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- Name Name . Name
Annis Hag Bheur Hag Hobgoblin Devastator
Size Type Alignment Size Type Alignment Size Type Alignment
Large Fey Chaotic Evil Medium Fey Chaotic Evil Medium Humanoid (goblinoid) | [ Lawful Evil
AC AC AC
17 (natural armor) 17 (natural armor) 13 (studded leather)
HP Speed HP Speed HP Speed
75 (10d10+20) | | 40 ft. 91 (14d8+28) 30 ft. 45 (7d8+14) 30 ft.
STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
21 12 14 13 14 15 13 16 14 12 13 16 13 12 14 16 13 11
+5( | +1| [+2] [+1]| |[+2] [+2 +1| | +3| [+2] [+1] [+1| |+3 +1| |+1] (+2]| [+3]| |+1]| |+0
Senses Senses Senses
darkvision 60 ft. darkvision 60 ft. darkvision 60 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
15 Perception 6 2’300 14 Perception 7 2’900 11 Perception 4 1’100
Languages Languages Languages
Common, Giant, Sylvan Auran, Common, Giant Common, Goblin
Traits Traits Traits
Saving Throws Con +5 Saving Throws Wis +4 Skills Arcana +5
Skills Deception +5, Perception +5 Skills Nature +4, Perception +4, Stealth +6, Survival +4
Damage Resistances cold; bludgeoning, piercing and Damage Immunities cold
slashing from nonmagical attacks
Features Features Features

Innate Spellcasting. The hag's innate spellcasting ability
is Charisma (spell save DC 13). She can innately cast the
following spells:

3/day each: disguise self (including the form of a Medium
humanoid). fog cloud

Actions
Multiattack. The annis makes three attacks: one with her
bite and two with her claws.

Bite. Melee Weapon Attack. +8 to hit, reach 5 ft., one
target. Hit: 15 (3d6+5) piercing damage.

Claw. Melee Weapon Attack. +8 to hit, reach 5 ft., one
target. Hit: 15 (3d6+5) slashing damage.

Crushing Hug. Melee Weapon Attack. +8 to hit, reach 5
ft., one target. Hit: 36 (9d6+5) bludgeoning damage, and
the target is grappled (escape DC 15) if it is a Large or
smaller creature. Until the grapple ends, the target takes
36 (9d6+5) bludgeoning damage at the start of each of the
hag's turns. The hag can't make attacks while grappling a
creature in this way.

Graystaff Magic. The hag carries a graystaff, a length of
gray wood that is the focus of her inner power. She can
ride the staff as if it were a broom of flying. While holding
the staff, she can cast additional spells with her Innate
Spellcasting trait (these spells are marked with an
asterisk). If the staff is lost or destroyed, the hag must
craft another, which takes a year and a day. Only a bheur
hag can use a graystaff.

Icewalk. The hag 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 her
extra movement.

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

At will: hold person, *ray of frost,
3/day each: *cone of cold, *ice storm,*wall of ice
1/day each: control weather

Actions

Slam. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. Hit: 10 (2d8+1) bludgeoning damage plus 3 (1d6)
cold damage.

Maddening Feast. The hag feasts on the corpse of one
enemy within 5 feet of her that died within the past minute.
Each creature of the hag's choice that is within 60 feet of
her and able to see her must succeed on a DC 15
Wisdom saving throw or be frightened of her for 1 minute.
While frightened in this way, a creature is incapacitated,
can't understand what others say, can't read, and speaks
only in gibberish: the DM controls the creature's
movement, which is erratic. 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 hag's Maddening Feast for the next 24 hours.

Arcane Advantage. Once per turn, the hobgoblin can
deal an extra 7 (2d6) damage to a creature it hits with a
damaging spell attack if the target is within 5 feet of an ally
of the hobgoblin and that ally isn't incapacitated.

Army Arcana. When the hobgoblin casts a spell that
causes damage or that forces other creatures to make a
saving throw, it can choose itself and any number of allies
to be immune to the damage caused by the spell and to
succeed on the required saving throw.

Spellcasting. The hobgoblin is a 7th-level spellcaster. Its
spellcasting ability is Intelligence (spell save DC 13, +8 to
hit with spell attacks). It has the following wizard spells
prepared:

Cantrips (at will): acid splash, fire bolt, ray of frost,
shocking grasp

1st level (4 slots): fog cloud, magic missile, thunderwave
2nd level (3 slots): gust of wind, Melf's acid arrow,
scorching ray

3rd level (3 slots): fireball, fly, lightning bolt

4th level (1 slot): ice storm

Actions

Quarterstaff. Melee Weapon Attack. +3 to hit, reach 5 ft.,
one target. Hit: 4 (1d6+1) bludgeoning damage or 5 (1d8
+1) bludgeoning damage if used with two hands.
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	Features: Innate Spellcasting. The hag's innate spellcasting ability is Charisma (spell save DC 13). She can innately cast the following spells:
 
3/day each: disguise self (including the form of a Medium humanoid). fog cloud
 
Actions
Multiattack. The annis makes three attacks: one with her bite and two with her claws.
 
Bite. Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 15 (3d6+5) piercing damage.
 
Claw. Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 15 (3d6+5) slashing damage.
 
Crushing Hug. Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 36 (9d6+5) bludgeoning damage, and the target is grappled (escape DC 15) if it is a Large or smaller creature. Until the grapple ends, the target takes 36 (9d6+5) bludgeoning damage at the start of each of the hag's turns. The hag can't make attacks while grappling a creature in this way.
	Features_2: Graystaff Magic. The hag carries a graystaff, a length of gray wood that is the focus of her inner power. She can ride the staff as if it were a broom of flying. While holding the staff, she can cast additional spells with her Innate Spellcasting trait (these spells are marked with an asterisk). If the staff is lost or destroyed, the hag must craft another, which takes a year and a day. Only a bheur hag can use a graystaff.
 
Icewalk. The hag 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 her extra movement.
 
Innate Spellcasting. The hag's innate spellcasting ability is Charisma (spell save DC 14, +6 to hit with spell attacks). She can innately cast the following spells, requiring no material components:
 
At will: hold person, *ray of frost,
3/day each: *cone of cold, *ice storm,*wall of ice
1/day each: control weather
 
Actions
Slam. Melee Weapon Attack. +4 to hit, reach 5  ft., one target. Hit: 10 (2d8+1) bludgeoning damage plus 3 (1d6) cold damage.
 
Maddening Feast. The hag feasts on the corpse of one enemy within 5 feet of her that died within the past minute. Each creature of the hag's choice that is within 60 feet of her and able to see her must succeed on a DC 15 Wisdom saving throw or be frightened of her for 1 minute. While frightened in this way, a creature is incapacitated, can't understand what others say, can't read, and speaks only in gibberish: the DM controls the creature's movement, which is erratic. 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 hag's Maddening Feast for the next 24 hours.
	Features_3: Arcane Advantage. Once per turn, the hobgoblin can deal an extra 7 (2d6) damage to a creature it hits with a damaging spell attack if the target is within 5 feet of an ally of the hobgoblin and that ally isn't incapacitated.
 
Army Arcana. When the hobgoblin casts a spell that causes damage or that forces other creatures to make a saving throw, it can choose itself and any number of allies to be immune to the damage caused by the spell and to succeed on the required saving throw.
 
Spellcasting. The hobgoblin is a 7th-level spellcaster. Its spellcasting ability is Intelligence (spell save DC 13, +8 to hit with spell attacks). It has the following wizard spells prepared:
 
Cantrips (at will): acid splash, fire bolt, ray of frost, shocking grasp
1st level (4 slots): fog cloud, magic missile, thunderwave
2nd level (3 slots): gust of wind, Melf's acid arrow, scorching ray
3rd level (3 slots): fireball, fly, lightning bolt
4th level (1 slot): ice storm
 
Actions
Quarterstaff. Melee Weapon Attack. +3 to hit, reach 5 ft., one target. Hit: 4 (1d6+1) bludgeoning damage or 5 (1d8+1) bludgeoning damage if used with two hands.
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