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WASTELAND CREATURES

Wear sunscreen. If | could offer you only one tip for
the future, sunscreen would be it. The long-term
benefits of sunscreen have been proved by scientists
whereas the rest of my advice has no basis more
reliable than my own meandering experience. | will
dispense this advice now.

~Baz Lurhman

RESILIENT SURVIVORS

Beasts, monsters and rarified folk still make a living off
the scarce offerings of the earth. As ever, undead still
feed upon the living.

UNLEASHED HORRORS

These inheritors charred wastelands include horrifying
mutants, terrible creations and creators, and visitors
from the hells or even beyond.

‘WAR RELICS

These mysterious constructs in habit ancient ruins,
carrying out some variation of their instructions.

Fork

The most unpredictable creatures one will meet, folk
inhabit pretty anywhere they can get away with it, where
they do... well, pretty much anything they can get away
with.

Illustration by Dave Jones

NPC Classes and Firearms

Several creatures and NPCs in this compendium include
firearms as ranged weapons, the in-game statistics are
intended to pair with the firearms rules and gunslingling
class options presented in Old Gus’ Errata. Tales from the
Weird West Player’s Handbook. If your game includes
firearms with longer ranges or different damage dice, make
an appropriate substitution at the Dungeon Master’s
discretion. These items have been noted as such.

New Races

A few races of folk that appear in this compendium appear in
Old Gus’ Errata: Beastfolk, Old Gus’ Errata. Fey Folk, and
Old Gus Errata: Plantfolk, Undead and Other Oddities.
These items have been noted as such.

Use Creatures Wisely!

Don’t be afraid to make any of the creatures in the
compendium your own or to alter the lore presented, they
are mere suggestions!

Also, a final word of caution before we get to the beasties:
A few creatures presented in this compendium will most
surely cross the line for many players’ tolerance for gore and
horror elements in a game.

Always be sure to check in and be absolutely sure that
everyone is on board and having a good time with the
intensity level before proceeding!
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RESILIENT SURVIVORS

Plenty of monsters have weathered the centuries
relatively unchanged by the ravaged landscapes. Undead
still thrive, and monsters have developed new
adaptations to Some of these creatures are biological
weapons that escaped, or were never contained after
deployment, simply becoming part of the new unfolding
ecosystem. Others were an attempt to counter or contain
a problem, or were originally intended to help folk rather
than harm them, but the world is living proof of the law
of unintended consequences.

Optimistic folk take this as a sign of hope that life
endures through hard times, and a future of not just
restitution or restoration, but fulfillment is possible.

Illustration by Alex Nice

Not that I’d should let any of that hippie-dippie
nonsense fool you. The world is a dangerous place, and
filled with creatures who alternately look at you as meal
ticket, whether that be for the gold in your pocket or the
flesh on your bones. Best keep that rifle at the ready,
pardner.

Spells referred to appear in the Player’s Handbook on page
211, in the Sword Coast Adventurer’s GuidescAc on page
142, in Xanathar’s Guide to Everything*cE on page 150,
and in the Guildmaster’s Guide to RavnicaGGr on page 47.

VGeM denotes content from Volo’s Guide to Monsters.
MTF denotes content from Mordenkainen’s Tome of Foes.

™w denotes content from Old Gus’ Errata: Tales from the
Weird West Monster Manual.

Illustration by Clavework Graphics

OLD Gus’ ERRATA: TALES FROM THE WEIRD WEST MONSTER MANUAL —V1.23




Illustration by Subhajit Mistry

An intelligent and inquisitive being the arboreal octopus
explores the world by touch and sight. Adaptations its
ancestors originally evolved in long-dried seas have been
put to good use in the spatially complex maze of
woodland rainforests.

Reaching out with one of her eight arms, each covered
in sensitive suckers, an arboreal octopus might grab a
branch to pull herself along in a form of locomotion
called tentaculation; or she might be preparing to strike
at an insect or small vertebrate, such as a frog or rodent,
or steal an egg from a bird’s nest; or she might even be
examining some object that caught her fancy.

Arboreal octopuses have eyesight superior to humans.
Besides allowing them to see their prey and
environment, it helps them in inter-octopus relations.

Their still require regular access to water, and in
spring, they leave the treetops and submerge, the only
social time in their lives. Male and female alike guard
and care for their eggs until they hatch, refusing even to
eat, and often dying of selflessness. The young spend
their first month in murky waters before braving life on
land, climbing their first tree and claiming their first
insects.

ARBOREAL OCTOPUS
Medium beast, unaligned

Armor Class 13 (natural armor)
Hit Points 44 (8d8 + 8)
Speed 15 ft., climb 15 ft., swim 30 ft.
I
STR DEX CON INT WIS CHA
17(+3) 13(+) 13(+) 6(2) 10(+0) 4(-3)
I
Skills Perception +4, Stealth +5
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 1 (200 XP)

I

Amphibious. The octopus can breathe air and water.

Bioluminescent Display. As an action, the octopus creates a
fanciful, rhythmic bioluminescent display upon its body. The
octopus’ prey, or indeed other arboreal octopi might find
this behavior attractive.

False Appearance. While the octopus remains motionless, it
is indistinguishable from a group of tree branches, unless an
observer succeeds on a DC 15 Intelligence (Investigation)
check.

Glider. As a bonus action, the octopus can glide horizontally
along its current elevation up to its movement speed, and
gracefully fall at the end of its turn. The octopus takes no
damage from falling.

ACTIONS

Tentacles. Melee Weapon Attack: +5 to hit, reach 15 ft., one
target. AHit:10 (2d6 + 3) bludgeoning damage. If the target is
a creature, it is grappled (escape DC 13). Until this grapple
ends, the target is restrained, and the octopus can't use its
tentacles on another target.

Pollen Cloud (Recharges after a Short or Long Rest). A 10-
foot-radius cloud of thick green pollen extends all around the
octopus if it not underwater. The area is heavily obscured for
1 minute, or until a wind of moderate or greater speed (at
least 10 miles per hour) disperses it. Creatures that start
their turn inside the pollen cloud must make a DC 13
Constitution saving throw or use their action on their turn
coughing uncontrollably. A creature that succeeds their
saving throw against the pollen cloud becomes immune to
its effects for 24 hours.
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BLIGHTBOAR
Huge beast, unaligned

Armor Class 13 (natural armor)
Hit Points 105 (10d12 + 40)
Speed 40 ft.
I
STR DEX CON INT WIS CHA
18(+4) 10(+0) 18(+4) 2(4) 7(2) 5(3)
I
Damage Immunities poison
Condition Immunities poisoned, diseased
Senses passive Perception 8
Languages —
Challenge 6 (2,300 XP)
[
Keen Smell. The blightboar has advantage on Wisdom
(Perception) checks that rely on smell.
lllustration by Ivelin Trifonov Charge. If the blightboar moves at least 20 ft. straight
toward a target and then hits it with a tusk attack on the
same turn, the target takes an extra 7 (2d6) slashing
damage. If the target is a creature, it must succeed on a DC

WASTES BOAR 16 Strength saving throw or be knocked prone.
Large beast, unaligned Relentless (Recharges after a Short or Long Rest). If the
blightboar takes 12 damage or less that would reduce it to O

hit points, itis reduced to 1 hit point instead.
Armor Class 11 (natural armor)

Hit Points 34 (4d10 + 12) ACTIONS

Speed 40 ft.

STR DEX CON  INT WIS  CHA
18(+4) 10(+0) 16(+3) 2(4) 9(1) 5(3)

Tusk. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit:9 (1d10 + 4) slashing damage.

Foul Breath (Recharge 5—6). The boar exhales sickening
fumes in a 20-foot cone. Creatures in the area must succeed

- on a DC 14 Constitution saving throw or lose their reaction
Senses passive Perception 9 and be incapacitated until the end of their next turn. Also, 3
Languages — (1d4 +1) blightbugs are exhaled into the area. The bugs are
Challenge 1 (200 XP) hostile to all creatures other than the blightboar.

I

Keen Smell. The boar has advantage on Wisdom
(Perception) checks that rely on smell.

Charge. If the boar moves at least 20 ft. straight toward a
target and then hits it with a tusk attack on the same turn,
the target takes an extra 3 (1d6) slashing damage. If the
target is a creature, it must succeed on a DC 14 Strength
saving throw or be knocked prone.

Relentless (Recharges after a Short or Long Rest). If the
boar takes 10 damage or less that would reduce it to O hit
points, it is reduced to 1 hit point instead.

ACTIONS

Tusk. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. .
Hit:9 (1d10 + 4) slashing damage. lllustration by Sergey Kozyakov
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Wastes boars can live for decades, and their bodies can
mutate significantly over time: extra limbs and tusks, BLOATED MINOTAUR ZOMBIE
bony armor plating and eventually a uncomfortable

network of boils on their skin. The wounds these Large undead, unaligned

pustules leave behind attract blightbugs, who nest inside -

the boar to breed. Boars that survive this can benefit Armor Class 11 (natural armor)
from their new arrangement: they are surrounded by a Hit Points 68 (8d10 + 24)
plagued stench that incapacitates prey, which the Speed 25 ft.

blightbugs’ ichor pre-digests for it. Such boar can
manage to live over a century, growing to enormous size.

I
STR DEX CON INT WIS CHA

18(+4) 9(1) 15(+2) 6(-2) 8 (-1) 5(-3)
I
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 9
Languages understands Common but can’t speak
Challenge 3 (700 XP)
[
Death Burst. When the zombie is reduced 0 hit points, it
explodes. Each creature within 15 feet of it must succeed on
a DC 10 Constitution saving throw or take 2d6 bludgeoning
damage and be blinded until the end of their next turn.

ACTIONS

. . Hooves. Melee Weapon Attack: +6 to hit, reach 5 ft., one
Illustration by Jose Arias target. Hit-13 (2d8 + 4) bludgeoning damage.

BLIGHTBUG
Tiny beast, unaligned

—

Armor Class 15 (natural armor)
Hit Points 3 (1d4 + 1)
Speed 30 ft., fly 30 ft.
I
STR DEX CON INT WIS CHA
2(4) 14(H2) 12(+) 2(4 8 (-1) 4 (-3)
I
Senses darkvision 60 ft., passive Perception 10
Languages —
Challenge 1/4 (50 XP)

Bioluminescence. The blightbug emits dim light in a 5-foot
radius.

Death Burst. When the blightbug dies, it explodes in a burst
of corrosive ichor. Each creature within 5 feet of it must
make a DC 10 Dexterity saving throw, taking 3 (1d6) acid
damage on a failed save, or half as much damage on a
successful one.

ACTIONS

Ichor Squirt. Ranged Weapon Attack: +4 to hit, range 10 ft.,
one target. Hit: 4 (1d4 + 2) acid damage.

Illustration by Izzy Medrano
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Boo Hac
Medium fiend, chaotic evil

Armor Class 17 (natural armor)
Hit Points 91 (14d8 + 28)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
13(+1) 16(+3) 14(+2) 12(+l) 13(+1) 16(+3)
I
Saving Throws Wis +4
Skills Arcana +8, Nature +4, Stealth +6, Survival +4
Senses darkvision 60 ft., passive Perception 15
Languages Common, Giant, Terran
Challenge 7 (2,900 XP) or 9 (5,000 XP) when part of a coven

—

Illustration by Catharctic

Boo Rider. Expert Rider. The hag has advantage on ability
checks or saving throws that would result in her being forcibly
dismounted and always lands on their feet if she fails. While
mounted, she drains 5 (1d8) hit points at the start of each of
her turns, drawn from the creature she is riding.

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: disguise self, dissonant whispers, infestation

3/day each: danse macabre, Evard’s black tentacles, harm
1/day each: simulacrum

Last Laugh. When the hag dies, it releases a dying laugh that
scars the minds of other nearby creatures. Each creature
within 10 feet of the hag must succeed on a DC 14 Wisdom
saving throw or take 5 (2d4) psychic damage.

Shared Spellcasting (Coven Only). While all three members
of a hag coven are within 30 feet of one another, they can
each cast the following spells from the wizard's spell list but
must share the spell slots among themselves:

1st level (4 slots): identify, ray of sickness

2nd level (3 slots): hold person, locate object

3rd level (3 slots): bestow curse, counterspell, lightning bolt

4th level (3 slots): phantasmal killer, polymorph

5th level (2 slots): contact other plane, scrying

6th level (1 slot): eyebite

For casting these spells, each hag is a 12th-level spellcaster
that uses Intelligence as her spellcasting ability. The spell
save DC is 12 + the hag's Intelligence modifier, and the spell
attack bonus is 4 + the hag's Intelligence modifier.

Swamp Strider. The hag considered to be under the effects of
the water walk spell at all times.

ACTIONS

Scratch. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. AH/t10 (2d8 + 1) slashing damage plus 3 (1d6) poison
damage.

Boo Ride. The hag moves up to half her movement speed
and touches a Small or larger creature. The target makes a
DC 15 Wisdom saving throw. If they fail, they take 7 (2d6)
psychic damage, and are mounted and dominated by the hag
for as long as she remains mounted. If they succeed, they
take half as much damage and aren’t mounted or dominated.
A mounted creature can repeat the saving throw at the end of
each of its turns (at disadvantage), ending the effect early on
a success.

Like hags? Build a coven!

The hags and coven options presented in Volo’s Guide to
Monsters make excellent companions to the boo hag!
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Illustration by Carolina Eade

Brownies prefer to live underground or in stone ruins,

and most seek solitary lives, greedily hoarding treasures.

Occasionally, a brownie will leave its barrow to hunt
for new treasure, or strike a bargain with mortal folk for
something it has become enamored with. Brownies are
proud and do not suffer insults or social slights of any
sort, revenging them at the first opportunity.

Brownies are often artisans in their own right, and
excel at leatherworking, cobbling and farming, despite
the fact that they have little use for any of those
enterprises themselves, they make useful bargaining
chips when dealing with mortal folk.

Player characters can be a brownie!
See: Old Gus’ Errata: Heroes of the Multiverse

Additionally, you can substitute any of the spells on the
faerie class’ spell list for any of the spells the brownie knows,

including any of the original faerie spells that appear in the
document.

BROWNIE
Tiny fey, chaotic neutral

Armor Class 16
Hit Points 78 (12d4 + 48)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
9 (-1) 14 (+2) 18(+4) 11(+1) 12(+1) 17 (+3)
I
Saving Throws Dex +6, Cha +7
Skills Perception +5, Survival +5
Senses darkvision 60 ft., passive Perception 15
Languages Common, Druidic, Sylvan
Challenge 9 (5,000 XP)
[
Glamorous Defense. While the brownie is wearing no armor
and wielding no shield, its AC includes its Charisma modifier
(included in its AC).
Magic Weapons. The brownie’s weapon attacks are magical.
Spellcasting. The brownie is a 12th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 15, +7 to hit
with spell attacks). The brownie knows the following spells:
Cantrips (at will): dancing lights, mold earthX¢e, magic stoneXce,
vicious mockery
Ist level (4 slots): charm person, jump, longstrider, zephyr
StrikeXce
2nd level (3 slots): earth tremor*ce, enlarge/reduce,
Maximilian’s earthen graspXce
3rd level (3 slots): bestow curse, erupting earth*ct, meld into
stone
4th level (3 slots): giant insect, staggering smite
5th level (2 slots): animate objects, transmute rock Xt
6th level (1 slot): move earth, skill empowermentxce

ACTIONS

Multiattack. The brownie makes two attacks with its needle.

Needle. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit:5 (1d4 + 3) piercing damage plus 7 (2d6)
radiant damage.

Blowgun. Ranged Weapon Attack: +6 to hit, range 25/100 ft.,
one target. Hit: 1 piercing damage, and the target must
succeed on a DC 10 Constitution saving throw or become
poisoned for 1 minute. If its saving throw result is 5 or lower,
the poisoned target falls unconscious for the same duration,
or until it takes damage or another creature takes an action
to shake it awake.
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BuzzGgric
Tiny fey, lawful evil

Armor Class 13
Hit Points 10 (4d4)
Speed 10 ft., fly 30 ft.
I
STR DEX CON INT WIS CHA
6(2) 14(+2) 10(+0) 7(2) 12(+1) 10(+0)
I
Senses darkvision 60 ft., passive Perception 13
Languages Sylvan, telepathy 120 ft.
Challenge 1 (200 XP)
I
Feather Fall. If the buzzgrig that takes more than 3 damage
at once, it falls prone, but takes no damage from falling.
Hive Mind. The buzzgrig is immune to the charmed and
frightened conditions while within 30 feet of at least one
other buzzgrig. The buzzgrig can communicate telepathically
with any other buzzgrigs within 120 feet of it.
Spider Climb. The buzzgrig can climb difficult surfaces,
including upside down on ceilings, without needing to make
an ability check.

ACTIONS

Multiattack. The buzzgrig makes two attacks with its
stinging forceps.

Stinging Forceps. Melee Weapon Attack: +4 to hit, reach 5
ft., one creature. Hit:5 (1d6 + 2) piercing damage. If the
target is stung twice, they must succeed on a DC 11
Constitution saving throw, or take 7 (2d6) poison. A creature
reduced O hit points.

Illustration by Vincent Van Hoof

CAECURAPTORS

Caecuraptors do not see in the traditional sense, but
have a sensory organ that can detects shifts in
temperature, and are sensitive enough to detect the
friction in the air caused by an insect’s wings. This
ability, combined with their pack instincts makes them
capable wasteland hunters whose range is bound only by
their pack leaders’ cunning and bravery.

Illustration by Kate Pfeilschiefter

CAECURAPTOR
Medium monstrosity, unaligned

—

Armor Class 13 (natural armor)
Hit Points 26 (4d8 + 8)
Speed 50 ft.

STR DEX CON INT WIS CHA

14(+2) 14(+2) 14(+2) 7(2) 12(+1) 5(3)
I
Skills Perception +3
Senses blindsight 60 ft., passive Perception 13
Languages —
Challenge 1 (200 XP)
I
Keen Smell. The caecuraptor has advantage on Wisdom
(Perception) checks that rely on smell.
Pack Tactics. The caecuraptor has advantage on an attack

roll against a creature if at least one ally is within 5 feet of the
creature and the ally isn't incapacitated.

ACTIONS

Multiattack. The caecuraptor can make one bite attack or
attack twice with its claws.

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target.
Hit: 11 (1d10 + 2) piercing damage.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit:5 (1d6 + 2) slashing damage.
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Caecuraptors alphas are not born, but arise due to
phermonal interactions within their pack. Breeders of
caecuraptors will put them down at the first expression
of these tendencies, for fear of losing the others to the

sway of the alpha. They are faster, more muscular, more

aggressive, and emit a hissing noise that inspires
coordinated behavior in their lesser brethren.

“You hear about Wrangler Joe? He just lost
another finger to the ‘raptors. Another one!”

“What is that now, six?”’
“*whistles* That Joe. What a cowboy.”

CAECURAPTOR ALPHA
Medium monstrosity, unaligned

Armor Class 13 (natural armor)
Hit Points 33 (5d8 + 10)
Speed 55 ft.
I
STR DEX CON INT WIS CHA

17(#3) 15(+2) 15(+2) 7(2) 14(+2) 5(3)
I
Skills Athletics +5, Perception +4
Senses blindsight 60 ft., passive Perception 14
Languages —
Challenge 2 (450 XP)
[
Commanding Hiss. When the caecuraptor hits a creature
with its bite attack, it can emit a commanding hiss as bonus
action, causing one raptor with 10 feet of it that can hear it
to immediately attack the same target with its bite attack.
Keen Smell. The caecuraptor has advantage on Wisdom
(Perception) checks that rely on smell.
Pack Tactics. The caecuraptor has advantage on an attack
roll against a creature if at least one ally is within 5 feet of the
creature and the ally isn't incapacitated.

ACTIONS

While most caecuraptors run in wild, a few are
domesticated, serving as mounts, guards, and herding
animals, a feat which took considerable effort and
generations of breeding to accomplish. They are
intelligent enough to adopt other creatures as members
of their pack, but require a consistent and firm hand
from the individual they see as the pack’s leader.

Illustration by Kate Pfeilschiefter

Multiattack. The caecuraptor can make one bite attack or
attack twice with its claws.

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target.
Hit: 11 (2d8 + 2) piercing damage. If the target is a creature,
it must succeed a DC 13 Strength saving throw or be
knocked prone.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit:5 (1d8 + 2) slashing damage.

CAECURAPTOR Pup
Small monstrosity, unaligned

I

Armor Class 13 (natural armor)
Hit Points 14 (3d6 + 3)
Speed 40 ft.
I
STR DEX CON INT WIS CHA

12(+1) 15(+2) 13(+1) 7(2) 10(+0) 5(-3)
I
Skills Perception +2
Senses blindsight 60 ft., passive Perception 12
Languages —
Challenge 1/2 (100 XP)
I
Keen Smell. The caecuraptor has advantage on Wisdom
(Perception) checks that rely on smell.
Pack Tactics. The caecuraptor has advantage on an attack
roll against a creature if at least one ally is within 5 feet of the
creature and the ally isn't incapacitated.

ACTIONS

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target.
Hit: 11 (1d6 + 1) piercing damage.

Claw. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit:5 (1d4 + 1) slashing damage.
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CORPSE DEVOURER
Large monstrosity, unaligned

[
Armor Class 14 (natural armor)
Hit Points 66 (7d10 + 28)
Speed 30 ft., swim 30 ft.
I
STR DEX CON INT WIS CHA

17(#3) 15(+2) 18(+4) 9(1) 1:4(+2) 9(1)
I
Senses darkvision 60 ft., passive Perception 12
Languages —
Challenge 3 (700 XP)

I

Keen Smell. The corpse devourer has advantage on Wisdom
(Perception) checks that rely on smell.

ACTIONS

Impaling Scythe. Melee Weapon Attack. +4 to hit, reach 10
ft., one creature. Hit:9 (1d10 + 3) slashing damage. If the
target is a creature, it must succeed on a DC 13 Strength
saving throw or be restrained (escape DC 13).

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
restrained or incapacitated creature. AHjt: 7 (1d8 + 3) piercing
damage. If the target is a living creature, the corpse devourer
regains a number of hit points equal to the damage dealt.

Illustration by Bogdan Rezunenko

Like many surviving descendants of the creatures of the
world’s ever-dwindling oceans, cloud rays have adapted

to desert life. They glide majestically, high above the

wastes on the thermal air currents the sun baked sands

produce, feeding on airborne flotsam and jetsam. They

are hunted by folk, both for their meat, and for the oil
their body produces, which is used for fuel, lubricants
and other necessities of the times.

Some folk tell tales of cloud rays who fly low enough to

them to touch, seemingly out of sheer curiosity about
humanoids, leaving some to wonder if these gentle
giants are more than mindless beasts.

Illustration by Ben Wootten

Croup RAy
Gargantuan beast, unaligned

—

Armor Class 13
Hit Points 124 (8d20 + 40)
Speed 10 ft., fly 80 ft.

STR DEX CON INT WIS CHA

18(+4) 12(+l) 14(+2) 6(2) 14(+2) 12(+)
I
Skills Acrobatics +3, Perception +3
Senses passive Perception 15
Languages Understands common but can’t speak
Challenge 4 (1,100 XP)
I
Expert Glider. At the start of its turn, any creature riding an
unwilling flying cloud ray must succeed a DC 13 Strength
(Athletics) or Dexterity (Acrobatics) check or fall off the
cloud ray.

ACTIONS

Multiattack. The cloud ray makes attacks with its tail.

Tail. Melee Weapon Attack: +8 to hit, reach 20 ft., one
target. Hit:22 (4d8 + 4) bludgeoning damage.
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DEBBIE WARREN
Tiny monstrosity, lawful evil

Armor Class 14
Hit Points 5 (1d4 + 2)
Speed 35 ft.
I

STR DEX CON INT WIS CHA

7(2) 15(+2) 14(+2) 9(1) 10(+0) 14 (+2)
I
Skills Persuasion +4
Senses darkvision 60 ft., passive Perception 12
Languages —
Challenge 1/4 (50 XP)
I
Adorable Allure. While not in combat, a debbie warren can
implore a humanoid creature unfamiliar with its nature
within 10 feet of it that is, making a Charisma (Persuasion)
check against the target's Wisdom (Insight). If the target
loses, the debbie warren can make a surprise attack.
Pack Tactics. The debbie warren has advantage on an attack
roll against a creature if at least one member of its gang is
within 5 feet of the creature and isn't incapacitated.

ACTIONS

Illustration by Aaron Smith

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

Summon Gang (1/Day). The debbie warren can summon its
gang of 1d6 additional debbie warrens.

Illustration by Kella

A gang of debbie warrens can strip a horse of its flesh in

under a minute. They are curious, persistent and will use

every member of their pack to obtain a meal or a shiny
object (of which they are particularly fond).

DROSERA BALLADEER
Large plant, unaligned

I

Armor Class 13 (natural armor)
Hit Points 85 (10d10 + 30)
Speed 30 ft., burrow 5 ft.
I
STR DEX CON INT WI6 CHA
18(+4) 10(+0) 16(+3) 1(5) 13(+1) 4(3)
I
Damage Resistances cold, fire
Senses blindsight 30 ft., passive Perception 11
Languages —
Challenge 3 (700 XP)

I

False Appearance. While the drosera balladeer remains
motionless, it is indistinguishable from a normal cactus.

ACTIONS

Multiattack. The drosera balladeer makes three attacks: two
with its limbs and one with its bite.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one
restrained target. AHiit:9 (1d10 + 4) piercing damage.

Limb. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit:11 (2d6 + 4) piercing damage and the creature is
restrained (escape DC 13). The drosera balladeer can restrain
up to two creatures in this way.

Beguiling Song. Creatures within 30 feet of the drosera
balladeer that can hear it must succeed on a DC 13 Widom
saving throw or be charmed by it until the end of their next
turn. At the start of their turn, a charmed creature must use
their movement to move toward the drosera balladeer. A
creature that succeeds its saving throw against the drosera
balladeer’s beguiling song becomes immune to its effects for
24 hours.
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Illustration by Simon Kono

DYNAMITE SLUG
Medium monstrosity, unaligned

—

Armor Class 13 (natural armor)
Hit Points 50 (7d8 + 18)
Speed 25 ft., climb 25 ft.
I
STR DEX CON INT WI6 CHA
142 9(1) 16(+3) 1(H) 13(+D) 6(2)
I
Skills Perception +3
Senses darkvision 60 ft., passive Perception 13
Languages —
Challenge 3 (700 XP)
[
Death Burst. When the slug dies, it explodes in a burst of

bright light, audible up to 300 feet away. Each creature
within 10 feet of it must then make on a DC 12 Constitution

saving throw. On a failure, a creature takes 10 (3d6) thunder

damage and is blinded. On a success, a creature takes half
as much damage and isn’t blinded. A blinded creature can
repeat the saving throw at the start of each of its turns,
ending the effect on itself on a success.

Keen Smell. The slug has advantage on Wisdom
(Perception) checks that rely on smell.

Spider Climb. The slug can climb difficult surfaces,

including upside down on ceilings, without needing to make

an ability check.

ACTIONS

FALLEN GUNSLINGER
Medium undead, any evil alignment

Armor Class 15 (studded leather armor)
Hit Points 39 (6d8 + 12)
Speed 30 ft.
I
STR DEX CON INT WI6 CHA
15(+2) 16(+3) 1:4(+2) 12(+1) 1 (+]) 14 (+2)
I
Damage Resistances necrotic; bludgeoning, piercing and
slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 11
Languages Common
Challenge 3 (700 XP)
I
Deadeye (3/Day). As a bonus action, the gunslinger can add
1d10 to its next attack or damage roll with a revolver.

ACTIONS

Multiattack. The gunslinger makes three attacks with its
revolver.

Revolver. Ranged Weapon Attack: +5 to hit, range 30/90 ft.,
one target. AHit:8 (1d10 + 3) necrotic damage.

Multiattack. The slug makes two attacks with its bite.

Bite. Melee Weapon Attack. +4 to hit, reach 5 ft., one target.

Hit: 7 (2d4 + 2) acid damage.

Illustration by Degos
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Illustration by Dirk Wachsmuth

Flying hydra prefer to live in swamps, jungles and other
waterlogged terrain which provide plenty of prey for
hunting. They will stalk their quarry from the water or
the air, but prefer to drag their subdued prey into the
water to feed.

Different breeds of flying hydra bear a range of
numbers of heads, although those with more heads tend
to be more successful hunters than those with fewer.

Fryinc HYyDrA
Huge monstrosity, unaligned

Armor Class 14 (natural armor)
Hit Points 149 (13d12 + 65)
Speed 30 ft., fly 60 ft., swim 30 ft.
I
STR DEX CON INT WIS CHA
18(+4) 14(+2) 20(+5) 4(3) 12(+1) 7(2)
I
Skills Perception +6
Senses darkvision 60 ft. passive Perception 16
Languages —
Challenge 6 (2,300 XP)

I
Hold Breath. The hydra can hold its breath for 1 hour.

Multiple Heads. The hydra has 1d4+1 heads. While it has
more than one head, the hydra has advantage on saving
throws against being blinded, charmed, deafened,
frightened, stunned, and knocked unconscious.

Whenever the hydra takes 25 or more damage in a single
turn, one of its heads dies. If all its heads die, the hydra dies.

At the end of its turn, it grows one head for each of its heads
that died since its last turn, unless it has taken fire damage
since its last turn. The hydra regains 10 hit points for each
head regrown in this way.

Reactive Heads. For each head the hydra has beyond one, it
gets an extra reaction that can be used only for opportunity
attacks.

Wakeful. While the hydra sleeps, at least one of its heads is
awake.

ACTIONS

Multiattack. The hydra makes as many bite attacks as it has
heads.

Bite. Melee Weapon Attack. +7 to hit, reach 10 ft., one target.
Hit:9 (1d10 + 4) piercing damage.

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 10 (1d12 + 4) piercing damage.

LEGENDARY ACTIONS

The hydra can take 2 legendary actions, choosing from the
options below. Only one legendary action can be used at a
time and only at the end of another creature’s turn. The
hydra regains spent legendary actions at the start of its turn.

Detect. The hydra makes a Wisdom (Perception) check.
Tail Attack. The hydra makes a tail attack.

Wing Attack (Costs 2 Actions). The hydra beats its wings.
Each creature within 10 feet of the hydra must succeed on a
DC 15 Dexterity saving throw or take 10 (2d6 + 4)
bludgeoning damage and be knocked prone. The hydra can
then fly up to half its flying speed.
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Illustration by Simon Cowell

FungAL GIANT
Huge plant, lawful neutral

I

Armor Class 13 (natural armor)
Hit Points 126 (11d12 + 55)
Speed 40 ft.
I
STR DEX CON INT WIS CHA
20(+5) 8(-1) 21(+5) 9(1) 14(+2) 9()
I
Senses darkvision 60 ft. passive Perception 12
Languages —
Challenge 7 (2,900 XP)

—

Distress Spores. When the giant takes damage, all other
sporelinguistic creatures (for example, myconids) within 240
feet of it can sense its pain.

Sun Sickness. While in sunlight, the giant has disadvantage
on ability checks, attack rolls, and saving throws. The giant
dies if it spends more than 2 hours in direct sunlight.

ACTIONS

GIANT VILLOUS MOTH
Small beast, unaligned

Armor Class 13

Hit Points 4 (1d6+1)

Speed 15 ft., fly 30 ft.

I
STR DEX CON INT WIS CHA
6(2) 14(+2) 12(+) 1(5) 7(2) 8(d)

I

Senses blindsight 10 ft., passive Perception 8

Languages —

Challenge 1/8 (25 XP)

I

Iron Scent. The moth can pinpoint, by scent, the location of
ferrous metal within 120 feet of it.

Rust Metal. Any nonmagical weapon made of metal that
hits the moth corrodes. After dealing damage, the weapon
takes a permanent and cumulative -1 penalty to damage
rolls. If its penalty drops to -5, the weapon is destroyed. Non
magical ammunition made of metal that hits the moth is
destroyed after dealing damage.

ACTIONS

Acidic Spittle. The moth excretes saliva, which corrodes a
nonmagical ferrous metal object it can see within 5 feet of it.
If the object isn't being worn or carried, the touch destroys a
6-inch cube of it. If the object is being worn or carried by a
creature, the creature can make a DC 11 Dexterity saving
throw to avoid the saliva, taking 1d4 acid damage on a
failure.

If the target is either metal armor or a metal shield being
worn or carried, it takes a permanent and cumulative -1
penalty to the AC it offers. Armor reduced to an AC of 10 or a
shield that drops to a +0 bonus is destroyed. If the object
touched is a held metal weapon, it rusts as described in the
Rust Metal trait.

Fist. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: 18 (3d8 + 5) bludgeoning damage plus 10 (3d6) poison
damage.

Rock. Ranged Weapon Attack: +8 to hit, range 60/240 ft.,
one target. Hiit: 27 (4d10 + 5) bludgeoning damage.

Caustic Spores (Recharge 5-6). The giant releases spores
in a 30-foot cone. Each creature inside the cone must
succeed on a DC 12 Dexterity saving throw or take 3 (1d6)
acid damage at the start of each of the giant’s turns. A
creature can repeat the saving throw at the end of its turn,
ending the effect on itself on a success.

Illustration by Josh Matamoros

OLD Gus’ ERRATA: TALES FROM THE WEIRD WEST MONSTER MANUAL —V1.23 18



Illustration by Esben Rasmussen

GIANT TORTLE
Huge giant (tortle), lawful good

I

Armor Class 18 (natural armor)
Hit Points 162 (13d12 + 78)
Speed 40 ft., swim 40 ft.
I
STR DEX CON INT WIS CHA
26 (+8) 16(+3) 22(+6) 10(+0) 18(+4) 12(+1)

Saving Throws Dexterity +6, Wisdom +7
Skills Athletics +10, Insight +7, Survival +7
Senses passive Perception 15

Languages Aquan, Common, Giant
Challenge 10 (5,900 XP)

I

Hold Breath. The giant tortle can hold its breath for 8 hours.

Vigilant. The giant tortle can't be surprised.

ACTIONS

Multiattack. The giant tortle makes three fist or quarterstaff
attacks.

Fist. Melee Weapon Attack: +11 to hit, reach 10 ft, one target. Hit:
14 (1d12 + 7) bludgeoning damage, and the creature must
succeed a DC 17 Strength saving throw or be knocked prone.

Quarterstaff. Melee Weapon Attack: +11 to hit, reach 10 ft, one
target. Hit:17 (3d6 + 7) bludgeoning damage, or 20 (3d8 + 7)
bludgeoning damage if used with two hands to make a melee
attack.

Shell Defense. The giant tortle withdraws into its shell. Until it
emerges, it gains a +4 bonus to AC and has advantage on
Strength and Constitution saving throws. While in its shell, the
giant tortle is prone, its speed is 0 and can't increase, it has
disadvantage on Dexterity saving throws, it can't take reactions,
and the only action it can take is a bonus action to emerge.

REACTIONS

Multiattack. When an attacker the giant tortle can see makes an
attack roll against a creature within 10 feet of the giant tortle, the
giant tortle can impose disadvantage on the attack roll.
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GiBBY-OwL
Small monstrosity, unaligned

Armor Class 13
Hit Points 7 (2d6)
Speed 25 ft., fly 30 ft.
I
STR DEX CON INT WIS CHA
6(2) 15(+2) 10(+0) 4(3) 12(+) 7(2)
I
Skills Acrobatics +4, Perception +3
Senses passive Perception 13
Languages —
Challenge 1/2 (100 XP)
I
Flyby. The gibby-owl doesn't provoke opportunity attacks
when it flies out of an enemy's reach.
Keen Sight. The gibby-owl has advantage on Wisdom
(Perception) checks that rely on sight.
Strength of the Flock. The gibby-owl has advantage on
saving throws against being charmed or frightened
conditions while within 30 feet of at least one other gibby-
owl.

ACTIONS

Illustration by Antonio J. Manzanedo

Multiattack. The gibby-owl makes two attacks with its
talons. It makes its second attack at disadvantage.
Talons. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. Hit:1d4 + 2 slashing damage.

Illustration by Toni Roads

Gibby-owls are so named for their hyena-like cries. They

are pack scavengers, and will harry anything, even
dangerous predators, in order to steal a meal, or as

much of it as one can tear off and carry off in their sharp

talons. They are nuisances to ranchers.

GHOST HARVESTER
Medium humanoid (any), chaotic evil

—

Armor Class 12 (15 with mage armor)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX CON INT WIS CHA
16(+3) 15(+2) 14(+2) 11 (+0) 16(+3) 14(+2)
I
Senses passive Perception 13
Languages any three languages
Challenge 9 (5,000 XP)

Ethereal Strike (1/Turn). When the ghost harvester hits a
creature with a weapon attack, it can force the creature to
make a DC 15 Charisma saving throw. On a failure, the target
is transported to the borders of the ethereal plane for 1
minute. If the ghost harvester dies, all creatures it banished
return to the plane they were transported from.

Ghostly Curse. When the ghost harvester slays a humanoid,
it can use a bonus action to cause that person’s spirit to rise
from as a ghost under its control for 7 days, or until the
ghost harvester is killed.

Innate Spellcasting. The ghost harvester’s innate
spellcasting ability is Wisdom (spell save DC 15, +7 to hit
with spell attacks). It can innately cast a number of spells,
requiring no material components:

At will: blindness/deafness, mage armor

2/day each: hex, negative energy flood*ce, vampiric touch

1/day each: blight, circle of death, etherealness, spirit guardians

ACTIONS

Bone Club. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. A/t 8 (1d10 + 3) bludgeoning damage plus 5 (1d8)
necrotic damage
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GHOST RIDER
Medium undead, any alignment

I

Armor Class 16
Hit Points 65 (10d8 + 20)
Speed 0 ft., fly 40 ft. (hover)

I

STR DEX CON INT WI6 CHA
12(+1) 14(+2) 14(+2) 10(+0) 12(+1) 17 (+3)
[

Skills History +5, Insight +4, Perception +4

Damage Resistances acid, fire, lightning, thunder; bludgeoning,
piercing and slashing from nonmagical attacks

Damage Immunities cold, necrotic, poison

Condition Immunities charmed, exhaustion, grappled,
paralyzed, petrified, poisoned, prone, restrained

Senses darkvision 60 ft., passive Perception 11

Languages Any languages it knew in life

Challenge 8 (3,900 XP)

I

Ethereal Sight. The ghost rider can see 60 ft. into the Ethereal
Plane when it is on the Material Plane, and vice versa.

Haunting Movement. The rider can move through other
creatures and objects as if they were difficult terrain. Creatures it
passes through must succeed a DC 12 Constitution saving throw
or take 3 (1d6) necrotic damage. It takes 5 (1d10) force damage if
it ends its turn inside an object.

Innate Spellcasting. The ghost’s innate spellcasting ability is
Charisma (spell save DC 14, +6 to hit with spell attacks). It can
innately cast a number of spells, requiring no material
components:

1/day each: cause fear, detect thoughts, fear, find greater steeq,
vampiric touch

Ghostly Steed. When the rider casts find greater steed, it
summons a ghostly steed. The steed shares the statistics of a
Pegasus, except its creature type is fiend. It shares the rider’s
alignment, resistances and immunities, and gains the benefits of
the ghost rider’s ethereal sightand haunting movement traits.

ACTIONS

Illustration by Carlos Fabian Villa

Multiattack. The ghost rider makes two ranged attacks with its
Spectral Revolver or one with its Spectral Rifle.

Spectral Revolver. Ranged Weapon Attack: +4 to hit, range
30/90 ft., one target. Hiit:8 (1d10 +2) cold damage.

Spectral Rifle. Ranged Weapon Attack: +4 to hit, range 80/240
ft., one target. HJt:8 (3d6 +2) cold damage.

LEGENDARY ACTIONS

The Ghost Rider can take 3 legendary actions, choosing from the
options below. Only one legendary action option can be used at a
time and only at the end of another creature’s turn. The rider
regains spent legendary actions at the start of its turn.

Ride. The ghost rider moves up to its movement speed (or that
of its Ghostly Steed, if it is mounted on it).

Ethereal Jaunt. The ghost rider moves up to half its movement
speed, entering either the Ethereal Plane or the Material Plane. If
mounted on its steed, the steed moves to the new plane with it.
Ghostly Aim. The ghost rider makes one attack with its spectral
rifle or spectral revolver.

Ghost riders wander the endless deserts on unfinished
business. Some are friendly, and offer their hard-earned
wisdom, and others are inveterate tricksters, delighting in
tormenting the living, as they might have done in life.

Yippie yi ooh!
Yippie yi yay!
Ghost riders in the sky!
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Illustration by Nate Hallinan

Illustration by David Ogilvie

Let monsters help you tell a great story!

The gill-man could be an ocean dweller, or a river-dweller.
Consider filling its environs with (giant) crocodiles, (swarms
of) quippers, or dangerous insects. Perhaps it has an
underwater lair with an air pocket below the surface where it
takes its victims. Perhaps it’s just misunderstood. Also
consider its relationship to civilization, and how any of these
might play out. The gill-man’s origins and disposition to folk
are entirely up to the dungeon master. The gill-man is a
classic movie monster for a reason, and films like the Shape
of Waterhave drastically altered how player might be likely to
approach creatures like it!

GILL-MAN
Large humanoid, unaligned

I

Armor Class 14 (natural armor)
Hit Points 74 (7d10 + 35)
Speed 15 ft., fly 25 ft.
I
STR DEX CON INT WIS CHA

20(+5) 14 (+2) 20(+5) 7(2) 8 (-1) 5(-3)
[
Skills Athletics +8, Insight +2, Perception +2
Damage Vulnerabilities lightning
Damage Resistances poison
Condition Immunities poisoned, diseased
Senses blindsense 30 ft., darkvision 60 ft., passive
Perception 12
Languages Aquan
Challenge 6 (2,300 XP)

I

Cutaneous Breathing. The gill-man can breathe water, and
can hold its breath for four hours, after which time it must
succeed a DC 12 Constitution saving throw at the start of
each of its turn or become incapacitated by suffocation until
the end of its turn.

Echolocation. The gill-man has blindsense to 30 feet and
advantage on Wisdom (Perception) checks that rely on
hearing while submerged in water.

ACTIONS

Multiattack. The gill-man makes three attacks with its fins.

Fin. Melee Weapon Attack. +8 to hit, reach 5 ft., one target.
Hit: 8 (1d6 +5) slashing damage.

REACTIONS

Poisan Spines. The gill-man shoots a poison spine in
response to an attack made by a creature within 30 feet of it.
Ranged Weapon Attack: +5 to hit, range 60 ft., one target.
Hit: 1d12 poison damage.
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GREMLIN GUNNER
Small fiend (devil), lawful evil

Armor Class 11
Hit Points 14 (3d6 + 3)
Speed 25 ft.
I
STR DEX CON INT WIS CHA
12(+1) 13(+) 13(+1) 10(+0) 14 (+2) 11(+0)
I
Damage Resistances fire
Senses darkvision 60 ft., passive Perception 12
Languages Common, Infernal
Challenge 1/2 (100 XP)
I

Devil's Sight Magical darkness doesn't impede the
gremlin’s darkvision.

Magic Resistance. The gremlin has advantage on saving
throws against spells and other magical effects.

ACTIONS

Illustration by Linda

Bite. Melee Weapon Attack. +5 to hit, reach 5 ft., one target.
Hit:5 (1d4 + 15) piercing damage, and the target must make
on a DC 11 Constitution saving throw, taking 10 (3d6) poison
damage on a failed save, or half as much damage on a
successful one.

Riffe. Ranged Weapon Attack: +4 to hit, range 80/240 ft.,
one target. AHit:5 (1d8 + 1) piercing damage.

Illustration by Zach Causey

GRIGLING
Tiny fey, chaotic neutral

—

Armor Class 15
Hit Points 11 (3d4 + 3)
Speed 15 ft., fly 25 ft.
I
STR DEX CON INT WIS CHA
3(-4) 18 (+4) 13 (+)) 9(-1) 9 (1) 14 (+2)
I
Senses darkvision 60 ft., passive Perception 13
Languages Sylvan
Challenge 2 (450 XP)
I
Familiar. With the DM's permission, the find familiar spell
can summon a grigling.
Hive Telepathy. Using telepathy, the grigling can
communicate with any other griglings within 120 feet of it.
Innate Spellcasting. The grigling’s innate spellcasting ability
is Charisma (spell save DC 12). It can innately cast a number
of spells, requiring no material components:
At will: gancing lights
1/day each: enlarge/reduce, invisibility

Magic Resistance. The grigling has advantage on saving
throws against spells and other magical effects.

ACTIONS

Bugabaoo. The grigling targets a creature it can see within 60
feet of it, which must succeed a DC 14 Constitution save or
take 1d4 + 2 poison damage, and move 5 feet in a random
direction. Roll a d4 for the direction: 1, north; 2, south; 3,
east; or 4, west. This movement doesn't provoke opportunity
attacks. If it fails its saving throw, it makes a new saving
throw at the start of its turn, or suffers the effects of the
bugaboo a second time.
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Illustration by Gabriel Ramos

GRIMALKIN PICKPOCKET
Small humanoid (grimalkin), chaotic neutral

Armor Class 14 (leather armor)
Hit Points 21 (6d6)
Speed 25 ft.
I
STR DEX CON INT WIS CHA
9(1) 16(+3) 11(+0) 9(1) 10(+0) 16 (+3)
I
Skills Acrobatics +5, Deception +5, Perception +4, Sleight of
Hand +8, Stealth +8
Senses darkvision 60 ft., passive Perception 14
Languages Common, Grimalkin
Challenge 1 (200 XP)

I

cunning Action. On each of its turns, the pickpocket can
use a bonus action to take the Dash, Disengage, or Hide
action.

Feline Agility. The pickpocket can double its speed until the
end of its turn. Once it uses this trait, it can't use it again
until it moves O feet on one of its turns.

Street Smart. The pickpocket can move through a space of a
Medium or larger creature.

Sneak Attack (1/Turn). The pickpocket deals an extra 7
(2d6) damage when it hits a target with a weapon attack and
has advantage on the attack roll, or when the target is within
5 feet of an ally of the pickpocket that isn't incapacitated and
the pickpocket doesn't have disadvantage on the attack roll.

GRINDYLOW
Small monstrosity, chaotic neutral

Armor Class 13
Hit Points 21 (6d6 + 3)
Speed 10 ft., swim 30 ft.
I
STR DEX CON INT WIS CHA
12(+1) 16(+3) 10(+0) 4(3) 8(1)  8(d)
I
Skills Athletics +3
Senses darkvision 60 ft., passive Perception 13
Languages —
Challenge 1 (200 XP)
I

Blood Frenzy. The grindylow has advantage on melee attack
rolls against any creature that doesn't have all its hit points.

Water Breathing. The grindylow can breathe only
underwater, but can hold its breath for up to ten minutes.

ACTIONS

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 6 (1d4 + 3) piercing damage.

Illustration by Rob Powell

Grindylow live in rivers and lakes, and will use their

forearms to pull a prey drinking at the edge of the water
under, where they are seized upon by the grindylow and
its brethren. Grindylow are not well suited to life on land,
but they are able to hold their breath and drag
themselves upon the ground for short distances.

ACTIONS

Shartsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. A/t 6 (1d6 + 3) piercing damage.

Player characters can be a grimalkin!
See: Old Gus’ Errata: Beastfolk
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Illustration by Sam Nielson

GRUGGISH WoMmP
Huge monstrosity, unaligned

I
Armor Class 12 (natural armor)
Hit Points 126 (12d12 + 48)
Speed 30 ft., swim 40 ft.
I
STR DEX CON INT WIS CHA
23(+6) 9(-1) 18(+4) 5(3) 12(+l) 8(-1)
I
Senses darkvision 60 ft., passive Perception 11
Languages —
Challenge 8 (3,900 XP)

Amphibious. The womp can breathe air and water.

ACTIONS

Multiattack. The womp makes one attack with its tail and one

with its tongue, and can also use its womping leap if it is
available.

Tail. Melee Weapon Attack: +10 to hit, reach 10 ft., one target.

Hit: 13 (2d6 + 6) bludgeoning damage, and the target must

succeed a DC 12 Strength saving throw or be knocked prone.

Tongue. Melee Weapon Attack: +10 to hit, reach 10 ft., one
target. A/t 11 (1d10 + 6) bludgeoning damage, and the target is
swallowed if it is a Large or smaller creature. A swallowed
creature is blinded and restrained, has total cover against attacks
and other effects outside the womp, and takes 7 (2d6) acid
damage at the start of each of the womp’s turns.

The womp’s gullet can hold up to two creatures at a time. If the
womp takes 30 damage or more on a single turn, the womp must
succeed on a DC 17 Constitution saving throw at the end of that
turn or lose its reaction and regurgitate all swallowed creatures,
each of which falls prone in a space within 10 feet of the womp. If
the womp dies, a swallowed creature is no longer restrained by it
and can escape from the corpse using 10 feet of movement,
exiting prone.

Womping Leap (Recharge 4—6). The womp makes a great leap
up to 20 feet into the air, traveling a distance up to its movement
speed. Creatures in the space where it lands must make a DC 15
Dexterity saving throw. On a successful save, the creature is
pushed 5 feet to the nearest space. On a failure, the creature falls
prone and takes 14 (4d8) bludgeoning damage. If the womp
remains in the prone creature's space, the creature is also
restrained until it's no longer in the same space as the womp.
While restrained in this way, the creature, or another creature
within 5 feet of it, can make a DC 16 Strength check. On a
success, the creature is shunted to an unoccupied space of its
choice within 5 feet of the womp and is no longer restrained.
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Illustration by Anarchic Fox

HEXED SCARECROW
Medium construct, neutral

—

Armor Class 10 (padded armor)
Hit Points 22 (4d8 + 4)
Speed 25 ft.

STR DEX CON INT WIS CHA

14(+2) 9(1) 12(+) 3(4 8 (1) 1(5)
I
Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing, slashing from
nonmagical attacks
Damage Immunities cold, poison, necrotic
Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages understands the languages of its creator but
can't speak
Challenge 1 (200 XP)

—

Immutable Form. The scarecrow is immune to any spell or
effect that would alter its form.

ACTIONS

HORSEFLY
Medium or large beast, unaligned

Armor Class 12 (leather armor)
Hit Points 20 (3d8 + 6)
Speed 40 ft.
I
STR DEX CON INT WIS CHA
14(+2) 8(l) 14(+2 3(4) 12(+1) 53
I
Senses tremorsense 10 ft., darkvision 120 ft., passive
Perception 11
Languages —
Challenge 1/4 (50 XP)

I

Bioluminescent. The thorax of the horsefly glows dimly in a

5-foot radius.

Shuffling Acceleration. It the horsefly moves at least 40 ft in

a straight line, it adds an additional 10 feet to its movement
provided it continues along that same line.

ACTIONS

Corrosive Ichor. Melee Weapon Attack: +4 to hit, reach 5 ft.
one target. Hit: 6 (1d6 + 2) acid damage.

Sickle. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 6 (1d8 + 2) slashing damage.

Illustration by James J. Krause

Horseflies are popular mounts among wastelanders.

They are cheap to feed, easily reared and loyal to a fault.
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Illustration by Nate Hallinan

Kamelon are smaller than their lizardfolk cousins, and
gentler, standing only as tall as the average gnome. The
few who are no doubt aware of a kamelon’s ability to
change the color of their skin to blend with their
surroundings, and in fact many lands that host Kamelon
villages never become aware of them at all.

Kamelon make their homes nestled into in the
branches of thick jungle canopy, and their simple
structures are scarcely visible to the untrained eye,
blending in perfectly with the host tree’s natural foliage.
They rarely light fires, and most find them distracting
and noisy.

The insides of their homes betray the mundane outer
surroundings, and usually are filled with bright colors.
Kamelon rarely wear clothing in their homes or among
their own kind.

KAMELON HUNTER
Small humanoid, neutral

Armor Class 15 (natural armor)
Hit Points 19 (4d6 + 4)
Speed 25 ft., climb 25 ft.
I
STR DEX CON INT WIS CHA

12(+1) 16(+3) 13(+1) 7(2) 14(+2) 12(+)
I
Skills Perception +4, Stealth +6, Survival +4
Senses passive darkvision 60 ft. Perception 14
Languages Common, Kamelon
Challenge 2 (450 XP)
I
Eye Alignment (Recharges after a Short or Long Rest). The
kamelon use a bonus action to focus its eyes on a creature
or object it can see. Until the end of its next turn, it has
advantage on the next weapon attack it make targeting that
creature, provided it can still see it.
Innate Spellcasting. The kamelon’s innate spellcasting
ability is Wisdom (spell save DC 12). It can innately cast a
number of spells, requiring no material components:

1/day each: blur, invisibility

ACTIONS

Quarterstaff. Melee Weapon Attack: +3 to hit, reach 5 ft.,
one creature. Hit:2 (1d8 + 1) bludgeoning damage.

Tongue. Melee Weapon Attack: +4 to hit, reach 10 ft., one
creature. Hit:2 (1d4) bludgeoning damage. If the target is
Medium or smaller, it is pulled 5 feet toward the kamelon. If
the target ends its turn within 5 feet of the kamelon, it can
attack the creature with its a quarterstaff as a bonus action.

Shartbow. Ranged Weapon Attack: +4 to hit, range 80/320
ft., one target. Hit:8 (1d6 + 3) piercing damage.

Player characters can be a kamelon!
See: Old Gus’ Errata: Beastfolk
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KELP THRESHER
Gargantuan monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 162 (12d20 + 48)
Speed 30 ft., swim 20 ft.
I
STR DEX CON INT WIS CHA
22 (+7) 12(+#1) 18(+4) 4(3) 10(+0) 5(-3)
I
Skills Athletics +9, Perception +4
Damage Vulnerabilities lightning
Damage Resistances fire; bludgeoning and piercing from
nonmagical weapons
Senses passive Perception 14
Languages —
Challenge 8 (3,900 XP)

False Appearance. While the kelp thresher remains
motionless, it is indistinguishable from a large seaweed-
covered rock, unless an observer succeeds on a DC 16
Intelligence (Investigation) check.

Kelp Tentacles. The thresher has six tentacles, and loses a
tentacle if it sustains more than 15 slashing damage on a
single turn. The thresher is able to restrain as many
creatures as it has remaining tentacles using its Kelp
Tentacle attack.

ACTIONS

Multiattack. The thresher makes four attacks: Two with its
claws, and two with its kelp tentacles.

Claws. The thresher grabs a Larger or smaller target within 5
feet of it with a claw. It can hold up to two creatures in this
manner. The target creature makes an opposed Strength
(Athletics) attack or Dexterity (Acrobatics) check to avoid the
grapple. If a creature is already grappled by the thresher, they
must succeed a DC 18 Strength saving throw or 16 (3d6 + 6)
bludgeoning damage, or half as much on a success.

Kelp Tentacle. Ranged Weapon Attack: +4 to hit, range
30/40 ft., one target. Hit:8 (1d4 + 6) slashing damage. The
target becomes restrained (escape DC 14).

Whirling Slash (Recharge 5—6). The thresher whirls in a
fast circle. Creatures within 15 feet of the thresher must
make a DC 15 Dexterity saving throw, taking 14 (2d8 + 6)
slashing damage on a failure, or half as much on a success.
The thresher must have at least three remaining tentacles to
perform this maneuver. When it does, any creatures
grappled in its claws or tentacles must succeed a DC 16
Constitution saving throw or lose their reaction, and use
their action on their next turn to retch and recover from
dizziness.

Illustration by Austin Mengler

Kelp threshers reside on shorelines, soaking in the salty
brine of the ocean until disturbed. To the casual
observer, they do not present as much more than a
bundle of jagged rocks covered in kelp.

When a prospective meal gets too close to them,
however, their true nature is revealed as their armor
plating grinds apart, revealing several lengthy tentacles
and mighty claws which they use to grasp and strangle
their prey before consuming it with their comparatively
unimpressive and delicate jaws.

Threshers stay in shallow waters, and will attack ships
if they are small enough and enough of the crew are on
deck and visible.

The ship drifted to full stop,
and a hollow thud rang from the hull.
Something grabbed Phineas by the leg
and he suddenly disappeared,
pulled into the thick fog.
| threw open the catch to my holster
and steeled my nerves.

Two more of the crew
disappeared from the deck.
Overhead, their screams of fear
filled the misty air,
like swirling banshees.
| pulled my knife and pistol
And said a short prayer.

And the battle was joined.
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KumowMmiTsu
Large monstrosity, neutral evil

[
Armor Class 17 (natural armor)
Hit Points 123 (13d10 + 52)
Speed 45 ft., climb 30 ft.

I
STR DEX CON INT WIS CHA
16 (+3) 18(+4) 18(+4) 14(+2) 12(+1) 12(+1)
I

Skills Deception +5, Perception +7, Stealth +7
Senses darkvision 120 ft., tremorsense, 30 ft., passive Perception
18

Languages Any two languages
Challenge 7 (2,900 XP)

—

Kumomitsu are highly intelligent and prefer prey that is,
as well. They hunt by invitation, luring creatures
unfamiliar with their nature into their lairs with formality
and hospitality. Or so the stories go. Precious few who
have wantered into a kumomitu’s den ever return.

Illustration by Apertus

Mental Acuity. The kumomitsu has advantage on saving throws
against being charmed, and magic can't put it to sleep. Its brain
allows it to concentrate on two spells at once. When the
kumomitsu can cast a spell as a bonus action.

Spellcasting. The kumomitsu is a 5th-level spellcaster that uses
Intelligence as its spellcasting ability (spell save DC 14, +7 to hit
with spell attacks). The kumomitsu has the following spells
prepared:

At will: gancing lights, thaumaturgy

Ist level (4 slots): faerie fire, sanctuary, sleep

2nd level (3 slots): darkness, hold person, web

3rd level (3 slots): fejgn death, nondetection, vampiric touch

4th level (3 slots): shadow of moil*ce, sickening radiancexce

5th level (2 slots): dominate person, steel wind strike X6&

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

Light Sensitivity. While in bright light, the kumomitsu has
disadvantage on attack rolls, as well as on Wisdom (Perception)
checks that rely on sight.

Web Walker. The kumomitsu ignores movement restrictions
caused by webbing.

ACTIONS

Multiattack. The kumomitsu makes three attacks, either with its
bite or daikatana.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature.
Hit: 2 (1d4) piercing damage. The target must succeed a DC 13
Constitution saving throw or take 9 (2d8) poison damage and

become poisoned until the end of their next turn.

Daikatana. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit:10 (2d6 + 3) slashing damage.

Webbing (Recharge 3—4). The kumomitsu targets one creature
within 15 feet of it that it can see. The target makes a Dexterity
saving throw, the results of which determine the outcome:

1-3: The target becomes completely encased in webbing, and is
incapacitated until the end of their next turn. Their restraints have
an AC of 10 and 10 hit points. Once they are no longer paralyzed,
they become restrained, and can break the webbing with a
successful DC 15 Strength (Athletics) check.

4-7: The target becomes restrained. Their restraints have an AC of
10 and 5 hit points. They can break the webbing with a successful
DC 12 Strength (Athletics) check.

8-11: The target is blinded. They can use their action on their turn
to clear the webbing from their eyes if they have a free hand.

12-15: The target’s movement speed is halved.
16+: The target escapes unaffected.
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Illustration by Vincent Van Hoof

LubpAr
Medium humanoid, neutral

Armor Class 10
Hit Points 23 (3d8 + 9)
Speed 25 ft.
I
STR DEX CON INT WIS CHA
14(+2) 10(+0) 16(+3) 7(2) 12(+1) 8(1)
I
Damage Resistances poison
Senses passive Perception 13
Languages Common, Ludai
Challenge 1/2 (100 XP)

I

ACTIONS

LETICHE
Medium undead, chaotic evil

Armor Class 13 (natural armor)
Hit Points 19 (3d10 + 3)
Speed 25 ft., Swim 30 ft.
I
STR DEX CON INT WIS CHA
15(+2) 10(+0) 13(+1) 7(2) 10(H+1) 5(3
I
Saving Throws Wis +2
Skills Stealth +3
Damage Immunities poison
Condition Immunities poisoned
Senses passive Perception 13
Languages any one language (usually Common)
Challenge 2 (450 XP)

—

Undead Fortitude. I1f damage reduces the letiche to O hit
points, it must make a Constitution saving throw with a DC
of 5 + the damage taken, unless the damage is radiant or
from a critical hit. On a success, the letiche drops to 1 hit
point instead.

ACTIONS

Pike. Melee Weapon Attack: +4 to hit, reach 10 ft., one
creature. Hit:7 (1d10 + 2) piercing damage.

Slime. Slick slime covers the ground in a 10-foot square
centered on a point within 30 feet of the ludai and turns it
into difficult terrain for the duration. If a creature starts its
turn in the area, it must succeed on a DC 11 Dexterity saving
throw or fall prone.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit:13 (2d10 + 2) piercing damage, and the target
must succeed a DC 12 Strength saving throw or be grappled
in the letiche’s jaws (escape DC 12). Until the target dies or
is freed, the letiche can't bite another target.

Illustration by Theme Finland

Player characters can be a ludai!
See: Old Gus’ Errata: Beastfolk
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MAGic MIRROR
Medium construct, neutral

[
Armor Class 14 (natural armor)
Hit Points 66 (12d8 + 12)
Speed 0 ft., fly 40 ft. (hover)

I
STR DEX CON INT WIS CHA
6(2) 12(+) 12(+]) 16(+3) 24(+7) 15(+2)
I

Skills History +9, Insight +10, Perception +13

Damage Vulnerabilities bludgeoning

Damage Immunities necrotic, poison

Damage Resistances acid, fire, radiant

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 120 ft. truesight 60 ft., passive Perception 23
Languages the languages of its creator

Challenge 5 (1,800 XP)

—

Unlike most constructs, a magic mirror is inhabited by a
true consciousness, usually an imprisoned demon,
celestial or other supernatural entity with the power of
foresight. A magic mirror is a valuable asset, and the few
remaining in the world tend to be bound in service to the
wealthy and powerful.

Illustration by Trevor Roth

Death Burst. When the mirror dies, it explodes in a burst of light
and shards of glass. Each creature within 15 feet of it must then
make a DC 15 Constitution saving throw. On a failure, a creature
takes 3d6 radiant damage and 2d6 slashing damage and is
blinded. On a success, a creature takes half the amount and isn’t
blinded. A blinded creature can repeat the saving throw on each
of its turns, ending the effect on itself on a success.

False Appearance. While the mirror remains motionless, it is
indistinguishable from an ordinary mirror, even to creatures
benefiting from the detect magic spell or similar magic.
Innate Spellcasting. The mirror’s spellcasting ability is Wisdom
(spell save DC 18, +10 to hit with spell attacks). The mirror can
innately cast the following spells, without material components:
At will: arcane eye, guidance, comprehend languages, identify
2/day each: augury, detect thoughts, divination, legend lore, locate
object, locate creature, scrying

Magic Resistance. The mirror has advantage on saving throws
against spells and other magical effects.

Reflective Surface. Spells that create beams of energy (for
example, the eldritch blastand fire ray spells) have disadvantage
on their attack rolls to hit the mirror.

ACTIONS

Hall of Mirrors. The mirror chooses one creature it can see
within 60 feet of itself, and creates a translucent duplicate of the
target in an unoccupied space it can see within 60 feet of the
mirror. The reflection is identical in every way to its original,
except its eyes are hollowed out, lacking pigmentation and
pupils, and the eye sockets filled with green swirls of mist.

As soon as the duplicate appears, it takes the Attack or casts one
cantrip, using the same attack bonuses and damage dice as
those of its original counterpart. Any damage the original attack
or spell would deal is instead force damage. After the attack or
cantrip is resolved, the duplicate vanishes as quickly as it
appeared, leaving only a puff of faintly glowing green smoke.

REACTIONS

Spell Reflection. When a creature the mirror can see casts a spell
that targets a single creature the mirror can see, the mirror can
move up to half its movement speed to interpose itself between
the caster and the target. If the spell requires a saving throw, the
caster and the mirror each make a spellcasting ability check. If
the caster wins the contest, the spell targets the mirror. If the
mirror wins the contest, the spell is reflected back toward the
caster, who must make a saving throw against their own spell
save DC or be affected by the spell. If the spell requires
concentration, the mirror concentrates on the spell instead.

If the spell requires an attack roll, the mirror deflects the spell,
choosing a new target within the reflected spell’s range, making a
new attack roll using its own spell attack bonus. If the reflected
spell creates a beam of energy (for example the fire ray or eldritch
blast spells), the mirror has advantage on the roll. The damage
for the reflected attack is identical to those of original spell.
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Illustration by Tom Harrison

Mammoth rats are the bane of farmers, granaries and
anyone whose livestock depends feed from on a silo.
They can smell food from across a dusty plain from three
miles away, and can trample through most anything or
anyone that gets in their way: fencing, barns, silos,
animals, and of course, folk.

MAMMOTH RAT
Huge beast, unaligned

I

Armor Class 13 (natural armor)
Hit Points 95 (9d12 + 45)
Speed 45 ft.

I
STR DEX CON INT WIS CHA
20(+5) 10(+0) 4 (3) 4(3) 12(+1) 8(D)
I
Skills Perception +4, Survival +4
Damage Resistances cold, poison
Senses darkvision 60 ft., passive Perception 12
Languages —
Challenge 5 (1,800 XP)

I

Keen Smell. The rat has advantage on Wisdom (Perception)
checks that rely on smell.

Battering Charge. If the mammoth moves at least 20 ft.
straight toward a creature and then hits it with a ram attack
on the same turn, that target must succeed on a DC 16
Strength saving throw or be knocked prone. If the target is
prone, the mammoth can make one Swipe attack against it
as a bonus action.

ACTIONS

Ram. Melee Weapon Attack: +8 to hit, range 10ft., one
target. A/t 18 (3d8 + 5) bludgeoning damage.

Swipe. Melee Weapon Attack: +8 to hit, reach 5 ft., one
prone creature. Hit: 21 (3d10 + 5) slashing damage.

MANTISAUR
Large monstrosity, unaligned

Armor Class 14 (natural armor)
Hit Points 85 (10d10 + 20)
Speed 40 ft.
I
STR DEX CON INT WIS CHA
19(+4) 14(+2) 17(+3) 3(4) 12(+1) 5(3
I
Saving Throws Dex +4, Con +5
Damage Resistances fire; necrotic; bludgeoning, piercing
and slashing from nonmagical attacks
Senses darkvision 60 ft., passive Perception 13
Languages —
Challenge 4 (1,100 XP)

I

Leap. If the mantisaur moves 15 feet in a straight line, it can
jump 20 feet in any direction as a bonus without the need to
make an ability check.

ACTIONS

Multiattack. The mantisaur makes two attacks with is
foreceps.

Forceps. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit:9 (1d8 + 4) slashing damage.

REACTIONS

Revenging Spines (6/Day). In response to damage from an
incoming attack, the mantisaur can launch one of its spines
from its chest cavity at its attacker. Ranged Weapon Attack:
+6 to hit, range 40 ft., one target. H/it: 6 (1d6 + 2) piercing
damage.

Illustration by Kate Pfeilschiefter
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MINE STRIDER
Huge beast, unaligned

[
Armor Class 13 (natural armor)
Hit Points 138 (12d12 + 60)
Speed 40 ft.
I
STR DEX CON INT WIS CHA

19(+4) 10(+0) 20(+5) 3(4) 12(+1) 5(3
I
Senses darkvision 120 ft., passive Perception 11
Languages —
Challenge 7 (2,900 XP)

I

ACTIONS

Stomp. Melee Weapon Attack: +7 to hit, reach 15 ft., one
target. A/t 15 (2d10 + 4) bludgeoning damage.

lllustration by 1zzy Medrano Acid Spurt (Recharge 5—6). The strider exhales acid in a
60-foot line that is 5 feet wide. Each creature in the line must

make a DC 15 Dexterity saving throw, taking 21 (6d6) acid
MINE GHAST damage on a failed save, or half as much on a success.

Small undead, neutral evil

Armor Class 13
Hit Points 16 (3d6 + 6)
Speed 25 ft.
I
STR DEX CON INT WIS CHA
14 (+2) 16 (+3) 14 (+2) 11(+0) 11(+0) 8(-D)
I
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 10
Languages understands Common but can’t speak
Challenge 2 (100 XP)
I

Turn Defiance. Undead within 15 feet of it have advantage
on saving throws against effects that turn undead.

ACTIONS

Bite. Melee Weapon Attack: +5 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:8 (1d8 + 3) slashing damage. If the target is not
undead, it must succeed on a DC 10 Constitution saving
throw or be paralyzed until the end of their next turn.

Sickening Burst (Recharge 5—6). The ghost emits a 10-foot
radius cloud of stench. Creatures within in the area must
succeed on a DC 10 Constitution saving throw or be
poisoned until the end of their next turn.

Illustration by Jose Arias
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Illustration by Jesse Sandifer

Molten elementals are products of a most unusual union:

that between an elemental of fire and earth.

Like most elementals, they prefer environs that mirror
their form, usually in the bellies of volcanos or deep
underground where rivers of magma flow. They are
occasionally carried to the surface in violent eruptions,
but seldom last long on the surface, hardening into
immobile, brittle stone. A few islands with regularly
volcanic activity are peppered are peppered with these
still statues, weathered by the ages.

The island was quite hospitable, and we had
mistakenly thought the lumped forms to be the
remains of giants — that is, until the ground
rumbled and the volcano erupted. Without any
warning, we were surrounded by rock and fire
raining down from the sky, and to the group’s
shock, some of the fiery lumps began a lumbering
locomotion, as if they wanted to give us all a big,
fiery... hug. No thanks!

We escaped behind a waterfall, soaking our burns
in the cool, clear water to waited the eruption out.
The gaggle of lava monsters waited patiently at the
shoreline, with no sign of intent to leave. Suddenly,
the skies opened up and it began to rain. Screams
of pain filled our ears, audible even over the rush of
the waterfall, and soon there were no monsters,
only a new set of volcanic rocks on the shore of the
river. The seared flesh on my left arm throbbed,
leaving me to wonder it water felt as painful for
them as fire does for us.

MOLTEN ELEMENTAL
Large elemental, neutral

Armor Class 15 (natural armor)
Hit Points 150 (12d10 + 84)
Speed 30 ft., burrow 15 ft.
I
STR DEX CON INT WIS CHA
20(+5) 8(1) 24(+7) 5(3) 10(+0) 5(3
I
Damage Vulnerabilities cold
Damage Resistances bludgeoning, piercing, slashing from
nonmagical attacks
Damage Immunities fire, poison
Condition Immunities exhaustion, paralyzed, petrified,
poisoned, unconscious
Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 10
Languages Terran, Ignan, Primordial
Challenge 7 (2,900 XP)

I

Hllumination. The elemental sheds dim light in a 10-foot
radius.

Heated Bodl. A creature that touches the elemental or hits
it with a melee attack while within 5 feet of it takes 5 (1d10)
fire damage.

Siege Monster. The elemental deals double damage to
objects and structures.

Water Susceptibility. For every 5 ft. the elemental moves in
water, or for every gallon of water splashed on it, it takes 1
cold damage. If it takes more than 24 cold damage on a
single turn, it loses its reaction, and its movement speed is
reduced by half until the end of its next turn.

ACTIONS

Multiattack. The elemental makes two slam attacks.

Slam. Melee Weapon Attack. +8 to hit, reach 10 ft., one
target. A/t 18 (2d8 + 5) bludgeoning damage + 7 (1d12) fire
damage.

Vulcan Stride. The elemental moves up to its speed in a
straight line. During this move, it can enter medium or
smaller creatures' spaces. A creature whose space the
magma elemental enters must make a DC 13 Dexterity
saving throw. On a successful save, the creature is pushed 5
feet to the nearest space out of the elemental’s path. On a
failed save, the creature falls prone and takes 7 (2d6)
bludgeoning damage and 10 (3d6) fire damage.

Eruption (Recharge 5—6). The elemental erupts a shower
of rocks and lava. All creatures other than the elemental
within a 20-foot radius of it must succeed on a DC 15
Dexterity saving throw or take 3d6 bludgeoning damage +
3d6 fire damage, or half as much on a success.
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Illustration by Felipe Escobar Bravo

Many animals are endangered or have gone extinct
entirely, but new inheritors have stepped to fill their
space in the food chain. Even gentle creatures have had
to make changes to adapt to the world’s many changes.

Moosociraffe travel in family groups of 3 or 4, and
defend one another against predators with wary eyes,
ears, and with antler and hoof if the need arises. Their
impressive racks measure 10 feet across, and they can
kill a caecuraptor with a single stomp of their mighty
hooves.

MOOSOCIRAFFE
Huge beast, unaligned

Armor Class 12 (natural armor)
Hit Points 105 (10d12 + 40)
Speed 50 ft.
I
STR DEX CON INT WIS CHA
22(+6) 10(+0) 19(+4) 2(4) 10(+0) 6(-2)
I
Senses passive Perception 10
Languages —
Challenge 5 (1,800 XP)

I

Trampling Charge. If the moosociraffe moves at least 20
feet straight toward a creature and then hits it with a gore
attack on the same turn, that target must succeed on a DC
13 Strength saving throw or be knocked prone. If the target is
prone, the moosociraffe can make one stomp attack against
it as a bonus action.

ACTIONS

Gore. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 24 (4d8 + 6) piercing damage.

Stomp. Melee Weapon Attack: +9 to hit, reach 5 ft., one
prone creature. Hit: 22 (3d10 + 6) bludgeoning damage

REACTIONS

Antlered Vigilance. The moosociraffe adds 2 to its AC
against one melee attack that would hit it. If the attack
missis, the moosociraffe makes one gore attack against its
attacker.

Illustration by Sara Polo
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Illustration by Luka Milosevic

Nixies are curious, secretive fey that despite their
solitude, but paradoxically love tricks and pranks. They
usually live in large mushrooms, or eccentric-looking
trees, and will punish trespassers without warning,
exploiting their unwanted company’s deepest desires or
fears. They understand little of— and indeed care even
less about— mortal folk’s ways or desires, and will bend
or distort them to their own whims with little regard for
personal or social boundary, even without provocation of
any kind. Most nixies will only treat with a mortal who
has somehow managed to best the nixie at their own
game.

Player characters can be a nixie!

See: Old Gus’ Errata: Heroes of the Multiverse
Additionally, you can substitute any of the spells on the

faerie class’ spell list for any of the spells the nixie knows,

including any of the original faerie spells that appear in the
document.

NIXIE
Tiny fey, chaotic evil

Armor Class 16
Hit Points 54 (12d4 + 12)
Speed 15 ft., fly 30 ft. (hover)
I
STR DEX CON INT WIS CHA
9(1) 14(+2) 14(+2) 11(+) 12(+1) 17(+3)
I
Saving Throws Dex +6, Cha +7
Skills Deception +7, Insight +5, Perception +5
Senses darkvision 60 ft., passive Perception 15
Languages Common, Sylvan
Challenge 9 (5,000 XP)

Glamoarous Defense. While the nixie is wearing no armor
and wielding no shield, its AC includes its Charisma modifier
(included in its AC).

Magic Weapons. The nixie’s weapon attacks are magical.

Nightmare Delirium (2/Day). As a bonus action, the nixie
can plunge a creature it has put to sleep, charmed,
frightened or confused into a delirious nightmare. The target
becomes lost, seeing and hearing only itself and the
nightmare. To the target, time seems to slow down, and they
experience an hour’s passing for every six seconds they
endure the nightmare. On subsequent turns, the nixie can
use its bonus action change the effect upon the creature,
choosing from charmed, confused (as if under the effects of
the confusion spell), frightened or unconscious. The
nightmare ends if the target takes damage, or it makes a
saving throw against an effect other than the spell. The
creature then becomes immune this ability for 24 hours.
Spellcasting. The nixie is a 12th-level spellcaster. Its
spellcasting ability is Charisma (spell save DC 15, +7 to hit
with spell attacks). The nixie knows the following spells:
Cantrips (at will): dancing lights, minor illusion, infestation*ce,
vicious mockery
Ist level (4 slots): commana, detect thoughts, dissonant
whispers, sleep, spiritual weapon
2nd level (3 slots): crown of madness, phantasmal force, magic
mouth, silence
3rd level (3 slots): counterspell, fear, hypnotic pattern
4th level (3 slots): confusion, phantasmal killer
5th level (2 slots): dominate person, synaptic static X6t
6th level (1 slot): eyebite, Otto’s irresistible darnce

ACTIONS

Distracting Bite. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one creature. Hit: 7 (3d10) piercing damage, and the target
must succeed a DC 15 Wisdom saving throw or lose their
reaction. Additionally, the first attack the target makes on its
next turn is made at disadvantage.
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OUTLAWS

As has ever been the case, outlaw gangs patrol the vast
wildernesses, looking for travelers, caravans — or if they
are particularly bold, even moving trains to rob. Outlaws
tend to be impressed with their ability to survive in the
wastelands, and the more successful outlaw clans have
managed to tame the giant boar that roam them, forming
a tenuous but symbiotic relationship with the beasts.

Bandits make their camps in canyons, caves or by
fortify long-deserted structures. Over time, a successful
troupe might become as close-knit as a family or as
regimented as a military. Each gang is unique and often
adopts a signature identifier, for example a bright red
sash. Others are more clandestine operations, rolling
through town as mummers or traveling salespeople,
quietly plying their trades of extortion, robbery and
thievery and splitting town before the locals get wise.

OvutrLaw GANG LEADER

Medium humanoid (any race), any non-lawful
alignment

I

Armor Class 15 (studded leather armor)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
15(+2) 16(+3) 14(+2) 12(+]) 11(+0) 14(+2)
I
Skills Intimidation +4, Perception +2, Survival +2
Senses passive Perception 12
Languages any two languages (usually Common)
Challenge 3 (700 XP)
I
Expert Rider. The bandit has advantage on ability checks or
saving throws that would result in them being forcibly
dismounted and always lands on their feet if they fail.

ACTIONS

Multiattack. The bandit makes two attacks with its revolver,
or one attack with its rifle.

Revolver. Ranged Weapon Attack. +5 to hit, range 30/90 ft.,
one target. AHiit:6 (1d8 + 3) piercing damage.

Riffe. Ranged Weapon Attack: +5 to hit, range 80/240 ft.,
one target. AHit:8 (1d12 + 3) piercing damage.

Rape. The bandit can rope a Large or smaller creature within
20 feet of it. The target must succeed a DC 13 Strength or
Dexterity (its choice) saving throw or be restrained.

REACTIONS

Sacrifice. When the bandit is hit by an attack, it can swap
places with a friendly creature within 5 feet of it, causing that
creature to be hit instead.

Outlaws are everywhere, but every gang has its rules,
and folk living hard in the wilds need something to hold
them together as a society. Some achieve this by being
racially united, and others take a more egalitarian
approach. Leadership in an outlaw gang is as likely to be
won with words as it is with weapons. The sands of the
wastes eventually take everything to ruin, though.
Leaders die, their chief lieutenants are arrested,
betrayed or killed, and the outlaws scatter to reorganize,
or sneak back into and integrate with common folk,
hauling as much ill-gotten gains as they can.

The bandits that manage to rise through the constantly
shifting ranks make fearsome adversaries, especially if
they have managed to organize a group of bandits who
are truly loyal, and not simply looking to stage a coup
against the current leadership.

Bandits employ various methods: some might pose as
lost travelers begging for assistance, then turn on those
who stop to help them. Others prefer a good old-
fashioned hold-up, but avoid any unnecessary bloodshed
(or wasted ammunition). A few have no regard for
anything at all, employing the use of explosives or simply
launching an all-out assault against their targets, leaving
nothing behind but splintered wood and bone.

Illustration by Karsten Schreurs
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Illustration by lvan Smirnov

OuTtLAw

Medium humanoid (any race), any non-lawful
alignment

—

Armor Class 12 (leather armor)
Hit Points 12 (2d8 + 4)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
12(+1) 12(+1) 14(+2) 8(1) 8(1) 10(+0)
I
Skills Intimidation +2, Perception +1, Survival +1
Senses passive Perception 11
Languages any two languages (usually Common)
Challenge 1/4 (50 XP)

—

ACTIONS

Revolver. Ranged Weapon Attack. +3 to hit, range 30/90 ft.,
one target. Hiit:6 (1d6 + 1) piercing damage.

Riffe. Ranged Weapon Attack: +3 to hit, range 80/240 ft.,
one target. AHit:8 (1d10 + 1) piercing damage.

Rape. The bandit can rope a Large or smaller creature within
20 feet of it. The target must succeed a DC 11 Strength or
Dexterity (its choice) saving throw or be restrained.

OuTtLAW DEMOLITIONIST

Medium humanoid (any race), any non-lawful
alignment

—

Armor Class 13 (studded leather armor)
Hit Points 19 (3d8 + 6)
Speed 30 ft.
I
STR DEX CON INT WIS CHA

12(+1) 12(+1) 14(+2) 12(+1) 8(1) 10(+0)
I
Senses passive Perception 11
Languages any two languages (usually Common)
Challenge 1/2 (100 XP)
I
Volatile. If the demolitionist takes more than 8 fire damage
on a turn, it must succeed DCL0 Dexterity saving throw or
explode. All creatures in a 15-foot radius of the demolitionist
must then succeed a DC 12 Dexterity saving throw or take 10
(3d6) thunder damage.

ACTIONS

Mortar. The demolitionist launches an impact grenade to a
point within 60 feet of itself. Creatures in the area must
make a DC 12 Dexterity saving throw, taking 10 (3d6)
thunder damage on a failure, or half as much on a success.
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OuTtLAwW GOBLIN MUSKETEER
Small humanoid (goblinoid), lawful evil

Armor Class 15 (hide armor)
Hit Points 23 (5d6 + 6)
Speed 25 ft.
I
STR DEX CON INT WIS CHA

10(+3) 14(+2) 12(+1) 8(1) 8(1) 10(+0)
I
Skills Nature +1, Stealth +6
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 2 (200 XP)
I
Fire Bullet (3/Day). The goblin can use a bonus action to
load its musket with an explosive pellet. If the next attack it
makes with its musket hits, the attack deals an additional 2
fire damage.

Nimble Escape. The goblin can take the Disengage or Hide
action as a bonus action on each of its turns.

ACTIONS

Illustration by Javier Charro

Multiattack. The goblin makes two attacks with its scimitar.
The second attack has disadvantage.

Scimitar. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. Hit:5 (1d6 + 2) slashing damage.

Musket. Ranged Weapon Attack. +4 to hit, range 80/240 ft.,
one target. Hiit:5 (1d10 + 2) piercing damage.

REACTIONS

Duck and Cover. The goblin adds 3 to its AC against one
attack that would hit it. To do so, the goblin must be able to
see its attacker.

Illustration by Maria Trepalina

OuTtLAW ORC MARAUDER
Medium humanoid (orc), chaotic neutral

Armor Class 13 (hide armor)
Hit Points 26 (3d8 + 12)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
16(+3) 14(+2) 16(+3) 9(1) 10(+0) 9D
I
Skills Athletics +5, Intimidation +1, Stealth +4
Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc
Challenge 1 (200 XP)
I

Aggressive. As a bonus action, the orc can move up to its
speed toward a hostile creature that it can see.

ACTIONS

Multiattack. The orc makes two attacks, choosing from its
sabre or one shotgun (if available).

Sabre. Melee Weapon Attack. +4 to hit, reach 5 ft., one
target. Hit: 8 (1d8 + 3) slashing damage.

Shotgun (Reload 4—6). Creatures in a 15-foot cone must
succeed a DC 12 Dexterity saving throw or take 2d6 piercing
damage.
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OUTLAW SCORPION
Medium humanoid (any), chaotic evil

Armor Class 14 (leather armor)
Hit Points 43 (5d8 + 20)
Speed 30 ft.
I
STR DEX CON INT WIS CHA
16 (+3) 16(+3) 18(+4) 12(+l) 10(+0) 10 (+0)
I
Skills Acrobatics +5, Stealth +7
Damage Resistances poison
Senses darkvision 120 ft., passive Perception 10
Languages any two languages (usually Common)
Challenge 3 (700 XP)

ACTIONS

Multiattack. The orc makes two attacks with its acid pellets.

Acid Pellet. Ranged Weapon Attack: +3 to hit, range 80/240
ft., one target. Hit:8 (1d12 + 3) acid damage.

Stink Bomb. The bandit lobs a grenade up to 40 feet away
from itself to a point it can see. Creatures within 10 feet of
the impact point must succeed a DC 13 Constitution saving
throw or be incapacitated until the end of their next turn.
Creatures that don't need to breathe or are immune to
poison automatically succeed on this saving throw.

Illustration by Yelim Kim

OUTLAW SURVIVOR
Medium humanoid (any), chaotic evil

Armor Class 15 (studded leather armor)
Hit Points 53 (7d8 + 21)
Speed 30 ft.
I
STR DEX CON INT WIS CHA

16 (+3) 17(+3) 16(+3) 10(+1) 12(+1) 13(+)
I
Skills Athletics +5, Intimidation +7, Perception +7, Stealth +7
Senses passive Perception 17
Languages any two languages (usually Common)
Challenge 4 (1,100 XP)

I

Killer Instinct. During its first turn, the outlaw survivor has
advantage on attack rolls against any creature that hasn't
taken a turn. Any hit the outlaw survivor scores against a
surprised creature is a critical hit. Additionally, the outlaw
survivor ignores the benefits granted to creatures behind
half and three-quarters cover.

Evasion. If the outlaw survivor is subjected to an effect that
allows it to make a Dexterity saving throw to take only half
damage, the outlaw survivor instead takes no damage if it
succeeds on the saving throw, and only half damage if it
fails.

Sneak Attack (1/Turn). The outlaw survivor deals an extra 14
(4d6) damage when it hits a target with a weapon attack and
has advantage on the attack roll, or when the target is within
5 feet of an ally of the outlaw survivor that isn't incapacitated
and the outlaw survivor doesn't have disadvantage on the
attack roll.

ACTIONS
Multiattack. The outlaw survivor makes two attacks with its
rifle or hatchet.

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

Scaped Rifle. Ranged Weapon Attack: +7 to hit, range
160/480 ft., one target. H/it:10 (3d6 + 3) piercing damage.

Some bandits live to see much of the wastelands and
territories the world has to offer. They may occasionally
manage to scavenge pre-war weaponry, or just become
hardened by their years of experience evading the law,
and wearing trophies of those foolish lawmen who dared
cross them. These especially dangerous career criminals
are not likely to go quietly and will do whatever it takes
to survive, including betraying their own.
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OWLBEAR, CUB
Medium monstrosity, unaligned

Armor Class 12 (natural armor)
Hit Points 23 (3d10 + 6)
Speed 40 ft.
I
STR DEX CON INT WIS CHA
15(+2) 14(+2) 12(+1) 4(3) 12(+) 7(2)
I
Skills Athletics, +4, Perception +3
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 1/2 (100 XP)
I

Keen Sight and Smell. The owlbear has advantage on
Wisdom (Perception) checks that rely on sight or smell.

ACTIONS
Multiattack. The owlbear makes two attacks: one with its
beak and one with its claws.

Beak. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit:5 (1d6 + 2) piercing damage.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit:4 (1d4 + 2) slashing damage.

Illustration by Kaek Starkiller

In parts of the world where mules, oxen, donkeys and
other useful beasts of burden went extinct, those in need
had to come up with creative solutions to their dying
stock. An ambitious program of breeding hardier
animals, and even monsters into domestication was
instituted. After two centuries careful breeding and at
least six dozen lost limbs, the domestic owlbear has
become one of the most successful such endeavors.

The breed is less bulky than wild owlbears,
comfortable to ride, and only slightly slower than a
warhorse. Their claws and beak are still lethal weapons,
but their disposition is thankfully more akin to that of a
horse. Owlbears do not tolerate mistreatment, and those
that forget this and neglected or forget to feed an
owlbear, receive quick, potentially lethal reminders.

Domestic owlbear cubs learn to remember folk they
interact with early, and are favorite first mounts for
children that grow up around them. They can lead a
working life for over three decades, have excellent
memories, and take to rewarding work early, becoming
valued beasts of burden, and developing deep and
abiding friendships among those they have known.

OWLBEAR, DOMESTICATED
Large monstrosity, unaligned

Armor Class 13 (natural armor)
Hit Points 38 (5d10 + 10)
Speed 50 ft.
I
STR DEX CON INT WIS CHA
18(+4) 12(+l) 14(+2) 3(4) 1:4(2) 7(2)
I
Skills Athletics, +6, Perception +4
Senses darkvision 60 ft., passive Perception 14
Languages —
Challenge 1 (200 XP)
I

Keen Sight and Smell. The owlbear has advantage on
Wisdom (Perception) checks that rely on sight or smell.

ACTIONS

Multiattack. The owlbear makes two attacks: one with its
beak and one with its claws.

Beak. Melee Weapon Attack: +7 to hit, reach 5 ft., one
creature. Hit:9 (1d8 + 4) piercing damage.

Claws. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit:9 (1d8 + 4) slashing damage.
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PALE RIDER
Medium undead, chaotic evil

—

Armor Class 14 (studded leather armor)
Hit Points 51 (6d8 + 24)
Speed 30 ft.
I

STR DEX CON INT WIS CHA

15(+2) 16 (+3) 18(+4) 10(+0) 14 (+2) 14 (+2)

I
Skills Perception +3, Stealth +4
Damage Resistances necrotic; bludgeoning, piercing, and
slashing from nonmagical attacks that aren't silvered
Damage Immunities poison
Condition Immunities exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 13
Languages the languages it knew in life
Challenge 4 (1,100 XP)

—

Skeletal Mount. The rider is aided by a warhorse skeleton,
which obeys its commands.

Life Drain. As a bonus action, the pale rider imbues its next
shot with life-draining magic. If the next attack the rider
makes with its revolver hits, the target must succeed on a
DC 13 Constitution saving throw or its hit point maximum is
reduced by an amount equal to the damage taken. This
reduction lasts until the target finishes a long rest. The
target dies if this effect reduces its hit point maximum to O.

A humanoid slain by the attack rises 24 hours later as a
zombie under the rider's control, unless the humanoid is
restored to life or its body is destroyed. The rider can have
no more than twelve zombies under its control at one time,
and can fuse three zombies into a new warhorse skeleton
whenever it completes a long rest.

ACTIONS

PANGOLOSAUR
Medium beast, unaligned

Armor Class 14 (natural armor)
Hit Points 45 (6d8 + 18)
Speed 30 ft., burrow 10 ft.
I
STR DEX CON INT WIS CHA
16 (+3) 10(+0) 16(+3) 4(3) 8(1) 4(3)
I
Damage Resistances piercing from nonmagical attacks
Senses darkvision 60 ft., tremorsense 10 ft., passive
Perception 10
Languages —
Challenge 4 (1,100 XP)

I

Rolling Charge. If the pangolosaur moves 20 ft. in a straight
line, and uses its Ball Up action, it can continue its
movement and crash into any Large or smaller targets in a
line, each of which must succeed on a DC 13 Dexterity saving
throw or take 2d8 bludgeoning damage and be knocked
prone.

ACTIONS

Multiattack. The pangolosaur makes two attacks: one with
its bite and one with its tail.

Bite.: Melee Weapon Attack. +4 to hit, reach 5 ft., one target.
Hit: 7 (1d6 + 3) piercing damage.

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 14 (3d6 + 3) bludgeoning damage. If the target is a
creature, it must succeed on a DC 13 Strength saving throw
or be knocked prone.

Ball Up. The pangolosaur maneuvers its heaviest armor
plates, resisting all piercing, bludgeoning and slashing
damage until the start of its next turn. During this time, it
loses its reaction.

Multiattack. The rider makes two attacks with its revolver.

Revolver. Ranged Weapon Attack: +5 to hit, range 50/100 ft.,

one target. Hiit:9 (1d12 + 3) piercing damage.

Illustration by Kylie Langton
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Born of biological weapon experiments, the phasing
shambler escaped its bonds and sought refuge in one of
the few remaining forests or jungles.

These lonesome creatures will adopt a wilderness and
protect it, allowing only natural growth to take place, and
allowing no unnecessary conflict to take place there.
Predators quickly learn to avoid these areas, and some
seeking a pristine wilderness to hold a duel find their
opponents simply vanished into thin air, never to be
heard from again.

The canopy was filled with the sounds of buzzing of
insects and song of birds- a sound unfamiliar to
most folk, these days. Percy and Aidan were
arguing, as always. No gripe was too small: which
path to take, which side of the riverbank to follow,
you hame it.

| pressed on ahead, determined to listen to the
squawking birds, and not the squawking humans,
when Aidan’s cry of surprise cut through the
cacophony. | spun on my heel to find Percy just...
missing.

PHASING SHAMBLER
Large plant monstrosity, unaligned

Armor Class 15 (natural armor)
Hit Points 136 (16d10 + 48)
Speed 20 ft, Swim 20 ft.
I
STR DEX CON INT WIS CHA

20(+5) 10(+0) 16(+3) 6(2) 10(+0) 5(3
I
Skills Stealth +3
Damage Resistances cold; bludgeoning, piercing, slashing
from nonmagical attacks
Damage Immunities lightning, necrotic, poison
Condition Immunities blinded, deafened, exhaustion
Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 10
Languages —
Challenge 6 (2,300 XP)

Necrotic and Lightning Absorption. Whenever the
shambler is subjected to lightning or necrotic damage, it
takes no damage and regains a number of hit points equal to
half the damage dealt.

Ethereal Jaunt. As a bonus action, the shambler can
magically enter the Material Plane or the Ethereal Plane
using 10 feet of its movement speed. If a creature is engulfed
within the shambler, it travels with the shamble to its new
plane.

ACTIONS

Multiattack. The shambler makes two slam attacks. If both
attacks hit a Medium or smaller target, the target is grappled
(escape DC 14), and the shambler Engulfs it.

Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one target.
Hit: 13 (2d8 + 5) bludgeoning damage.

Engulf. The shambler engulfs a Medium or smaller creature
grappled by it. The engulfed target is blinded, restrained, and
unable to breathe, and it must succeed on a DC 14
Constitution saving throw at the start of each of the
mound's turns or take 13 (2d8 + 4) bludgeoning damage. If
the mound moves, the engulfed target moves with it. The
mound can engulf only one creature at a time, and can
release an engulfed creature using an action.

REACTIONS

Furious Defense. After a creature the shambler can see is
dealt damage by a foe within 10 feet of the shambler, the
shambler makes a slam against that foe, gaining the reach
property for the attack.
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PI1STOLERO MUERTO
Medium undead, lawful evil

I

Armor Class 17 (studded leather armor)
Hit Points 162 (19d8 + 76)

Speed 30 ft.

I

STR DEX CON INT WIS CHA
14 (+2) 20 (+5) 18(+4) 12(+1) 16(+3) 18(+4)
I

Senses darkvision 120 ft., passive Perception 13
Languages Abyssal, Common
Challenge 17 (18,000 XP)

I

Incorporeal Form. The pistolero can move through a space as
narrow as 1 inch wide without squeezing. A creature that touches
the pistolero or hits it with a melee attack while within 5 feet of it
takes 9 (2d8) necrotic damage. In addition, the pistolero can
enter a hostile creature's space and stop there. The first time it
enters a creature's space on a turn, that creature takes 9 (2d8)
necrotic damage.

Magic Resistance. The pistolero has advantage on saving throws
against spells and other magical effects.

Marshal Undead. Unless the pistolero is incapacitated, it and
undead creatures of its choice within 60 feet of it have advantage
on saving throws against features that turn undead.

Smiting Bullets. The pistolero is able to deliver smiting spells
and attacks with its revolver attacks.

Undead Nature. The pistolero doesn't require air, food, drink, or
sleep.

ACTIONS

Multiattack. The pistolero makes three longsword attacks.

Revolver. Ranged Weapon Attack: +10 to hit, reach 5 ft., one
target. AHit-9 (1d10 +5) piercing damage plus 18 (4d8) necrotic
damage.

Shotgun. The pistolero unleashes a deathly mist from its
shotgun in a 15-foot cone. Each creature in the area must succeed
a DC 18 Constitution saving throw or take 21 (6d6) necrotic
damage.

Deathly Orb (1/Day). The pistolero hurls a magical ball of fire
that explodes at a point it can see within 120 feet of it. Each
creature in a 20-foot-radius sphere centered on that point must
make a DC 18 Strength saving throw. The sphere spreads around
corners. A creature takes 35 (10d6) force damage and 35 (10d6)
necrotic damage on a failed save and is pulled up to 20 feet
toward the orb’s center, or half as much damage on a successful
one and isn’t pulled.

Spellcasting. The pistolero is a 19th-level spellcaster whose
spellcasting ability is Charisma (spell save DC 18, +10 to hit with
spell attacks). It has the following paladin spells prepared:

Ist level (4 slots): command, compelled duel, wrathful smite

2nd level (3 slots): hold person, shadow blade XGE

3rd level (3 slots): dispel magic, spirit guardians

4th level (3 slots): staggering smite, shadow of moil XGE

5th level (2 slots): enervation XGE, negative energy flood XGE

REACTIONS

Dancing Dodge. The pistolero adds 6 to its AC against one
weapon attack that would hit it.
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