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SKELETAL CHAMPION
Medium undead, lawful evil

Armor Class 17 (plate)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

STR DEX CON INT WIS CHA
16 (+3) 13 (+1) 14 (+2) 6 (−2) 8 (−1) 5 (−3)

Damage Vulnerabilities bludgeoning
Damage Immunities poision
Condition Immunities exhaustion, poisioned
Senses darkvision 60 ft., passive Perception 12
Languages understands Common and Abyssal but can’t
speak

Challenge N/A

ACTIONS
Reckless. At the start of its turn, the skeleton can gain
advantage on all melee weapon attack rolls during that
turn, but attack rolls against it have advantage until the
start of its next turn.
Multiattack. The skeleton makes two longsword
attacks.
Longsword. Melee Weapon Attack: +6 to hit, reach
5ft., one target. Hit: 10 (2d10) slashing damage.
Heavy Crossbow. Ranged Weapon Attack: +3 to hit,
range 100/400 ft., one target. Hit: 5 (1d10) piercing
damage.

VINE BLIGHT
Medium plant, neutral evil

Armor Class 16 (natural armor)
Hit Points 1
Speed 10 ft.

STR DEX CON INT WIS CHA
15 (+2) 8 (−1) 14 (+2) 5 (−3) 10 (+0) 3 (−4)

Skills Stealth +1
Condition Immunities blinded, deafened
Senses blindsight 60 ft. (blind beyond this radius),

passive Perception 10
Languages Common
Challenge 1/2 (100 XP)

False Appearance. While the blight remains
motionless, it is indistinguishable from a tangle of
vines.

ACTIONS
Constrict. Melee Weapon Attack: +4 to hit, reach
10ft., one target. Hit: 9 (2d6+2) bludgeoning damage,
and a Large or smaller target is grappled (escape DC
12). Until this grapple ends, the target is restrained,
and the blight can’t constrict another target.
Entangling Plants (Recharge 5-6). Grasping roots
and vines sprout in a 15-foot radius centered on the
blight, withering away after 1 minute. For the duration,
that area is difficult terrain for nonplant creatures. In
addition, each creature of the blight’s choice in that
area when the plants appear must succeed on a DC
12 Strength saving throw or become restrained. A
creature can use its action to make a DC 12 Strength
check, freeing itself or another entangled creature within
reach on a success.
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SHAMBLING MOUND
Large plant, neutral evil

Armor Class 15 (natural armor)
Hit Points 136 (16d10 + 48)
Speed 20 ft., swim 20 ft.

STR DEX CON INT WIS CHA
18 (+4) 8 (−1) 16 (+3) 5 (−3) 10 (+0) 5 (−3)

Skills Stealth +2
Damage Resistances cold, fire
Damage Immunities lightning
Senses blindsight 60 ft. (blind beyond this radius),

passive Perception 10
Languages —
Challenge 5 (1800 XP)

Lightning Absorption. Whenever the shambling
mound is subjected to lightning damage, it takes no
damage and regains a number of hit points equal to the
lightning damage dealt.

ACTIONS
Multiattack. The shambling mound makes two slam
attacks. If both attacks hit a Medium or smaller
target, the target is grappled (escape DC 14), and
the shambling mound uses Engulf on it.
Slam. Melee Weapon Attack: +7 to hit, reach 5ft., one
target. Hit: 13 (2d8+4) bludgeoning damage.
Engulf. The shambling mound 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 only have one
creature engulfed at a time.

BERBALANG
Medium aberration, chaotic evil

Armor Class 13
Hit Points 10 (3d4 + 3)
Speed 30 ft. , fly 40 ft.

STR DEX CON INT WIS CHA
6 (−2) 17 (+3) 13 (+1) 11 (+0) 12 (+1) 14 (+2)

Skills Deception +4, Insight +3, Persuasion +4,
Stealth +5

Damage Resistances cold; bludgenoing, piercing, and
slashing from nonmagical weapons that aren’t silvered

Damage Immunities fire, poison
Condition Immunities poisioned
Senses darkvision 120 ft., passive Perception 11
Languages Abyssal, Common
Challenge 1 (200 XP)

Magic Resistance. The berbalang can use its action to
polymorph into a beast form that resembles a raven (20
ft., fly 60 ft.), or back into its true form. Its statistics
are the same in each form, except for the speed changes
noted. Any equipment it is wearing or carrying isn’t
transformed. It reverts to its true form if it dies.
Devil’s Sight. Magical darkness doesn’t impede the
berbalang’s darkvision.
Magic Resistance. The berbalang has advantage on
saving throws against spells and other magical effects.

ACTIONS
Multiattack. The berbalang makes two attacks: one
with its bite and one with its claws.
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (1d10+3) piercing damage.
Claws. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 8 (2d4+3) slashing damage.
Invisibility. The berbalang magically turns invisible
until it attacks or until its concentration ends (as if
concentrating on a spell). Any equipment the berbalang
wears or carries is invisible with it.
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BONECLAW
Medium undead, chaotic evil

Armor Class 16 (natural armor)
Hit Points 59 (11d8 + 10)
Speed 40 ft.

STR DEX CON INT WIS CHA
19 (+4) 16 (+3) 15 (+2) 13 (+1) 15 (+2) 9 (−1)

Saving Throws Dex +4, Con +4, Wis +4
Skills Perception +6, Stealth +7
Damage Resistances cold, necrotic ; bludgeoning,
piercing, and slashing from nonmagical weapons

Condition Immunities charmed, exhaustion, frightened,
paralyzed, poisioned

Senses darkvision 60 ft., passive Perception 16
Languages Common, Abyssal
Challenge N/A

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

ACTIONS
Multiattack. The boneclaw makes two claw attacks.
Piercing Claw. Melee Weapon Attack: +6 to hit,
reach 10 ft., one target. Hit: 10 (2d10) piercing
damage. If the target is a creature, the boneclaw
can pull the target up to 5 feet toward itself, and the
target is grappled (escape DC 14). The boneclaw has
two claws. While a claw grapples a target, the claw can
attack only that target.
Skeletal Scream. The boneclaw can target one
creature and scream at it. If the creature can see
and hear the boneclaw it must make a DC 16 Wisdom
saving throw. On a failure, it is frightened.

REACTIONS
Deadly Reach. In response to a visible enemy moving
into its reach (10 ft.), the boneclaw makes one claw
attack against that enemy. If the attack hits, the
boneclaw can make a second claw attack against the
target.

SPECTER
Medium undead, chaotic evil

Armor Class 12
Hit Points 22 (5d8)
Speed 0 ft., fly 50 ft. (hover)

STR DEX CON INT WIS CHA
1 (−5) 14 (+2) 11 (+0) 10 (+0) 10 (+0) 11 (+0)

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

Damage Immunities necrotic, poison
Condition Immunities charmed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone,
restrained, unconscious

Senses darkvision 60 ft., passive Perception 10
Languages understands all languages it knew in life but

can’t speak
Challenge 1 (200 XP)

Incorporeal Movement. The specter can move
through other creatures and objects as if they were
difficult terrain. It takes 5 (1d10) force damage if it
ends its turn inside and object.
Sunlight Sensitivity. While in sunlight, the specter has
disadvantage on attack rolls, as well as on Wisdom
(Perception) checks that rely on sight.

ACTIONS
Life Drain. Melee Spell Attack: +4 to hit, reach
5ft., one creature. Hit: 10 (3d6) necrotic damage.
The target must succeed on a DC 10 Constitution
saving throw or its hit point maximum is reduced by an
amount equal to the damage taken. This reduction lasts
until the creature finishes a long rest. The target dies if
this effect reduces its hit point maximum to 0.
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ZEVITICAR’S CHOSEN
Medium humanoid, chaotic evil

Armor Class 18 (plate)
Hit Points 82 (11d8 + 33)
Speed 30 ft.

STR DEX CON INT WIS CHA
18 (+4) 12 (+1) 16 (+3) 12 (+1) 12 (+1) 10 (+0)

Saving Throws Str +7, Con +6, Wis +2
Skills Athletics +6, Intimidation +8
Damage Resistances bludgeoning, piercing, and

slashing damage from nonmagical weapons
Senses darkvision 60 ft., passive Perception 16
Languages Common, Abyssal
Challenge N/A

ACTIONS
Multiattack. Zeviticar’s Chosen makes two greatsword
attacks or saber throws.
Greatsword. Melee Weapon Attack: +6 to hit, reach 5
ft., one target. Hit: 10 (1d10+5) slashing damage, plus
3 (1d6) fire damage.
Saber Throw. Ranged Weapon Attack: +6 to hit,
range 20/60 ft., one target. Hit: 10 (1d10+5) slashing
damage, plus 3 (1d6) fire damage.
Force Choke. Zeviticar’s Chosen chooses a humanoid
that it can see within 60 feet. The target must succeed
on a DC 16 Wisdom saving throw or become paralyzed.
The target takes 1d8 damage from choking at the
beginning of each of ZC’s turns. The target can make
another Wisdom saving throw at the end of each of
its turns, and on a success the effect ends. This effect
requires ZC’s concentration.
Force Push. Zeviticar’s Chosen pushes in a 15ft. cone.
All creatures in the area must make a DC 16 Dexterity
saving throw. On a failure they take 2d6 force damage
and are pushed 15ft. as well as prone; on a success they
take half as much damage and are not prone.
Force Grip. Zeviticar’s Chosen may choose any non-
worn object or any prone creature and magically toss
them at another target. ZC makes a ranged spell
attack, +6 to hit, range 20/60 ft., one target. Hit: 2d6
bludgeoning damage, and the creature must make a DC
14 Strength saving throw or be knocked prone.

HELL HOUND
Medium fiend, lawful evil

Armor Class 15 (natural armor
Hit Points 45 (7d8 + 14)
Speed 50 ft.

STR DEX CON INT WIS CHA
17 (+3) 12 (+1) 14 (+2) 6 (−2) 13 (+1) 6 (−2)

Skills Perception + 5
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 15
Languages understands Infernal but can’t speak
Challenge 3 (700 XP)

Keen Hearing and Smell. The hound has advantage
on Wisdom (Perception) checks that rely on hearing
or smell.
Pack Tactics. The hound has advantage on an attack
roll against a creature if at least one of the hound’s
allies is within 5 feet of the creature and the ally isn’t
incapacitated.

ACTIONS
Bite. Melee Weapon Attack: +5 to hit, reach 5ft., one
target. Hit: 7 (1d8+3) piercing damage plus 7 (2d6)
fire damage.
Fire Breath (Recharge 5-6). The hound exhales fire
in a 15-foot cone. Each creature in that area must
make a DC 12 Dexterity saving throw, taking 21 (6d6)
fire damage on a failed save, or half as much damage on
a successful one.
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