC 10 Dexterity saving throw or be
blinded until the end of the mephit's next turn .

Regeneration. Sir Godfrey regains 10 hit points at the
start of its turn. If he takes fire or radiant damage, this trait
doesn't function at the start of his next turn. His body is
destroyed only if he starts his turn with 0 hit points and
doesn't regenerate.

Rejuvenation. When Sir Godfrey's body is destroyed, his
soul lingers. After 24 hours, the soul inhabits and
animates another corpse on the same plane of existence
and regains all its hit points. While the soul is bodiless, a
wish spell can be used to force the soul to go to the
afterlife and not return.

Spellcasting. Sir Godfrey is a 16th-level spellcaster. His
spellcasting ability is Wisdom (spell save DC 15). Sir
Godfrey has the following paladin spells prepared:

1st level (4 slots): command, detect magic, divine favor,
thunderous smite

2nd level (3 slots): aid, branding smite, magic weapon

3rd level (3 slots): blinding smite, dispel magic, remove
curse

4th level (2 slots): aura of purity, staggering smite

Turn Immunity. Sir Godfrey is immune to effects that
turn undead.

Vengeful Tracker. Sir Godfrey knows the distance to and
direction of any creature against which he seeks revenge,
even if the creature and Sir Godfrey are on different
planes of existence. If the creature being tracked by Sir
Godfrey dies, he knows.

Actions
Multiattack. The revenant makes two fist attacks.

Fist. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 11 (2d6 + 4) bludgeoning damage. If the target
is a creature against which Sir Godfrey has sworn
vengeance, the target takes an extra 14 (4d6)
bludgeoning damage. Instead of dealing damage, Sir
Godfrey can grapple the target (escape DC 14) provided
the target is Large or smaller.

Vengeful Glare. Sir Godfrey targets one creature it can
see within 30 feet of him and against which he has sworn
vengeance. The target must make a DC 15 Wisdom
saving throw. On a failure, the target is paralyzed until Sir
Godfrey deals damage to it, or until the end of his next
turn. When the paralysis ends, the target is frightened of
Sir Godfreyfor 1 minute. The frightened target can repeat
the saving throw at the end of each of its turns, with
disadvantage if it can see Sir Godfrey, ending the
frightened condition on itself on a success.
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