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Name Name . Name
Banderhobb Barghest Death Kiss
Size Type Alignment Size Type Alignment Size Type Alignment
Large Mostrosity Neutral Evil Large Fiend (shapechanger) | [ Neutral Evil Large Aberration Neutral Evil
AC AC AC
15 (natural armor) 17 (natural armor) 16 (natural armor)
HP Speed HP Speed HP Speed
84 (8d10+40) 30 ft. 90 (12d10+24) | | 60 ft. (30 ft. in goblin form) 161 (17d10+68) | | O ft. fly 30 ft. (hover)
STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
20 12 20 11 14 8 19 15 14 13 12 14 18 14 18 10 12 10
+5| [+1] [+5]| |+0] |+2| | -1 +4| | +2| [+2]| |+1| [+1] |+2| |+4]| |+2]| |+4]| |+0] |+1]| |+O
Senses Senses Senses
darkvision 120 ft. blindsight 60 ft., darkvision 60 ft. darkvision 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
12 Perception 5 1.800 15 Perception 4 1.100 15 Perception 10 5.900
Languages Languages Languages
understands Common and creator's languages, but can't speak Abyssal, Common, Goblin, Infernal, telepathy 60 ft. Deep Speach, Undercommon
Traits Traits Traits
Skills Athletics +8, Stealth +7 Skills Deception +4, Intimidation +4, Perception +5, Saving Throws con +8, Wis +5
Condition Immunities charmed, frightened Stealth +4 Skills Perception +5
Damage Resistances cold, fire, lightning; bludgeoning, Damage Immunities lightning
piercing and slashing from nonmagical attacks Condition Immunities prone
Damage Immunities acid, poison
Condition Immunities poisoned
Features Features Features

Resonant Connection. If a banderhobb has even a tiny
piece of a creature or an object in its possession, such as
a lock of hair or a splinter of wood, it knows the most
direct route to that creature or object if it is within 1 mile of
the banderhobb.

Shadow Stealth. While in dim light or darkness, the
banderhobb cab take the Hide action as a bonus action.

Actions

Bite. Melee Weapon Attack. +8 to hit, reach 5 ft., one
target. Hit: 22 (5d6+5) piercing damage, and the target is
grappled (escape DC 15) if it is a large or smaller
creature. Until this grapple ends, the target is restrained,
and the banderhobb can't use its bite attack or tongue
attack on another target.

Tongue. Melee Weapon Attack. +8 to hit, reach 15 ft., one
target. Hit: 10 (3d6) necrotic damage, and the target must
make a DC 15 Strength saving throw. On a failed save,
the target is pulled to within 5 feet of the banderhobb,
which can use a bonus action to make a bite attack
against the target.

Swallow. The banderhobb makes a bite attack against a
Medium or smaller creature it is grappling. If the attack hit,
the creature is swallowed, and the grapple ends. The
swallowed creature is blinded and restrained, it has total
cover against attacks and other effects outside the
banderhobb, and it takes 10 (3d6) necrotic damage at the
start of each of the banderhobb's turns. A creature
reduced to O hit points in this way stops taking the necrotic
damage and becomes stable. The banderhobb can only
have one creature swallowed at at time. While the
banderhobb isn't incapacitated, it can regurgitate the
creature at any time (no action required) in a space within
5 feet of it. The creature exits prone. If the banderhobb
dies, it likewise regurgitates a swallowed creature.

Shadow Step. The banderhobb magically teleports up to
30 feet to an unoccupied space of dim light or darkness
that it can see. Before or after teleporting, it can make a
bite or tongue attack.

Shapechanger. The barghest can use its action to
polymorph into a Small goblin or back into its true form.
Other than its size and speed, its statistics are the same in
each form. Any equipment it is wearing or carrying isn't
transformed. The barghest reverts to its true form if it dies.

Fire Banishment. When the barghest starts its turn
engulfed in flames that are at least 10 feet high or wide, it
must succeed on a DC 15 Charisma saving throw or be
instantly banished to Gehenna. Instantaneous burst of
flame (such as a red dragon's breath or a fireball spell )
don't have this effect on the barghest.

Keen Smell. The barghest has advantage on Wisdom
(perception) checks that rely on smell.

Innate Spellcasting. The barghest's innate spellcasting
ability is Charisma (spell save DC 12). The barghest can
innately cast the following spells, requiring no material
components:

At will: levitate, minor illusion, pass without trace
1/day each: charm person, dimension door, suggestion

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

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

Lightning Blood. A creature within 5 feet of the death
kiss takes 5 (1d10) lightning damage whenever it hits the
death kiss with a melee attack that deals piercing or
slashing damage.

Actions

Multiattack. The death kiss makes three tentacle attacks.
Up to three of these attacks can be replaced by Blood
Drain, one replacement per tentacle grappling a creature.

Tentacle. Melee Weapon Attack. +8 to hit, reach 20 ft.,
one target. Hit: 14 (3d6+4) piercing damage, and the
target is grappled (escape DC 14) if it is a Huge or smaller
creature. Until this grapple ends, the target is restrained,
and the death kiss can't use the same tentacle on another
target. The death kiss has ten tentacles.

Blood Drain. One creature grappled by the tentacle of a
death kiss must make a DC 16 Constitution saving throw.
On a failed save, the target takes 22 (4d10) lightning
damage, and the death kiss regains half as many hit
points.
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	Type_3: Aberration
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	AC_2: 17 (natural armor)
	AC_3: 16 (natural armor)
	HP: 84 (8d10+40)
	Speed: 30 ft.
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	Speed_2: 60 ft. (30 ft. in goblin form)
	HP_3: 161 (17d10+68)
	Speed_3: 0 ft. fly 30 ft. (hover)
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	DEX: 12
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	INT: 11
	WIS: 14
	CHA: 8
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	CON_2: 14
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	CHA_2: 14
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	DEX_3: 14
	INT_3: 10
	WIS_3: 12
	CHA_3: 10
	Senses: darkvision 120 ft.
	Senses_2: blindsight 60 ft., darkvision 60 ft.
	Senses_3: darkvision 120 ft.
	Passive Perception: 12
	Challenge: 5
	XP: 1800
	Passive Perception_2: 15
	Challenge_2: 4
	XP_2: 1100
	Passive Perception_3: 15
	Challenge_3: 10
	XP_3: 5900
	Languages: understands Common and creator's languages, but can't speak
	Languages_2: Abyssal, Common, Goblin, Infernal, telepathy 60 ft.
	Languages_3: Deep Speach, Undercommon
	Traits: Skills Athletics +8, Stealth +7
Condition Immunities charmed, frightened
	Traits_2: Skills Deception +4, Intimidation +4, Perception +5, Stealth +4
Damage Resistances cold, fire, lightning; bludgeoning, piercing and slashing from nonmagical attacks
Damage Immunities acid, poison
Condition Immunities poisoned
	Traits_3: Saving Throws con +8, Wis +5
Skills Perception +5
Damage Immunities lightning
Condition Immunities prone
	Features: Resonant Connection. If a banderhobb has even a tiny piece of a creature or an object in its possession, such as a lock of hair or a splinter of wood, it knows the most direct route to that creature or object if it is within 1 mile of the banderhobb.
 
Shadow Stealth. While in dim light or darkness, the banderhobb cab take the Hide action as a bonus action.
 
Actions
Bite. Melee Weapon Attack. +8 to hit, reach 5 ft., one target. Hit: 22 (5d6+5) piercing damage, and the target is grappled (escape DC 15) if it is a large or smaller creature. Until this grapple ends, the target is restrained, and the banderhobb can't use its bite attack or tongue attack on another target.
 
Tongue. Melee Weapon Attack. +8 to hit, reach 15 ft., one target. Hit: 10 (3d6) necrotic damage, and the target must make a DC 15 Strength saving throw. On a failed save, the target is pulled to within 5 feet of the banderhobb, which can use a bonus action to make a bite attack against the target.
 
Swallow. The banderhobb makes a bite attack against a Medium or smaller creature it is grappling. If the attack hit, the creature is swallowed, and the grapple ends. The swallowed creature is blinded and restrained, it has total cover against attacks and other effects outside the banderhobb, and it takes 10 (3d6) necrotic damage at the start of each of the banderhobb's turns. A creature reduced to 0 hit points in this way stops taking the necrotic damage and becomes stable. The banderhobb can only have one creature swallowed at at time. While the banderhobb isn't incapacitated, it can regurgitate the creature at any time (no action required) in a space within 5 feet of it. The creature exits prone. If the banderhobb dies, it likewise regurgitates a swallowed creature.
 
Shadow Step. The banderhobb magically teleports up to 30 feet to an unoccupied space of dim light or darkness that it can see. Before or after teleporting, it can make a bite or tongue attack.
	Features_2: Shapechanger. The barghest can use its action to polymorph into a Small goblin or back into its true form. Other than its size and speed, its statistics are the same in each form. Any equipment it is wearing or carrying isn't transformed. The barghest reverts to its true form if it dies.
 
Fire Banishment. When the barghest starts its turn engulfed in flames that are at least 10 feet high or wide, it must succeed on a DC 15 Charisma saving throw or be instantly banished to Gehenna. Instantaneous burst of flame (such as a red dragon's breath or a fireball spell ) don't have this effect on the barghest.
 
Keen Smell. The barghest has advantage on Wisdom (perception) checks that rely on smell.
 
Innate Spellcasting. The barghest's innate spellcasting ability is Charisma (spell save DC 12). The barghest can innately cast the following spells, requiring no material components: 
 
At will: levitate, minor illusion, pass without trace
1/day each: charm person, dimension door, suggestion
 
Actions
Bite. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 13 (2d8+4) piercing damage.
 
Claws. Melee Weapon Attack. +6 to hit, reach 5 ft., one target. Hit: 8 (1d8+4) piercing damage.
	Features_3: Lightning Blood. A creature within 5 feet of the death kiss takes 5 (1d10) lightning damage whenever it hits the death kiss with a melee attack that deals piercing or slashing damage.
 
Actions
Multiattack. The death kiss makes three tentacle attacks. Up to three of these attacks can be replaced by Blood Drain, one replacement per tentacle grappling a creature.
 
Tentacle. Melee Weapon Attack. +8 to hit, reach 20 ft., one target. Hit: 14 (3d6+4) piercing damage, and the target is grappled (escape DC 14) if it is a Huge or smaller creature. Until this grapple ends, the target is restrained, and the death kiss can't use the same tentacle on another target. The death kiss has ten tentacles.
 
Blood Drain. One creature grappled by the tentacle of a death kiss must make a DC 16 Constitution saving throw. On a failed save, the target takes 22 (4d10) lightning damage, and the death kiss regains half as many hit points.
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