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. Name . Name Name
Nightmare Nothic Ogre
Size Type Alignment Size Type Alignment Size Type Alignment
Large Fiend Neutral Evil Medium Aberration Neutral Evil Large Giant Chaotic Evil
AC AC AC
13 (natural armor) 15 (natural armor) 11 (hide armor)
HP Speed HP Speed HP Speed
68 (8d10+24) | |60 ft., fly 90 ft. 45 (608+18) 30 ft. 59 (7d10+21) || 40 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA STR DEX CON INT WIS CHA
18 15 16 10 13 15 14 16 16 13 10 8 19 8 16 5 7 7
+4| [+2] [+3] |+0| |+1| |+2 +2| [+3] [+3| |+1]| |0 | -1 +4 -1 (43 |8 |-2]|-2

Senses Senses Senses
Truesight 120 ft. Darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
11 Perception 3 700 12 Perception 2 450 8 Perception 2 450
Languages Languages Languages
understands Abyssal, Common, and Infernal but can't speak Undercommon Common, Giant
Traits Traits Traits
Damage Immunities fire Skills Arcana +3, Insight +4, Perception +2, Stealth +5
Features Features Features

Confer Fire Resistance. The nightmare can grant
resistance to fire damage to anyone riding it.

lllumination. The nightmare sheds bright light in a 10-foot
radius and dim light for an additional 10 feet.

Actions

Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) bludgeoning damage plus 7 (2d6)
fire damage.

Ethereal Stride. The nightmare and up to three willing
creatures within 5 feet of it magically enter the Ethereal
Plane from the Material Plane, or vice versa.

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 learnsonefactor
secret about the target. The target automatically wins if it
is immune to being charmed.

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.
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Illumination. The nightmare sheds bright light in a 10-foot
radius and dim light for an additional 10 feet.
 
Actions
Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 13 (2d8 + 4) bludgeoning damage plus 7 (2d6)
fire damage.
Ethereal Stride. The nightmare and up to three willing creatures within 5 feet of it magically enter the Ethereal Plane from the Material Plane, or vice versa.
	Features_2: 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 learn s o ne fa ct o r secret about the target. The target automatically wins if it is immune to being charmed.
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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.
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