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A
ella Utheraki is a terrifying magical 
force to be reckoned with. She 
keeps her strawberry hair long 

and tightly braided in the style of her 
tribe. She was born and raised on a 
floating island of warrior women 
known as Amazons who claim to 
be the children of the god of war. 
The Amazons’ entire culture is 
based on the idea of strength 
before weakness, as such, 
they consider men to be weak 
and despise most of them for 
giving in to their emotions: 
anger, greed, and jealousy. 

The only time the Amazons 
are willing to be involved 
with the weak will of men, 
is when their numbers 
dwindle from battle and their 
ranks and society must be 
replenished, or when servants 
are needed for mundane tasks 
such as farming, cooking, and 
basic tailoring needs. Due to 
their lack of respect for men, this 
servitude is more akin to slavery, 
where the men are often beaten for 
the smallest of indiscretions.

Background
Aella is the eldest of three sisters. The 
middle of the three is Sendara, and the youngest, Rosari. 
Aella was to lead their tribe in the future alongside 
Sendara. As such, Aella would spend a lot of her free time 
honing her skills with both blade and magic. She believed 
that strong magic was just as beneficial as physical 
strength, if not more. Throughout her years though, she 
began to despise her youngest sister Rosari for being weak 
and therefore pathetic in her eyes. She would constantly 
poke and prod at her, hoping that one day Rosari would 
give up and leave the tribe, or worse. Aella believed that 
if Rosari were to have offspring, they would be weak. 
Eventually diminishing the strength of the Amazon tribe.

As time passed, Rosari would start to climb through the 
ranks of the tribe, even surpassing her sisters. Aella did not 
like this at all. How could this puny archer surpass her?

Aella grew angry to the point of boiling hatred. With this 
hatred she planned out a vicious string of events that would 
lead to a mortal trap for her youngest sister. This plan 

entailed killing several men from the tribe and passing 
it off as a string of monster attacks. Calling her sisters 

to a meeting to address the killings, Aella and 
Sendara agreed that Rosari had possessed the 

necessary skills to take on such a mission. 
While inspecting the location of the 

attacks, Rosari was ambushed by a large 
number of amazons from her tribe. 
Aella observed in ecstasy from a 
distance as she stood there watching 
as her overwhelmed sister. Rosari 
looked to her sister requesting aid, 
but the grim smile that pierced 
across Aellas’ face was enough 
to convince Rosari that this was 
a setup. Defeated, Rosari was 
thrown off the side of the island 
and victory was Aella’s, or so she 
thought. Aella grew concerned 
over the passing weeks as Rosari’s 
body was never discovered. 
Rosari still haunts her dreams, and 
deep down, Aella knows Rosari is 
not dead.

Current Motives
For the last year Aella’s 

nightmares have been getting more 
and more constant and vivid. So 

much so, that she believes that her 
sister Rosari will have vengeance 

upon her. She even goes as far as 
enlisting adventurers to defend her while 

she sleeps. She is not afraid of Rosari 
however, rather she is preparing for her 

return. On that day, she will destroy her once and for all 
and ensure she will be the leader of the sister’s den.

Aella can be used as an NPC as follows:

An information giver – She is a master of the magical 
arts and blade, spending many years gaining knowledge 
on ancient traditions. If the characters seek to find 
information on even the oldest of runes or magic, Aella 
will happily guide them to understanding. She also 
knows where certain spells can be learned or even help 
identifying magical items and their properties.

A quest giver – Aellas’ paranoia grows by the minute. 
She will call upon the characters to aid her in a fight with 
her sister Rosari. (see Rosari Utheraki for stat block). The 
characters could also be hired as guards for protection or 
for when Aella does finally encounter her sister Rosari.

A merchant – She carries a few magical potions and scrolls.

A-Memorable Monsters
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Potions:
potion of healing 

Scrolls:
scroll of wall of fire, scroll of banishment, 
scroll of fireball 

Magic Items:
bracers of defense (SRD)
Prices are at GM’s discretion. 

A villain – Aella wishes to see Rosari dead before her. 
She will stop at nothing to make sure this happens. In a 
fit of blind rage Aella travels to the nearby village where 
Sendara witnessed Rosari being taken and attempts to burn 
it to the ground, killing every male within and offering 
the women a chance to join the den. The young boys 
can either choose slavery or death. She will torture the 
residents until she finds out where Rosari is hidding. This 
is a genuine way to test player morals. She carries a Cube 
of Force (SRD), two healing potions and 300 Gold which 
all drop upon death.

Long Term Motives
After Rosari was thrown from the island, Aella had 
a vision for her home. Not all of her Amazon sisters 
were strong like her. She has determined that breeding 
the strongest with the strongest would generate perfect 
offspring and their sole purpose would be war. To create 
a breed of amazon specifically designed for domination, 
the woman would fight for glory and the men would use 
their new given physique to build their woman bigger and 
stronger war machines. In Aellas’ mind it wasn’t about 
weak men and strong women anymore. It was about 
weeding out the weak and building the strong regardless of 
gender. To dominate the world and create the perfect race 
in her ever growing insanity.

Bond
When Aella was a little girl, she was praised for her 
strength and willingness to become independent. Her sister 
Sendara was a lot like her. Strong and independent. The 
two got along very well. However once Rosari was born 
things changed. Rosari was praised for doing nothing. She 
wasn’t strong and she always needed help. That help came 
from Aella. Aella saw this as a punishment and forever 
looked down upon weakness.

Flaws
Aella will often completely underestimate an opponent if 
they look small or weak. Even a powerful wizard is still a 
peon in her eyes. This unfortunately causes her to drop her 
guard against such foes all too often.

Aella Utheraki
Medium humanoid (goliath), chaotic neutral

Armor Class 17 (leather armor)
Hit Points 110 (15d8 + 35)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 15 (+2) 16 (+3) 16 (+3) 14 (+2) 16 (+3)

Saving Throws Str + 5, Con +8, Wis +5
Skills Deception +7, Insight +6, Perception +6, Stealth +6
Senses darkvision 120 ft., passive Perception 15
Languages Common, Giant
Challenge 6 (2,300 XP)
 
Innate Spellcasting. Aella’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. detect magic, magic missile
2/day each. fireball, hold person, spike growth
1/day each. plane shift (self only)

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

Actions
Multiattack. Aella makes one spell attack and one melee attack.

Glass Blade. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 28 (4d10 +5) slashing damage.

Legendary Actions
Aella can take two 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. Aella regains spent 
legendary actions at the start of their turn.

Bellowing Bear. Aella dances a wild and unpredictable assortment of 
ferocious bellows and roars that are distracting to her enemies. As a 
bonus action, Aella can choose a creature she can see within 30 feet 
that can see and hear her. That creature must make a Wisdom saving 
throw. If it fails its saving throw, it gains disadvantage on all attacks not 
made against Aella until the end of its turn and Aella gains a +2 bonus 
to her Armor Class against that creature. A creature that succeeds on 
the save becomes immune to the effect for 1 minute.

Charging Cheetah. Aellas dances a majestic dance that turns a swift 
run into a dazzling spectacle, using the grace of a feline to swiftly 
dart between foes. When Aella uses her action to Dash, she can use 
her bonus action to make one melee weapon attack. If she moves at 
least 10 feet in a straight line immediately before taking this bonus 
action, she gains a +5 bonus to the attack’s damage roll. Before she 
makes the melee weapon attack, she may make the attack with 
disadvantage. If she does, increase the bonus damage to +10.

Memorable Monsters-A
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A 
creeping darkness looms over a hillside village as 
well as the farmlands and forest surrounding it. From 
a long-forgotten temple hidden in a blighted circle 

of the forest, an abomination crawled from the decayed 
remains of slain cultists. The soul of a demon bound in 
servitude, combined with a hideous amalgamation of 
cancerous bone, putrid flesh, and dark magics, peers out 
over the land with hunger. Slithering through the shadows 
of the night, this creature stalks all manner of prey to 
consume but keeps its senses open for minds to corrupt.

Flesh, whether fresh or a wretched pile scavenged from 
the beasts of the forest; any can satisfy the cravings of 
Agar, but for a moment. As a nalfeshnee, Agar was called 
to the living world to corrupt and consume, and after 

having his soul trapped in an artifact he has 
only known hunger. Having this new form 
compounds that hunger with a need to keep 
the form stable with a constant supply of 
new flesh as the form withers and decays.

Background
Agar was a soul lost in the torrent of the 
River Styx before clawing his way out. 
After eons within the Abyss, Agar assumed 
various forms before being transformed into 
a nalfeshnee. While proving himself to be 
a loyal servant of his demon lord, Agar was 
summoned from the depths by cultists in 
servitude of their common master to spread 
chaos in the world. 

During a ritual sacrifice to their master, the 
cultists’ devious plans were discovered by an 
adventuring party exploring the temple. The 
party dispatched the cultists as well as the 
demon, however, they did not have the proper 
spells, abilities, nor experience to cleanse 
the site of its defilement. Though the cultists 
were slain and their corrupt souls forfeited 
to the realm of the abyss, the demon was 
not permanently slain and his consciousness 
remained bound to an artifact within the 
temple. As the bodies of the cultists began 
to fester, decay, and liquefy into a common 
puddle, the demon lord of the temple used 
its power to attach the dormant soul of Agar 
to the mass of intertwined corpses, allowing 
him to rise again.

Current Motives
Agar’s current motives are to sneak into 
the town that he is stalking. The demon 

has been able to satisfy its appetite on the lowly creatures 
of the forest, but its hunger grows for the souls and minds 
of those that it can corrupt. The demon will have snuck 
into the town under the cover of darkness. He could have 
corrupted a villager and be hiding in the basement of a 
home where his stench may escape and draw the attention 
of a passerby, or hiding in the sewers to mask his odor 
while stalking prey.

Agar can be used as an NPC as follows:

A villain – Although the demon has urges to consume in 
order to satisfy his appetite, the core of his demon nature 
wants to corrupt the minds of as many souls as possible.

A-Memorable Monsters
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A quest giver – If the players are running a dark campaign, 
the demon can offer the players a quest; to help Agar finish 
the ritual that was started by the cultists that summoned 
him, allowing him to fully manifest his demonic body, 
either through a sacrifice, or some other insidious purpose.

As a cursed artifact – If the players manage to subdue 
Agar, they could discover the artifact to which the 
demon’s soul is bound. Whether it is a magical weapon or 
an amulet, Agar could whisper words to both inspire and 
corrupt the one that wields it.

A knowledge giver – This demon has lived in the demonic 
realms for a significant amount of time and had been in 
service to the cultists many decades in the past. Agar may 
offer the party information in return for sparing his current 
life on this plane of existence. 

Long Term Motives
Agar was summoned by cultists to the living world and 
bound to aid in the spread of their demon lord’s influence. 
Agar’s long-term motives are not only to spread chaos and 
corruption, but to finish the ritual that was started decades 
ago. If Agar senses darkness within an intelligent creature, 
he will attempt to nurture that darkness in an attempt to 
gather more cultists for his lord and the ritual.

Ideal
Agar is a chaotic and evil creature. He holds no sympathy 
for man, child, nor beast. Having no memory of his 
previous life, only of the demonic realms, Agar finds chaos 
and corruption as a necessity of his realm, so he seeks to 
disturb balance and order whenever possible. 

By slinking in the shadows and observing, Agar may creep up 
on people having arguments, and with his telepathic abilities 
may sow seeds of doubt. He may take note of cruel parents and 
break or damage property to incite resentment, hatred, and rage 
among a family and tear their familial bond to shreds. 

Whispering dark thoughts into the minds of the 
unsuspecting, the demon may gradually turn otherwise 
harmless people into creatures as twisted as himself.

Bond
Though Agar has his own selfish goals, much like any 
demon in the Abyss, he respects the power of his demon 
lord and is bound into servitude. Agar’s soul could have 
been left abandoned inside the ruins of the temple but he 
was granted this body with a purpose. 

Flaws
Because he is a demon, Agar sees mortals as inferior 

creatures and does underestimate their powers. When 
the demon could use traps to ensnare enemies or prey, he 
does not; Agar is either a hunter that stalks his prey or, if 
cornered, lashes out rather than devise a cunning defense. 
This flaw is a major reason the cultists to whom Agar was 
previously bound met their end.

Because the demon was summoned and his soul bound to 
a magical artifact, Agar must carry that artifact with him 
to be able to continue the possession of the form. If the 
artifact is removed from the host for one day, Agar will 
lose hold over the body, which will cease to function. If 
the magical artifact comes into contact with another being 
with a soul it must succeed a Wisdom save (DC 15) or be 
possessed by the demon. This artifact can take the form of 
a piece of jewelry worn by Agar or a weapon that can be 
wielded in place of the Slam attack.

Agar the Cursed 
Amalgamation
Large fiend (demon), chaotic evil

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

 STR  DEX  CON  INT  WIS  CHA
 16 (+3) 8 (-1) 16 (+3) 19 (+4) 12 (+1) 15 (+2)

Skills Stealth +2
Damage Resistances lightning; bludgeoning, piercing, and slashing 

from nonmagical attacks
Damage Immunities poison
Condition Immunities poison, blinded, exhaustion
Senses blindsight 60 ft. (blind beyond this radius),

 passive Perception 10
Languages Abyssal, Common (telepathy 120 ft.)
Challenge 5 (1,800 XP)
 
Life Absorption. Whenever Agar has grappled a creature he regains 
a number of hit points equal to the damage dealt by Engulf.

Actions
Multiattack. Agar makes two slam attacks. If both attacks hit a 
Medium or smaller target, the target is grappled (escape DC 14), 
and the demon uses his Engulf on it.

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

Engulf. Agar engulfs a Medium or smaller creature grappled by him. 
The engulfed target is blinded, restrained, and unable to breathe, 
and must succeed on a DC 14 Constitution saving throw at the start 
of each of Agar’s turns or take 13(2d8 + 4) acid damage. If Agar 
moves, the engulfed target moves with him. The demon can have 
only one creature engulfed at a time.

Memorable Monsters-A
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S
urrounded by an aura of holy radiance, a knight 
in gleaming platinum armor steps forth into the 
fray. How he came to be in this place is unknown. 

Only moments before, his armour was dull and shadowed. 
The light which now reflects from it in a dazzling corona 
was instead absorbed by a cloak of shadow. With deadly 
efficiency, his scintillating blade slices through foe after 
foe. Limbs drop, heads roll and a deathly silence ensues, 
broken only by the sheathing of his weapon.

Albus, the Gleaming Assassin, is an angel stuck in 
humanoid form. He was once an agent of the deity of light 
and life but was corrupted by mortal wealth after taking 
a contract to kill a mortal for a hefty reward of platinum 
pieces. Renounced by his deity for such greed, Albus was 
cursed to lose his angelic form. Stuck in the mortal realm, 
Albus decided to indulge his love for all that glitters and 
work as a contract assassin.

Background
As a devoted celestial agent of the deity of light, Albus did 
exactly as was commanded of them at all times, serving 
the deity as a messenger and occasionally a warrior. 
Unfortunately, the angel became corrupted by the promise 

of material wealth when on a pilgrimage to the mortal 
realm. They saw a bounty of a thousand platinum pieces 
posted for a foul criminal and decided that they could serve 
their deity’s interests by killing an evil humanoid and also 
garner some reward for themself. Unfortunately, after they 
claimed the reward, the angel learned that the claims were 
fraudulent - the slain mortal was not a criminal, but an 
honest man who the rich wanted eliminated.

The heinous act that the angel committed was punished 
severely. They had served their own motives, not those 
of their deity, and furthermore had killed an innocent. As 
a repercussion, the angel was stripped of their ability to 
change form - leaving them stuck in humanoid form - and 
was abandoned on the mortal realm.

At this time, the angel took the identity of Albus, the 
Gleaming Assassin. In for a penny, in for a pound. He 
melted down his bounty of platinum pieces and had it 
forged into armor and a blade. Now, he continues to accept 
bounties from the highest bidder, taking whichever lives 
will fill his pockets.

A-Memorable Monsters
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Current Motives
Albus is bitter and jaded. He no longer cares for his deity, nor 
for his identity as an angel. His only motivation is wealth. 
The more he amasses, the more he can forget his past failures. 
As a skilled assassin, Albus takes on the highest paying 
contracts to eliminate targets of any description.

Albus can be used as an NPC as follows:

An ally – If the characters need to take down a powerful 
foe, they might be able to hire Albus to help. Alternatively, 
the patron of a quest the party is on might hire Albus to 
assist them in their quest.

A villain – Albus doesn’t hold grudges, so is unlikely to 
hunt the party himself. However, if a rich individual wants 
the party dead, he would certainly take the contract. In 
fact, he might work with the party to defeat a villain, then 
betray them while they are weak to claim both bounties!

A quest giver – Characters might be able to get into 
contact with the deity of light, Albus’s former patron. With 
their guidance, the characters might be able to convince 
Albus that material wealth is not worth the price he is 
paying, and help to restore him to celestial status.

Long Term Motives
Albus is obsessed with material wealth. He seems to think 
that by amassing wealth, he’ll be able to forget his past 
transgressions. Whether this actually helps Albus or not, 
only he knows.

Ideal
Albus is motivated by greed. The more money the better. 
Nothing is more important than amassing wealth.

Bond
Albus’s armor and blade are forged from the original bounty 
of platinum pieces he claimed that resulted in his expulsion 
from the heavens. Perhaps he keeps them as a memento of 
his new existence, or perhaps as a token of shame.

Flaws
Obsessed with wealth, Albus’s once pristine regard for 
mortals has decayed beyond recognition. He’ll slay 
anyone provided the bounty is big enough.

Furthermore, with his ability to raise the dead, Albus 
might try to trick those he takes contracts from. Claiming 
to have killed the individual, accepting the reward, then 
bringing them back to kill them again for someone else, 
thus claiming multiple bounties for a single target.

Albus, The Gleaming 
Assassin
Medium celestial, neutral

Armor Class 18 (plate)
Hit Points 136 (16d8 + 64)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
  18 (+4) 18 (+4) 18 (+4) 20 (+5) 17 (+3) 20 (+5)

Saving Throws Dex+8, Int +9, Cha +9
Skills Acrobatics +8, Deception +9, Insight +7, Perception +7, Stealth +9
Damage Resistances poison, radiant; bludgeoning, piercing, and 
slashing from non-magical attacks
Condition Immunities charmed, exhaustion, frightened
Senses darkvision 120 ft., passive Perception 17
Languages all, telepathy 120 ft.
Challenge 12 (8,400 XP)
 
Angelic Weapons. Albus’s attacks are magical. When Albus hits 
with any weapon, the weapon deals an extra 4d8 radiant damage 
(included in the attack).

Assassinate. During his first turn, Albus has advantage on attack 
rolls against any creature that hasn’t taken a turn. Any hit Albus 
scores against a surprised creature is a critical hit.

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

Heavily Stealthy. Albus does not suffer disadvantage on Dexterity 
(Stealth) checks for wearing heavy armor.

Innate Spellcasting. Albus’s spellcasting ability is Charisma (spell 
save DC 17). Albus can innately cast the following spells, requiring 
only verbal components:

 At will: detect evil and good
 1/day each: commune, raise dead

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

Sneak Attack. Once per turn, Albus deals an extra 14 (4d6) damage 
when he 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 Albus that isn’t 
incapacitated and Albus doesn’t have disadvantage on the attack roll.

Actions
Multiattack. Albus makes two longsword attacks.

Longsword. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 8 
(1d8 + 4) slashing damage plus 18 (4d8) radiant damage, or 9 (1d10 + 4) 
slashing damage plus 18 (4d8) radiant damage if used with two hands.

Healing Touch (3/Day). Albus touches another creature. The target 
magically regains 20 (4d8 + 2) hit points and is freed from any curse, 
disease, poison, blindness, or deafness.
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10

A
lkarith is well known among the soldiers and 
warriors of the lands. Tales of the Knight Alkarith 
are legendary. Even more so, are the tales of his 

fate becoming the Cursed Battlelich. Alkarith wanders 
all lands seeking worthy opponents that would finally 
end him. His strict code as a knight in his past life keeps 
him from harming anyone else that isn’t a combatant, but 
his hatred for archery or ranged attacks makes anyone 
wielding them his first targets. Time has worn away most 
of his flesh and armor. Parts of his skeleton have glowing 
jagged emerald shards growing out of them. 

Background
In an ancient and forgotten era, Alkarith was a feared 
knight in any battlefield. Swift and fierce, his strikes were 
like a viper biting and retracting for the next target. Ever 
loyal to his childhood friend, Vilamyr, who would later 
become king, Alkarith would always obey and execute 
his orders with precision. During a great siege, Alkarith 
was mortally wounded, not by an enemy atop the walls 
but one of his own who struck him in the back with an 
arrow, nicking his heart. When Alkarith turned to look 
at his attacker, he was met with a grin that threw him 
into a frenzy. Bleeding out, he charged the archer down, 
deflecting arrow after arrow. With seemingly unnatural 
strides, he closed the distance and cleaved off the archer’s 
head before finally falling to his knees. 

Vilamyr witnessed his knight’s fall. He feared losing his 
old friend, but most of all, his greatest soldier. Vilamyr 
summoned all his wizards on the battlefield and ordered 
them to do all they could to save Alkarith, but it was too 
late. One, though, managed to capture Alkarith’s soul. 

Vilamyr offered an emerald from his own crown to act as 
a storage for the soul and demanded that that wizard find 
a way to bring Alkarith back somehow. The wizard took 
Alkarith’s body, the emerald, and fled the battlefield. 

Using dark and forbidden magic, and costing some servants 
their souls, the wizard succeeded. Alkarith’s return was to 
be a cursed existence however. The emerald was absorbed 
by his body and became part of his being. His eyes opened 
and shined a piercing green. Memories of betrayal lingered 
and clouded his new emerald heart. Thoughts of traitors and 
archers using cowards’ weaponry echoed in his mind and 
overwhelmed his reason. Tormented by this existence from 
the very moment he came back, he slew the wizard and fled 
to wander the lands.

Over the years, he would appear and challenge armies 
to try and defeat him. Each time, he would first slay any 
and all archers that dared nock an arrow in his direction. 
In time, he sought out would-be heroes, great monster 
slayers, and anyone or anything that was known for their 
strengths or powers, so that he might challenge them. 

Current Motives
Seeking an honorable death through combat is all what 
drives Alkarith forward. He seeks out anyone that looks 
like they know battle, ignoring any and all that don’t. 

Alkarith can be used as an NPC as follows:

A quest source – Becoming cursed by the Emerald 
Heart after defeating Alkarith is a path to a quest to rid 
themselves of it.
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A recurring enemy – Having been defeated, Alkarith 
could stalk the players’ characters after he revives and 
challenge them multiple times.

An ally – Alkarith may side with adventurers if it could 
lead him to the true death. Doing so, though, he will still 
like to die by combat. 

Long Term Motives
Alkarith longs for the true death, not one from which he 
can return.

Ideal
Alkarith still follows his code from when he was a knight. 
He will not harm anyone that doesn’t know of battle. 
Though he challenges his opponents to battle, should they 
refuse, he will call out their cowardice and attack anyway. 

Bond
Alkarith is only bound to his undead immortality, and 
seeks release from it through battle.

Flaws
Alkarith is entirely unaware of the Emerald Heart he has. 
He believes that every time he revives, it is just from his 
curse. He thinks that maybe if he ‘dies’ enough times that 
he will stay dead at some point.

Emerald Heart
Magic Item (legendary), cursed, requires attunement

A beautiful, heart-shaped emerald the size of a 
tangerine. Inside, one can see a swirling fog that 
glows. 

When a creature attunes with the Emerald Heart, 
it immediately jumps to their chest and aligns with 
their own heart. If that creature is wearing armor and 
clothing, it melts away only whatever directly covers 
it. The heart always remains visible, eating away at 
anything that is used as a covering. 

Any attempts to remove or destroy the heart are met 
with a force blast that pushes the creature attempting 
to do so, dealing 2d6 force damage and pushing the 
creature 10 ft. away. The cursed creature cannot 
physically touch the heart, they merely pass through it 
with their fingers. 

Your Strength score is 19 while you are attuned with 
the Emerald Heart. It has no effect on your Strength if 
your Strength is already 19 or higher without it.

Curse. On the seventh day of being attuned with 
the emerald heart, after a long rest, the creature 
must make a 15 DC constitution saving throw. On 
a failed save, they receive a level of exhaustion. 
Levels of exhaustion gained by the emerald heart 
cannot be recovered from after long rests. Repeat 
the saving throw every 7 days until the creature dies 
from exhaustion. After the creature’s death, Alkarith 
manifests from the Emerald Heart with full HP 
consuming the body of the creature. 

Alkarith, Cursed 
Battlelich
Medium humanoid (undead), chaotic neutral

Armor Class 16 (natural armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 16 (+3) 14 (+2) 14 (+2) 11 (+0) 11 (+0) 12 (+1)

Skills Athletics +5, History +2, Persuasion +3
Senses passive Perception 10
Languages Common, Elvish
Challenge 2 (450 XP)
 
Undead Fortitude. If damage reduces Alkarith to 0 Hit Points, he 
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, Alkarith drops to 1 hit point instead.

Actions
Multiattack. Alkarith makes two greatsword attacks or one 
greatsword and and one Necrotic Force Push attack.

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

Necrotic Force Push. Melee Spell Attack: +4 to hit, reach 5 ft., one 
target. Hit: 3 (1d6) force + 3 (1d6) necrotic. A burst of deadly force 
emits from the palm of Alkarith. On a hit, the creature is pushed 15 
feet away from Alkarith in a straight line.

Vengeful Ambush (Recharge 4-6). Alkarith can use the misty step 
spell at will but only does so to teleport behind a creature that 
Alkarith used his Vengeful Reversal on. Alkarith immediately uses his 
multiattack afterwards.

Reactions
Vengeful Reversal. Alkarith can use his reaction to deflect a missile 
when he is hit by a ranged weapon attack. When he does, reduce 
the damage by 10 (1d10 + 5). If the damage is reduced to 0, Akarith 
can deflect it back to the attacker with a necrotic force push, dealing 
damage equal to the original damage die +2 (1d4) necrotic.
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T
he fen country is full of legends. Most of them 
are about all of the awful ways there are to die 
in a region full of thick, sucking bogs, predatory 

monsters, and plague-bearing insects. Some, like the story 
of Argryth, are about ways to survive by propitiating 
powerful creatures that make their home in the fens. 

Argryth, the crocodile-headed fiend, is rarely seen in the 
fens but his influence is widely felt. Fisherfolk, eel-catchers, 
and herb-gatherers all wear charms to avoid his attention, 
and every cottage and hamlet throughout the region knows 
to set out offerings of meat, fish, or liquor for him on certain 
nights. To those who follow his rules and show him respect, 
Argryth offers a certain amount of protection from the 
monsters of the fens, and from outsiders. 

Background
In a hellish lower plane from whence he came, Argryth 
was nothing. A lowly minion, a servitor to a far more 
powerful being who neither respected nor even noticed 
him. It was no life for a creature with as much potential as 
Argryth knew he possessed. 

Sent to the material plane on a trivial errand for his master, 
Argryth discovered for the first time that even a fiend as 
low in the infernal hierarchy as he was substantially more 
powerful than most things that walked, swam, or crawled 
the surface of the world. He enjoyed exercising his power: 
hunting, feasting, and terrifying the soft, fleshy, humanoids 
into obedience. It occurred to him that an endless lifetime 
of service meant nothing compared to a brief period 
of freedom. He would stay, he decided, and enjoy the 
pleasures of the material plane as long as he could. 

The cold, wet fenland that Argryth chose for his home 
contained nothing more dangerous than a few amphibious 
beasts, some spirits, and roaming, drowned undead. 
Nothing that could challenge Argryth. A few carefully 
chosen demonstrations of his prowess, in the form of 
bloodshed and murder, convinced the local humans and 
goblins that he was not to be trifled with. 

The cowardly mortals did the rest of the work on their own: 
stories about the crocodile-headed fiend of the fen became 
local legends. People began to leave Argryth offerings and 
even occasionally pray to him for protection. He doesn’t 
object. Sometimes, if it suits him to do so, he hunts, kills, 
and devours some new beast that has arrived to threaten 
the dwellers of the fens. Other times, if a traveler wanders 
off one of the few safe paths, he eats them. Half the fun is 
following his instincts. The rest is in the slowly growing 
sense of pride: he knows now what it is to be feared and 
worshipped, and it’s positively addictive. 

At first, Argryth didn’t care if he was found and recalled 
to the underworld. He assumed he would be caught and 
punished, and that it would be worth it for however much 
time he had above. He’s been in the material plane for over 
a decade now though, and the longer he stays, the more 
determined he is to never return. He could never fit into a 
hierarchy again, at least not one where he was at the bottom. 

The only things that scare Argryth are creatures more 
powerful than he is. He’s very conscious of his limitations. 
The whole reason he likes the fens is that nothing there 
really troubles him. Disruption to his comfortable lifestyle, 
in the form of challengers to his dominance — be they 
beast, humanoid, or other — stir him into vengeful action. 
Any word of fiends nearby drives him into a panic, and he 
is torn between hiding and driving them away. 

Current Motives
Argryth’s desires are simple: comfort, power, and the 
respect and fear of those around him. His watery den in a 
stagnant pool is decorated with driftwood and bones, and 
more ornaments, in the form of trophies from defeated 
enemies, are always welcome. Perceived disrespect is 
rapidly and viciously punished. Argryth often kills as 
a display of power, but he’s as likely to maim a victim 
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and let them live so that they remind others of the 
consequences of the fiend’s displeasure. 

Lately, rumors of a young black dragon in his territory 
have Argryth on edge. He wants it dead before it has time 
to grow in power and threaten his domain. 

Argryth can be used as an NPC as follows:

A captor – For low-level characters, waking up in Argryth’s 
larder would be an ordeal. When they escape his watery 
den, they find that the local villagers (both human and 
goblin) want to return them to Argryth’s keeping. They’re 
too scared of the fiend to be party to letting his food escape.

A quest giver – Argryth needs to confirm whether there is 
truth to rumors of a black dragon in his territory. He orders 
the characters to investigate, using threats (of capturing and 
devouring friends or loved ones) or bargains (his protection, 
safe passage through the fen, his assistance against a mutual 
enemy) to bring the characters into his service. 

A servant – For more powerful characters, defeating 
Argryth could bring him into their service as a bodyguard 
or laborer. He schemes and plots the entire time he works 
for them, collecting information that could turn them 
against one another, destroy their reputations, or reveal 
their weaknesses.

A local legend – a friend or ally, likely a monster hunter 
or follower of a good-aligned deity, vanishes in the fen 
after beginning to hunt Argryth. Local legends present him 
as either much more powerful (a greater fiend; a god) or 
much less powerful (a very large, ill-tempered crocodile), 
providing a twist when the party encounters him.

Long Term Motives
Argryth’s long-term motives are still taking shape. 
Eventually, he may want to expand his territory or go 
from terrorizing the local humanoids to actively being 
worshipped as a god. To do that, he would have to find a 
way to provide tangible benefits in return for service. For 
example, he might collect minor magical items he could 
dispense as boons. 

Ideal
Strength is power. Anything that Argryth can seize and 
hold is his by right. Any creature weaker than him owes 
him obedience and service. The reverse is also true: if a 
more powerful creature defeats him, he will serve it until 
he can find a way to wriggle free.

Bond
What is power without subjects to acknowledge it? 

Argryth enjoys the fear and respect he receives as master 
of the fens and will do a certain amount to repay it, 
keeping his subjects safe from monsters other than him.

Flaws
Argryth is a coward. He’s scared of consequences, 
punishment, and most importantly anything more powerful 
than he is that could hurt, kill, or take power over him. 
When he fears for his life or freedom he panics and makes 
bad deals in order to escape. 

Argryth
Large fiend, chaotic evil

Armor Class 15 (natural armor)
Hit Points 119 (14d10 + 42)
Speed 30 ft., swim 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 13 (+1) 17 (+3) 11 (+0) 13 (+1) 6 (-2)

Saving Throws Strength +7 Constitution +6
Skills Athletics +7 Intimidation +1 Perception +4 Survival +4 

Stealth +4
Damage Resistances Fire
Senses darkvision 60 ft., passive Perception 13
Languages Abyssal, Common
Challenge 8 (3,900 XP)
 
Amphibious. Argryth can breathe both air and water.

Camouflage. Argryth has advantage on Dexterity (Stealth) checks to 
hide in swamps or fens.

Devastating Aggression. Argryth attacks in a vicious display of power. 
He scores a critical hit on a die roll of 19 or 20, after a critical hit 
attacks against him have advantage until the start of his next turn. 

Actions
Multiattack. Argryth makes three attacks, two with his claws and 
the other with his bite or his tail.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 19 
(3d10 + 4) piercing damage. On a critical hit the target’s hit point 
maximum is reduced by an amount equal to the damage taken. The 
target dies if this attack reduces its hit point maximum to 0. The 
reduction lasts until removed by the greater restoration spell or 
other magic. 

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 11 
(2d6 + 4) slashing damage.

Tail. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. Hit: 15 
(2d10 + 4) bludgeoning damage. Creatures that fail a DC 15 Strength 
saving throw are knocked prone.
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A
rwel appears as a normal unicorn, but it is one that 
was brought back to full life from the brink of death 
by a Gaiazan. Arwel is possibly the only known 

unicorn to be also part plant. Plant fiber works in place of 
muscle tissues. Veins carry a solution of blood and glucose 
to the rest of the body. While most of Arwel’s head and 
upper body are still flesh, its innate magic has allowed 
plant to permeate through to his brain so that everything is 
as if it were one being. 

Background
A chill wind floated through the Falagru Woods, and 
the chirps of crickets grew silent, lending to an already 
eerie night. The hoots of owls and other calls of the night 
vanished for an unknown reason. Thuil, a woodland pixie, 
went to go investigate. After hearing strange crunching, 
she landed on a branch and peered into the darkness. After 
some more crunching, she noticed twelve glaring dark 

orange eyes, a maw with fierce serrated teeth, and human-
like arms with hands, too many hands. The creature was 
feeding on a few owlbear chicks, passing them around 
with the strange hands all over its body. Thuil failed 
to stifle a gasp at the sight of the abomination, and all 
eyes began searching in all directions. She panicked and 
began to fly away. As she turned, the creature let out an 
otherworldly screech that felt like the wails of all many 
banshees coming together as one. Thuil’s tiny heart raced 
almost as fast as her wings as the creature chased her. 

As she reached out with her mind, a voice answered her 
call for aid. Arwel, a nearby guardian unicorn, began 
galloping in a thunderous haste towards her. The monster 
was stomping through the woods, ripping aside branches 
to force its way through, hands waving in all directions, 
and began chattering incoherent noises. Arwel arrived as 
Thuil flew by and snorted aggressively at the oncoming 
abomination. The creature paused, eyes looking in all 
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directions, spinning its head around. Multiple hands 
began to crack as large claws grew out from the fingertips. 
Arwel, sensing the danger this creature posed, called out to 
the forest for further aid.

Seeing new prey, the creature surged towards Arwel, and 
Arwel charged back. Raising his magical shield around 
himself, Arwel lowered his head to impale the hideous 
creature. While he struck true, the creature was unfazed as 
clawed hands grabbed and lifted Arwel to tear at his belly, 
disemboweling the forest’s guardian. Arwel began to feel 
cold, and all he could hear were the terrible screeches the 
creature was making. A loud boom, though, caught his ears 
and the creature tossed him aside. The unmistaken familiar 
green glow of a Gaiazan appeared. The creature hissed at 
the brightness of its light and began backing away. The 
Gaiazan immediately animated several large trees in the 
area and melded them together into one large tree around 
the creature. It howled and squealed and clawed at all the 
bark of the trunks, but to no avail. The Gaiazan sealed it. 

Arwel had done well. He may have only stalled the creature, 
but it was enough to save Thuil. And, for that, he was glad. 
His consciousness began to fade when warmth pierced 
his being. The warmth spread through his body; it became 
easier to breathe. His eyes opened and witnessed the 
Gaiazan reaching out to him, giving him life. His wounds 
were gone; his destroyed organs replaced with plants. 

Current Motives
Arwel keeps watch in the Falagru woods. He never 
strays too far from the giant tree that contains the ghastly 
abomination creature. He wishes that nothing ever comes 
to release it from its wooden prison.

Arwel can be used as an NPC as follows:

An information giver – Arwel will tell his story and warn 
those of the creature that is kept in the giant tree.

A quest giver – Since Arwel knows almost nothing about 
the creature in the tree, he may ask adventures to seek 
out any knowledge that may pertain to the creature, and 
perhaps destroy it.

A healer – Arwel is glad to be of aid to those in need and 
may heal wounds of those traveling through.

Long Term Motives
Arwel seeks knowledge that may lead to ridding the forest of 
the creature sealed within the giant tree of Falagru woods.

Ideal
Arwel still holds his place as a guardian of Falagru woods, 

and even though he’s now in a weaker state, he believes he 
can still rid the forest of this invader and any still to come.

Bond
Arwel has always been bound to his home forest, and now, 
even more so as the Gaiazan spared his life. Arwel keeps 
watch so that no other may experience what he did. 

Flaws
Since Arwel is part plant, he is not as strong as he used to 
be. Keeping Flesh and Plant fiber in unison in one hybrid 
being takes its toll. Arwel is still adapting to this form. 

Arwel, Hybrid Unicorn
Large plant celestial, lawful good

Armor Class 11 
Hit Points 36 (5d10 + 9)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 14 (+2) 15 (+2) 11 (+0) 17 (+3) 14 (+2)

Damage Immunities poison
Condition Immunities charmed, paralyzed, poisoned
Senses darkvision 60 ft., passive Perception 13
Languages Common, Elvish, Sylvan, telepathy 60 ft.
Challenge 2 (450 XP)
 
Charge. If Arwel moves at least 20 ft. straight toward a target and 
then hits it with a horn attack on the same turn, the target takes 
an extra 9 (2d8) piercing damage. If the target is a creature, it must 
succeed on a DC 15 Strength saving throw or be knocked prone.

Innate Spellcasting. Arwel’s innate spellcasting ability is Charisma 
(spell save DC 13). He can innately cast the following spells, requiring 
no components:

 At will: detect evil and good, druidcraft, pass without trace
 1/day each: calm emotions, dispel evil and good, entangle

Actions
Multiattack. Arwel makes two attacks: one with his hooves and one 
with his horn.

Hooves. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
9 (2d6 + 2) bludgeoning damage.

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

Healing Touch (3/Day). Arwel touches another creature with 
his horn. The target magically regains 11 (2d8 + 2) hit points. In 
addition, the touch removes all diseases and neutralizes all poisons 
afflicting the target.
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H
ulking and vaguely bovine, the Bane of Banbarroch 
is a formidable beast that lurks in the swamps near 
the town which gives the monstrosity its name. 

Despite its animalistic appearance, the Bane is actually 
more intelligent than most folk, capable of conducting 
conversations in many languages, and of influencing the 
natural creatures in its surroundings.

The Bane of Banbarroch is shrouded in fear-filled myth. 
Rumors as to its exact nature and powers range from 
flight to a petrifying gaze. From fire breath to a poisonous 
stench. Some claim it has a hide that is thicker than the 
bark of a swamp oak. Some claim it fears nothing save the 
freshly squeezed juice of apples. What is certainly true is 
that the beast abuses the townfolk of Banbarroch, using its 
sinister intellect to its advantage.

Background
Before the town of Banbarroch was formed, the surrounding 
area was not a swamp, but a healthy, thriving wetland. 

When the townfolk moved in and built their settlement, 
the refuse from the development began to pile up around 
the walls and was disposed of in the wetlands. As more 
folk moved into the thriving Banbarroch, the waste and 
pollution created by their industry further contaminated the 
wetlands turning them into a swampy bog. The wildlife that 
flourished there began to struggle to survive.

After some time, the town of Banbarroch became popular 
with alchemists and mages who saw the location as 
desirable thanks to its proximity to diverse ecosystems 
which could be exploited for their alchemical and spell 
components. Before long, the befouling waste leaving the 
town took on a magical nature, and the corruption of the 
local wetland went from bad to bizarre.

One of the unforeseen consequences of this arcane 
pollution was the Bane of Banbarroch. Originally a 
water buffalo-like creature, the Bane became twisted 
and morphed by magical contaminants. It was bestowed 
with preternatural intelligence and the ability to breathe 
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a variety of noxious gases. The monstrosity understands 
that the town is causing its environment to deteriorate, and 
torments the townsfolk in the hope that they will abandon 
their settlement and allow the ecosystem to rebalance.

Current Motives
Although it might appear terrifying at first glance, the Bane 
of Banbarroch has great sympathy for afflicted individuals 
- especially those who care for and about the preservation 
of natural environments. To this end, the Bane can help out 
lost adventuring parties, ask them to undertake sabotage 
missions in the town of Banbarroch or on its trade routes, 
and provide information about the local ecosystem.

The Bane of Banbarroch can be used as an NPC as follows:

An information giver – The Bane knows the local 
ecosystem back to front. If the party is searching for 
specific components, the Bane can help them out provided 
they share similar outlooks.

A guide – The Bane knows the safe routes through the 
swamp, and where the best places to rest are. If the party 
is willing to do favors for the Bane, it happily guides them 
through the swamp.

A quest giver – The Bane of Banbarroch wants the town 
to be abandoned and destroyed. If they are willing, the 
Bane can task the characters with disruption of trade 
routes, undermining of the local government, and other 
sabotage missions.

A villain – Characters that don’t sympathize with the Bane’s 
motives and goals might become enemies of the beast. 

Long Term Motives
The Bane of Banbarroch wants to see the town abandoned 
and left to ruin. Once the folk are gone, the polluting 
contaminants will cease to be created, and the local 
environment can begin to repair itself.

Ideal
The natural world is suffering at the hands of those folk 
inhabiting Banbarroch. They must be stopped.

Bond
The animals that are struggling in the swamps around 
Banbarroch are protected by the Bane.

Flaws
The Bane of Banbarroch is single-minded. There can 
be no solution other than the abandonment and eventual 
destruction of Banbarroch. Characters who try to convince 
the Bane of other methods to stop the pollution might 
fall into bad graces with the beast. Only a truly skilled 
negotiator could succeed.

The Bane of Banbarroch
Medium monstrosity, any alignment

Armor Class 14 (natural armor)
Hit Points 84 (8d10 + 40)
Speed 30 ft., swim 10 ft.

 STR  DEX  CON  INT  WIS  CHA
  19 (+4) 12 (+1) 21 (+5) 12 (+1) 14 (+2) 8 (-1)

Senses darkvision 60 ft., passive Perception 12
Languages Common, Dwarven, Elvish, Gnomish, Halfling
Challenge 5 (1,800 XP)
 
Charge. If the bane moves at least 20 feet 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 14 Strength saving throw or be knocked prone.

Relentless (Recharges after a Short or Long Rest). If the bane takes 
20 damage or less that would reduce it to 0 hit points, it is reduced 
to 1 hit point instead.

Actions
Multiattack. The bane makes two tusk attacks, or uses its Noxious 
Breath once.

Tusk. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 11 
(2d6 + 4) slashing damage.

Noxious Breath (3/Day). The bane breathes a cloud of noxious gas 
in a 15-foot cone. Each creature in the area must succeed on a DC 
15 Constitution saving throw or be subjected to one of the following 
effects (the Bane’s choice):

Sedation. The creature falls unconscious until it takes damage, 
or someone uses an action to shake or slap the sleeper awake.

Burning. The creature takes 21 (6d6) acid damage.

Petrification. The creature begins to turn to stone and is 
restrained. The restrained creature must repeat the saving 
throw at the end of its next turn. On a success, the effect ends 
on the target. On a failure, the target is petrified until freed by 
the greater restoration spell or other magic.
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B
laise is a half-elf ghost. He is a devout follower 
of a group of cultists to a demon lord. His cult is 
hellbent on trying to raise their master from the 

depths of the demon world to the material world to take 
it over. His spirit will not rest until he has achieved his 
goal. Blaise’s ghost is bound to his favorite axe, which 
lies in a temple next to his remains where he and his 
cultist brethren were killed by a group of adventurers who 
thwarted the cultists’ efforts to bring the Demon Lord to 
the material world.

Background
Blaise Grimhelm once had a family who died when they 
got on the wrong side of the cruel noble, Baron Silvergor, 
who ruled the village in which they lived in. Blaise, a 
priest, was tending to his temple one day as his wife and 
children traveled to the market. While she was shopping, 
the children escaped her gaze for a second. While playing, 
the children stumbled upon a side gate to the Silvergor 
Manor grounds and snuck inside.

While they were sneaking around in their curiosity, they 
bumped into the nobleman’s son, Geth, who was the 
same age as them and he fell and got a bruise. When the 
nobleman found out who was responsible, he ordered the 
children to be executed for their transgressions. Blaise’s 
wife tried to force her way through the crowd to protect 
her children and the guards cut her down as she reached 
her children, who were then executed.

Amidst his grief and knowledge that he wasn’t powerful 
enough to avenge his wife and children’s death, he felt 
betrayed by and turned away from his god. Though in 
despair, Blaise was still attuned to spiritual life and found a 
willing ear to help him exact his revenge, a demon lord. This 
demon promised Blaise enough strength and power to take 
on Baron Silvergor, and all he asked in return was a pledge 
of service to him. Blaise accepted this patronage in a fit of 
wrath and despair; he began to form a cult and built a temple 
to the demon lord. Once he completed this endeavor, the 
demon lord told Blaise that the best way to finally achieve his 
revenge would be to raise the demon lord from the depths of 
the hells to the material world. Willing to do whatever it took 
to gain his revenge, Blaise gladly took on this task.

After creating the temple to the demon lord far from 
prying eyes, he began preparations to bring the demon lord 
to the material world as he had been instructed. While the 
preparations were under way, one of his cultist followers 
was attacked and taken prisoner by a group of adventurers. 
These adventurers learned of what was being planned, 
they made an assault on the temple, where they killed the 
rest of the cultists and Blaise Grimhelm.

Current Motives
Blaise is interested in making sure he 
doesn’t let his patron down and will 
use any means to bring his master to 
the material world, all so his patron 
can help him gain his revenge on 
the Silvergor family. He can be very 
charismatic and will at first try and 
coax anyone he encounters to help 
perform the ritual, even if he claims the 
ritual is to help him come back to life.

Blaise can be used as an NPC as 
follows:

An information giver – He is well 
versed in the components needed to 
raise creatures from another dimension. 

For the right price, he will happily share the location of 
said components and the rituals needed.

A quest giver – His focus is on raising his patron to the 
material world and will have adventurers acquire materials 
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Blaise Grimhelm
Medium undead (ghost), chaotic evil

Armor Class 11
Hit Points 45 (10d8)
Speed 0 ft., fly 40 ft (hover)

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 13 (+1) 10 (+0) 10 (+0) 12 (+1) 17 (+3)

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

Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened, grappled, 

paralyzed, petrified, poisoned, prone, restrained
Senses darkvision 60 ft., passive Perception 11
Languages Common, Elvish, Abyssal, Infernal 
Challenge 4 (1100 XP)
 
Ethereal Sight. Blaise can see 60 feet into the Ethereal world while 
in the material world, and vice versa.

Incorporeal Movement. Blaise 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 an object.

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

 At will: blade ward, eldritch blast
 2/day each: burning hands, hellish rebuke, scorching ray
Actions
Multiattack. Blaise makes two attacks.

Demon Lord’s Axe. Melee Weapon Attack: +6 to hit, reach 5 ft., target. 
Hit: 10 (1d12 + 3) slashing damage and deals 3 (1d6) necrotic damage 
and braise gains a number of temporary hit points equal to that amount.

Withering Touch. Melee Weapon Attack: +6 to hit, reach 5 ft., target. 
Hit: 13 (3d6 + 3) necrotic damage. On a hit, the creature must succeed 
on a DC 14 Constitution saving throw or take 3 (1d6) necrotic damage 
and braise gains a number of hit points equal to the number rolled.

Etherealness. Blaise enters the Ethereal Plane from the material 
world, or vice versa. It is visible on the material world while it is in 
the Border Ethereal, and vice versa, yet it can’t affect or be affected 
by anything on the other plane.

Horrifying Visage. Each non-undead creature within 60 feet of the 
Blaise that can see it must succeed on a DC 13 Wisdom saving throw 
or be frightened for 1 minute. If the save fails by 5 or more, the target 
also ages 1d4 × 10 years. A frightened target can repeat the saving 
throw at the end of each of its turns, ending the frightened condition 
on itself on a success. If a target’s saving throw is successful or the 
effect ends for it, the target is immune to Blaise’s horrifying visage 
for the next 24 hours. The aging effect can be reversed with a greater 
restoration spell, but only within 24 hours of it occurring.

to help complete a ritual to do that. He will attempt to 
withhold what the ritual is actually for.

A merchant – He knows the whereabouts of a myriad of 
random potions, such as 3 Potions of healing (greater), 
a potion of waterbreathing, and a potion of resistance, 
potion of etherealness within the temple his ghost resides 
in that he can trade for.

A villain –If anyone figures out what it is he up to or 
defies him, he will engage in combat.

Long Term Motives
Blaise seeks revenge on the Silvergor family and is 
convinced that the only way to achieve this is to finish 
summoning his master. 

Ideal
For Blaise, power, greed, and retribution are his motives 
for freeing the demon lord. He believes that by freeing the 
demon, he will be able to get revenge on the noble family 
that murdered his wife and kids. And will help him to 
become more powerful than they could ever possibly be.

Bond
His research to free the demon lord is his life’s work. He 
doesn’t want to disappoint his master and it is of the utmost 
importance to him. He will ensure it by any means necessary.

Flaws
Blaise’s loyalty to his master is so unwavering that it 
often blinds him of the consequences of some of his 
actions. Blaise believes so highly of him that he thinks 
that the demon lord can even return his own existence to 
the material world, as to whether the demon will keep his 
promise, it is yet to be seen. 

Demon Lord’s Axe
Weapon (Handaxe), rare

A black, magical fire ripples across the blade of this 
magical handaxe.

You gain a +1 bonus to attack and damage rolls made 
with this magic weapon.

You can use a bonus action to speak this magic axe’s 
command word, causing necrotic fumes to erupt from 
its blades. While the axe is coated in these fumes, it 
deals an extra 1d6 necrotic damage to any creature it 
hits. You gain a number of temporary hit points equal 
to the necrotic damage done. The fumes last until you 
use a bonus action to speak the command word again 
or until you drop or sheathe the axe.
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B
ounding through the 
blinding expanse of 
snow comes a streak of 

blazing orange - a tiger. As its 
immense bounds clear a rime-
coated ridge, the feline shape 
morphs into a humanoid form. 
The creature stands tall, surveying 
its surroundings. It sniffs the 
air, catching a whiff of blood 
on the wind, then paces into the 
tundrathorn grove in search of its 
yeti quarry.

Brother Blackstripe is the leader 
of a weretiger community in the 
frozen north. The band protects a 
tundra pass from ravenous yetis, 
marauding goblins, and other 
dangers that threaten the folk 
whose lives depend on essential 
trade along the route.

Background
As a human, Brother Blackstripe was a member of a 
monastery of religious acolytes dedicated to the study 
of prolonging life in times of struggle. His name at that 
time was Brother Blackstride. Blackstride and the rest of 
the order lived in a cenobium in the frozen north, where 
life was a constant struggle thanks to the unforgiving 
environmental conditions.

One winter, a lone traveler in desperate need of help sought 
out the monastery. They had been grievously wounded by a 
yeti and were on the verge of death. As their time drew near, 
the woman began fitting and spasming. In her death throes, 
she transformed, revealing herself as a weretiger. While 
trying to restrain her, Blackstride was bitten.

When his own transformation occurred, the whole 
monastery paid the price. Many were killed, and many 
more transformed. Blackstride changed his name to one he 
deemed more fitting and asked what remained of the order 
to accompany him in trying to put right what he had done 
to them. Now, the order protects an essential tundra pass in 
the frozen north.

Current Motives
Brother Blackstripe wishes to protect the folk of the frozen 
north by defending a tundra pass which is essential for the 
movement of supplies into the region, especially in the 
dead of winter.

Brother Blackstripe can be used as 
an NPC as follows:

An information giver – 
Blackstripe knows everything 
about the local area, and much 
about using natural remedies for 
healing.

A quest giver – Defending the 
tundra pass means everything to 
Blackstripe, who sometimes seeks 
help from others to this end. While 
Blackstripe defends a pass from 
yetis, someone needs to determine 
what caused them to change 
hunting grounds for example.

A villain – If the characters set 
themselves against the folk of 
the frozen north, or do something 
to endanger them or the pass, 
Blackstripe will not tolerate them.

Long Term Motives
Brother Blackstripe has embraced lycanthropy, but still 
views it as a curse. If possible, he would like to rid himself 
and the rest of the order of the curse.

Ideal
I dealt a horrific blow to my order. In order to make up for 
that mistake, I pledge to defend the lives of as many as I can.

Bond
The land around me is my home. It is complex, dangerous, 
and unpredictable, but it must still be defended.

Flaws
Brother Blackstripe is terrified of heights - always has 
been since before his transformation. Because of this, 
he struggles to access some parts of the pass he seeks to 
defend. This sometimes leads to moments of despondency, 
when he feels he is failing the folk of the frozen north.

A deeper flaw than this is the guilt that Brother Blackstripe 
feels for what happened to his order. He killed many and 
transformed the rest, something he struggles to come to 
terms with.
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Brother Blackstripe
Medium humanoid (human, shapechanger), neutral

Armor Class 15 (unarmored defense)
Hit Points 120 (16d8 + 48)
Speed 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 17 (+3) 15 (+2) 16 (+3) 10 (+0) 13 (+1) 11 (+0)

Skills Survival +3, Nature +2
Damage Immunities bludgeoning, piercing, and slashing from 

nonmagical attacks not made with silvered weapons
Damage Resistance cold
Senses Darkvision 60 ft., passive Perception 15
Languages Common (can’t speak in tiger form)
Challenge 7 (2,900 XP)
 
Brute. A melee weapon deals one extra die of its damage when 
Blackstripe hits with it (included in the attacks).

Reckless. At the start of his turn, Blackstripe can gain advantage 
on all melee weapon attack rolls during that turn, but attack rolls 
against him have advantage until the start of its next turn.

Shapechanger. Blackstripe can use its action to polymorph into a 
tiger-humanoid hybrid or into a tiger, or back into its true form, 
which is humanoid. Its statistics, other than its size, are the 
same in each form. Any equipment it is wearing or carrying isn’t 
transformed. It reverts to its true form if it dies.

Keen Hearing and Smell. Blackstipe has advantage on Wisdom 
(Perception) checks that rely on hearing or smell.

Pounce (Tiger or Hybrid Form Only). If Blackstripe moves at least 15 
feet straight toward a creature and then hits it with a claw attack on 
the same turn, that target must succeed on a DC 15 Strength saving 
throw or be knocked prone. If the target is prone, Blackstripe can 
make one bite attack against it as a bonus action.

Actions
Multiattack (Humanoid or Hybrid Form Only). In humanoid form, 
Blackstripe makes two tundrathron flail attacks or two longbow 
attacks. In hybrid form, it can attack like a humanoid or make two 
claw attacks.

Bite (Tiger or Hybrid Form Only). Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 13 (2d10 +3) piercing damage. If the 
target is a humanoid, it must succeed on a DC 14 Constitution saving 
throw or be cursed with weretiger lycanthropy.

Claw (Tiger or Hybrid Form Only). Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 12 (2d8 +3) piercing damage.

Tundrathorn Flail (Tiger or Hybrid Form Only). Melee Weapon 
Attack: +5 to hit, reach 5 ft., one target. Hit: 12 (2d8 + 3) 
bludgeoning damage plus 7 (2d6) cold damage.

Wrath of the Blizzard (1/Day). A swirling storm of icy hail appears 
around Blackstripe. Each creature within 30 feet of Blackstripe must 
succeed on a DC 14 Constitution saving throw or take 27 (5d10) cold 
damage and become blinded until the end of its next turn. On a 
successful save, a creature takes half as much cold damage and isn’t 
blinded. Blackstripe then teleports up to 30 feet to an unoccupied 
space he can see.
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D
irt’vol Diggler is a granite stone giant with golden 
skin, sunken eyes, and a mighty hammer he carved 
for himself and named Andre. Hailing from deep 

caverns to the west, he set out and away from his kin in 
order to spread his love of pranks. You can only prank 
your kin so much before they can’t stand you anymore.

He considers himself a master of his craft and has a love 
for art, especially drawings of large, massive, hammers 
made of stone, that will remain hard and steadfast for 
eternity. Unlike an animal hide canvas that will degrade 
over time. He travels the world with Andre and seeks to 
terrorize as many as he can with his verbal abuse, which 
comes off odd to many, as his stone face is carved with a 
stern countenance.

Dirt’vol Diggler, often called Dirt for short, wants to see 
what the world contains. He is eager to share his masterful 
creations and personality with as many as will listen, 
which as it turns out, isn’t many at all.

Background
Stone giants are often a reclusive and quiet lot. Often 
preferring to be left alone within their underground, stone 

world. Dirt’vol breaks all of the stereotypes when it 
comes to his stone giant kin. Growing up in a cavernous 
city deep in mountains to the west, Dirt’vol is disliked by 
many of his peers for his lack of respect for those around 
him regardless of his relationship with them. His mother 
always chastised him for his vicious mockery and pranks 
he would pull on his clan. She often wished he would 
just be like one of his four older siblings. His pranks 
ranged from drawing his signature hammer on everything, 
everywhere, to vandalizing others’ artwork by turning 
them into more...inappropriate pieces of art.

Dirt takes great pride in his own art, one of the few traits 
he does share with other stone giants. 

While he enjoys drawing, his greatest achievement is his 
massive obsidian hammer, named Andre. Andre became 
a part of Dirt’s life, not only as a constant source of dirty 
jokes, but also as a tool to defend himself.

It was only a matter of time before Dirt decided that the 
stone world wasn’t appreciative of his unique sense of 
humor. He ventured forth from his clan’s tunnels and 
caves into the world under the sky. It wasn’t an easy 
trek for Dirt, as he often would be attacked by soft flesh 
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creatures claiming to conquer him for honor and glory. But 
deep down, he believes they were all just jealous of his 
greatness, and the size of his hammer.

Current Motives
Dirt looks to seek out a place where he can share his love 
for pranks and dirty jokes. A place where he can find friends 
who will accept him for who and what he is, a stone giant 
who wants to spread his hard laughs, at others’ expense.

He has found some success as an insult comic when 
he isn’t outright attacked by the soft flesh people. He 
continues his journey, tossing mockery and insults at 
those who deserve it, and some who don’t. All for his 
entertainment. After all, he is just out for a laugh.

Dirt can be used as an NPC as follows:

An information giver – Since he spent half his life in 
caves, caverns, and mountains, Dirt is an expert on all 
things related to stone. This extends to his knowledge of 
the creatures that dwell within these environments too.

A quest giver – Dirt is always looking for a large place 
to put on a show. Unfortunately, stone giants aren’t often 
welcome in towns and villages. He can task the characters 
to help convince a town, city or village to host his 
performance. Acting as his liaison into populated towns.

An entertainer – Dirt’s unique insult comic style is 
unique, even among renowned bards. He is always 
traveling and willing to perform for any who are willing to 
listen, and mostly those who aren’t.

A travel guide – Traveling through volcanoes, mountains 
and caves is a breeze for Dirt. His sense of direction is 
great, so he could make for a great tour guide or travel 
companion to help the characters along their way. He of 
course takes up this job not to help them on their way, but 
to practice his jokes and set pieces at their expense.

A villain – Dirt’s rock-hard body and unearthly strength 
make him a great bodyguard or sentinel to protect a 
location, person, or object. While he is waiting to make it 
big, he may need to take odd jobs on occasion to get by.

Long Term Motives
Deep within his core, Dirt’vol just wishes to be accepted. 
While his kin doesn’t consider his comedy and drawings 
to be art, he wishes to become world-famous, so they are 
forced to accept him as a master of his artistic craft. Even 
if they don’t agree with it, he will prove to everyone that 
he is a truly talented artist and that he has more to offer the 
world than just his massive hammer. 

Ideal
Dirt believes most situations can be handled with a well-
placed sarcastic comment or inappropriate joke. For those 
few situations that his words aren’t the solution, his close 
friend Andre is always on hand. 

Bond
Despite his constant pranks and insults, Dirt’s heart is one of 
pure gold. He cherishes his relationship with his friends (for 
he has very few) and his mother above all else. He will do 
anything to protect these aspects of his life. For this reason, 
he wishes to settle down someday and raise a family.

Flaws
The very nature of Dirt as a stone giant means he rarely 
runs into an enemy he cannot best. This has led to him 
becoming arrogant and often overestimating his own 
skill, while underestimating his foe and getting his stones 
kicked in more than once.

Beyond his battle prowess, he is a poor liar. When 
attempting any sort of deception, he often fails to maintain 
eye contact, a terrible tell when trying to hide the truth. 
This makes the stings of insults and mockery that much 
harder to take.
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Dirt’vol Diggler
Huge giant, neutral

Armor Class 17 (natural armor)
Hit Points 126 (11d12 + 55)
Speed 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 21 (+5) 14 (+2) 20 (+5) 10 (+0) 13 (+1) 19 (+4)

Saving Throws Dex +5, Con +8, Wis +4
Skills Athletics +11, Perception +4, Persuasion +10
Senses darkvision 60 ft., passive Perception 14
Languages Common, Giant
Challenge 7 (2,900 XP)
 
Stone Camouflage. The giant has advantage on Dexterity (Stealth) 
checks made to hide in rocky terrain.

Actions
Multiattack. Dirt makes two attacks with his maul Andre.

Andre. Melee Weapon Attack: +8 to hit, reach 15 ft., one target. Hit: 
18 (3d8 +5) bludgeoning damage.

Rock. Ranged Weapon Attack: +8 to hit, range 60/240 ft., one target. 
Hit: If the target is a creature, it must succeed on a DC 17 Strength 
saving throw or be knocked prone.

Reactions
Cutting Words. Dirt has learned how to use his wit to distract, 
confuse, and otherwise sap the confidence and competence of 
others. 

When a creature that Dirt can see within 60 feet of him makes 
an attack roll, an ability check, or a damage roll, he can use his 
reaction, rolling a d6 die and subtracting the number rolled from the 
creature’s roll.
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O
ne body, three entities: the “Dreglet” triplets once 
terrorized local cemeteries. Now they embody 
the taboos of plundered corpses. One by one, 

the brothers traded their humanity for infernal boons, 
obtaining ancient power that, in the hands of a dark 
sorcerer, could wrack the land in despair.

But the Dreglets were not academic, Faustian scholars. 
They were rapscallion ingrates grabbing at death itself.

Until death grabbed back.

Background
Muggrick Dreg was the oldest by three minutes, and he 
lorded his miniscule age over his brothers with bratty 
esteem. As a child, he had the strength of an ox, and his 
brain wasn’t far off either. Other local children kept stones 
in their pockets thanks to Muggrick; anything to give them 
an edge should the child’s aggression come out.

Never had anyone met a child so leashless and surly. 
He broke what he couldn’t have, and he hated what he 
couldn’t love. Destruction fueled the child, even into his 
teenage and adult years. Only his brothers could pull him 
away when he raged. Some folks whisper that one of his 
tantrums led to the death of the Dregs’ parents.

The middle triplet, Kinnery Dreg, suffered in stature where 
Muggrick thrived. “The older one stole the middle one’s 
brawn!” people would say, picking at Kinnery’s atrophied 
muscles and stunted growth. Presumed stillborn, the 
Kinnery almost ended up in an infant’s burial plot until 
he screamed to life in the midwife’s arms. Ever since, the 
half-formed, hunched, gibberish-spewing middle child has 
lived in the shadow of the town–an “unpopped blister” as 
other children would say.

Yet the youngest, Garvey Dreg, saw the value in his older 
brothers. Attributed as the “forgotten one” due to his 
apparent normalcy, he had neither a freakishly large stature 
nor a withered frame, but he used his inherent clandestine 
reputation to “disappear.”

The humanoid physique intrigued Garvey. Muscles, bones, 
tendons, and nerves drew his tinkering mind much in the 
same manner that cogs and springs intrigued a clockmaker. 
Could he make Muggrick even stronger? Could he grant 
Kinnery the capabilities obtained by the common folk?

Garvey needed to research, and in order to research, he 
needed corpses. He sent Muggrick to dig up the bodies, 
then used the pieces to “improve” Kinnery, obtaining 
insight from whispering voices that gifted him with 

physician know-how that he never studied for. Garvey 
simply knew what to do, instructed by a grim entity. 
He cherished these moments, growing more and more 
intimate with corpsework. Yet as he honed his intellectual 
and physical aspects, his spirit waned.

No matter. He would gladly make the trade a hundred 
times again. The Dreglets’ growing pact with this 
haunting entity caused them to take on bestial forms: teeth 
sharpened and hair hardened into horns, spiked protrusions 
pierced from their skin and became the first signs of their 
descent into hellish bargains.

Unfortunately for the Dreglets, the locals didn’t take kindly 
to the brothers’ stunts. A mob burst through Garvey’s 
laboratory, slew the youngest Dreg, then fought Muggrick 
until the beastly man crumpled beneath them. They tossed 
the two corpses into the river, leaving Kinnery for dead after 
being unable to find him under the floorboards.

But Kinnery, infused with Garvey’s improvements, 
lumbered down to the river to mourn his brothers. His 
hatred for the locals welled within him, and he dragged 
his brothers’ corpses into the swamp. He hacked at their 
corpses, exhuming their demonic skulls, and affixed them 
accordingly: Garvey’s skull was mounted to a staff, forever 
guiding his arcane arts; and Muggrick’s skull was affixed to 
the buckle of his belt, forever guiding his desires.

This led to Kinnery becoming possessed by the magical 
skulls he keeps. Within two months, Kinnery invoked 
Muggrick to slay everyone in the nearby town. Kinnery 
then invoked Garvey to “rebuild” them.

Now nobody speaks ill of the Dreglets anymore.
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Ideal(Garvey)
People don’t understand. There are greater entities in the 
world, and they’ll grant power to those who know how to 
listen! They must listen!

Bond
Each other. Muggrick is the brawn, Garvey is the brain, 
and Kinnery is the spirit that holds us together.

Flaws
We can bicker among ourselves too much, losing assertive 
direction.

The Dreglets
Medium humanoid (human), neutral evil

Armor Class 14 (studded leather)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 15 (+2) 14 (+2) 16 (+3) 13 (+1) 13 (+1) 15 (+2)

Skills Perception +3, Stealth +4
Damage Resistances necrotic; bludgeoning, piercing, and slashing 
from non-magical attacks.
Senses passive Perception 13
Languages Common, Infernal
Challenge 3 (700 XP)
 
Necromantic Possession. The Dreglets ideals will change based 
on which Dreg brother’s personality is “dominant” in accordance 
with the skull-mounted items. Roll 1d6 any time the Dreglets are 
encountered. On a 1-2, Muggrick is the dominant personality. On 
a 3-4, Kinnery is the dominant personality. On a 5-6, Garvey is the 
dominant personality. Removing or destroying the corresponding 
items can have drastic consequences on the souls involved.

Actions
Multiattack. The Dreglets make two Life Drain attacks.

Life Drain. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 10 (1d6+2) necrotic damage. 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 0. A humanoid slain by this attack rises 24 hours 
later as a zombie under the Dreglets’ control, unless the humanoid 
is restored to life or its body is destroyed. The Dreglets can have no 
more than 100 zombies under their control at one time.

Current Motives
The Dreglets sit on a stockpile of corpses, but each one 
represents a person from their previous life. Years of being 
“lesser people” in their town are now flipped, the Dreglets 
having supreme reign over their oppressors.

Kinnery has been using this time to attune to and 
commune with his brothers’ spirits. Garvey continues 
to research necromancy, and Muggrick keeps picking at 
Kinnery, edging him to leave the accursed township and 
seek greater quarry. They are three minds, kin by blood, 
yet sharing one body.

The Dreglets can be used as follows:

A reagent dealer – Does your party have a necromancer 
or one of the many other corpse-enthusiast archetypes? 
Setting morality aside, characters can use the Dreglets as 
brokers for body parts and cadavers. Assume the Dreglets 
have 5,000 gp worth of small value items that they’ve 
scavenged from the dead townsfolk.

A villain – The Dreglets are a social pariah turned 
necromancer, possessed by the spirits of his older and younger 
brothers. He aims to raise and enslave the dead of the town that 
tormented him, but also may long for greater powers.

A base – Parties can find refuge in a township crawling 
with undead underlings. Maybe the Dreglets raised the 
townsfolk as zombies and instructed them to carry on with 
the same tasks as when they were alive, but without the 
previous discontent towards the Dreg brothers.

Long Term Motives
Kinnery wants to “stay normal,” using the reanimated 
townsfolk to create a town of undead that doesn’t treat him 
terribly. Garvey wants to keep researching the undead and 
attune to their cursed nature. But Muggrick grows tired of 
this new, boring town: there’s no more challenge, no more 
fighting, and no more ways to assert himself. Eventually, 
Muggrick will urge Kinnery to migrate somewhere else, 
taking their undead neighbors with them and overtaking 
another township, tribe, or fortress.

Ideal(Muggrick)
People will always try to control you. Never let that 
happen! Swing fast and hard, and when they’re down, 
keep swinging!

Ideal(Kinnery)
People can be nice. I’m always kind to people who are 
nice! Treat others the way they treat you!
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T
here’s a tale of an ancient paladin that guards an 
entrance to a tomb in an almost forgotten ruin. This 
tale has withstood the test of time as a love story 

about the bond of two lovers, one a paladin and the other 
a witch, as they adventured together. Little do most people 
know though, there is truth within and the Ever Sentinel 
does exist. 

The Ever Sentinel is a paladin that swore to forever guard 
the place where his love passed. He helps those that make 
it to him within the dungeon but deters those not worth 
their mettle. 

Background
Before his name was lost to time, the Ever Sentinel 
was known as Jonheard. He was known as one half of a 
famous duo whose adventures became the basis of many 
ancient songs. The other half was, of course, his wife, the 
respected witch Rynn. It appeared the two were invincible 
as they took on quest after quest that most others would 
turn down out of fear. The two thrived on adventure, 
craving the adrenaline from battle, the tests of knowledge, 
and spoils that would come after. The two would act 

together seamlessly like two sides of the same coin, 
covering for each others’ faults and weaknesses. 

One day, Rynn heard of a dangerous unexplored dungeon 
lair while the two were in a tavern. Almost immediately, 
she brought it up to Jonheard. Seeing the excitement well 
up in her eyes, Jonheard agreed to explore it. The voyage 
there was almost uneventful, but it was the cave’s entrance 
that brought unexpected surprises. There, they found three 
inexperienced adventurers tinkering with two large stone 
door mechanisms. Before Rynn or Jonheard could do 
anything, one of the three had sprung a trap that caused 
the ground beneath everyone to cave in. Though everyone 
survived this fall, they were severely wounded. Jonheard 
called upon the gods to heal as much as he could. Light 
faded, for as they looked up, the pit magically sealed itself 
and the victims found themselves entombed. Snarls and 
hisses began to echo down a passageway and the other 
three adventurers began to panic. As Rynn cast a light spell 
everyone found themselves in the presence of a massive 
reptilian beast with multiple heads in front of the only exit. 

It was a slaughter, and it all happened almost instantly. The 
beast breathed out magical energy that unleashed a barrage 

E-Memorable Monsters

The Ever Sentinel



29

of icicles across the room. Rynn screamed for the others 
to watch out and tried to raise magical protections, but it 
wasn’t enough. The icicles pierced her barrier and struck 
everyone. Jonheard, only wounded lightly in his shoulder, 
ran to Rynn. He took her in his arms as she fell, and ran. 
Dodging teeth, claws, and stomps, he fled down the tunnel. 

Finding a small room, Jonheard stopped and laid Rynn 
down. Tears were streaming down her face and her 
breathing was shallow. She let out a smile as she said, 
“Don’t you die here, got me? Don’t ever let anyone else 
die here.” With those words, she let out her last breath. 
Jonheard let out a wail and promised. He promised with all 
his heart. He buried Rynn by the entrance, and he never left. 

Current Motives
The Ever Sentinel acts as a guardian of the dungeon. He 
helps those that make it to himbut always warns them of 
the hideous creature within. He will challenge those that 
attempt to go further in and if they defeat him, he lets them 
pass. He stands watch always, protecting those that aren’t 
prepared for the dungeon.

The Ever Sentinel can be used as an NPC as follows:

An information giver – He is willing to explain as much 
of the dungeon layout as he has explored, and the creatures 
that inhabit it. 

A quest giver – To those he may deem worthy, he may 
give the quest of defeating the monster that slew his wife.

A merchant and healer – He’s willing to sell food and 
water and minor supplies. Also, he will heal the wounds of 
those in need.

A challenger – He will challenge those that wish to go 
further into the dungeon to battle. If bested, he will give 
his blessing as they continue in. 

Long Term Motives
The ever sentinel plans to keep his promise for as long as 
it is needed. 

Ideal
The Ever Sentinel will forever be loyal to his wife. 
Though he has tried to slay the beast and failed, he will not 
let others fall to the same fate.

Bond
His word is his bond. He will not leave his post ever until 
the dungeon has been cleared and he is no longer needed. 

Flaws
What can be seen as a flaw to others is the Ever Sentinel’s 
unwillingness to let go of his promise. 

The Ever Sentinel
Medium humanoid (human), lawful good

Armor Class 18 (plate armor)
Hit Points 75 (10d8 + 30)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 19 (+4) 12 (+1) 16 (+3) 14 (+2) 13 (+1) 14 (+2)

Skills Deception +3, Perception +5 Persuasion +4, Arcana +4
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical attacks
Senses passive Perception 15
Languages Common, Elvish
Challenge 4 (200 XP)
 
Spellcasting. The Ever Sentinel is a 6th-level spellcaster. His 
spellcasting ability is Charisma (spell save DC 13, +6 to hit with spell 
attacks). He has the following Paladin spells prepared:

1st level (4 slots): detect evil and good, divine favor, shield 
of faith

2nd level (2 slots): branding smite, lesser restoration, zone 
of truth

Actions
Multiattack. Ever Sentinel makes two greatsword attacks.

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. 
Hit: 10 (2d6 + 4) slashing damage.

Lay on Hands. The Ever Sentinel has a pool of healing power that 
replenishes on a long rest. With that pool, it can restore a total 
number of 20 hit points. As an action, the Ever Sentinel touches a 
creature and can draw power from the pool to restore a number of 
hit points to that creature, up to the maximum amount remaining 
in its pool.
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S
ome crimes are so heinous that they 
violate the natural order of the universe. 
They not only do harm, but break the 

bonds that hold people together. The most serious 
are crimes against one’s own family and the 
breaking of oaths. When such transgressions 
occur, they cannot be left to mortal means to 
punish. Angels of vengeance act swiftly to ensure 
just punishment is meted out. 

Seeing mortal creatures at their worst can twist even 
an angel’s heart. After thousands of years of loyal 
service, the celestial warrior known as The Fury 
struck out on her own, punishing wrongdoers more 
severely than any heavenly order permitted. Those 
who draw her ire are branded, and once the brand 
appears, it is only a matter of time until The Fury 
arrives on burning wings, and punishment follows. 

Background
The Fury is as old as injustice, and a few days 
older than vengeance. She was once one of three 
sisters, brought into existence to punish the worst 
of human crimes: those committed against family, 
gods, or those who evaded mortal justice through 
trickery and deceit. 

At first, they truly believed that wicked mortals 
were the exception, and that their job was simply 
to punish those whom others could not. Over 
thousands of years, they watched mortals finding 
newer and more vile methods to mistreat one 
another, sowing seeds of doubt in their minds. The 
Furies’ punishments became crueller and more 
personal, designed not only to punish but to deter 
others. They had not realized the extent to which 
mortals see themselves as the center of their own 
world, always able to justify their actions, and cast 
themselves as the wronged party. No matter what 
punishments the Furies meted out, there was always 
some new or worse transgression in their future. 

Worse, mortals began to protect themselves against the 
Furies with the blessing of powerful creatures. Finding and 
punishing wrongdoers became harder with each passing 
century. Eventually, the unthinkable happened. The Fury’s 
elder sister died while attempting to punish a target, and her 
younger sister died avenging the elder. 

Now only one sister remains. She retreated from the world 
for a time, grieving and watching just how depraved the 
world became without any force of righteous vengeance. 

She gazed on the world and it sickened her. Nothing, not 
even time, healed the pain of the loss of her sisters, but 
there was nothing to be done but returning to the cause. 

The Fury returned to the world with renewed passion, 
bearing a burden intended for three, she never rests now, 
for there is always a wrong to right. She takes no pleasure 
from the grim work, but she no longer believes in a time 
when she won’t be needed. She is efficient and brutal 
when she strikes, and once she sets her sights on a quarry 
nothing can stay her hand. 
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“Nothing” that most people would understand, anyway. 
Repentance sometimes moves her. A promise of sincere 
atonement and a commitment to balancing the scales 
of justice through a good deed — one that benefits 
the kinfolk or homeland of their victim — can buy a 
wrongdoer another year. If they uphold their word, they 
live. If they do not, their death is all the more painful. 

Current Motives
The Fury is lost in her work. She pursues targets single-
mindedly. Though she isn’t consciously aware of it, there 
is a cruelty to her approach born of bitterness and anger 
for her sisters’ deaths. 

The Fury can be used as an NPC as follows:

Quest motivation – Murder is not uncommon for 
adventurers, and the Fury doesn’t care how the characters 
try to justify it. They have one year to make amends, or 
she returns to end their lives. 

Wrongly accused – The Fury is wrongly convinced that 
the characters are to blame for a sin against the gods, or 
that they have escaped justice (sins that she punishes but 
cannot intuitively sense). The characters must prove their 
innocence and/or find the real culprit.

Misguided enemy –The Fury joins the cause of a 
powerful creature who promises to bring the world into 
perfect order: a world without chaos, passion, or evil. The 
consequences for free-willed creatures are dire.

Common cause – The characters have a reason to oppose 
the human and fiend who killed the other Furies. The Fury 
joins them in their fight, but is vigilant for reasons not to 
trust them. 

Long Term Motives
The Fury wants two things, but she doesn’t believe either 
is possible. The first is justice for her sisters, but the human 
who killed them both is under the protection of a powerful 
fiend. It killed both her sisters and she reluctantly accepts 
that she could not defeat it alone. Her other desire is for a 
world that no longer needs her. She finds it hard to imagine, 
but she could be swayed to fight alongside anyone who 
could promise it, no matter the means they used. 

Ideal
The Fury used to believe there was a balance in the 
universe that had to be maintained. Her long existence has 
shown her that’s not enough. Maintaining the balance of 
crime and punishment is not enough to dissuade mortals 
from committing the same heinous sins again and again. 

The only thing that works is to punish them so viciously 
and swiftly that they live in fear of retribution.

Bond
The Fury truly thinks of herself as a champion of 
innocents. She goes to great lengths to protect them, and 
to avenge harm done to them. Unfortunately, she doesn’t 
believe many people are truly innocent.

Flaws
The Fury keeps her oaths, whatever the cost to her. She 
has been tricked and bound on more than one occasion by 
a cryptically or cleverly worded agreement that requires 
her to deliver more than she understood at the time. 

Fury’s Scourge
Weapon (whip), rare

This barbed, bone-handled whip flares into flaming 
life on impact with the skin. 

You gain a +3 bonus to attack and damage rolls made 
with this magic weapon.

A creature hit by this whip takes an additional 2d10 fire 
damage (already calculated in The Fury’s Whip attack). 

When you hit a creature with this attack you can 
choose to grapple them (DC 18) instead of doing 
damage. 

Fury’s Xiphos
Weapon (shortsword), very rare

This white, metal, ebony-handled, sword glows with a 
cold, white light. 

You gain a +3 bonus to attack and damage rolls made 
with this magic weapon.

A creature hit by this whip takes an additional 
2d10 radiant damage (already calculated in The 
Fury’s Xiphos attack) and must succeed on a DC 18 
Constitution saving throw or be stunned until the 
beginning of their next turn. 
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Miscreant’s Brand. The Fury knows when a mortal commits murder. 
Once per day, she can mark a murderer with a stinging, fiery brand 
in the shape of a coiled whip on their forearm. The brand can only 
be removed by a wish spell, or the death of the marked creature. 
While a creature is marked, the Fury can sense their distance and 
direction at all times. 

Only one creature can be marked by the Miscreant’s Brand at any time. 

Innate Spellcasting. The Fury’s innate spellcasting ability is Wisdom. 
She can innately cast the following spells, requiring no components:

 3/day: flame strike
 1/day: hallow

Actions
Multiattack. The Fury makes two attacks with her xiphos and one 
with her scourge.

Xiphos. Melee Weapon Attack: +12 to hit, reach 5 ft., one target. Hit: 
10 (1d6 + 7) bludgeoning damage and 11 (2d10) radiant damage.

Scourge. Melee Weapon Attack: +12 to hit, reach 10 ft., one target. 
Hit: 9 (1d4 + 7) bludgeoning damage and 11 (2d10) fire damage.

The Fury
Large celestial, lawful neutral

Armor Class 18 (plate)
Hit Points 220 (21d10 + 105)
Speed 35 ft., fly 50 ft.

 STR  DEX  CON  INT  WIS  CHA
 24 (+7) 12 (+1) 20 (+5) 14 (+2) 17 (+3) 10 (+0)

Saving Throws Constitution +10, Wisdom +8
Skills Insight +8, Perception +8, Religion +7, Survival +8
Damage Resistances fire, radiant; bludgeoning, piercing and 

slashing from non-magical weapons. 
Condition Immunities sleep, stunned
Senses truesight 30 ft., darkvision 90 ft., passive Perception 18
Languages All
Challenge 15 (13,000 XP)
 
True Speech. The Fury knows when someone is deceiving her. She 
automatically knows when a creature within 50 feet of her and 
who she can hear and understand, lies, misdirects, or is in any way 
dishonest about whether they are guilty of wrongdoing. 

Fell Blow. During her first turn, any successful Xiphos attack is a 
critical hit on a roll of 18+.
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Gaiazan is the will of a forest given life; an answer 
to a call. Sometimes called the ‘Great Awakener’, 
the Gaiazan can manipulate the laws of nature to 

fit the needs of the forest. Just in its presence, surrounding 
plant life flourishes almost instantly.

The Gaiazan is life in the purest of form: a raw, amorphous, 
entanglement of vitality and energy. They seem to enjoy 
taking on the shape of humanoids as it creates a sense of 
familiarity for them. A Gaiazan’s rich, green glow is warm 
and alluring to those who are able to meet with one as a 
welcomed guest. As an enemy, though, the pressures exerted 
feel like a weight that makes it nearly impossible to breathe. 
When they are angered, the fight or flight response of 
creatures nearby ever leans towards flight.

Background
Once every few centuries, a grand 
gathering takes place at the heart of a 
forest. Elder Treants answer a call and 
encircle the oldest and grandest tree. 
Treants are known as the more passive 
guardians within a forest, and usually, 
it is more than enough to deter the 
common threat. In more dire situations, 
when disease or an invasive species can 
cause tremendous death within a forest, 
something greater is needed. The elder 
treants, as part of a massive ritual, will 
select one from among them to become a 
guardian that can answer that call.

The treant that is chosen sheds its bark to 
reveal a core of pure vitality that shines 
from the depths, every shade of green 
one could behold. The pure essence of a 
life that has known millennia, crackles as 
it flows from its former vessel, melding 
with the great tree. Inside, the fusion of 
the two ancient lives creates thunderous 
booms that shake the earth for miles. 
The tree’s outer layer begins to splinter, 
revealing the violent swirling dance of 
life within. When the tree’s shell can 
contain it no longer, a colossal blast of 
vigor and essence will emanate in all 
directions. Rampant and uncontrollable 
growth from all plant life in the area 
occurs almost instantly as the green wave 
passes over. The ritual is complete, and a 
Gaiazan is born. 

As beings of unrestrained life, a Gaiazan will share that 
freedom with other plant life in their forest. If a creature 
dies nearby, a Gaiazan will grant a carnivorous hunger to 
a plant and have that plant feed off the creature. The plant 
will take the form of muscle tissue and attach itself to the 
bones of the creature, creating a hybrid creature of plant 
and skeleton. Creatures that anger the Gaiazan may be 
subject to a worse fate of not having to wait until they are 
dead before becoming such a hybrid.

Current Motives
The protection of a forest comes first to a Gaiazan. Great 
threats looming ever closer to a forest can result in the 
creation of a Gaiazan as the answer to those threats. The 
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Gaiazan uses all its being to hold back or extinguish any 
dangers. In times of peace, Gaiazan will wander their 
forests, enhancing growth and diversity. They can be seen 
animating trees, bushes, shrubs, and nature of all kinds in 
wondrous ways. They exist knowing the balance of nature 
is to be kept.

Gaiazan can be used as an NPC as follows:

An information giver – Gaiazan are not naturally hostile 
to travelers and are curious about the other forms of life 
outside of their forests. They are willing to explain the 
inner workings of their forests. 

A quest giver – If a threat comes from far outside the 
borders of the forest that a Gaizan calls home, it may ask a 
worthy adventurer to seek out and quell it. 

An ally – If the threat is from within, but with powers far 
greater than the Gaizan, it may seek aid and become part 
of the party in battle.

An enemy – If travelers within the forest pollute or 
destroy life without regard, the Gaiazan may appear, 
angered, in an attempt to stop them.

Long Term Motives
Gaizan care to keep their forests healthy and thriving for 
all that time will allow. 

Ideal
The balance of nature is something to be kept. A Gaiazan 
understands that life is not a single path with an end, but a 
series of paths that branch indefinitely as long as existence 
exists. It is transferred through and through, as when a 
rabbit eats grass, its life is transferred to the rabbit. And, 
it goes on to the wolf that eats the rabbit. It is given back 
when the wolf dies and leaves its body to the grass. 

Bond
A Gaiazan is bound to its forests and will protect its 
denizens at any cost.

Flaws
A Gaiazan cannot venture too far from their home forest. 
They are unable to perceive the clearing of forests as a 
need from civilizations. They consider civilizations that 
clear forests for their own unregulated growth as a form 
of disease. 

Gaiazan
Medium plant, neutral

Armor Class 16 (natural armor)
Hit Points 22 (5d8)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 10 (+0) 12 (+1) 11 (+0) 12 (+2) 16 (+3) 18 (+4)

Skills Animal Handling +4, Perception +4, Persuasion +5
Senses darkvision 60 ft., passive Perception 14
Languages Common, Elvish, Sylvan
Challenge 1 (200 XP)
 
Innate Spellcasting. The Gaiazan’s innate spellcasting ability is 
Charisma (Spell save DC 14). The Gaiazan can innately cast the 
following spells, requiring no material components:

At will: acid splash, resistance
3/day each: entangle, locate animals or plants, spike 
growth
1/day each: awaken, moonbeam, plant growth

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

Speak with Beasts and Plants. The Gaiazan can communicate with 
beasts and plants as if they shared a language. 

Actions
Vine Whip. Melee Weapon Attack: +4 to hit, reach 20 ft., one target. 
Hit: 4 (1d4+2) slashing damage and the target must succeed a DC 13 
Strength saving throw or be pulled up to 20 feet toward the Gaiazan.

Necrobotany (Recharge 6). The Gaiazan creates an undead plant 
servant. It chooses a pile of bones or corpse of a Medium or Small 
creature within 20 feet. Animated plants and vegetation feed into 
the corpse pulling it together and creating a mimicry of life, raising it 
as an undead creature. The target becomes a zombie.

On each of its turns, it can use a bonus action to mentally command 
any creature it’s made with this power if the creature is within 60 
feet of the Gaiazan (if it controls multiple creatures, it can command 
any or all of them at the same time, issuing the same command 
to each one). The Gaiazan decides what action the creature will 
take and where it will move during its next turn, or it can issue a 
general command, such as to guard a particular area. If it issues 
no commands, the creature only defends itself against hostile 
creatures. Once given an order, the creature continues to follow it 
until its task is complete. 
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G
aliita Dullmog is a creature of deceit and 
manipulation. She spins webs of lies and 
deception in order to learn the secrets of mortals 

and bend them to her will.

She is unique among monsters, as she doesn’t kill 
wantonly, instead prefers to trick those around her into 
following her in some way shape or form. Those who 
can’t be persuaded end up becoming trapped in a webbed 
cocoon, poisoned into a state of endless dreams. There, 
she devours their dreams and souls to sustain her. Save for 
blade or poison, she is nigh immortal. Feasting endlessly 
on those who would cause her trouble.

The strings of her control are always expanding. Over the 
years, her web of influence has grown far and beyond what 
most can comprehend, from the most powerful entities, 
down to the lowliest of peasants. For this reason, many 
believe she is omniscient, as there are few happenings that 
she isn’t aware of in some capacity. 

Galiita’s followers have nicknamed her “Flayer of 
Dreams” for her preferred method of communication is 
through dreams. Many believe this power stems from her 
devouring of souls and dreams, but is unclear to most.

Background
Galiita was once a proud, elegant and fair elf. Her love for 
court politics filled her with excitement and joy. Learning 
the secrets and desires of those around her. The information 
she was able to glean and learned quickly became a game to 
her. Trading in personal details, good or bad.

Galiita quickly learned that she could leverage the 
knowledge she had acquired to get nearly anything she 
wanted. And it worked, for a time. She desired to climb 
to the pinnacles of politics, the wife of a King. With her 
subtle and meticulous manipulation she had nearly done 
it. That is until the target of her desires, King Salazar, 
discovered her true nature and intentions. To manipulate 
and control the courts from a position of power, 
manipulating even him. Like a spider weaving a tangled 
web of deceit and control of everything in her web.

The day before they were to be wed, King Salazar 
commanded his advisor, a powerful wizard to punish 
Galiita for her lies and trickery. Through a powerful 
incantation, banished Galiita to the dimension of demons 
and devils. 

Current Motives
Working behind the scenes, Galiita is always watching 

over kingdom politics. She has worked hard to put pieces 
into place that she can control. Her network, self identified 
as the “Dreamflayers” has discovered a conspiracy to 
overthrow one of her most precious servants, and she 
seeks to unravel those behind the scheme and either 
employ them, or have them slain.

Galiita can be used as an NPC as follows:

An information giver – There is little she doesn’t know 
about the inner workings of court politics and current events. 
She is more than happy to share information. That is of 
course, if the characters have any information of value to her.

A quest giver – There is a conspiracy to overthrow a 
ruler of a particular kingdom. Somehow those behind 
it have evaded her informants, she wants the characters 
to discover the name and location of those behind the 
treasonous act.

A quest target – The Dreamflayer’s manipulation and 
deceit is known to many, and they don’t like being 
blackmailed. There are many who would see her dead to 
escape her control.
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A villain – With so many cogs in motion in her 
politics, it’s easy for adventurers to be swept up in her 
machinations and toss a proverbial wrench in her plans. 
If this happens too often, she may seek to remove the 
adventurer’s influence all together. 

Long Term Motives
Galiita Dullmog strives to become the single point of 
knowledge and control around the world. She wants to be 
able to pluck a string and ensure events unfold to her will. 
Every decision she makes is to that end.

Ideal
For Galiita, control and manipulation are the pillars of 
progress. Without that, sentient creatures will just fight and 
kill each other for eternity.

Bond
Her network of Dreamflayers is the fruit of her labor, 
and her love, it is of the utmost importance to her. It is 
her life’s work after all. She will protect it by any means 
necessary.

Flaws
Due to the nature of her deceit and constant schemes 
over people, she herself finds it difficult to fully trust 
anyone. Because of this, forming meaningful bonds is 
nigh impossible for her. For Galiita, everyone allies with 
her because they are forced to, or because they want 
something. In spite of this, she does occasionally think 
back to her days when she was a thing of pure beauty, 
missing the passing glances she no longer receives.

Galiita Dullmog
Medium monstrosity, chaotic neutral

Armor Class 19 (leather armor)
Hit Points 127 (17d8 + 51)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 13 (+1) 16 (+3) 16 (+3) 14 (+2) 17 (+3) 18 (+4)

Skills Deception +8, Insight +7, Persuasion, +8
Damage Resistances bludgeoning, piercing, and slashing from non-

magical attacks
Senses darkvision 60 ft., passive Perception 13
Languages All
Challenge 10 (5,900 XP)
 
Manipulating Presence. Any creature that starts its turn within 60 feet 
of Galiita must make a DC 16 Wisdom saving throw. On a failed save, 
the creature becomes charmed by Galiita for 1 minute. On a successful 
save, the creature becomes immune to this effect for 24 hours.

Whenever Galiita deals damage to the charmed creature, the creature 
can repeat the saving throw, ending the effect on itself on a success.

Spellcasting. Galiita’s spellcasting ability is Charisma (spell save 
DC 16). She can cast the following spells, requiring no material 
components:

At will: calm emotions, charm person
3/day each: bane, bestow curse, suggestion 
1/day each: conjure elemental, geas

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

Actions
Claws. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
7 (1d10 + 2) slashing damage, plus 18 (4d8) psychic damage, and 
the target is cursed if it is a creature. The magical curse takes effect 
whenever the target takes a short or long rest, filling the target’s 
thoughts with horrible images and dreams. The cursed target gains 
no benefit from finishing a short or long rest. The curse lasts until it 
is lifted by a remove curse spell or similar magic.
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odking Akafeuer is an ancient red dragon, known 
to have one of the most legendary treasure troves 
in all the land. He is also known to be the deadliest 

dragon across the realm. Godking Akafeuer knows that he 
is the strongest and mightiest dragon, so he resides in the 
highest peaks in Mount Abldur, which has now become 
known as Godking’s Throne. 

Mount Abldur is home to an abandoned mine, now 
Akafeuer’s treasure hold, and is flanked on both sides 
by twin volcanoes. To the East is the volcano known as 
the Kren Peak and to the West is the one known as the 
Heiden Peak. Together these two volcanoes are called the 
Twin Deaths. Anyone who dares to even venture into the 
abandoned mine will be turned into nothing but ash. There 

is only one other creature who is allowed to step into this 
lair: Godking Akafeuer’s son, the half-dragon known as 
Godir the Impetuous.

Background
Vathdra, the King of Dragons and his son Akafeuer, lived 
in Mount Abldur and had already amassed an impressive 
hoard. When he was younger, Godking Akafeuer was once 
known as Akafeuer the Conqueror. Vathdra forced his son 
to battle many other dragons to subjugate the realm. If 
Akafeuer struggled, his father would beat him time and 
again to demonstrate draconic might and to let Akafeuer 
know just how weak he was before killing the other dragon. 
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Akafeuer helped his father obtain many lands that were 
meant to be part of a new empire. Even though he was 
forced to fight other dragons against his will, he grew to 
enjoy fighting dragons because he eventually saw a way 
to become stronger than his father and could be rid of him 
once and for all. He also sought out other ways to make 
himself stronger, so he learned as many combat styles as 
possible and strengthened his innate draconic magic. 

Eventually, he felt his training had made him strong 
enough to fight his father, Vathdra the King of Dragons, 
and take over his father’s domain for himself. When 
Akafeuer battled Vathdra it was a long hard fought battle, 
devastating the area, nearlying killing Akafeuer. When 
he landed the final killing blow, he made sure the world 
heard his bellows of victory before tending to his wounds 
and claiming Mount Abldur for himself. Once healed he 
proclaimed his name to be ‘Godking Akafeuer’.

He made sure all other dragons knew of his power by 
attacking any who seemed willing to challenge him. He 
was quick to ensure fealty of nearby creatures by destroying 
anyone who dared question his rule, be it dragon, man, or 
beast. He then set out his followers to conquer the nearby 
cities and tribes, but in the end he wants to conquer and rule 
all of the world and any realms beyond.

Once he had solidified his kingdom, he forced those that 
he defeated to be his servants. Those who proved their 
worth to him could be his minions to be his eyes and ears 
for him. So stern was his rule, that a kingdom of defiant 
men tried fighting back against all his armies; so he flew 
down from his throne and obliterated their armies until 
they had no other choice but to bow down to him. As 
punishment for their defiance, he took their queen as his 
concubine to bear a child. 

Godir, his son, was born, and the Godking killed the 
former queen and instructed his most loyal minion and his 
army to take charge of the kingdom as he tended to his 
son. Akafeuer raised Godir on his own and made sure that 
his son was trained in all forms of combat, both martial 
and magical. Godir is now his most trusted servant and is 
the only one allowed to step forth inside of the Godking’s 
Throne without the penalty of death. Godir serves as the 
Godking’s most trusted informant and is the one who 
relays all orders from his father to the kingdom. Nothing 
in these cities happens without his Godir and the Godking 
knowing about it, or else the penalty is death.

Current Motives
Godking Akafeuer’s motive is to reign supreme over his 
lands and to conquer the rest of the world and all other 
realms within his grasp. He remembers the teachings of 

his father and wants to prove that he is stronger and better 
than the dead beast ever was.

Godking Akafeuer can be used as an NPC as follows:

An information giver – He knows a lot about fighting, 
even in his human form, which he seldom uses anymore. He 
has seen almost every form of combat style in the world and 
can give training if he is persuaded well enough.

A quest giver – If you are running an evil campaign he 
could be used as a quest giver by having the party take 
over a town or kingdom nearby his domain.

A merchant – Akafeuer has an impressive hoard of 
treasure and arms. However, he is a dragon just the same, 
and he would likely expect a trade of at least five times the 
value of anything he parts with.

A villain – He is very ambitious about conquering the 
world in order to rule it all, as well as any other realms he 
might know of or may learn about. He is also very volatile 
and very temperamental. If anyone says something to 
make him angry, he will unleash hell on earth

Long Term Motives
Godking Akafeuer only cares to become the supreme ruler 
over all living things in this world. He is certain, under 
his rule, every race will see prosperity. No more death, 
hunger, or war, except when it suits him.

Ideal
Godking Akafeuer is very greedy and power hungry. He 
aims to be the strongest creature known to everyone, and 
will do anything to conquer and control his world and 
others he knows or finds out about. 

Bond
His ability to conquer and control more territory is what 
he enjoys above all else, showing off his strength and 
prowess in battle to forcibly control others.

Flaws
Godking Akafeuer’s biggest flaw is his arrogance. He 
enjoys showing off his strength and being known as the 
toughest dragon in the world. So much so, that he even 
took on the name of Godking. He also is very covetous; he 
always wants to expand his treasure trove to have the best 
treasures and magic items, as well as having more land to 
dominate and reign over. And lastly, he is very hot-headed 
and will lash out at the slightest of insults.
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Godking Akafeuer
Gargantuan dragon, chaotic evil

Armor Class 22 (natural armor)
Hit Points 546 (28d20 + 252)
Speed 40 ft., climb 40 ft., fly 80 ft.

 STR  DEX  CON  INT  WIS  CHA
 30 (+10) 10 (+0) 29 (+9) 18 (+4) 15 (+2) 23 (+6)

Saving Throws Dex +7, Con +16, Wis +9, Cha +13
Skills Perception +16, Stealth +7
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 26
Languages Common, Draconic
Challenge 24 (62,000 XP)

Legendary Resistance (3/Day). If the dragon fails a saving throw, it 
can choose to succeed instead.

Spellcasting. Akafeuer is a 7th-level spellcaster. His spellcasting 
ability is Charisma (spell save DC 21, +13 to hit with spell attacks). 
Akafeuer has the following sorcerer spells prepared:

At will: control fire, prestidigitation, shape water, mold 
earth, true strike
1st level (4 slots): absorb elements, silent image, sleep
2nd level (3 slots): mind spike, phantasmal force, mirror 
image
3rd level(3 slots): hypnotic pattern, counterspell
4th level(1 slot): confusion

Actions
Multiattack. The dragon can use its Frightful Presence. It then 
makes three attacks: one with its bite and two with its claws.

Bite. Melee Weapon Attack: +17 to hit, reach 15 ft., one target. Hit: 
21 (2d10 + 10) piercing damage plus 14 (4d6) fire damage.

Claw. Melee Weapon Attack: +17 to hit, reach 10 ft., one target. Hit: 
17 (2d6 + 10) slashing damage.

Tail. Melee Weapon Attack: +17 to hit, reach 20 ft., one target. Hit: 
19 (2d8 + 10) bludgeoning damage.

Frightful Presence. Each creature of the dragon’s choice that is 
within 120 feet of the dragon and aware of it must succeed on a 
DC 21 Wisdom saving throw or become frightened for 1 minute. A 
creature can repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature’s saving throw 
is successful or the effect ends for it, the creature is immune to the 
dragon’s Frightful Presence for the next 24 hours.

Fire Breath (Recharge 5–6). The dragon exhales fire in a 90-foot 
cone. Each creature in that area must make a DC 24 Dexterity saving 
throw, taking 91 (26d6) fire damage on a failed save, or half as much 
damage on a successful one.

Legendary Actions

Godking Akafeuer 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 dragon 
regains spent legendary actions at the start of its turn.

Detect. Godking Akafeuer makes a Wisdom (Perception) check.

Tail Attack. Godking Akafeuer makes a tail attack.

Wing Attack (Costs 2 Actions). Godking Akafeuer beats its wings. 
Each creature within 15 feet of the dragon must succeed on a DC 25 
Dexterity saving throw or take 17 (2d6 + 10) bludgeoning damage 
and be knocked prone. Godking Akafeuer can then fly up to half its 
flying speed.

Lair Actions
On initiative count 20 (losing initiative ties), Godking Akafeuer takes 
a lair action to cause one of the following effects;Godking Akafeuer 
can’t use the same effect two rounds in a row:

Magma erupts from a point on the ground Godking Akafeuer can 
see within 120 feet of it, creating a 20-foot-high, 5-foot-radius 
geyser. Each creature in the geyser’s area must make a DC 15 
Dexterity saving throw, taking 21 (6d6) fire damage on a failed save, 
or half as much damage on a successful one.

A tremor shakes the lair in a 60-foot radius around Godking 
Akafeuer. Each creature other than Godking Akafeuer on the ground 
in that area must succeed on a DC 15 Dexterity saving throw or be 
knocked prone.

Volcanic gases form a cloud in a 20-foot-radius sphere centered on 
a point Godking Akafeuer can see within 120 feet of it. The sphere 
spreads around corners, and its area is lightly obscured. It lasts until 
initiative count 20 on the next round. Each creature that starts its 
turn in the cloud must succeed on a DC 13 Constitution saving throw 
or be poisoned until the end of its turn. While poisoned in this way, 
a creature is incapacitated.
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T
o some entities, space and time are succulent 
entrees on a buffet, meant to be devoured and 
gobbled down in scrumptious ceremony. To eat the 

world itself is to satiate the deepest hungers, and for the 
Gorger, no object—living or unliving—is indigestible.

Left unchecked, the Gorger can eat holes in reality, 
consuming existence itself, or even the very concepts 
therein!

Background
Don’t ever—ever put a bag of holding into a portable 
hole. Every adventurer at some point hears a tale from 
a wizard’s student or a dungeon-diving veteran about 
how a rogue bastard tried to put a bag of holding into 
a portable hole, only for the extraplanar implosion to 
suck away the treasure and maybe a hireling or two.

Adventurers may also hear about the bag of holding’s 
nefariously deceptive doppelganger magic item: the bag 
of devouring. How many quest items have been lost due 
to finding one of these in a forgotten tomb?

So what happens when you place a bag of devouring 
instead of a bag of holding into a portable hole? Seek 
no further than the maddened outbursts of Cleve Ipsitch, 
former necromancer of the Sunken Isles, endlessly 
prattling about the “great mouth that seeks to consume 
the world! The world! And all other worlds!”

Though locked away for several crimes, Ipsitch’s most 
nefarious experiment was the creation of the Gorger. By 
inserting a bag of devouring into a portable hole, Ipsitch 
accidentally spawned a monster that ate his workbench, 
ate his chemicals, ate his senior students, ate his junior 
students, ate his tower, and then ate his ghost collection.

And those were some really rare ghosts!

In time, Ipsitch managed to document his creation’s 
antics and demeanor, but not before the Gorger returned 
with a belly full of parapets from a demon princess’ 
palisade as well as the Yearling Harvest.

Yes, the Gorger devoured the Yearling Harvest, as in 
the holiday celebrated by the yellow druids of the Aeon 
Plane. Their holiday is gone. It doesn’t exist anymore, 
and none of the druids have any clear memory of 
celebrating this historical event. Ever.

Ipsitch then began to wonder what facets of reality his 
new Gorger had eaten from his own world. He couldn’t 
think of any, which is exactly what would happen if the 
Gorger had eaten these aspects!

Never had the necromancer thought that a predator could 
exist that consumed not only flesh, stone, or air, but also 
factual, historical truths. These creatures could devour 
reality itself if left unchecked.

Unfortunately, the Gorger ate Ipsitch’s desire to contain 
the monster, then lumbered off on its fat, stubby legs to 
find other bizarre treats to placate its despicable palate.

Current Motives
Sampling the world is good!
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The Gorger seeks to taste everything it can sink its teeth 
into, from living creatures to a peasant’s exercise routine. 
It will chomp down on a fungal rat carcass or even the 
upcoming coronation for the princess, leaving every noble 
at the reception unsure of why they are even there in the 
first place!

So for the moment, the Gorger is a reality-altering 
nuisance out to poke holes in the standard worlds of space 
and time, occasionally visiting other planes for some 
foreign cuisine.

The Gorger can be used as an NPC as follows:

A treasure trove – So the Gorger ate somebody or 
something worth a lot of value to someone else, and 
the adventurers need to go get it back. By attacking the 
Gorger, players can try and dislodge the vast array of 
tangible and intangible food the creature has acquired.

A quest – A township running to the adventurers and 
pointing that half of their houses are covered in bite marks 
is enough to spark any wandering travellers’ interests. If 
the PC’s can find this bizarre creature, then they will be in 
for a big surprise when they find it gnawing tunnels into its 
own dungeon.

A portal – Since the Gorger can eat chunks of other 
planes and locations, the PC’s can find a way to use it as 
a teleporting station if they can capture it. Do the players 
need a way to travel to another plane? Finding the Gorger 
and slaying it can open up such a portal.

A therapeutic eraser – Is a player feeling particularly 
guilty about a deep, dark secret that haunts them? Is 
one of the players still reeling over a character’s most 
recent breakup ala a by-the-books romantic drama? The 
Gorger can devour the anxiety and mental tolls that wrack 
people’s minds. Speak well enough with the creature, and 
it may help relieve a character of a mental plight.

Long Term Motives
The Gorger believes that reality would be a much better 
place once inside its belly. To taste and consume everything 
is the ultimate purpose, one that will take eons upon eons 
to complete. Or even better, if the gods are creating worlds 
faster than the Gorger can consume them, then the Gorger 
will never run out of tasty treats to consume.

Ideal
Anything and everything is worth tasting. Two bites just to 
make sure.

Bond
Myself, and anything that exists within. It’s only valuable 
once I eat it.

Flaws
Excessive desire to consume can cause it to make itself 
known too soon when it should lay low.

The Gorger
Medium aberration, chaotic neutral

Armor Class 13 (natural armor)
Hit Points 39 (5d8 + 20 )
Speed 20 ft., 90 ft. fly

 STR  DEX  CON  INT  WIS  CHA
 12 (+1) 11 (+0) 15 (+4) 14 (+2) 15 (+2) 11 (+0)

Saving Throws Con +8
Condition Immunities poison
Senses passive Perception 12
Languages Primordial, Common
Challenge 1 (200 XP)
 
Portmouth. Upon death, the Gorger explodes and creates a 10 ft. 
radius portal to another location at its current location. The portal 
functions like a gate spell but with a permanent duration. You 
choose where the portal connects, though it must connect to a 
location that the Gorger has eaten.

Upheaval. Upon death, mundane or magic items can explode out of 
the Gorger and land up to 30 feet away. Roll any number of times on 
the Magic Items or Treasure tables in the Dungeon Master’s Guide, or 
choose a special item that the Gorger would have eaten to emerge.

Actions
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 10 
(2d8 + 1) piercing damage. If the target is a Large or smaller creature 
or object, it must succeed on a DC 13 Dexterity saving throw or be 
swallowed by the Gorger. A swallowed creature is transported to a 
“pocket dimension” made up of everything the Gorger has eaten 
in its lifetime, which is a mish-mash of several worlds, locations, 
events, and people. If the Gorger dies, a swallowed creature can be 
regurgitated through the Gorger’s upheaval ability.
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G
regory LeChance, though once rather handsome, is 
an unappealing man. The common folk that know 
him often find him to be as detestable as he finds 

them. He is a proud and selfish man with a strong desire 
for perfection, so when he was humbled in the streets 
before many witnesses he developed a need for vengeance.

As he is driven by his pride, Gregory is not one to ask for 
help from those he deems inferior. One must be seen as an 
equal or have a skill or information that he himself has not 
acquired for him to feel they are worthy of his attention. 
Gregory will also not make his presence 
known in the city he had occupied until 
he feels his revenge has been served 
and his honor restored. Gregory can be 
found lurking in cities around the guild 
halls, traveling between cities, or quietly 
stalking and gathering information 
around the rural estate of the lord that 
beat him in a duel.

Background
As a child, Gregory LeChance was a 
selfish lad. Wanting nothing less than 
the best, he avoided that which was 
mediocre in his eye, including people. 
These thoughts were not limited even to 
his family of simple farmers. Gregory 
was not meant to spend his life with 
cattle! Neither his knees nor fingers 
were meant for the dirty soil! So how 
could he have been so cursed to be born 
into life such as this? When he could, 
Gregory left, leaving his parents, his 
home, and his name.

Gregory found his way into the city 
where he came upon the jewelers’ 
guildhall. After demonstrating his keen 
eye, a steady hand, and a determined 
mind he was accepted by the guild 
at the young age of thirteen. Here in 
the guildhall, Gregory finally felt like 
he belonged. Every day, he worked 
with the most beautiful gemstones 
and precious metals, honing his skills. 
He conducted business with powerful 
merchants and saw the most beautiful 
people accent their beautiful bodies with 
his beautiful creations. Here in the city, 
Gregory had it all. Or so he thought.

When Gregory saw her, he knew he had to have her. Locks 
as pure as the gold he molded. Eyes vibrant as sapphires 
set into a face as perfect as any ring he’d ever made. Her 
skin was soft white as the pearls brought from distant seas. 
After charming Layla Beaumont, Gregory started to court 
her over the course of a year.

For the first time, Gregory was thinking of someone other 
than himself. He found a lavish home in the best district 
in the city and started to save for the purchase. He created 
some of the most unique jewelry pieces to fit Layla and 

G-Memorable Monsters

Gregory Lechance



45

gifted them to her; sometimes spending hours obsessing 
over exactly which gems to use. Everything in Gregory’s 
life was as perfect as he knew it was intended to be. That 
is until his last commission.

After Gregory and Layla had become engaged, a young 
lord came into the city for a weeks-long Harvest Festival 
and Meeting of the lords of the local estates. Through 
happenstance, this lord came upon Layla and was also 
taken aback by her beauty. Through the week, unbeknownst 
to Gregory, the lord tried to spend his free time around 
Layla and gradually charmed her. The lord found his way 
to the Jewelers Guild Hall where he spoke with Gregory 
to commission a neckpiece of the highest quality. The lord 
described the love he had found in the city and with the 
love in his own heart Gregory was inspired to make a truly 
magnificent piece. After the close of the Harvest Festival, 
the lord returned to his estate; however, he and Layla 
continued to have a secret correspondence. 

When the necklace was finished, the lord returned from his 
estate, acquired the piece, and found Layla about the city. 
He asked her to join him for dinner providing the necklace 
for her to wear. After receiving payment for such a grand 
commission, Gregory had saved enough to purchase the 
home for himself and Layla. He hurried to find her and tell 
her the news only to find her dressed for a fantastic evening 
and wearing the necklace he himself had made. Heated and 
embarrassed, Gregory made to confront the lord. 

Option 1 - (If the lord is a simple nobleman) Gregory 
challenged the lord to a duel for his own honor and the 
hand of Layla. While Gregory did not have experience 
with a sword, he was too proud to let his shame stand. 
Gregory charged the lord, swinging wildly but without 
thought. Each jab and thrust was easily countered by the 
more experienced swordsman. As Gregory grew exhausted 
and weary the lord decided that sparing Gregory was a 
fate worse than death. With a broad stroke downwards 
the lord cut the face of Gregory, who collapsed in pain 
and anguish. Gregory knew he had lost. So Gregory left. 
Leaving his love, his home, and his reputation.

Option 2 - (If the lord is an evil entity) Gregory 
Challenged the lord to a duel for his own honor and the 
hand of Layla. The lord refused to battle Gregory, saying 
it was up to Layla who she chose to be with. Though the 
lord had already charmed Layla with the effects of the 
necklace. Gregory flew into a rage and tried to attack 
the lord, who then commanded his bodyguards to stop 
Gregory. The bodyguards held Gregory at bay, beat him 
into the dirt, and continued to beat him. Gregory’s last 
image before falling unconscious was the face of Layla 
staring at him coldly, unfeeling, uncaring, and with almost 
lifeless eyes.

Current Motives
Gregory’s current motives mirror that of his long-term 
motives. He is diligently applying himself towards 
exacting his revenge. If Layla happens to still be alive he 
could also try to win her back somehow.

Gregory can be used as an NPC as follows:

A villain – Players can discover Gregory’s plot to gain 
revenge and try to protect the lord and Layla for a 
potential reward.

An information giver – Gregory has plenty of contacts 
among the relevant guilds. He may know information 
offhand or use his connections to find out information 
quickly for either a price or a favor.

A quest giver – The lord who won the heart of Layla 
could be an evil entity and Gregory, though his motives 
are dark and personal, may actually be in the right. The 
necklace originally created by Gregory could have been 
enchanted after the purchase with a permanent Charm 
effect. The lord could be an Incubus with an intent to 
enslave Layla or a Rakshasa with a personal vendetta 
against Gregory.

Long Term Motives
Gregory’s main goal is to get revenge on the lord that 
stole away his fiance, Layla, and embarrassed him when 
he tried to fight for her hand. He would enjoy exposing or 
embarrassing the lord the most; but if necessary, the lord’s 
death is an acceptable avenue for retribution.

Ideal
Though Gregory is prideful to a fault, he does know the 
value of effort. Gregory is willing to study the proper 
techniques and procedures to learn a skill; spending time 
and diligently working to attain perfection.

Bond
His pride. Though he lost everything else, Gregory still 
can’t let go of his ego. As a result, he has a compulsive 
urge to seek revenge to feel whole again.

Flaws
Though Gregory now views himself as hideous because of 
the scar he was left with; he is still prejudiced against what 
he perceives as imperfect. He views such things as beneath 
him. Gregory will not initiate conversation nor contact 
with anyone he perceives as ugly and scoffs at the idea that 
any unsavory creature dare attempt to do so with him.
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Gregory Lechance
Medium humanoid (human), chaotic neutral

Armor Class 14 (studded leather)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 15 (+2) 14 (+2) 16 (+3) 13 (+1) 13 (+1) 15 (+2)

Skills Perception +3, Stealth + 4
Damage Immunities poison
Senses passive Perception 13
Languages any three languages
Challenge 3 (700 XP)

Guild Artisan. Because of the time and effort spent in the years as a 
jeweler and gem cutter, Gregory has the connections and wealth to 
stay comfortably safe and hidden for an extended period of time.

Evasion. If Gregory is subjected to an effect that allows him to make 
a Dexterity saving throw to take half damage, he takes no damage if 
he succeeds on the saving throw, and half damage if he fails.

Devious Studies. Gregory was determined with learning to make 
beautiful things before losing Layla. 

His focus changed to learn more insidious skills upon his loss and 
injury. Gregory has spent so much time experimenting with the 
effects of poison on himself that he became immune to their effects. 
The recent obsession into poisonous effects also led him to develop 
a potent poison of his own; Vedius’ Venom. Made from a purified 
secretion from Giant Lampreys.

Assassinate. During his first turn, Gregory has advantage on attack 
rolls against any creature that hasn’t taken a turn. Any hit Gregory 
scores against a surprised creature is a critical hit.

Actions
Multiattack. Gregory makes two attacks. One with a shortsword and 
one with a chisel from his jewelers kit.

Vedius’ Venom. Attacks made with a dosed chisel from Gregory’s 
kit. Melee or Thrown. One Creature Hit 5(1d8 + 2) Poison Damage. 
The target must succeed a saving throw of 13 Constitution saving 
throw or its hit point maximum is reduced by an amount equal to 
the damage taken. The reduction lasts until the target finishes a long 
rest. The target dies if this effect reduces its hit point maximum to 0.

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 6 (1d6 + 3) piercing damage.

Chisel. Melee or Ranged attack: +4 to hit reach 5ft or 20/60 ft., one 
target Hit: 4 (1d4 + 2) piercing damage.

Giant Lamprey
Giant Lampreys inhabit the waters near Gregory LeChance’s birth 
home. Most of the lampreys in these waters only grow to the size of 
a dog, but because these creatures have no natural predator, save 
for others of their kind, they can grow to the size of an average man. 
Normally, the creatures lie dormant in the cool mud at the bottom 
of lakes, rivers, and streams, but should a creature wander too close 
to the water’s edge, the Giant Lamprey can spring forth and attach 
itself to a creature using its powerful mouth. Once attached, the 
Giant Lamprey can steal the life of a creature by slowly draining the 
blood from it.

Giant Lamprey
Medium beast, unaligned

Armor Class 13
Hit Points 28 (8d8 - 8)
Speed 5 ft., swim 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 13 (+1) 16 (+3) 9 (-1) 1 (-5) 7 (-2) 2 (-4)

Damage Resistances bludgeoning, piercing, slashing
Condition Immunities charmed, frightened, grappled, prone, 
restrained, stunned
Senses darkvision 60 ft., passive Perception 8
Languages -
Challenge 1 (200 XP)

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

Amphibious. The creature can breathe air and water.

Actions
Bite. Melee Weapon Attack: +5 to hit, reach 0ft., one creature in the 
Giant Lamprey’s space. Hit: 14 (4d6) piercing damage, or 7 (2d6) 
piercing damage if the Giant Lamprey has half of its hit points or 
fewer. If the target is a creature, it is grappled (escape DC 16). Until 
this grapple ends, the target is restrained, and the Giant Lamprey 
can’t attack another target.

Life Drain. On a successful grapple, one creature. Hit: 4 (1d4 + 2) 
poison damage. The target must succeed on a (DC 12) 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 0.
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H
ohen Dale earned the nickname ‘The Puzzler’, 
stemming from his favorite hobbies: tinkering and 
puzzles. Everything is a game to Hohen. No matter 

what kind of criminal activity he is involved in, he always 
leaves around complex clues for his would-be catchers. 
His creations are always double-bladed, however. An 
intelligent person may solve his puzzles, riddles, or other 

clues and get one step closer to 
unraveling his criminal plans. 
But those who are not quite 
so clever will instead learn 
of his extremely explosive 
personality.

Background
Hohen grew up in a traditional 
gnomish home. He was the 
middle son of three. The 
attention the eldest and 
youngest garner for each of 
their unique skillsets left him 
feeling neglected. Hohen never 
understood why, as he believed 
he was far more clever than 
they. Sure the youngest was a 
prodigy, but still. In Hohen’s 
solitude, he would spend his 
free time reading and solving 
complex puzzles and riddles 
to prove to his family that he 
was the wisest. Of course, he 
was laughed at by his siblings 
as wasting his time and for 
not picking up a more useful 
skillset.

Begrudgingly, he started 
tinkering around with gears, 
gizmos, and anything else he 
could find a way to put together 
or tear apart. He would spend 
hours learning how different 
contraptions fit together and 
understanding their function. 
It soon became a game to 
him. It wasn’t long before he 
started making his own toys 
to entertain himself: A jack-
in-the-box, music boxes, and 
other fun toys and tools.

Soon Hohen started combining 
his love for puzzles and 
pranks. He gifted many of his 
creations to his family and 

friends, hoping to get accolades for his genius or even 
just a simple compliment. Unfortunately, it was never to 
be. His family and clan folk continued to tell him that he 
would need to spend his life on more important things. 
His jokes, puzzles, and riddles would never help anyone. 
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They believed his time and effort should be better spent 
on projects to help the clan. Hohen continued to grow his 
deep-seated anger towards his kin.

He left his clan behind and ventured into the world to 
master his keen mind. His travels took him far and wide. 
During this time, he mastered his crafts, both his puzzles 
and his tinkering skills. Unfortunately, neither of these 
specialties can pay the bills. Hohen was struggling to get by, 
unsure of from where or when his next meal would come. 
Then, when all was lost, he was robbed by some thugs in an 
alleyway. All he had was his puzzles and tinkerers tools. His 
entire life was in that single box, now stolen.

Hohen was broken, sad, and angry. His shrill crying slowly 
became a maniacal laugh. He decided he would get his life 
back at all cost. After a challenging search, he located the 
lair of the goons who had robbed him. He arrived dressed 
as a messenger to drop off a gift parcel - a puzzle box. The 
thugs happily took it, then tossed Hohen out on his rear 
end. Inside the thieves went to open the box, attached was 
a letter that read:

“There are thieves in a den with pipes to their lips, but no 
matches or sparks. How do they smoke their pipes?”

Snickering and cackling, Hohen began a leisurely stride 
home. Moments later, the den burst into flames and debris. 
At this moment, Hohen realized his desire, all of his 
puzzles would build his criminal empire.

Current Motives
Hohen Dale has been working hard to build his criminal 
contacts and gathering minions to do his grunt work. All 
the while, he steals from and makes deals with nobles, 
merchants, and other thieves’ guilds. As time passed, he took 
on the nickname ‘The Puzzler’. Hohen is quick to swindle 
those who are too incompetent to solve his simple clues.

Hohen Dale can be used as an NPC as follows:

An information giver – Hohen’s building of his criminal 
underground makes him a fantastic source of information 
dealing with the seedy underbelly of the world.

A quest giver – Hohen is too busy to personally deliver 
his puzzle box clues and deadly toys. He is always looking 
to hire someone who will ferry his gifts to his enemies. 

A merchant – Not all of the gizmos, toys, and trinkets 
Hohen Dale makes are deadly. Sometimes he tinkers 
and creates unique items to help grow his coffers. These 
trinkets can be mundane or magical.

A villain –If a strange heist or murder has taken place. It 
can be easy for the characters to get involved. During their 
investigation, they can follow riddles, puzzles, and clues 
that can foreshadow ‘The Puzzler’s’ next target. Leading 
the characters into a spy-style chase to catch him and his 
goons before the next crime takes place.

Long Term Motives
Hohen Dale wishes to be the largest crime boss in a major 
city. But unlike many such villains, he seeks to acquire the 
love of the citizens through his unique creations. Thus he 
hopes to open a toy shop. One that gives away gifts and 
toys for free to all of the children. Toys that easily allow 
him to magically manipulate those within range of the 
toys’ effect. A toy in every home will allow him to control 
the minds of everyone with mass suggestion. 

Ideal
The chains of societal norms are meant to be broken, as 
are those who forge them.

Bond
Hohen considers his creations an extension of himself. 
Each one is built with his hands and heart. He adores those 
who appreciate his work.

Flaws
As one who loves to write and solve riddles, when one is 
presented, he is unable to resist its alluring challenge.
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Hohen “The Puzzler” Dale
Small humanoid (gnome), chaotic evil

Armor Class 16
Hit Points 22 (4d8 + 4)
Speed 25 ft.

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 12 (+1) 13 (+1) 16 (+3) 13 (+1) 14 (+2)

Saving Throws Dex +3, Con +3, Wis +2, Cha +3
Skills Deception +4, Persuasion +4, Stealth + 3
Senses passive Perception 14
Languages Common, Dwarven, Elvish, Gnomish 
Challenge 1 (200 XP)
 
Deadly Tinkerer. Using artisan’s tools, Hohen can create destructive 
tiny clockwork devices (AC 5, 1 hp). The devices cease functioning 
after ten days (unless he spends 1 hour repairing it to keep the 
device functioning), or when he uses his action to dismantle it; at 
that time, he can reclaim any materials used to create it. He can 
have up to three such devices active at a time.

When he creates a device, he chooses one of the following options: 
Confused Clockwork Toy, Explosive Puzzle Box, Slowmo Music Box.

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

Actions
Rapier. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 
7 (1d10 + 2) piercing damage.

Clockwork Weapons (Recharge 5-6). Hohen releases one of the 
following clockwork weapons.

Confused Clockwork Toy. This toy is a clockwork animal, monster, or 
person, such as a frog, mouse, bird, dragon, or soldier. When placed 
on the ground, the toy moves 10 feet across the ground on each of 
Hohen’s turns in a random direction. It makes noises as appropriate 
to the creature it represents.

Each creature within a 10-foot-radius sphere of the toy must 
succeed on a DC 11 Wisdom saving throw or suffer the effects of the 
confusion spell.

Explosive Puzzle Box. A tiny trapped construct box wrapped with a 
ribbon topped with a card containing a complex puzzle. 

When a creature touches the box it must succeed on a DC 15 
Intelligence check to solve the puzzle. On a failure the puzzle box 
explodes and each creature within 20 feet of the box must succeed on 
a DC 11 Dexterity saving throw. A creature takes 18 (4d8) fire damage 
on a failed save, or half as much damage on a successful one.

The fire ignites any flammable objects in the area that aren’t being 
worn or carried.

Slowmo Music Box. When opened, this music box plays a lullaby 
at a moderate volume. The box stops playing when it reaches the 
song’s end of 1 minute or when it is closed.

Each creature within 15 feet that can hear the music box’s music 
must succeed on a DC 11 Constitution saving throw. On a failed save, 
the creature can’t use reactions, its speed is halved, and it can’t 
make more than one attack on its turn. In addition, the creature can 
use either an action or a bonus action on its turn, not both. These 
effects last for 1 minute. The creature can repeat the saving throw 
at the end of each of its turns, ending the effect on itself with a 
successful save.
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n recent years, the village of Thornbrook seemed 
to increase in prosperity, especially after a group of 
adventurers disappeared in a nearby dungeon to deal 

with a wizard and their minions. While the adventurers were 
gone, nobody seemed to hear from the wizard either. There 
has also been less harassment from bandits and creatures, 
which had been a problem in the past. That said, the 
villagers have encountered some odd things here and there, 
such as the occasional beaten corpse on a trail or a pervasive 
feeling of being watched. On a rare occasion, some may 
even catch a glimpse of an armored figure with glowing red 
eyes in the distance. Sometimes, it’s not alone...

Background
Images flashed through his head, though they are of 
nothing coherent. Not memories, but almost like shadows 
of them. Like nothing was there at first, but when 
something started to snap back into place, it still didn’t 
quite fit either. 

Blackness faded from vision, 
revealing a torch-lit room, a scorched 
body surrounded by charred corpses, 
and a glowing amulet that is pinned to 
the wall by a sword piercing through 
it. Skeletons lumbered around the 
room and stared at nothing, as if 
confused. Aimless, but he felt some 
sort of strange kinship with them. 

Staring down at hands which held 
no flesh but only bone, still able to 
flex them at will, he walked over to 
the bodies on the ground and was 
drawn to an object that still seemed to 
shine, despite the soot. Picking up the 
mace he strangely understood what 
its purpose was: to crush. Why did it 
understand? Why did it know? Who 
was he? “I am…me,” it said with its 
clacking jaw.

These first thoughts grew the seed of 
his impulses. From the fragments of 
his memories and what little he could 
glean from them, there was a nearby 
village that he had lived in. With this, 
came a drive to protect it, attached to 
some strong emotions of what was 
probably some sort of painful death.

Current Motives
Using the dungeon he awakened in as a base of operations, 
Red Eyes is gathering as many resources he can to build 
up a stronghold they can operate out of as well as gather 
all of the local undead in one location. Though he can’t 
control undead that are weaker than him, they do feel 
drawn to him, almost like they feel a kinship with him.

Red Eyes can be used as an NPC as follows:

An information giver – He has familiarized himself with 
the general area and knows what sort of creatures could be 
encountered or where to find things.

A quest giver – If the town of Thornbrook is in danger, 
and if he is given reason to believe the players are not 
a threat to it, he may ask them for assistance. He may 
also be able to give the contents of the dungeon he often 
resides in as payment, including magical items.
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A merchant – On the lookout for resources he can use, 
he is willing to trade information or items, especially ones 
that he has no use for.

A villain – If he feels that the party in any way are 
threatening Thornbrook, he has no qualms about attacking 
the players where they stand.

Long Term Motives
Red Eyes’ has an impulse to protect the village 
Thornbrook against any perceived danger.

Ideal
Patience and preparation is key to strength.

Bond
Feels a kinship with those who are dead as well as those 
they have memories of.

Flaws
Red Eyes’ memory and problem solving is fragmented. 
Though at times can be reasoned with how they interpret 
or react to what is said or observed may come across 
as irrational especially if they perceive a danger to 
Thornbrook.

Iamme the Red Eyes
Medium undead, unaligned

Armor Class 16 (Chain Mail)
Hit Points 39 (6d8 + 12)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 17 (+3) 12 (+1) 15 (+2) 12 (+1) 13 (+1) 10 (+0)

Saving Throws Con +4
Damage Immunity poison
Condition Immunity exhaustion, poisoned
Senses darkvision 60 ft., passive Perception 11
Languages Common
Challenge 2 (450 XP)
 
Charge. If Red Eyes moves at least 20 feet straight toward a target 
and then hits it with a mace attack on the same turn, the target 
takes an extra 10 (3d6) bludgeoning damage.

Undead Affinity. Any undead that are weaker than Red Eyes follow 
his commands.

Actions
Multiattack. Red Eyes makes two attacks.

Mace +1. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 7 (1d6 + 4) bludgeoning damage.
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A 
skull, aflame and coated in a 
dull cast of iron—this is all that 
remains of a devoted cleric of 

the forge, Alessandra Achama, whose 
ritual of apotheosis went terribly awry. 
When the cleric became undead, her 
cult following remained loyal to her, 
as her intellect magically remained 
intact. This charismatic leader now 
commands a vast cult, with agents both 
overt and concealed. Ironwrought’s 
aim is to fell the deity of the forge, in 
the hope that once they are destroyed, 
she will be able to take their place.

As well as being a charismatic leader 
capable of bestowing great boons onto 
her followers, Ironwrought is terribly 
powerful herself. The flames that 
surround her burn with immense heat, 
and can leap from their origin to any 
point of her choosing. Furthermore, 
she can cause spontaneous bursts of 
exhausting heat, or lash out, entrapping 
people in the searing chains which are 
anchored to her jaw.

Background
Ironwrought was once a zealous 
human forge cleric. Her faithfulness 
knew no bounds, and Alessandra gave 
her entire life to worshipping the deity 
of the forge, smithing, creation, and 
flame. Unfortunately, she became so 
obsessed with her faith that pride, 
obsession, and narcissism took hold. 
She believed herself the most devoted, 
the most holy, and the most deserving 
of blessings. When the deity Alessandra worshipped failed 
to deliver the powers she believed she was owed, the cleric 
decided to replace that deity herself.

After decades of fervent research, and the accumulation of 
followers throughout the realms, Alessandra believed she 
had uncovered the pathway to godhood. In a dangerous 
ceremony, conducted by herself and her cult, Achama 
bathed herself in a blazing inferno. She believed she would 
be turned to ash, and reincarnated as a walking deity, an 
avatar in the mortal realms. Instead, she was consumed by 
the flames and turned undead by the failed ritual.

Despite her transformation and failed attempt to reach 
divinity, her cult remained. Calling themselves simply The 
Ironwrought, and referred to their mistress by that same 
moniker, the cult works in dangerous circles throughout 
the realms. You might never know if the local town smith 
you visit for your armor repairs is actually a member of 
The Ironwrought in hiding, whether the blades they sell 
are infused with black magic, and whether they and their 
allies are plotting the destruction of a deity. The only way 
to be sure is to search their body for an area encased in 
an iron band with the mark of a skull with flames for eyes 
upon it. These bands are melted onto the flesh of each cult 
initiate, and become further decorated as the cult member 
rises in rank.
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Current Motives
Ironwrought and her cult seek to gather knowledge of 
powerful magic weapons, arcane knowledge about the 
extraplanar realms of the gods, and any dark rituals related 
to the destruction of holy items or artifacts. Ironwrought 
also seeks to build her cult following. She and her agents 
are capable of smithing weapons and armor of incredible 
value and magical potential, and they frequently use these 
items, and the techniques they used to make them, as 
bargaining chips.

Ironwrought and her cult can be used as NPCs as follows:

A merchant or tutor – The Ironwrought know much 
about the creation of magical armor and weapons, and can 
provide them to parties in need. Of course, nothing comes 
for free. The Ironwrought care little for money, favouring 
new recruits or arcane information instead.

A quest giver – The Ironwrought often have requests that 
need fulfilling by skilled adventurers. The cultists can do 
many things, but fighting beasts to claim their treasures, 
or delving into blasphemous crypts are not in their typical 
wheelhouse.

A villain –Although not necessarily evil, Ironwrought 
is certainly overzealous and narcissistic. If characters 
worship the current forge deity, or are determined to keep 
the pantheon in status quo, they may see Ironwrought as a 
villain for wanting to destroy a deity.

Long Term Motives
Ironwrought seeks the destruction of the deity of the forge, 
so that she might attempt her ritual again and replace them 
in the pantheon. Obviously, this goal might take centuries 
to come to pass, but despite her fiery temperament, she is 
capable of playing the long game.

Ideal
Only by amassing immense power and knowledge will 
Ironwrought be able to kill the current deity of the forge 
and take their place in the pantheon.

Bond
Without their cult, Ironwrought would be unable to move 
in the circles necessary to gather information. She loves 
The Ironwrought as if they were her children.

Flaws
Ironwrought is a narcissist. She believes that she deserves 
to be a deity because of her devotion to the forge, and 

her imagined betrayal by the current forge deity. This 
narcissism often gets between her and her goals, as she 
refuses to listen to those who think they know better than 
her. Furthermore, any cultists who become powerful tend 
to disappear mysteriously, as if turned to ash and blown 
away on the wind. Ironwrought doesn’t like to think that 
anyone else could rival her power.

Ironwrought
Tiny undead, neutral

Armor Class 19
Hit Points 40 (9d4 + 18)
Speed 0 ft., fly 40 ft. (hover)

 STR  DEX  CON  INT  WIS  CHA
  1 (-5) 17 (+3) 14 (+2) 10 (+0) 16 (+3) 15 (+2)

Skills Perception +5, Religion +5
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical attacks
Damage Immunities fire, necrotic, poison
Condition Immunities charmed, frightened, grappled, paralyzed, 

poisoned, prone
Senses darkvision 60 ft., passive Perception 15
Languages Common, Celestial, Ignan
Challenge 5 (1,800 XP)
 
Illumination. Ironwrought sheds either dim light in a 15-foot radius, 
or bright light in a 15-foot radius and dim light for an additional 15 
feet. She can switch between the options as an action.

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

Spellcasting. Ironwrought is a 5th-level spellcaster. Her spellcasting 
ability is Wisdom (spell save DC 13, +5 to hit with spell attacks). 
She requires no somatic or material components to cast her spells. 
Ironwrought has the following spells prepared:

Cantrips (at will): sacred flame
1st level (3 slots): identify, searing smite
2nd level (2 slots): heat metal, scorching ray
3rd level (1 slot): fireball

Actions
Multiattack. Ironwrought makes two chain attacks. If both attacks 
hit a Medium or smaller target, the target is grappled (escape DC 
10), and Ironwrought uses Bind on it.

Chain. Melee Weapon Attack: +5 to hit, reach 15 ft., one target. Hit: 
5 (1d4 + 3 bludgeoning damage).

Bind. Ironwrought binds a Medium or smaller creature grappled by 
her in chains. Until the grapple ends, the target is restrained, and 
Ironwrought can’t use her chains on another target.
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K
aigon is a construct. 
This is abundantly 
clear due to the 

bionic limbs and pulsating 
power-core in his chest. At 
one point, however, he was 
simply a tiefling. No longer 
does he have any telling 
traits of his infernal heritage, 
aside from his too-natural 
sounding language that no 
single machine could create. 
He was and still is, one 
of the most powerful and 
notorious assassins. “Kaigon 
Kingsbane,” “Kaigon, the 
Machine Nightmare,” and 
“Kaigon Noble-Sunderer” 
were all names given to him. 
The mere mention of him 
often brings bad omens to 
entire cities, making armies 
fear the name that had just 
touched their ears.

Background
Kaigon, however, was at 
one point flesh and bone. He 
was capable of great flames, 
swift blades, and efficient 
movement, but that all 
changed in a daring attempt 
on a certain noble’s life. He had met a powerful hero, 
a man named Zelgrand, who resided in a bustling city 
known as Kona. Kaigon’s attempted assassination of Duke 
Rensworth had failed; Zelgrand had seen his type before 
and set a trap that would kill any mortal instantly—a 
teleportation circle configured to send its victim to a 
prison demiplane, killing them at the same time. Kaigon’s 
body died, crumbling instantly, and even in death, his 
spirit wasn’t sent to the astral realm, but worse, into this 
prison beyond the void.

This story does not end here. An artificer by the name of 
Takeo had known about Kaigon and his infernal prowess. 
In the depths of Vrark, Takeo had found a group of cultists 
who followed Kaigon’s name and revered the dead man as 
a god. They had performed a séance to communicate with 
his spirit. Knowing that for Kaigon to be brought back, he 
would need a body, Takeo aided the cultists with repairing 
and enhancing a dead vessel. In the end, he had created the 
ultimate assassin, the perfect lifeform, or so he had called 
it. And thus, after a lengthy ritual and much prayer of 

those from the fallen order, 
Kaigon’s spirit accepted this 
chosen body, a body that did 
not need sleep or food. 

Kaigon now strives to further 
his perfection in order to kill 
Zelgrand, but not without 
paying back Takeo for his 
second chance at life. Kaigon 
feels indebted to Takeo, so 
he helps the blacksmith in 
gathering dangerous supplies 
from equally dangerous 
sources across the world. 
While he may have improved 
senses from becoming a 
construct, he still struggles 
to retain any of his infernal 
legacy. He trains vigorously 
in hopes to one day gain back 
the powers he had lost, and 
get his revenge on Zelgrand.

Current Motives
Kaigon is a ruthless construct 
with the mind of a flesh and 
blood devil. When he isn’t on 
a job, he is seen with Takeo 
who takes care of his body, 
as the artificer is the only 

person in the realm who has any knowledge to maintain 
his mechanical components. Otherwise, he is often found 
adventuring and locating rare materials for Takeo.

Kaigon can be used as an NPC as follows:

An informant – If Kaigon doesn’t know how to get into 
a noble’s house for the heroes, he will certainly find out 
for the right sum of money. With his incredible optical 
sensors, and body parts that are designed to measure the 
smallest tremor, he can let you know where any guard is, 
what time their shifts end, how to break in, and how to 
get to your target, all unannounced. Kaigon also knows 
Thieves’ Cant for those particularly special moments.

A hired Hand – There may be moments where the heroes 
can’t get their hands dirty, or the rogue of the group needs 
something done but can’t be seen with the group to do it 
for his guild, Kaigon can solve those issues with a little bit 
of coin, or a favor.
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A villain – If the players mess with a particularly wrong 
set of individuals who have a lot of coin, they could incur 
the wrath of Kaigon, as he may have been paid off to 
punish the players.

Long Term Motives
Kaigon’s true goal in the end is to get his revenge, even at 
the cost of his second chance. Zelgrand had taken his life, 
and nothing will get in his way ever again.

Bond
Takeo, the artificer of Kigaia, is possibly his only 
friend and ally left in this world. Harming Takeo 
would make Kaigon belligerent to his foes.

Flaws
Kaigon, at the end of his day, is ultimately reminded he 
is not what he once was. Now a construct, he is troubled 
and filled with anxiety that, while he has become a killing 
machine, he may no longer be able to feel the rush of the 
powers and abilities that he once had. 

Kaigon Abstracte, the 
Construct Assassin
Medium construct, lawful evil 

Armor Class 18
Hit Points 142 (15d10 + 60)
Speed 40 ft., fly 80

 STR  DEX  CON  INT  WIS  CHA
  21 (+5) 10 (+0) 19 (+4) 14 (+2) 13 (+1) 16 (+3)

Saving Throws Dex +3, Con +7, Wis +4, Cha +3
Condition Immunities charmed, exhaustion, frightened, paralzyed, 

petrified, poisoned
Skills Insight +4, Perception +7, Stealth +3
Senses darkvision 120 ft., tremorsense 60 ft., passive Perception 17
Languages Common, Thieves’ cant
Challenge 8 (3,900 XP)
 
Improved Critical. Kaigon’s weapon attacks score a critical hit on a 
roll of 19-20.

Cunning Action. On each of his turns, Kaigon can use a bonus action 
to take the Dash, Disengage, or Hide action.

Actions
Multiattack. Kaigon can use its Frightful Presence. It then makes 
two Flame Tongue attacks or uses his Hurl Flame twice.

Flame Tongue. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 7 (1d10 + 5) slashing damage plus 5 (1d10) fire damage.

Hurl Flame. Ranged Spell Attack: +5 to hit, range 120 ft., one target. 
Hit: 14 (4d6) fire damage.

Frightful Presence. Each creature of Kaigon’s choice that is within 
120 feet of him and aware of him must succeed on a DC 15 Wisdom 
saving throw or become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its turns, ending the 
effect on itself on a success. If a creature’s saving throw is successful 
or the effect ends for it, the creature is immune to Kaigon’s Frightful 
Presence for the next 24 hours.

Reactions
Full Counter. When a creature Kaigon can see hits him with a melee 
weapon attack, he can use his reaction to make an attack with his 
Flame Tongue Swords.
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ndless depths avail the desperate ones with 
nowhere else to flee. How far will you delve to 
seek aid in your stress? How heinous will your 

deeds become to erase the unwanted? How quiet can the 
voices drop before you’re alone?

A stagnant entity born aloft by his four sons, the King of 
Hush lurks among his penitent orchard: a field of crucified 
victims. He is lethargy incarnate, desiring solitude above 
all. Seeking the King of Hush for a favor is an option only 
for only the desperate. His wrath favors blanketed, all-
encompassing ire rather than pinpoint justice. Whole towns 
have vanished as a result of his desire to eliminate a single 
mortal, and at the erasure of these swathes of people:

Solidarity and silence.

Background
He is no god, though people pray to him. He is no 
otherworldly being, though people see him as alien. He is, 
however, a man with a history plagued in terror—as many 
tyrants are.

They say he was a noble, born amid a squabbling 
household where dukes, duchesses, princes, and princesses 
were all suspicious of one other. Greed, lust, pride, and 
envy caused rumors to spread quickly in the aristocracy, 
and conspiracies among the heirs bred scandals, murders, 
alliances, oaths of vengeance, uprisings, and downfalls. 

The marquis uncle would be found with a dagger in his 
chest, planted by a blacksmith who heard from the banquet 
table at the Autumn Festival that his daughter had been 
kidnapped by the marquis. Of course, this was a lie spread 

by the marquis’ sister-in-law to erase the man from the line 
of successful heirs, meaning her children could ascend the 
throne! But would the masses accept her children as rulers, 
especially after that nasty scandal spread about “that issue 
with the corpse?”

The backstabbing and hearsay continued, nobody daring 
to face their accusers upfront, and the child king simply 
watched on in silence. He waited, bade his time, until only 
he remained: the boy king lording an empty, haunting, 
silent dominion; a dominion that crushed itself as well 
under its own false tongue.

Nobody knows how he died—if he died. But his 
household dissipated to ruin and mystery. That’s when the 
rumors curdled back to the surface: not from among his 
family, but among the outlying townships.

“I hear that the king got married and locked his children 
away in a tower!” a fishmonger would say. “And he never 
let them out!”

“Well if you ask me, he had it coming! That whole family 
was a self-contaminating poison,” the shepherd would say.

But the King of Hush heard these words flutter among the 
masses: these lies.

Were they lies?

Rumor has it that these townships met their demise as well, 
that the avatar of the King of Hush scooped everyone from 
their houses and crucified them where they stood, scribbling 
their darkest secrets onto the planks that bore them. Rumor 
has it that the King of Hush strode into the towns as a giant, 
borne aloft by his four mute, scrabbling sons. Rumor has it 

that he beat the town to rubble with a flail strung 
with the skeletons of his ancestors.

But again, those are only rumors. And rumors 
never hurt anyone, right?

Current Motives
The King of Hush despises dishonesty, especially 
among the nobility. To him, lies are acid that 
corrodes society, and a spreading lie is the most 
destructive force of all. For that reason, the King 
of Hush can be stirred from his dominion to assist 
with retribution, but be warned: the King of Hush 
leaves only silence in his wake.

The King of Hush can be used as an NPC as 
follows:
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A deity or patron – Warlocks and clerics who pursue 
their own form of “purification” for dishonest people may 
receive a boon or powers. Being unable to speak would be 
a perfect flaw for these PCs.

A quest – The party can hear of the King of Hush’s 
domain, especially the aspect where he scribbles secrets of 
people onto their crucifix beams. Creeping into his dead 
kingdom to find information about a specific dead person 
by reading their cross is always an option.

A catastrophe – The King of Hush can, with ease, 
slaughter a whole town of commoners. A small villain can 
bid the King of Hush to act on his or her behalf, killing a 
town to seek vengeance.

A villain – Chasing down or intercepting the King of Hush 
is a great way to end his destruction. Can the PC’s engage 
him and stop him from annihilating another civilization? 
One way to defeat him is to convince him that he, 
ultimately, doesn’t exist. The PC’s can discover this 
through investigations, research, and ultimately finding no 
real connection between rumors and reality regarding the 
King of Hush’s existence.

Long Term Motives
In the end, the King of Hush doesn’t truly know who 
he is due to the ceaseless rumors that exist about him. 
He desires to uncover who or what he was supposed to 
be. Since he is an old legend told around campfires and 
bedsides, he doesn’t truly exist, so any “true” tale of who 
he is (besides the actual truth: he doesn’t exist) is met with 
scorn and ire from the King of Hush since deep within, 
he knows he’s dealing with a falsehood. He exists only 
because the fear and stories of what he “might be” keeps 
him and his dominion manifest.

Ideal
Falsehoods must go! Bare your true face before me and 
meet me with your head raised. Speak no lie and I may 
listen.

Bond
The truth, no matter the cost. I will burn liars to blackened 
char just to write the truth with their ashen bones.

Flaws
Those who hear the lie are just as responsible as those who 
speak it, and for that, you all must be cleansed.

The King of Hush
Gargantuan celestial, neutral evil

Armor Class 15 (natural armor)
Hit Points 95 (16d20 + 28)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 21 (+5) 7 (-2) 17 (+3) 12 (+1) 11 (+0) 19 (+4)

Saving Throws Con +8, Cha +9
Skills Deception +6, Persuasion +6
Damage Immunities poison
Condition Immunities exhaustion, grappled, paralyzed, petrified, 

poisoned, prone, restrained, unconscious
Senses passive Perception 11
Languages Primordial, Common, but doesn’t speak, telepathy 120 ft.
Challenge 9 (5000 XP)

Cease to Be. If the King of Hush can be convinced that he isn’t real, 
he disappears from reality. If less than 100 people haven’t heard of 
how he was defeated this way within 7 days of his defeat, he will 
reform. He has no recollection of being convinced he wasn’t real if 
he reforms this way.

Manifest Form. The King of Hush physically appears in the form that 
people believe he has, which is usually a massive, robed fiend with 
four torsos for legs. He has no control over what he looks like and 
instead believes his perceived form to be his true form.

Actions
Multiattack. The King of Hush makes three attacks with his 
Ancestral Flail.

Ancestral Flail. Melee Weapon Attack: +10 to hit, reach 20 ft., one 
target. Hit: 22 (4d10 + 5) bludgeoning damage and the target must 
succeed on a DC 16 Charisma saving throw or lose its ability to 
speak. Spells and effects that remove curses can restore the ability 
to speak.

Psychic Fission (1/day). The King of Hush targets a creature it can 
see within 30 feet. That creature takes 5 (2d4) psychic damage and 
must succeed on a DC 12 Constitution saving throw. On a failed 
save, all creatures except the King of Hush within 30 feet of that 
creature also take 5 (2d4) psychic damage and must succeed on 
a DC 12 Constitution saving throw. On a failed save, all creatures 
except the King of Hush within 30 feet of those creatures also take 
5 (2d4) psychic damage and must succeed on a DC 12 Constitution 
saving throw. Creatures continue to take 5 (2d4) psychic damage 
and require a DC 12 Constitution saving throw until there are no 
creatures within 30 feet of creatures who fail their Constitution 
saving throws.
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T
he origins of the fortress are lost to time, but its 
name remains carved in stone upon the gatehouse: 
Fort Spite. Its shell still clings to the rock of the 

mountain pass it was built to defend, but that purpose was 
lost long ago. Every defender is long dead, and the fort’s 
commander died with them — bravely, and fighting to the 
last second he could. 

Death does not mean peace. Trapped by his own 
overwhelming sense of failure, the fortress’s commander 
is doomed to replay the final siege and capture of the fort 
for eternity; with ghostly attackers and defenders using 
increasingly desperate gambits to try and shift the battle in 
their favor. 

Living creatures who make the mistake of seeking 
shelter in the seemingly abandoned Fort Spite are drawn 
inevitably into this undead chess match where the risk of 
death is very real. 

Background
The Last Warden of Fort Spite was both a hero and a failure.

A renowned general, Sir Ambrian Courcy was posted to 
this key defensive fortification after a career of injuries 
took its toll and he was forced to retire from front-line 
combat. Fort Spite guards a narrow mountain pass, and 
for many years was all that held back bands of raiders 
from spilling through into the kingdom beyond to loot and 
pillage. Commander of the fort was always a challenging 
position. There was no respite, only eternal vigilance, and 
morale was always low, but just having General Courcy 
there was inspirational for a time.

Courcy was disappointed, of course, only in his early 
thirties and still in his prime. This end to his career seemed 
both disappointing and premature. He took his duty 
seriously, however, and defended the pass capably for 
several years. Nothing further would have been written 
about Ambrian Courcy, except for his great mistake.

He neglected intelligence-gathering operations. The raiders’ 
tactics had scarcely changed for years, even generations, 
of combat. It didn’t seem worth risking his troops’ lives 
scouting, just to learn that nothing, still, had changed. While 
he focused on drilling his soldiers, training them up to elite 
levels of skill, the raiders produced a champion of their 
own. A tactician as smart as Ambrian Courcy, and much less 
inclined to underestimate his enemies.

Donar Vaekal, or the White Wolf as his fighters called 
him, spent years studying Fort Spite, from both inside and 
out. He talked his way in as a new recruit and spent years 
training under Courcy. The two men grew close, spending 
every waking and sleeping hour together; they trained 
together, developed tactics together, and shared every 
intimate thought. At least, Ambrian did. Donar kept his 
motives secret and, a year after he was officially promoted 
to Courcy’s second in command, he faked his death, 
staging an accidental fall from the fort’s roof, and slipped 
away, back to his own people.

Mere months later, an army stormed Fort Spite, with 
the White Wolf at its head. They knew every stratagem 
Courcy deployed before he enacted it, and the general, out 
of practice on the battlefield and grieving over Vaekal’s 
betrayal, couldn’t adapt quickly enough to turn them away. 
They besieged the fort for a week before they took it, and 

executed every soldier 
within the walls. Courcy 
might have survived. The 
White Wolf might have 
shown mercy. But the 
general fell on his sword 
before he was forced to 
find out.

He never rested. Every 
day and night since, he 
has refought the last 
battle, commanding 
troops of shadows and 
ghosts against phantasmal 
foes that, while they are 
not real, can still deliver 
a killing blow. The siege 
replays in detail, from the 
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first sighting of an enemy banner in the pass, to the final 
breaching of the gates. The Last Warden tries to change 
the outcome, but he has never succeeded. Maybe if he 
could do so, he could rest. 

Current Motives
If roused from his obsessions, the Last Warden is both 
good and kind: he wants to see good triumph and evil 
vanquished. He offers whatever resources he can to 
heroes or people in need, whether that be a place to rest or 
information. Unfortunately, those good intentions mean 
nothing, because he could descend into another replay of 
his greatest defeat at any moment. 

The Last Warden can be used as an NPC as follows:

Refuge – The characters come upon Fort Spite after 
surviving an encounter with a powerful enemy. The fort 
appears to offer somewhere for them to rest and recover 
until they find themselves caught up in the Last Warden’s 
endlessly repeating battle.

Obstacle – The characters, or someone they work for, 
need to move large numbers of people through the pass 
guarded by Fort Spite. Refugees, settlers, or an army are 
all possibilities. To do that, the Last Warden must be put to 
rest. Alternatively, the employer needs Fort Spite itself, for 
its strategically important position.

Ancestor– One of the characters or an ally is a distant 
descendant of the Last Warden, and the family wishes to 
see him finally put to rest so they can move on from the 
memory of his failure. 

Flashback – For a one-shot, narrate through the siege and 
final battle, and the defeat, and then have the characters 
forced to replay it as part of the Last Warden’s ghostly 
cast, until they can change the outcome and ensure their 
own eternal rest. 

Long Term Motives
The Last Warden wants only two things: victory and escape 
from the infinite loop of failure. Victory is more important 
than escape. He would much prefer to linger in the material 
plane until he finds a way to make the battle play out 
differently than be banished or put to rest. In fact, he fights 
to the death anyone who tries to dismiss his spirit. 

Ideal
Perseverance. Nothing is impossible, and all shortcomings 
can be corrected with enough effort, training, and 
dedication.

Bond
The Last Warden believes he owes a debt to everyone who 
lost their lives under his command. He strives to find a 
solution not only for his pride but for their memory. 

Flaws
The Last Warden’s greatest flaw is very clearly his 
obsession, but it’s tied to his tendency to overthink 
matters. Leaving the smallest detail unaccounted for in a 
plan, or a single question unanswered. 

The Last Warden
Medium undead, lawful good

Armor Class 17 (splint armor)
Hit Points 142 (19d8 + 57)
Speed 30 ft., fly 30 ft. (hover)

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 10 (+0) 17 (+3) 14 (+2) 14 (+2) 12 (+1)

Saving Throws Strength +8, Wisdom +6
Skills Intimidation +5, Perception +6
Senses darkvision 60 ft., passive Perception 16
Languages Common
Challenge 10 (5,900 XP)
 
Commander. The Last Warden can use a bonus action to issue a 
command to a friendly creature, allowing them to immediately use 
their reaction to make a weapon attack, cast a spell, use an item or 
disengage. 

Tactician. Friendly creatures within 20 ft. of the Last Warden receive 
+2 to their initiative, armor class, and saving throws. 

Semi-Corporeal. The Last Warden may use his action to become 
incorporeal. Any items he wears or carries become incorporeal with 
him. In this state, the Last Warden may pass freely through solid 
objects. The Last Warden remains incorporeal until he uses another 
action to revert to solid form. 

Actions
Multiattack. The Last Warden makes two longsword attacks and one 
chill grasp attack.

Longsword. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 8 (1d8 + 4) slashing damage, 9 (1d10 + 4) when wielded in two 
hands, plus 7 (2d6) cold damage.

Chill Grasp. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. 
Hit: 8 (1d8 + 4) bludgeoning damage, 9 (1d10 + 4) when wielded in 
two hands, plus target must succeed on a DC 15 Constitution saving 
throw or be Paralysed until the end of their next turn.
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D
eep within the ancient wood is a hidden 
spring. The waters here are collected from the 
groundwaters, rains, and dew that falls through 

some of the oldest trees in the ancient wood, trees planted 
by primal gods of nature. The waters absorb life energies 
that remain in the forest from their creation and are 
imbued with healing properties. Animals that seek the 
soothing waters do so peacefully out of respect, for that 
is how it must be; any that try to harm a creature in the 
sanctuary or taint the waters in any way will face the wrath 
of its guardians.

Lewisia and Rediviva stand watch over the Healing 
Spring, masquerading as the only dead tree within an 
otherwise healthy grove. They keep a keen eye out over 

the grove and wander 
around the oldest parts 
of the forest where the 
dryads once roamed in 
larger numbers. The pair 
will gather information 
from the many creatures 
over their travels through 
the woods. However, 
Lewisia and Rediviva’s 
dual memory causes 
them to remember pieces 
differently from each 
other, and they may argue 
with themselves over 
elements. When danger is 
present, their first priority 
is always to protect the 
spring and any creature 
seeking sanctuary within. 
The secondary is to protect 
the forest and animals 
from vicious and greedy 
predators.

If a creature or animal 
attempts to capture prey 
within the Healing Spring, 
take more resources than 
they need, or attack the 
forest in any way, Lewisia 
and Rediviva, will ambush 
the creature in kind. Armed 
with powerful magical 
abilities and a spear blessed 
by the primal gods, the 
pair defends the otherwise 
defenseless. Should a 
person or creature, that is 

not from the forest, come to make an offering at the spring, 
the pair can help by offering aid and shelter to a traveler. 
However, since the dragon wyrmling attacked the spring 
decades ago, travelers have been limited to a handful of 
druids that come to the grove on pilgrimage.

Background
Long ago, a group of dryads tasked themselves with the 
protection of the Healing Spring. They used their powers 
to speak with or charm creatures that approached the 
waters and invoke a neutral ground for all wounded and 
sickly creatures. Through the ages, the creatures of the 
wood spread the tradition amongst themselves. The dryads 
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rarely had to intervene with creatures and simply tended to 
the wellbeing of the spring and the surrounding grove. Yet, 
not every creature came from this wood, and not every 
creature could be charmed.

The dryads could sense a change coming. There was an 
increase in animals coming to the spring with different 
kinds of wounds needing to be healed. The winds would 
blow through the trees carrying dry dirt, speaking of 
turned soil. People came; and with them came their farms, 
their tools, their weapons, and their desires. These people 
plowed under the lush grasses sowing new seeds and 
chasing away many of the creatures with every manner of 
weapon and tool. They turned the land dry and bare. Then 
came the flames. Fires tore through the wood as plows 
through the grasslands, making way for more farmland. 
The trees and creatures choked by the smoke ran in fear 
toward the one place they felt safe. Many of the dryads 
lost their faith that day when the rains came late.

Much of a once lustrous forest of emerald green burnt to 
a dark lifeless cinder. The dryads that once protected the 
sanctuary at the Healing Spring questioned their once noble 
purpose. Some lost long-time friends, both tree and creature, 
some dryads lost their lives that day, and worse still some 
lost the very tree to which they were bound, causing them 
to slowly wither, rot, and die. The spring was safe and the 
healing properties remained, meaning the survivors could 
heal their wounds from the rampaging flames, yet their 
hearts and souls could not be so easily mended.

One dryad, Lewisia, did not take the hardship of the fire 
exceptionally well. She lost many companions due to the 
flames. She felt as though the responsibility of the Healing 
Spring was no longer hers to bear. So Lewisia spent her 
time tending to, talking with, and singing to the new growth 
after the fire. New chicks hatched and creatures were born. 
Fresh grass and trees sprouted from the ash. Yet, Lewisia 
was still felt lonely, felt angry, felt betrayed; so she retired to 
the shelter of her bonded tree to be alone in misery.

Though dryads can speak with plants and creatures, 
Rediviva offered not a word to Lewisia. As her bonded tree, 
she knew to simply listen; Rediviva just turned and offered 
an ear. She knew Lewisia needed to shed her tears and voice 
her frustrations to someone, so Rediviva learned to frown, 
learned to smile, learned to sneer, but most important of all 
learned to also cry. Rediviva listened and waited each day 
until nightfall when she could cradle Lewisia in her boughs 
and carry her to the Healing Spring. Rediviva would then 
build a nest, and while Lewisia slept she would pray to the 
primal gods for both their woes to ease.

As seasons came and went, the scars of the fire also 
faded to memory. Where once they cared for saplings 
and sprigs, shaded meadows are now full of lush grasses, 
bounding deer, squirrels, and flowers of all kinds. 

Lewisia was again happy. Rediviva could sink her roots 
in the ground and simply smile. The wood seemed at 
peace again, until one day.

Though Rediviva recalls the beginning of the day clearly, 
Lewisia only remembers the aftermath. Rediviva stood 
tall, rooted in the ground, and soaking the groundwaters 
near the spring. Lewisia was diving in, through, and 
between trees, playing with a rabbit; Red recalled that her 
friend was laughing so genuinely for the first time in ages. 
Suddenly, the rabbit stopped, ears stiff in the air. Trees of 
the grove trembled, scattering birds where they perched. 
Just as Lewisia appeared from a portal that she made 
between the trees, a giant stag ran by knocking the dryad 
to her knees. The elk, gravely wounded, ran for shelter 
behind Rediviva. Winded and in shock, Lewisia jumped 
to her feet preparing for what was chasing this terrified 
creature. As other dryads came into the circle of the spring 
to tend to the elk, a red dragon wyrmling dropped from 
the sky. A large branch broke from the tree above Lewisia, 
striking her in the head, knocking her unconscious.

When Lewisia came to and her vision cleared, she found 
a terrible nightmare. Piles of ash and ember lay all around 
the grove. The ancient trees still stood but were scarred by 
claw and flame. The giant stag had disappeared, replaced 
with bloodied gore draining into the spring. When she 
could stand, she cried out for her bonded tree, but felt 
something was wrong. She hysterically darted from tree 
to tree following the connection between them by instinct. 
Lewisia found Rediviva, hunched over, her chest hollowed 
out and glowing orange, yet, still alive. While Lewisia was 
unconscious, Rediviva picked up the jagged branch that 
had fallen on her friend. She chased down and attacked the 
wyrmling as it feasted on the stag. The treant pierced the 
dragon’s throat as it breathed fire that tore through into her 
core. The wyrm backed away, grabbed what was left of its 
meal, and retreated. Rediviva had defended what was left 
of the grove and what was left of the sanctuary.

Lewisia cried out to the gods, begging for forgiveness for 
the years of lost faith. Lewisia cried out for them to take 
her own life, yet spare her tree. The dryad climbed into 
the large burning wound within the treant. Lewisia’s form 
erupted into flame as she unleashed every bit of magical 
energy she could muster.

“Red had always been faithful, while I seemed faithless. 
Please, Forest Father, I offer myself in her stead.”

When all hope seemed lost, a bright emerald light 
drowned out the orange glow. Fresh vines erupted within 
and around both Rediviva and Lewisia. Grasses, mosses, 
and fungus grew where the wyvern’s claws and teeth had 
gnawed, bit, and broke into the treant. When the glow 
dimmed, the form of Lewisia sat in the middle of the large 
wound of her bonded tree, now a form of barkskin fused 
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with that of her tree. Lewisia offered her life to the ancient 
gods, and in his fashion created a balance. The two became 
one. A once bonded pair, now quite inseparable, with 
bodies as intertwined as their fates. The pair now speak 
in tandem with two distinct voices that compliment each 
other; one like the deep hum of an oboe and the other like 
the chirp of a clarinet.

Current Motives
Something is slashing and burning the trees of this ancient 
forest. Creatures large and small have panicked and 
retreated to a forest sanctuary protected by the duo. Plumes 
choke the sky while wisps of smoke snake between trees, 
reaching Lewisia & Rediviva. The pair’s form sinks and 
weeps as it recalls the names and lives of the trees and 
creatures that have reached it in the form of ash and singed 
hair and feather. The duo reaches for their enchanted spear 
and rises tall and marches through the thicket to face what 
upsets the balance in this ancient wood.

The creature can be used as an NPC as follows:

An information giver – These two have existed almost as 
long as the forest itself and can give information to those it 
deems trustworthy. The information may not be accurate as 
their joint memory is sometimes contradictory, but a story 
must have an element of truth.

A quest giver – Though this pair is fearsome in their 
own right, they dare not wander out of the forest. Quests 
can involve stopping farmers from encroaching further 
into the forest. The party could reclaim a lost relic of the 
primal gods to bring balance to the sanctuary and purify 
the waters tainted by a demon or devil. Or the party could 
dive into the lore of Lewisia and Rediviva. Adventurers 
could bring an end to the terror of the red dragon that has 
returned, not as the wyrmling the duo fought decades prior, 
but now a young or adult dragon that brings fire, death, 
and vengeance to the forest.

A tutor – As they learned by directly observing the 
influence of the gods, they may offer to guide a wandering 
Druid with knowledge of specific spells.

An aid– The pair may be persuaded to join a party on a 
quest in the forest. Lewisia and Rediviva may also offer a 
player a magical artifact.

Long Term Motives
The protection of the forest and the Healing Spring. To 
also maintain a balance between the feral creatures and 
the humanoids that may burn and plunder the resources 
of the forest.

Ideal
Trust is always offered, but must always be earned. 
Lewisia and Rediviva may not always be hostile and will 
allow one to harvest necessities from the forest. However, 
the duo will be wary and thorny towards those who are 
selfish and seek spoils within the forest.

Bond
The duo has an obvious bond to each other, the forest, 
and a deeply rooted faith in the ancient ways. As well, the 
sanctuary within the forest is their home, and the trees and 
creatures their old friends.

Flaws
Because the pair have been fused for centuries, their 
common mind has become confused and cloudy. Though 
they can recall many important historical events that 
occurred within and close to the forest, they may become 
confused and blend stories or fabricate memories from 
their blended past. An insight check may help a player 
discover these mistakes.

Sylvan Spear of the 
Ancients 
Weapon (spear), very rare

A large log felled by the dragon attack on the ancient forest 
this creature called home. While the embers still burned, 
Sylvanus blessed the log to retain the searing heat in a 
spearhead of hardened amber which perpetually glows with a 
bright red light.

You gain a +2 bonus to attack and damage rolls made with this 
magic weapon.

When you hit a creature with this weapon, the target must 
make a DC 15 Constitution saving throw, taking 9 (3d4) fire 
damage on a failed save, or half as much on a successful save.
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Lewisia & Rediviva
Huge plant, neutral good

Armor Class 18 (natural armor)
Hit Points 184 (16d12 + 80)
Speed 40 ft

 STR  DEX  CON  INT  WIS  CHA
 23 (+6) 12 (+1) 21 (+5) 18 (+4) 15 (+2) 17 (+3)

Saving Throws Con +10, Wis +7, Chas +8
Skills Perception +12, Stealth +6
Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing
Damage Immunities poison
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 22
Languages Common, Druidic, Elvish, Sylvan 
Challenge 14 (11,500 XP)

Legendary Resistance (3/Day). If the pair fails a saving throw, they 
can choose to succeed instead.

Innate Spellcasting. The creature’s innate spellcasting ability is 
Charisma (spell save DC 16). The creature can innately cast the 
following spells, requiring no material components:

 At will: druidcraft
 3/day each: entangle, goodberry, cure wounds 
 1/day each: barkskin, pass without a trace, shillelagh, 
      lesser restoration, reincarnation

Speak with Beasts and Plants. The creature can communicate with 
beasts and plants as if they shared a language. 

False Appearance. While the creature remains motionless, it is 
indistinguishable from a dead tree.

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

Actions
Multiattack. The creature can use its Frightful Presence and make 
one attack.

Slam. Melee Weapon Attack: +11 to hit, reach 15 ft., one target. Hit: 
15 (2d8 + 6) bludgeoning damage.The target must succeed on a DC 
16 Strength saving throw or be knocked prone.

Sylvan Spear of the Ancients. Melee or Ranged Weapon Attack: 
Attack: +12 to hit, reach 15 ft., or range 60/80 ft., one target., Hit: 
28 (4d10 + 6) piercing damage. The target must make a DC 15 
Constitution saving throw, or take 9 (3d4) fire damage on a failed 
save, or half as much on a successful one.

Frightful Presence. Each creature of the duo’s choice that is within 
120 feet of them and aware of it must succeed on a DC16 Wisdom 
saving throw or become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its turns, ending the 
effect on itself on a success. If a creature’s saving throw is successful 

or the effect ends for it, the creature is immune to the pair’s 
Frightful Presence for the next 24 hours.

Animate Trees (1/Day). The pair can magically animate one or two 
trees it can see within 60 feet of them. These trees have the same 
statistics as a treant, except they have Intelligence and Charisma scores 
of 1, they can’t speak, and they have only the Slam action option. An 
animated tree acts as an ally of the pair. The tree remains animate for 
1 day or until it dies; until Lewisia and Rediviva die or is more than 120 
feet from the tree; or until they take a bonus action to turn it back into 
an inanimate tree. The tree then takes root if possible.

Legendary Actions
The pair 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 duo regains spent 
legendary actions at the start of their turn.

Detect. Lewisia and Rediviva make a Wisdom (Perception) check.

Attack. Lewisia and Rediviva make an attack.

Blight Spore (Costs 2 Actions, Recharge 6). The pair release a cloud 
of spores in a 60-foot line that is 5 feet wide. Each creature in that 
line must make a DC 18 Dexterity saving throw, taking 54 (12d8) 
necrotic damage on a failed save, or half as much damage on a 
successful one.

Slowing Spores (Costs 2 Actions, Recharge 6). The pair release a 
cloud of spores in a 60-foot cone. Each creature in that area must 
succeed on a DC 18 Constitution saving throw. On a failed save, the 
creature can’t use either an action or a bonus action on its turn, but 
not both. These effects last for 1 minute. The creature can repeat 
the saving throw at the end of each of its turns, ending the effect on 
itself with a successful save.
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T
hought to be the work of a succubus, there have 
been many murders of men in town. The alluring 
smell of roses and beautiful oils that always 

accompany such a murder mask the pungent smell of rot 
and decay. Women have been found skinned entirely; 
flayed as if done by a master butcher, they lay lifeless in 
dark alleys.

Maydya Luksyr is a ghoul that feeds off the essence of her 
kills, but in a perverse manner. 

Background
In life, Maydya was a beauty with no parallel. With long 
rich raven hair, a slender waist, and such elegant curves, 
she could bend any man to her will. Her eyes, a dark blue 
with a swirl of gray, mesmerized anyone that got too close. 
A voice so soothing, she could melt the toughest of men 
like butter. Most of all, her skin, silky smooth and without 
imperfections, would glow like gold in sunlight. 

While in her early twenties, Maydya learned her beauty 
could not be denied. Though men were usually the ones 
with ‘Power,’ it meant nothing with her charm in seduction. 

The power of men was shattered before her. They showered 
her with wealth; would-be suitors would offer almost all 
they possibly had for her hand in marriage. Maydya was a 
free spirit. Her power was in her freedom, and she would 
not tie herself down to any man. She would accept their 
gifts, seduce whom she wanted, and then turn them away. 

At the peak of her wealth, she had built a beautiful 
mansion and owned a great amount of land. Maydya had 
a vibrant night with the son of a well known lord. He 
pleaded for her hand in marriage the next morning, but 
Maydya refused. She insisted she would not be bound to 
belong to any man. She loved her freedom. Men are weak, 
fragile, and fearful, but most of all, selfish. The young son 
took rejection bitterly. The next night, Maydya was met 
with a mob outside her home. “Seductress! Witch! Death 
to the Witch!” their chants echoed down her halls. Unable 
to get away, the mob forced their way to her, stripped her 
down, and committed unspeakable evils upon her. They 
dragged her through the roads and into town. There, they 
tied her to a post, condemned her as a witch, naked, she 
was stoned to death. Her body wasn’t given any burial, 
just discarded in a ditch on the outskirts of town. 
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Vilerna, an actual witch, witnessed the execution, and ever-
loving vengeance and chaos, she raised Maydya as a ghoul. 
“Look, these terrible men, look at what they’ve done to 
you,” She cried pretending to be sincere. “Take this knife, 
my child, use it well.” Maydya took the knife and let out a 
shriek of horror when she caught a glimpse of her hideous 
reflection in it. When she turned back, Vilerna had vanished.

Current Motives
Maydya is a ghoul trying to stay beautiful. Her knife is 
a tool that she uses to skin women that she has killed. 
She then wears that skin as her own. It only lasts so long 
though, and after a few days, she has to do it again. As for 
the men, it is out of pure vengeance. She’ll seduce them, 
lay with them, and slay them right there. 

Maydya can be used as an NPC as follows:

A good old murder mystery – It is an easy setup to solve 
in town. Maydya could have the town on edge as people 
avoid strangers and seem paranoid.

A villain – Maydya may have managed to collapse the 
town to her will. She could have been discovered but 
proved too much to overcome for the locals.

A quest giver – Maydya may grow weary of her undead 
life and ask the adventurers for a chance to purify her body 
and soul. In turn, she may tell them of Vilerna the witch.

Long Term Motives
Maydya is interested in only two things: Trying to regain 
her beauty, and destroying men. 

Ideal
Beauty is the source of her power.

Bond
Maydya believes only in her freedom. Even as a ghoul, 
she’s free to do as she pleases.

Flaws
Maydya is weak to anyone that calls out her hideous looks. 
It sets her into a panic if someone spots irregularities in the 
current skin that she’s wearing. 

Maydya Luksyr
Medium humanoid (undead), chaotic evil

Armor Class 12 (leather armor)
Hit Points 22 (5d8)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 13 (+1) 15 (+2) 10 (+0) 12 (+1) 10 (+0) 10 (+0)

Skills Deception +2, Persuasion +2, Performance +2
Damage Immunities poison
Condition Immunities charmed, exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 10
Languages Common
Challenge 1 (200 XP)

Skin Wearer. While wearing a new skin, Maydya appears as a 
Human Female. The odor of rot or decay is covered by many 
perfumes. A creature that starts its turn within 5 feet of Maydya 
must succeed on a DC 10 Constitution saving throw or be poisoned 
for 1 minute. A creature that succeeds becomes immune to this 
effect for the next 24 hours.

Actions
Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one creature. Hit: 
9 (2d6 + 2) piercing damage.

Knife. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
8 (2d4 + 3) slashing damage. The target must succeed on a DC 10 
Constitution saving throw at the start of their next turn. If they fail, they 
take 2 (1d4) slashing damage at the start of each of their turns as the 
wound continues to bleed out. Stabilizing or healing may end the effect.

 

Knife of Fine Skinning
Weapon (dagger), uncommon

A beautiful knife with elegant engravings and gold trim. 

You gain a +1 bonus to attack and damage rolls made 
with this magic weapon.

A creature hit by this knife must succeed on a DC 10 
Constitution saving throw at the start of their next 
turn. If they fail, they take 2(1d4) slashing damage at 
the start of each of their turns as the wound continues 
to bleed out. Stabilizing or healing may end the effect.

This knife aids in the skinning of creatures as if being 
done by a professional. You have advantage when 
making Survival checks that use the knife.
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eltorag, a fierce and cunning brute of the 
Dor’katoc tribe, is known across the lands for his 
strength and battle tactics. Few know how this orc 

learned battlefield stratagem, only that one day, he set out 
on a quest from his tribe and wasn’t seen again until he 
returned ten years later, bearing the hide of hell hound, 
horns of a large fiend, and a collection of spines from a 
monstrosity. After forging these into his armor, Meltorag 
became a visibly striking symbol for his tribe. He swiftly 
took over as the defense commander for the Dor’katoc. 
If your intent is to harm Meltorag’s people, Meltorag will 
harm you first.

Background
During his quest, Meltorag was captured by an 
adventuring group. The group, rather than killing him, 
took pity on the small orc, taking him under their wing. 
Over time, they grew fond of him, especially the tiefling 
known as Noitan Racnier. 

Meltorag was taught the history of battles, heroes, and the 
lore of the underworld. When the adventurers went off to 
work, Meltorag would either tag along to observe how 

his lessons are applied in battle, or stay at home under the 
tutelage of a combat teacher, but always training in some 
fashion. One day, the party returned without Noitan. 

Noitan was abducted when the adventurers were caught in 
the crossfire between fiends and angels. None knew which 
side captured him, just that he was nowhere to be found 
when the smoke cleared. From that moment on, revenge 
possessed Meltorag. He quickly left this home of which he 
had grown so fond, and retraced the steps of his lost friend. 

When he arrived at the battleground where his mentor 
was lost, Meltorag tracked down the remaining devils, 
interrogating and killing every last one, only to find they 
didn’t have his friend. From the physical objects that the 
fiends left, he was able to find out how they returned to the 
hells. Without pause, Meltorag followed the information 
deep below the surface of the battlefield. Far into the 
heart of a volcano, there is a gate, the Nyx, surrounded 
by infernal writing and blazing with green flames. 
Unflinching, the young orc crossed through the flames into 
the underworld. 

Meltorag fought through this first layer of hell while trying 
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to find any clues to Noitan’s whereabouts but none came. 
He began working as a sellsword as he used the Nyx to 
cross between the realms and kingdoms of the fiends. 
After seven years, Meltorag returned back to the relative 
safety of the overworld with experience and spoils, but no 
Noitan. Not wanting to face his heroes, he went back to his 
tribe to help unite his people and bring them order as they 
had since fallen into chaos.

Current Motives
The loss of his friend threw him into war, and while some 
may consider him powerful, Meltorag doesn’t think of 
this, and instead seeks redemption for not locating Noitan 
Racnier. He uses these thoughts to balance and purposefully 
temper anger, reducing the need for raiding innocents.

Meltorag can be used as an NPC as follows:

An information giver – He is able to guide people to 
the Nyx portal and explain the social structure of all the 
realms in the underworld.

A quest giver – Players encountering Meltorag could 
deliver news of him returning to the overworld to Noitan’s 
adventuring group. Another possible encounter is for 
Noitan to come to Meltorag in his dreams, showing where 
he is being held captive. Meltorag, afraid of failing again, 
secretly goes to town to hire adventurers.

A villain – Meltorag learns a cult is holding his lost 
friend in a city. The news makes Meltorag forget the 
balance he tries to maintain, and instead prepares his 
tribe to raid the town.

Long Term Motives
Meltorag seeks to bring his friend home. Even though 
there is no proof that Noitan lives. He wants to return to 
the first home he ever lived, with all those he cared for. 
Until then, he tries to better the lives of his people by 
maintaining order and instilling discipline and training 
them to be a mighty force.

Ideal
Meltorag believes being smart where others are strong 
keeps him ahead of his enemies.

Bond
Meltorag’s relationship with his mentor, Noitan, has 
created a level of respect—almost reverence—for those 
who educate others.

Flaws
Blinded by his pain, Meltorag shuts most people out and 
is hard to talk to. If anyone so much as mentions anything 
of devils or demons, he will fly into a rage and storm off. 
If any learn of Noitan’s name and use it while talking to 
Meltorag, they quickly gain his ear. 

Meltorag Bloodsmoke
Medium humanoid (orc) chaotic good

Armor Class 14 (Hide +2)
Hit Points 78 (9d10 + 27)
Speed 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 11 (+0) 16 (+3) 6 (-2) 16 (+3) 10 (+0)

Skills Perception +7
Damage Resistances fire, poison
Senses darkvision 60 ft., passive Perception 17
Languages Common, Orc, Infernal, Abyssal
Challenge 4 (1,100 XP)
 
Devil’s Sight. Magical darkness does not impede Meltorag’s 
darkvision.

Charge. If Meltorag moves at least 10 feet straight toward a target 
and then hits it with a gore attack on the same turn, the target takes 
an extra 9 (2d8) piercing damage. If the target is a creature, it must 
succeed on a DC 14 Strength saving throw or be pushed up to 10 
feet away and knocked prone.

Actions
Multiattack. Meltorag makes two attacks.

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

Lacerator. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. 
Hit: 9 (2d6 + 4) bludgeoning damage, plus 4 (1d6) fire damage.

Meltorag’s Lacerator
Weapon (flail), uncommon (requires attunement)

You can use a bonus action to speak this magic flail’s 
command word, causing green flames to erupt from 
its spiked head. These flames shed bright light in 
a 40-foot radius and dim light for an additional 40 
feet. while the flail is ablaze, it deals an extra 1d6 fire 
damage to any target it hits. The flames last until you 
use a bonus action to speak the command word again 
or until you drop or sheathe the weapon.

While ablaze, you can cast the fire bolt cantrip from 
the flail as an action.

Memorable Monsters-M



70

S
laughter, dress, then cure. In the servants’ quarters 
of the Habblefield estate, a head cook prepares the 
night’s list of courses: a duck egg poached over 

a setterleaf salad and sprinkled with quipper caviar for 
appetizers, the signature (and high demand) strips of pork 
back-cuts crackling with caramelized flumph jelly with 
a side of kimchi for mains, and a dessert choice of either 
sinfruit-drizzled almond clusters or cream-peach tart.

Mister Vigg takes his job as head cook with utmost 
dedication. The burly, scarred, soft-spoken orc is the best-
paid service staff of the household. Not that the butler is 
aware. Nobody in the Habblefield estate is truly “aware” of 
Mister Vigg’s secret skills except Lady Habblefield herself.

She pays him more than enough. So what is the market 
rate for a chef who can butcher humanoid carcasses and 
prepare them well enough to pass as pork back-cuts?

Background
In his youthful days, Mister Vigg scoured the cracked 
mountain steppes with the Hagrock orc tribe, tracking the 
peakling sheep herds and corralling the fattened rockpigs. 
As the Hagrock Slaughtermaster, Mister Vigg educated 
rising orc youth on the art and sanctity that came from 
laying low a creature for the butcher’s block.

“We are the same,” he would say. “We have flesh, as does 
the rockpig. Should we tumble down these crags and shatter 
on the ground below, a rockpig would use our corpse to 
sustain itself. Be swift, strike true, and leave no waste.”

Though the nomad Hagrock civilization found balance 
with their quarry, they failed to plan for other nomadic 
tribes whose relationship with the balanced world tipped 
in the favor of carnage. Middle-aged, Mister Vigg watched 
in horror as the allied forces of the serpent-mounted 
Slitherback tribe and the blind witch-led Void Mouth orcs 
descended on the Hagrocks. Mister Bigg snatched up a 
cleaver and split the fanged mouth of the nearest snake 
monster, then cast its aloof rider into the ravine. He then 
kicked a bundle of burning campfire ash over the tattered 
robes of the nearest Void Mouth, breaking its chant and 
filling the air with its babbled screams.

Within fifteen minutes, the Hagrock orcs ceased to exist 
except as slaves to their masters, and Mister Vigg hobbled 
off to exile, ambushing the sorties sent to track him down.

Alone and broken, Mister Vigg collapsed, ready to die and 
join his Hagrock kin. But instead of waking in the afterlife, 
he woke to the prodding of a halfling coachman trying to 
see if he was “not entirely deceased.” The coachman was 
ferrying Lady Habblefield to her nearest soiree when she 
saw the orc crumpled off the road.

“Come now, eat,” Lady Habblefield said with a stern glare, 
pushing a box of boiled sweets and apple tarts towards the 
orc. “You’re damned near dead.”

The halfling never arrived at her soiree and her estate had 
fallen under heavy scrutiny after inheriting a hoard of land, 
artifacts, and other “morsels” from sponsored adventuring 
campaigns. Lady Habblefield cared not for circumstance: 
she knew strength at first sight, and with all the spelunkers 
she had hired to raid and claim treasures in her name, she 
knew her rivals would soon do the same to her.

She hired Mister Vigg on the spot, then put him to work as 
both bodyguard and cook at the estate.

Soon enough, Lady Habblefield’s suspicions came true: a 
tiefling thief tried to pilfer some jewels from her personal 
museum, but Mister Vigg tackled the vagabond in the 
courtyard and dragged him to his mistress. “I want him to 
disappear,” she sneered.

Out of sight in the curing room, Mister Vigg laid the 
tiefling’s corpse on the butcher’s block. “We are the 
same,” he muttered before separating the intruder into 
choice cuts with his cleaver.
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Lady Habblefield thanked Mister Vigg, relaying to him 
that her dining guests over the next week claimed “I’ve 
never had such succulent chevon in my entire life! 
Compliments to the cook!”

Today, Mister Vigg still lives in the Habblefield Estate, 
an ever-dutiful watchdog with ever-growing territory. His 
menu expands in complexity after each attempted burglary 
on the estate, but after enough thwarted robberies, Lady 
Habblefield must rethink her ambitions.

Why wait for a rival to make the first move? Why not stop 
the thievery at the source?

Current Motives
Mister Vigg is content with his station. He has a sense 
of purpose with Lady Habblefield, and he agrees that his 
mistress can stay ahead of the game by being less reactive 
and more proactive: depose rivals preemptively instead of 
waiting for them to stumble into a trap.

Mister Vigg can be used as an NPC as follows:

A hitman– Lady Habblefield has several rivals that would 
be better off dead. Mister Vigg can contact PCs and hire 
them to assassinate or kidnap prime adversaries for his 
mistress. “She will cover your costs handsomely!”

A quest giver – Working with Lady Habblefield, Mister 
Vigg knows that her estate was built on the success of 
adventurers. He can work as a liaison for his mistress, 
informing PC’s on potential gigs in exchange for being 
sponsored by the estate.

A trainer – Orcs, barbarians, druids, and rangers can seek 
the old orc for knowledge regarding their classes. As a 
survivor, Mister Vigg can help these PCs attune to their 
training and natural connection with the world.

A caterer – Are the PCs loaded and just want to hold a fancy 
ball? A gourmet dinner? Rub elbows with the upper class? 
Finally getting married? Mister Vigg can set up an event in 
the Habblefield Estate. Lady Habblefield loves hosting events 
since they help her to case potential marks/rivals.

Long Term Motives
Working for Lady Habblefield came with one caveat: once 
Mister Vigg was ready, he would set out to annihilate the 
Slitherbacks and the Void Mouths. Specifically, he seeks 
the death of the Protowyrm, the broodmother for the 
Slitherbacks’ serpent mounts; and the deaths of the Mute 
Sisters, the witches who are the living nexus and source of 
the Void Mouth’s eldritch power.

Ideal
Meat is meat. People will complement any exquisite 
sensation as long as they can ignore the terror in its 
manufacture.

Bond
This world could do without the Serpentbacks and the 
Void Mouths. Also, don’t cross Lady Habblefield or you’ll 
end up on a plate!

Flaws
My established morals have been torn down and rebuilt 
too many times. I don’t know who I am anymore. I only 
know what I hate.

Mister Vigg
Medium humanoid (orc), lawful evil

Armor Class 13 (leather armor)
Hit Points 82 (12d8 + 24)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 15 (+2) 17 (+3) 13 (+2) 17 (+3) 14 (+2)

Saving Throws Str +7 Con +6
Skills Intimidation +5, Nature +5, Perception +6, Survival +6
Senses darkvision 60 ft., passive Perception 16
Languages Common, Halfling, Orc
Challenge 3 (700 XP)

Aggressive. As a bonus action, Mister Vigg can move up to its speed 
toward a hostile creature he can see.

Butcher. As a bonus action, Mister Vigg can make an extra weapon attack 
against a creature he has already struck with a weapon attack this turn.

Fateseal. When Mr. Vigg reduces a creature to 0 Hit Points with 
an attack, any death saves that creature would make on its turns 
are instead rolled immediately. This ability has no effect if Mr. Vigg 
attacks a creature already at 0 Hit Points.

Hobbler. When Mister Vigg attacks a creature that has at least one 
leg with a slashing weapon and rolls a 20 on the attack roll, he cuts 
off one of the creature’s feet. The creature is prone if it can’t move 
without both feet. A creature is immune to this effect if it is immune 
to slashing damage, doesn’t have or need legs, has legendary actions, 
or if the GM decides that the creature is too big for its leg to be cut 
off with Mr. Vigg’s weapon. Such a creature instead takes an extra 27 
(6d8) slashing damage from the hit.

Actions
Multiattack. Mr. Vigg makes two cleaver attacks.

Cleaver. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 
10 (1d10 + 4) slashing damage.
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N
aesala Lorarieth is a powerful druid, hunter, and 
Chieftain of the Nimh. Young of body, but wise 
beyond her years, she was thrust into a leadership 

role when her father was killed. The late chieftain Adjihan 
was murdered, marking the beginning of the second 
invasion of the human kingdom, Tairis, which was looking 
to expand their territory.

Naesala’s life growing up in the wilds of the Forest of Nimh 
was one of beauty and fondness. She always had an appetite 
for adventure, but because of the position her father held, 
she wasn’t able to feed her desire, though that didn’t stop 
her from trying. She was always disobeying her father’s 
order to stay near the cliffs of Nimh. She found it difficult to 
avoid wandering too far and it often resulted in a scolding. 

It was this thrill of adventure that led to her encounter with 
a young and severely injured saber-tooth tiger. Naesala’s 
natural gift in healing and protection magic led her to 
caring for the young cat, naming it Fiora. The two became 
inseparable and came to do everything together. The only 
time they were apart is when Adjihan required Naesala to 
focus on her studies. While her father considered all of her 
training important, the one thing he always reinforced in her 
was the importance of a keen mind. To Adjihan, building 
on knowledge and wisdom was a greater weapon than any 
spear or sword. While spears and swords can destroy men, 
knowledge, and wisdom can destroy kingdoms.

In all her father’s wisdom, he wasn’t able to spot the 
treacherous trap the Tairis leaders had set: They invited 
Adjihan to a meeting to arrange “a treaty to best serve 
both parties.” There, during negotiations, they poisoned 
him. Since that day, the Nimh have defended their forest 
domain, and continue to fight against Tairis’ expansion 
into their territory.

Current Motives
Naesala’s top concern isn’t one of revenge for her father, 
but the protection of her forest home and her clan. The 
deforestation and burning of the forest’s edge is her first 
and foremost concern. Because of the intrusion, Naesala 
and her kin do not take kindly to visitors to their land. 
They are incredibly aggressive to any and all who enter. 
Disdain and anger burn towards most foreigners who once 
would have been welcome.

Naesala Lorarieth can be used as an NPC as follows: 

An information giver – Since the assault on the Forest of 
Nimh began, Naesala has managed to garner much information 
on the military and political might of her enemies. Additionally, 
her knowledge of the surrounding area and all of the Forest 

of Nimh is deeper than most. She can share information on its 
hazards, creatures, lore, and points of interest.

A quest giver – Naesala seeks to end the assault on her 
forest. She knows that her tribe cannot win an extended 
siege against an entire kingdom. She requests that the 
party become diplomatic emissaries for Nimh. Their goal 
is to convince the kingdom to end the siege and leave the 
Nimh’s domain.

An ally – The Forest of Nimh is home to much more than 
just the tribe. Powerful beasts, dragons and other magical 
creatures roam the forest. The characters may seek out 
aid from Naesala and the tribe to deal with a particularly 
powerful threat.

A villain – The Tairis Kingdom is seeking mighty 
adventurers to put an end to the attacks on the kingdom’s 
military and civilians by the savages that live in the forest. 
Tairis leaders are offering a large bounty for the tribe’s 
savage young Chieftain Naesala Lorarieth.
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Long Term Motives
Naesala wishes to find the single treacherous person 
responsible for the death of her father. She is willing to give 
up anything to ensure that her father’s soul can be avenged. 

Unbeknownst to Naesala, the poison didn’t come from 
humans, but from a turncoat in her tribe, her uncle 
Odjihan, brother of her father. He poisoned his Adjihan, 
and attempted to take over as Chieftain of the tribe, but 
his plans failed when Naesala took up the mantle. He now 
plots to claim it from Naesala.

Ideal
Knowledge is the right of all sentient beings. We should 
not limit ourselves to a single experience, but learn from 
each other to better each other.

Bond
Naesala’s relationship with the Nimh tribe and Fiora are 
her most cherished possessions. She will do everything she 
can to protect her kin, even sacrificing herself if necessary.

Flaws
Naesala’s curiosity and sense of adventure fills her heart 
with wonder. This urge to pull her to new experiences and 
destinations is a constant struggle with her responsibility as 
the Nimh Chieftain. This, combined with her urge to protect 
her tribe, means she is often willing to take risks by venturing 
out into the forest and leading her scouts herself, instead of 
staying behind and allowing another to do the work.

Totem of Nature’s Protection
Wondrous item, rare (requires attunement by a druid 
or ranger)

A small woven bracelet with animal carvings strung 
together by a vine. Made from an ancient tree that 
held a druid’s spirit, it bestows a blessing upon those 
who wear it. You gain the following benefits while 
wearing this bracelet:

You have advantage on saving throws against being 
charmed, and magic can’t put you to sleep.

Your spell save DC and Spell attack bonus each 
increase by 1.

You can use an action to speak the totem’s command 
word. When you do so, you summon wild animal spirits 
to swarm a creature you can see within 60 feet. The 
target must succeed on a Wisdom saving throw or have 
disadvantage on attacks until the end of its next turn. 
This feature can’t be used again until the next dawn.

Naesala Lorarieth
Medium humanoid (human), lawful good

Armor Class 16 (studded leather)
Hit Points 97 (15d8 + 30)
Speed 40 ft., climbing 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 18 (+4) 14 (+4) 10 (+0) 14 (+2) 14 (+2)

Saving Throws Dex +5, Wisdom +5
Skills Deception +10, Persuasion +5
Senses passive Perception 12
Languages Common, Elvish
Challenge 5 (1,800 XP)

Brave. Naesala has advantage on saving throws against being 
frightened.

Spellcasting. Amelia is a 5th- level spellcaster. Her spellcasting ability 
is Wisdom (spell save DC 14, +6 to hit with spell attacks). Amelia has 
the following spells prepared:

At will: produce flame, shillelagh 
2/day each: cure wounds, hunter’s mark, speak with 
animals

 1/day each: lesser restoration, silence

Actions
Multiattack. Naesala makes two halberd attacks or two ranged attacks.

Halberd. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. 
Hit: 9 (2d6 + 2) slashing damage.

Shortbow. Ranged Weapon Attack: +7 to hit, range 40/160 ft., 
one target. Hit: 11 (2d6 + 4) piercing damage, and the target must 
succeed on a DC 15 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.

Legendary Actions
Naesala can take 2 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. Naesala regains present 
legendary actions at the start of her turn.

Attack (Costs 2 Actions). Naesala makes one halberd attack or short 
bow attack.

Cast a Spell (Cost 2 Actions). Naesala casts a spell from her list of 
prepared spells.

Nature’s Protection. Naesala summons wild animal spirits to swarm 
a creature she can see within 60 feet. The target must succeed on a 
DC 15 Wisdom saving throw or have disadvantage on attacks until 
the end of its next turn.
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N
alusa is a shadow of its 
former self, quite literally. 
Nalusa’s form is best 

defined by its lack of definition, 
a shadowy, semi-wispy, and 
incorporeal humanoid with a 
steam-like black smoke rising 
from its flesh. Known as the 
“Black Being”, to many it is 
a subjugator of the weak and 
strong-willed alike. Through its 
psionic will, it traps the minds of 
its foes within their own body, 
turning it into a prison. For prey 
that it finds to be powerful, it will 
often possess the flesh, gaining 
the knowledge and skills of its 
foe. The only evidence of the 
possession is the distorted sigil 
of a winged serpent upon its right 
shoulder. Each possession leads 
Nalusa to become ever-stronger 
when it battles new and more 
dangerous foes.

While little is known of the 
creature called Nalusa Falaya. 
There is little doubt that if you 
value your freedom, it is best to 
avoid it. For if you don’t, you’re 
likely to be enslaved, or worse, 
become the new host for this 
savage shadow beast. Preferring 
to be left alone when not on the 
hunt for its masters. It stalks 
its victims like that of an apex 
predator. Right, wrong? It has 
little understanding beyond that 
it yearns for power and control. 
Keeping its thoughts hidden to 
itself. Wishing to become strong 
enough to break its bonds of its 
masters. Every action it takes is 
to this cause. Whatever it takes.

Background
Nalusa was once a stunningly 
beautiful human woman. While 
not particularly powerful, she 
dabbled with magical potions and elixirs. During an 
outing into a thick, lush jungle, she stumbled across a 
tall thin elf playing the lute and singing to the birds. 
His beauty was captivating. She was unable to look 

away, she listened for a long while. Finally, the elf turned 
to her and asked her name. She happily obliged. After 
stammering for a moment, her face flushed like a rose. 
She introduced herself. The elf gracefully declared himself 
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Falaya of House Nailo. Together, they spent hours talking 
about their lives, dreams, and ambitions.

After months of visiting the forest, looking forward to 
meeting with Falaya and hearing his song, they began to 
fall in love. While it was frowned upon by their families, 
they didn’t care. Their love was eternal, or so they 
thought.

Years later, the sky tore open, revealing a view into a 
foreign sky. From this tear, machines flew and unleashed 
rays of seemingly magical energy to lay waste to the forest 
and all who lived within. Beyond their machines, the 
green-skinned creatures had their own strange abilities: the 
power to influence objects and people with their minds, 
and the ability directly into other beings’ minds, echoing 
like a fading song.

Nalusa and Falaya put together a group of resistance 
fighters to combat the intruders. They worked to sabotage 
the strange flying vehicles, setting up ambushes, 
and spread false information. In time, the resistance 
recognized a grim truth: No matter what they did, they 
were outnumbered, the enemy had superior forces and far 
more power. 

Nalusa, concerned that her kind would be wiped out, 
approached a leader of the enemy in secret. She offered a 
trade, if they agreed to spare the lives of her people and 
her family, she would tell them how to find the resistance 
and end the war. The strange creatures agreed, instead of 
murder, they would only enslave them. 

During one of the resistance fighters’ largest gatherings 
and strategic meetings, they were ambushed. Falaya 
learned of Nalusa’s actions and his insides crumbled at 
the realization of this betrayal. The invasion forces didn’t 
imprison, they massacred. After the battle was over, the 
leader approached Nalusa and Falaya. “As promised, 
you and your kin have been spared.” Nalusa cries out in 
anguish. Throwing herself at the psionic alien. “This is 
not what we agreed upon!” She screamed. The large alien 
turned to Nalusa and Falaya. Space, time, and thought 
warped between the two, drawing their bodies and minds 
together. As they collided, they slowly turned into wisps 
of black smoke, and in a flash, where there were once two, 
a single being stood. Nalusa Falaya was born, and the 
strange creature’s magic bound Nalusa to serve its new 
alien overlord.

Current Motives
Nalusa seeks power. It understands that its best hope to 
break free of its own servitude is to gain power. While 
doing its masters’ bidding, it always seeks its own servants 
and new, powerful bodies to possess.

Nalusa can be used as an NPC as follows:

An information giver – Because Nalusa wishes to 
remove its masters’ shackles. It is happy to share any 
information that will help any enemies of her masters. The 
exact nature of the masters is left deliberately ambiguous. 
This allows you to fit it into your story and campaign.

A quest giver – Nalusa believes it has found a way to 
break its bonds from its master. A powerful artifact known 
as the Deck of Many Things (SRD), hidden deep within 
a celestial’s extra dimensional pocket. Nalusa’s undead 
nature makes it impossible for it to enter the area and 
retrieve the object from its hiding place.

An ally – Nalusa’s search for power lends itself well to the 
mantra, the enemy of my enemy is my ally. While it cares 
not for the wellbeing of any who it allies with. Nalusa will 
jump at the opportunity to earn strong slaves and a new 
more powerful body.

A villain – In its search for power, Nalusa may encounter 
the characters as they grow in strength. It may be during 
this encounter that one of them makes a new more 
powerful vessel, or servant to add to its collection. 

Long Term Motives
Nalusa will defeat its alien overlord and earn back its 
freedom. This is the drive for its actions. Destroy their chains 
and burn them to smoke. Once free, it will likely exert its 
control over the world. Going from servant, to master.

Ideal
The more power that Nalusa attains, the fewer people who 
can tell it what to do.

Bond
Stripped of most of its memories during the fusion. Nalusa 
still finds great comfort in the solitude of a lush forest 
surrounded by trees.

Flaws
Its insatiable thirst for power often puts itself and any 
allies it has in great danger.
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Nalusa Falaya
Medium undead, chaotic evil

Armor Class 15
Hit Points 85 (10d8 + 40)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 18 (+4) 16 (+3) 19 (+4) 14 (+2) 15 (+2) 16 (+3)

Skills Deception +7, Persuasion +7
Damage Resistances acid, fire, lightning, thunder; bludgeoning, 

piercing, and slashing from nonmagical attacks or silvered weapons
Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened, grappled, 

paralyzed, petrified, poisoned, prone, restrained
Senses darkvision 120 ft., passive Perception 
Languages Common, any languages it knew in life
Challenge 9 (5,000 XP)

Incorporeal Movement. Nalusa 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 an object.

Sunlight Sensitivity. While in sunlight, Nalusa has disadvantage on 
attack rolls, as well as on Wisdom (Perception) checks that rely on sight.

Actions
Multiattack. Nalusa makes two attacks with its strength drain.

Strength Drain. Melee Weapon Attack: +8 to hit, reach 5 ft., one 
target. Hit: 9 (2d4 + 4) psychic damage, and the target’s Strength 
score is reduced by 1d4. The target dies if this reduces its Strength 
to 0. Otherwise, the reduction lasts until the target finishes a short 
or long rest.

If a non-evil humanoid dies from this attack, a ghost rises from the 
corpse 1d4 hours later.

Masterful Possession (Recharge 5–6). One humanoid that the 
Nalusa can see within 10 feet of it must succeed on a DC 16 
Charisma saving throw or be possessed it; Nalusa then disappears, 
and the target is incapacitated and loses control of its body. Nalusa 
now controls the body, and deprives the target of awareness. 
Nalusa can’t be targeted by any attack, spell, or other effect, except 
ones that turn undead, and it retains its alignment, Intelligence, 
Wisdom, Charisma, and immunity to being charmed and frightened. 
It otherwise uses the possessed target’s statistics, it gains access to 
the target’s knowledge, class features, or proficiencies.

The possession lasts until the body drops to 0 hit points, Nalusa 
ends it as a bonus action, or it is turned or forced out by an effect 
like dispel evil and good spell. When the possession ends, Nalusa 
reappears in an unoccupied space within 10 feet of the body. The 
target is immune to Nalusa’s Masterful Possession for 24 hours after 
succeeding on the saving throw or after the possession ends.

Enslave (2/day). Nalusa targets one creature it can see within 30 feet 
of it. The target must succeed on a DC 14 Wisdom saving throw or be 
magically charmed by Nalusa until Nalusa dies or until it is on a different 
plane of existence from the target. The charmed target is under 
Nalusa’s control and can’t take reactions, and Nalusa and the target can 
communicate telepathically with each other over any distance.

Whenever the charmed target takes damage, the target can repeat 
the saving throw. On a success, the effect ends. No more than once 
every 24 hours, the target can also repeat the saving throw when it 
is at least 1 mile away from Nalusa.

Legendary Actions
Nalusa Falaya can take 2 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. Nalusa regains 
spent legendary actions at the start of its turn.

Detect. Nalusa makes a Wisdom (Perception) check.

Strength Drain. Nalusa makes one attack with her strength drain.

Psychic Drain (Costs 2 Actions). One creature charmed by Nalusa 
takes 10 (3d6) psychic damage, and Nalusa regains hit points equal 
to the damage the creature takes.
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indrider, Tailor of Storms, the Cloudbreaker: All 
these names have been given to Old Lauki by 
the sailors who fear her ire on the open water. 

Clandestine talk around tavern tables speak of serpentine 
wings that conjure thunderheads and send them onward.

“She is purging the sky!” they say. “She is fighting the 
Ocean God, purging his hated waters from her realm.”

Only within Old Lauki’s domain do the sailors fear the sky 
more than they fear the waves.

Background
Hatched from a reef of coral, Old Lauki’s first home was 
the deep seabed. Being born into a lush world of colors, 
salt, and nurtured by a naiad singing should have been a 
welcoming moment for any newly born demigod, but Old 
Lauki drew no inspiration from this bright domain.

The Ocean God’s vanity outclassed her own.

So the young demigod slithered from the reefs, seeking 
deeper refuge. Too many prying eyes would alert the 
Ocean God of her arrival—of a potential challenger to the 
Ocean God’s throne. But Old Lauki, unable to meet the 
Ocean God head on, knew she had to build her power in 
secluded depths.

Millenia passed, and Old Lauki’s paranoia worsened. 
Passing cephalopods and hunting whales could be the 

Ocean God’s praetorians, and she struck these innocents 
down for fear they would reveal her location to their master.

But such actions proved to be the catalyst for her own 
expulsion. The ocean creatures whispered among 
themselves, like the very sailors in the taverns. Where did 
their missing comrades go? Why do they disappear from 
the deep trench? Is something down there?

The Ocean God investigated, and Old Lauki couldn’t 
hide any longer. Upward she soared from the depths, 
fins pushing back the oppressive waters, for the Ocean 
God himself rallied a sortie of familiars to vanquish her. 
Eventually, she reached the surface.

And she kept going.

Old Lauki’s fins, having developed in the hard pressures of 
the depths, evolved enough strength to raise her from the 
water entirely, out of the Ocean God’s domain.

She was free!

And thus, a demigod of the skies, she had time and time 
enough to plot her destruction of the Ocean God’s realm. 
For centuries afterwards, the Ocean God sent his water 
into the sky, trying to drag her down, but Old Lauki 
learned to cast out his magics, crackling the water away 
with cascading bolts, forcing it to rain out over the waters.
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Current Motives
Keep the Ocean God at bay! Ever since Old Lauki escaped 
from the ocean depths, the Ocean God has been meticulously 
plotting to lay her low. She is a living monument to escapism, 
sovereignty, and unchained freedom. For the time being, she 
is engaged in a constant cat-and-mouse game against the 
ocean itself, riding the skies and honing her lightning power 
to strike back at the ocean.

Old Lauki can be used as an NPC as follows:

A deity or patron – Sailors, aarakocra, and pilgrims of the 
sky find solace in Old Lauki’s existence. They also fear 
her wrath, afraid that she’ll press gang them into fighting 
the Ocean God. She rarely flies over land, seeing it as too 
foreign to her, and she never sets foot on solid ground for 
fear of angering any other deities.

A quest – The party can seek out Old Lauki if they need 
help dealing with villainous domains within the ocean. 
Cultish merfolk, angry merrow, or titanic behemoths are all 
agents of the Ocean God to Old Lauki, so she may lend a 
talon to adventurers who need help dealing with these foes.

Deus Ex Machina – Did the PC’s boat sink? Are they 
about to drown at sea? Old Lauki can pluck them from the 
ocean to prevent the Ocean God from claiming them. She’s 
spiteful! Though this now means that the PC’s will have to 
aid her in some way, either by raiding an ocean temple or 
destabilizing land-based relics to the Ocean God.

A mentor – Does your party have a lightning or storm-
based PC? Old Lauki is the perfect trainer for them to 
seek out. She will help train PC’s to ride the storms and 
draw power from thunder. She can add spells to wizard 
spellbooks or even help a dragonborn hone their breath 
weapon. Tritons and water genasi may end up dealing 
with a hard dose of prejudice, but you can use Old Lauki’s 
hatred of all water-based races as an obstacle that the PC’s 
must overcome to seek her guidance.

Long Term Motives
Old Lauki would like nothing more than to see the 
Ocean God crumble to ruins, his household dried up, 
and the waves to sizzle away into a plane of salt. Since 
the likelihood of this happening is extremely low, she’s 
content with seeking out other enemies of the Ocean 
God and forming a tentative alliance, slowly winnowing 
away the Ocean God’s influence. Though not a priority, 
obtaining an audience with any deity who also has domain 
over the sky or heavens will be a goal as well, especially if 
she can obtain power to better her bitter rivalry against the 
Ocean God.

Ideal
Better to soar without aim than to drown in another’s 
sanctum.

Bond
The sky. It is unending, unforgiving, yet it is kinder to me 
than any reef or shoal from those depths below.

Flaws
I can impose my will upon others, forcing them to follow 
my tunnel vision hatred of my ancient foe. This causes me 
to lose allies.

Old Lauki
Large elemental, chaotic neutral

Armor Class 18 (sky master)
Hit Points 95 (13d10 + 26)
Speed 20 ft., 90 feet fly

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 19 (+4) 15 (+2) 14 (+2) 15 (+2) 16 (+3)

Saving Throws Dex +8, Cha +7
Damage Immunities lightning, thunder
Skills Acrobatics +8, Perception +6
Senses passive Perception 16
Languages Aquan, Primordial, Common
Challenge 4 (1,100 XP)
 
Sky Master. Old Lauki’s Dexterity bonus to her Armor Class is 
doubled (included in her stat block).

Snatch and Grab. Old Lauki can cast thunder step as a bonus action, 
and it can teleport unwilling creatures that she has restrained.

Innate Spellcasting. Old Lauki’s innate spellcasting ability is 
Charisma (spell save DC 13). She can innately cast the following 
spells, requiring no material components:

At will: fog cloud
3/day each: fly, thunder step
1/day: call lightning

Actions
Talon. Melee Weapon Attack: +8 to hit, reach 5 ft., one target. Hit: 
12 (2d10+4) piercing damage and the target is grappled, escape 
DC 14. Until the grapple ends, the target is restrained and has 
disadvantage on Strength checks and Strength saving throws. Old 
Lauki can only have one creature grappled at a time.
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R
osari Utheraki is a fierce warrior with 
long purple hair that she keeps 
dyed with the rare Moxi flower 

that grows at the top of the island’s 
mountain range. She was born and 
raised on a floating island of warrior 
women known as Amazons who 
claim to be the children of the god of 
war. The Amazons’ entire culture is 
based on the idea of strength before 
weakness, as such, they consider 
men to be weak and despise most of 
them for giving in to their emotions: 
anger, greed, and jealousy.

The only time the Amazons are 
willing to be involved with the 
weak will of men, is when their 
numbers dwindle from battle and 
their ranks and society must be 
replenished, or when servants are 
needed for mundane tasks such as 
farming, cooking, and basic tailoring 
needs. Due to their lack of respect for men, 
this servitude is more akin to slavery, where the 
men are often beaten for the smallest of indiscretions. 

Background
Rosari was never the strongest of her sisters. While she 
has an athletic build, her gifts lie apart from the brute 
strength that the majority of the Amazons favor. This often 
puts her at odds with her sisters when they were growing 
up, as they teased and laughed at her lack of strength. 
Rosari took this mocking in stride and used it to strengthen 
her resolve. If she couldn’t be the strongest, she would 
find something else she could be the best at.

While others spent their free time resting and fooling 
around, she continued her education beyond what was 
required. Her favorite focus and eventual expertise were in 
battlefield and terrain tactics. Her other love was the study 
of archery, dedicating double as much time to the craft as 
her sisters. This made her a vicious hunter and marksmen.

As she grew older, the competitiveness of her sisters grew, 
while they had superior strength in a head-on challenge, 
she would outsmart them at every turn. This enraged many 
of the more brutish of her tribe, as strength is power. She 
began to understand that strength lies in many forms, not 
just in one’s prowess in melee combat. Though she didn’t 
underestimate the importance of this.

She quickly rose through the ranks, passing each and every 

one of her Den Sisters. Her understanding 
and insight of people began to give 

her insight into their actions, and she 
honed this to where it seemed that she 
could see moments into the future. 
The eldest of her Den sisters, Aella 
became jealous of “Puny Rosari”. 
This gradually leads to anger and 
resentment. It wasn’t until Aella 
became a subordinate under Rosari 
that that anger became pure hate!

Out during a hunt near the edge 
of the island, Aella laid a complex 
trap with some of her sisters who 
shared her sentiments toward Rosari. 

They had ambushed several of their 
own male servants out by the island 

edge and disguised it as an unknown 
monster attack. When they approached 

the edge and set camp, they ambushed 
Rosari and a savage battle ensued. 

Rosari held her own as well as she could, but 
she was clearly outnumbered. In an attempt to 

escape, she stumbled into a swinging log trap and failed to 
avoid it, the log broke several ribs and knocked the breath 
out of her, causing a blackout. Rosari came to, looking up 
to see the bottom of the island grow more and more distant 
as she had been thrown from her home.

Current Motives
Rosari spent over a year recovering from the fall. She 
currently seeks to find a way to return to the home that 
she loves so much, and she also seeks revenge against the 
sisters who betrayed her so savagely. She swears she will 
not sink to their level with dirty tricks though. Instead, 
she will challenge her to a trial by combat, and the right to 
claim all that is Aella’s, including her life.

Rosari can be used as an NPC as follows:

An information giver – She is a masterful huntress and 
her knowledge of the beasts of the world are unmatched. 
If the characters seek to find information on even the most 
reclusive beasts, she can provide insight into locations, 
strengths, weaknesses, and much more.

A quest giver – As she seeks to return to her home, she 
may have to turn to adventurers for assistance in claiming 
or locating a magical item, ritual, or magical persons that 
will allow her to achieve her goal.
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A merchant – She carries a few magical trinkets that are 
pretty common creations on her island. Her inventory 
includes: amulet of health, ammunition +2, a bag of 
beans, bracers of defense, and a potion of sharpness.

A villain – Rosari has found a powerful wizard who will 
offer her the gift of flight to return to her floating island 
home, but first, she must retrieve a magical artifact from 
a high priest of a temple. Unfortunately, the priest is 
unlikely to give it up willingly, so she is to do whatever is 
necessary to obtain it. The item in question is the Staff of 
Healing (DMG 202) used by the priest to perform miracles 
on those who are in need.

Long Term Motives
Since being thrown from her home, a world where men are 
treated as lesser creatures, Rosari has learned that strength 
exists within both men and women. Her time below has 
shown her much, most importantly, that her tribe’s culture 
is outdated and ignorant to opportunities for growth.

She seeks to take up leadership of her island and open it 
to the world around them, instead of staying secluded. 
The world has much to offer, and she believes the way of 
Amazons can be greatly improved by experiencing the 
other cultures around the world.

Bond
When Rosari wasn’t studying or practicing she would 
often head deep in the island’s thick foliage to enjoy time 
alone. There she befriended a young pseudodragon (SRD) 
named Ten Ten. Her heart aches without her friend, as Ten 
Ten was one of the few who would listen to her ramblings.

Flaws
Despite all the progress she has made toward treating men as 
equals, she still often treats them as if they are no more than 
beasts to serve women. She often finds it difficult to follow 
the lead of men or any advice from them for that matter.

She is quick to anger and fight back when she spots a 
woman being mistreated, and quickly jumps to their aid 
without a moment’s hesitation. 

Rosari Utheraki
Medium humanoid (goliath), chaotic neutral

Armor Class 16 (leather armor)
Hit Points 84 (8d10 + 40)
Speed 30 ft.
 
 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 20 (+5) 20 (+5) 14 (+2) 14 (+2) 12 (+1)

Skills Persuasion +4, Stealth +8 Survival +5
Saving Throws Str + 5, Con +8, Wis +5
Senses darkvision 60 ft., passive Perception 12
Languages Common, Giant
Challenge 6 (2,300 XP)
 
Cunning Action. On each of her turns, Rosari can use a bonus action 
to take the Dash, Disengage, or Hide action.

Focus. As a bonus action, Rosari can target a creature she can see 
within 40 feet of her and make that creature her focus. The target 
remains her focus for 1 minute, or until either the target or Rosari 
drops to 0 hit points.

When Rosari makes an attack roll against her focus, she adds a d4 to 
her attack roll. If she attacks a different target while she has a focus, 
she subtracts the d4 from her attack roll.

Rosari can choose to end her focus as a bonus action.

Stone’s Endurance. Rosari can focus herself to occasionally shrug 
off injury. When she takes damage, she can use her reaction to roll 
3d12. She adds her Constitution modifier to the number rolled, and 
reduces the damage by that total. She can’t use this trait again until 
she finishes a short or long rest.

Actions
Multiattack. Rosari makes two Butterfly Bow attacks.

Butterfly Bow. Melee Weapon Attack: +8 to hit, reach 10 ft., one 
target. Hit: 26 (4d10 +2) slashing damage.

Butterfly Bow. Ranged Weapon Attack: +8 to hit, range 150/600 ft., one 
target. Hit: 25 (2d10 + 5) piercing damage. If Rosari scores a critical hit, 
she rolls an additional damage die.
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Butterfly Bow
Weapon (Bow), rare

This bow was created from the twin blades of a 
legendary Amazon. Forged at the center with wood 
from an ancient ritual tree. Its poisonous sap coats 
the bades

You gain a +1 bonus to attack and damage rolls made 

with this magic weapon.

A creature hit by this bow takes an additional 1d10 poison 
damage and must succeed on a DC 15 Constitution saving 
throw or become poisoned for 1 minute. 

Additionally, this weapon can be treated as a glaive if 
the wielder is proficient with a glaive.
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S
erthen, Oracle of Storms is an enigmatic 
mage of some renown. On dark nights when 
the storms rage, bards whisper tales of this 

sinister figure. 

Legends have it that he appears only when the storms 
are raging, he’ll be seen standing upon the edge of 
towering cliffs or in the heart of ruins, ranting at a great 
cauldron. Around him, an area of strange calm but for 
the bursts of lightning that crackle through him.

If stories are to be believed, he was once an 
apprentice to the dark magician named Isolde 
Turathin, a horrible fiend that in her time was 
even able to threaten the power of the clergy. She 
disappeared some time ago, and it is said that Serthen, 
ever loyal, still obeys the command of his master. 

Others say that Turathin ascended this plane and 
now may only speak to Serthen in the hearts of 
raging storms. Rumors often make wild claims, 
like how, upon the command of his master, he will 
provide potions to heal a town of all its ills, or arrive 
and immediately poison the well. It is unknown 
why Isolde would want either of these things. His 
knowledge of magic, especially the dark arts, is 
considered great. But he’s a feared and wanted man, his 
crimes are almost too numerous to count. 

Background
The truth, however, is stranger than fiction. 

Isolde Turathin did not want an apprentice, she wanted a 
test subject. She adopted Serthen at a very young age and 
began mystically manipulating the young man. 

Isolde lived in fear of a prophecy, promising her that the enemy 
she would create would be her undoing. As a dark mage, she 
had given people and nations many reasons to wish her ill, and 
she could not know which one the prophecy referred to. So she 
sought to turn Serthen into the perfect diviner for her purposes. 
A machine that could analyze the future, and protect her even 
from the power of prophecy itself. 

She used the elemental power of the storm, attempting to 
create a mind that could wrestle meaning out of chaotic 
forces. In one way, it worked. Serthen saw the future laid 
bare, his eyes were filled with the wisdom of the storms, 
and he knew how fragile causality was. How the path we 
walk is winding and often spirals suddenly into unknown 
territory. He saw hundreds of paths laid ahead, and bits 
of the causes and effects that would need to happen for 
reality to walk those paths. 

When Turathin woke her test subject, she demanded to 
know to whom the prophecy referred. She demanded to 
know who her enemy was. Serthen looked into her eyes and 
saw a dozen futures ahead. In one of them, he survived to 
fight for a better future. So without warning, he struck, and 
through lightning’s wrath, the prophecy was sated. 

Serthen stole her staff, her scrying cauldron, and everything 
else he could carry. Then, as he left that horrid place, 
lightning struck it and the lair of Isolde Turathin burned. 

Since then, Serthen wanders the land with his storm-cursed 
eyes. He must struggle to not see a hundred futures ahead, 
ever-changing, at every moment. With only fragmentary 
knowledge of how to make them come to pass, he tries not 
to react to them until he knows for certain, but it is difficult 
to resist the impulses to try and make things go down one 
path or another. The only clarity he may find is in the heart 
of storms; when the future is laid clearly and he sees the 
paths ahead. Through this talent, he determines the future 
he most wants to pass.

Current Motives
Serthen catches glimpses of grander destinies for himself 
and the world, as well as futures of dire darkness. He does 
what can to either guide the world towards evolution and 
awakening, or to prepare it or ideally push it away from 
apocalyptic danger. It is an imprecise art, as even he does 
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not know when the future will suddenly spiral down some 
tangent of causality. However, he was raised by a dark mage 
and wields that same dark magic without a second thought. 

Serthen can be used as an NPC as follows:

An information source – Serthen can occasionally be 
convinced to part with some tidbit about the future. He’s an 
enigmatic fellow when the storm doesn’t rage, all too aware 
of how thoughtless advice and information could throw 
the future down an unpredictable tangent. He will mostly 
provide enigmatic hints and try to push those he informs 
towards whatever future he’s currently reaching for.

A quest giver – When the storm rages Serthen is driven 
mad by his knowledge and prophecy spills from his lips. 
These prophecies often contain demands of those who are 
listening, whether or not Serthen knew of their presence 
before the storm began.

A villain – Serthen’s goals are often barely comprehensible 
to even himself and to follow his goals of strengthening 
or protecting the world he will often be the cause of quite 
terrible things. In fact, even calling him human is a stretch 
at this point, a human does not plan out all of its actions 
solely considering what future they will cause.

Long Term Motives
Serthen is a lost individual fundamentally, an orphan raised 
by a dark mage and given a power that could shake the 
sanity of a master wizard. His long term goals are vague at 
best, to make the world a stronger place, and either bring 
about a golden age or prepare it for what is to come.

Ideal
Serthen lives to an ideal of strength, intelligence and 
protection. He sees himself as the only one willing to do 
what must be done to see a golden age.

Bond
Serthen desperately clings to what somewhat delusions of 
control he has. He is certainly intelligent, cunning and will 
do anything to protect his perfect future. 

Flaws
Serthen was raised by a dark mage, and while he does not 
have her lust chaos, he still sees the world in terms of what 
can be accomplished, whatever the cost. Additionally, 
what he’s doing is arguably fundamentally impossible, it 
goes wrong more often than not, for he cannot predict all 
or even most of the variables that could change reality’s 
course. He is arrogant in his delusional belief that he can 
put this world on its proper course. 

Serthen, Oracle of Storms
Medium humanoid (human), chaotic neutral

Armor Class 16 (Protection of the storm)
Hit Points 60 (10d8 + 10)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 8 (-1) 14 (+2) 13 (+1) 20 (+5) 16 (+3) 10 (+0)

Skills Deception +4, Persuasion +4, Arcana +9, Medicine +7, 
Stealth +6, Insight +7 

Senses truesight 30 ft., passive Perception 17  
Languages Common, Elvish, Draconic, Infernal, Abyssal, Celestial 
Challenge 9 (5,000 XP) 
 
Storm Eyes. Serthen has advantage on all perception and insight 
roles due to his perception of the future. 

Protection of the Storm. Serthen gains a base AC of 16 as long as he 
does not wear armor. Additionally, when within 5 ft of Serthen, any 
he chooses take 2d6 points of electric damage/round. 

Spellcasting. Serthen is a 10th-level spellcaster. His spellcasting 
ability is Intelligence (spell save DC 17, +9 to hit with spell attacks). 
Serthen has the following wizard spells prepared:

At will: fire bolt, true strike, minor illusion, message 
1st level (4 slots): thunderwave, unseen servant, false life 
2nd level (3 slots): detect thoughts, levitate, scorching ray
3rd level (3 slots): animate dead, bestow curse, lightning bolt
4th level (3 slots): phantasmal killer, private sanctum,

 stoneskin
5th level (2 slots): dominate person, scrying

Actions
Isolde’s Bloodletter. Melee Weapon Attack: +6 to hit. one target. Hit: 
4 (1d6 + 1) bludgeoning damage.

Isolde’s Bloodletter
Weapon (quarterstaff), very rare

A long metal staff ends in a crimson gem that gleams with sinister 
power. The staff smells of blood, and some strange liquid flows 
beneath the surface of the gem. 

You gain a +2 bonus to attack and damage rolls made with this 
magic weapon. Every 1d4 rounds as an action, Isolde’s Bloodletter 
may on command unleash a bleeding curse on a target that the 
user can see within 50 feet. The target must succeed on a DC 15 
Constitution saving throw, or be stunned for 1 round and take 3 
(1d6) points of slashing damage. The target can make another 
saving throw at the end of its turn to end this effect.
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T
he Silver Stars are a traveling troupe of female 
performers who are known to put on grand 
performances with a vast display of entertainment, 

blending an assortment of talents such as acrobatics, 
dancing, songs, acting, and more. Their renown has spread 
far and wide as they travel the land to entertain societies’ 
upper class. Their grand displays only hide their true talents.

Background
The Silver Stars are without question, talented performers 
and masterful practitioners of their craft. Dwarfing this 
however, are their skills in assassination, information 
gathering, and even impersonating other individuals. 
Their founding dates back many years ago to a bard who 
was tasked by his noble patron to set up an information 
network to grow their power and influence. The bard 
traveled throughout the land, finding subtle ways to test 
women and girls in their abilities to manipulate those 
around them, stay unnoticed, or impersonate others’ voices 
and mannerisms. 

Even the lowest street urchins had desirable qualities, 
toughened by the hardships of living on the streets and 
surviving through hiding and stealing. The noble courts 
had their selection of daughters that were not firstborn. 
The hidden bastard daughters of courtesans and nobles 
also had their benefits with their education, having levels 
of refinement, and knowing how to listen. Even servants 
from all walks of life who did their jobs dutifully, but 
knew how to blend into a crowd and be unseen in plain 
sight be it intentional or otherwise, could prove useful. In 
the end, no one that would be missed. The bard bestowed 
not only his own skills but encouraged the recruits to learn 
from each other, building off their shared knowledge and 
experiences while building bonds, gaining an appreciation 
for what they all bring to the table. Each individual may 
have their own specialty but each learns all of these skills.

Within the group itself, there is no official hierarchy, save 
for the Moon Matron that serves as the leader alongside 
the patron that commands them all. Otherwise, those with 
seniority, exceptional skills, and loyalty are often given 
deference. When a possible recruit is spotted, they will be 
observed and manipulated into a variety of situations to 
observe their natural talents, as well as how they adapt to 
unique situations. If deemed suitable for recruitment, they 
will be manipulated into completing tasks for initiation 
into the fold, then taught skills by the different members, 
and finally required to complete a task that proves loyalty 
without question. If they fail at any point, they simply are 
not seen or heard from again.

Current Motives
The Silver Stars seek to gather information on those in 
power to potentially move against them or even replace 
them, be it through death or manipulation, in general, 
orchestrating favorable events for their patron.

The Silver Stars can be used as NPCs as follows:

A spectacle – Providing entertainment throughout an area 
that the players are passing through. You can also include 
them as possible rivals for any performers in the PC’s 
party. This can potentially provide a distraction for the 
players to execute a plan.

An informant – The Stars can pass on information that 
benefits the party in some way. Though they take pride in 
their own skills and execution, if they get a third party to 
do their work for them, it won’t be directly traced back to 
them and all the better.

A villain – A PC is marked as a target. Perhaps they know 
too much about a person of interest or found a thread that 
leads back to the Stars. Now they must be silenced.

A recruiter – A player’s character may have displayed 
skills that have caught the interests of the Silver Stars and 
therefore is viewed as a possible recruit. 

An impersonator – An NPC may not be who they appear, 
turns out to be replaced by a member of the Silver Stars. 
All the better if the players met the real person who may 
be kidnapped or dead.

Long Term Motives
Casualties within their ranks are generally few, considering 
the talent of those involved and how the group attempts 
to minimize personal combat. Nonetheless, members, for 
one reason or another are lost from time to time. This does 
not often happen due to their high standards and active 
recruiting; they still observe potential talent to maintain 
their numbers and keep themselves operational.

Remove threats through any means necessary. The Stars 
have no objection to outright killing a target, especially 
when it is done without getting caught. However, the 
fewer waves are made, the better. So more subtle methods 
are preferred. Poisoning can also be done with a well-
executed but if a third party can be manipulated into doing 
it for them, they would prefer it that way.

Though they operate in the open with their show, they keep 
their existence a secret in regards to their true purpose. If for 
some reason someone discovers this purpose, that person 
must be silenced at all costs in order to maintain the secret. 
Any member who is at fault is put under scrutiny.
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Ideal
Orders are to be executed at all cost and with as much 
discretion as possible. Whoever they are ordered to 
eliminate, they are to be eliminated without question. 
They are not above slitting the throat of a young child if it 
preserves a secret, or triggers a chain of events that benefits 
them down the line. They will even remove a noble who is 
loyal to the realm if they are viewed as incompetent.

Bond
Their sisters are their only family and their patron their 
undisputed master. Any past ties, especially those that 
can’t be exploited are considered irrelevant and in the past.

Flaws
When a member is given a task, it is to be completed 
without question. Regardless of the innocence of the 
target, if there seems to be a change in circumstances, or 
even if it seems to do nothing. The one who gave the order 
plays the long game, a failure can and often does have 
surprising and unfortunate effects.

Triondyne Silver Star
Medium humanoid (half-elf), lawful neutral

Armor Class 15 (leather armor)
Hit Points 67 (9d10 + 18)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 12 (+1) 18 (+4) 14 (+2) 11 (+0) 12 (+1) 14 (+2)

Saving Throws Dex +7
Skills Acrobatics +7, Deception +5, Perception +4, Performance +5, 

Persuasion +5, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Common, Elven
Challenge 3 (700 XP)

Cunning Action. On each of her turns, Triondyne can use a bonus 
action to take the Dash, Disengage, or Hide action.

Fey Ancestry. Triondyne has advantage on saving throws against 
being charmed, and magic can’t put her to sleep.

Actions
Multiattack. Triondyne makes two fan blade attacks.

Fan Blades. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 17 (2d8 + 4) slashing damage.

Wind Blast (Recharge 4-6). Triondyne unleashes a savage burst of 
wind from her fan blades in a 25-foot cone. Each creature in that 

area must make a DC 14 Dexterity saving throw, taking 18 (4d8) 
bludgeoning damage on a failed save and is knocked prone. On a 
successful save, the creature takes half as much damage and isn’t 
knocked prone.

Each creature must succeed on a DC 14 Dexterity saving throw or 
take 15 (2d6 + 8) bludgeoning damage and be knocked prone.

Reactions
Parry. Triondyne adds 2 to her AC against one melee attack that 
would hit her. To do so, the Triondyne must see the attacker and be 
wielding a melee weapon.

Glisyle Silver Star
Medium humanoid (human), lawful neutral

Armor Class 13 (hide armor)
Hit Points 119 (14d10 + 42)
Speed 40 ft., climb 40 ft.,

 STR  DEX  CON  INT  WIS  CHA
 19 (+4) 13 (+1) 16 (+3) 10 (+0) 12 (+1) 15 (+2)

Saving Throws Dex +4, Con +6, Wis +4
Skills Athletics +7, Deception +5, Performance +5, Persuasion +5, 

Stealth +4
Damage Resistances bludgeoning, piercing, and slashing from 

nonmagical attacks
Senses passive Perception 14
Languages Common, Elven
Challenge 7 (2,900 XP)

Cunning Action. On each of her turns, Glisyle can use a bonus action 
to take the Dash, Disengage, or Hide action.

Actions
Multiattack. Glisyle makes two attacks: one with her tackle and one 
with her claws.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13 
(2d8 + 4) slashing damage.

Tackle. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 
13 (2d8 + 4) bludgeoning damage. If the target is a creature, it must 
succeed on a DC 15 Strength saving throw or be knocked prone. 

Legendary Actions
Glisyle can take 1 legendary action, 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. Glisyle regains spent 
legendary actions at the start of her turn.

Claw Attack. Glisyle makes one claw attack.

Charging Tackle. Glisyle moves up to 20 feet in a straight line toward 
a creature. The creature must succeed on DC 15 Strength saving 
throw or be knocked prone.
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Eyalai Silver Star
Medium fey, lawful neutral

Armor Class 16 (mage armor)
Hit Points 71 (13d8 + 13)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 11 (+1) 16 (+3) 12 (+1) 15 (+2) 16 (+3) 19 (+4)

Saving Throws Dex +4, Wis +4
Skills Acrobatics +8, Deception +9, Insight +8, Performance +9, 

Persuasion +9, Stealth +8
Senses passive Perception 14
Languages All
Challenge 13 (10,000 XP)

Alluring Presence. Any non-fey creature that starts its turn within 
100 feet of Eyalai that can see her must make a DC 17 Wisdom 
Saving throw. On a failed save, the creature becomes charmed by 
Eyalai for 1 minute. On a successful save, the creature becomes 
immune to Eyalai’s alluring presence for 24 hours. The effect ends if 
Eyalai is incapacitated.

While charmed by Eyalai, the target has disadvantage on Wisdom 
and Charisma saving throws. Whenever Eyalai deals damage to the 
charmed creature, the creature can repeat the saving throw, ending 
the effect on itself on a success.

Innate Spellcasting. Eyalai is an 11th-level spellcaster. Her innate 
spellcasting ability is Charisma (spell save DC 17, +10 to hit with spell 
attacks). Eyalai can innately cast the following spells, requiring no 
material components:

At will: chill touch, detect thoughts, enthrall, minor illusion 
3/day each: blink, charm person, mage armor 
1/day each: dominate person, major image, mislead

Actions
Multiattack. Eyalai makes two dagger attacks.

Dagger. Melee or Ranged Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 13 (4d4 +3) piercing damage, and the target is 
cursed if it is a creature. The magical curse takes effect, fills the 
target’s thoughts with exotic desires and fantasies. The target has 
disadvantage on Wisdom (Perception) checks made to perceive 
any creature other than Eyalai. The curse lasts until it is lifted by 
a remove curse spell or similar magic. Any creature that can’t be 
charmed is immune to this effect.

Legendary Actions
Eyalai can take 2 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. Glisyle regains spent 
legendary actions at the start of her turn.

Detect Illusion. Eyalai makes an Intelligence (Investigation) check.

At Will. Eyalai can take one at will action.

Cast a Spell (Costs 2 Actions). Eyalai casts a spell from her Innate 
Spellcasting trait.
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A 
towering skeleton stands among the remains of 
his fellows. They’d been together in a tomb deep 
beneath the earth for eons uncounted. But one 

day, one of the animated corpses went berserk. A strange 
white flame ignited in its eyes and burnt its body to a 
shade of charcoal black. It turned on its fellows, striking 
them down in bursts of holy light. Then when it was 
done, it simply waited. 

When the tomb was uncovered, the remaining skeleton 
attacked the confused adventurers who had come to claim 
whatever riches might be found. It fought like no petty 
undead that the group had ever seen, and had a young, 
roguish halfling on the edge of death before the cleric 
lifted their holy symbol and called upon their gods to turn 
this creature. 

It didn’t seem to work, but then white flame burst 
from the form of the creature and it fell to its 
knees, holding its hands up as if in prayer. 

The fighter of the group chopped its head off and 
the white flame dissipated. But from that point 
forward, a white flame would be seen again and 
again, infecting one lesser undead at a time, all 
over the world. Inevitably jumping on to the next 
without control. 

Malx is an enigma, a lost spirit that is long 
disconnected from what it once was. Jumping 
from corpse to corpse in some desperate desire 
to reclaim who he was and reconnect with his 
lost faith. For him, life is a struggle between the 
hungering nature of what he is and the radiant 
spirit of what he once was. 

When Malx inhabits an undead, it ignites with a 
strange white inferno. Regardless of what they 
were before, all is burnt away but for a shambling 
black skeleton. With white flame burning in its 
eyes. He is a strange figure, not well understood 
by the Arcane sciences. Neither undead nor 
a living soul any longer, but something else 
entirely, something new. 

The berserk instincts of undeath are hard to resist, 
and the consciousness that was Malx is barely 
holding on. In bursts of hunger he will attack, 
and then in a fit of remorse, he will try to undo 
what he’s done. Even allowing his current body 
to be cut down, throwing aside his weapons. 
These moments of clarity have attracted some 
fascination from those who have witnessed this 
white flame burst into unlife. Malx will never 

attack a good cleric, and in fact, clarity may be brought 
to him almost immediately by a holy symbol. His words 
are fragmented and hard to understand, bits of sentences 
roared through the flame as he desperately tries to explain 
his current objective. 

For Sir Malx Cairse once took an oath, and he will not rest 
until it is fulfilled. 

Background
Malx was once the heir to a noble family. The Cairse 
family is of an ancient bloodline, their history dates back 
centuries even before Malx’s own time. They are Aasimar, 
born long ago of a union between angel and man. Malx 
was the youngest of three siblings, born and raised in 
Cairsewatch manor. 

For obvious reasons, the Cairse family was highly pious, 
and Malx was zealous even by their standards. Almost 
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all of his time was spent in the family church, reading, 
or training for his dream. This naturally led him into the 
service of the gods, and he took up a sword as a paladin, 
excelling in his training with furious dedication. Within 
two years, he was swearing his paladin’s oath. 

An Oath to protect that which is righteous and good in this 
world from those things that lurk in the dark. An Oath to 
strike out at the myriad evils that seek to consume the soul 
of all that is right and good. In the glorious light of his 
god’s wisdom, this young man swore that no matter what, 
he would fight the good fight and only lay down his blade 
when his god took him through the radiant gates. 

He was young when he died. Too young, barely out of 
training. By all accounts, he was an honest and dedicated 
young man. But unfortunately, with youth comes 
recklessness. 

He heard the senior paladins speak of a Necromancer, 
Sentovir, an old elven mage who was half a step from 
Lichdom. The order had found his lair and was preparing 
to strike. Malx followed them and bore witness to 
their destruction. The mage was a wily and dangerous 
adversary, and his magic was unlike anything the paladins 
had ever faced. The brave young man jumped out of 
hiding to where his elders had been slaughtered, and he 
shared their fate. Or so it seemed. 

Sentovir reanimated the dead holy men, profaned their 
holy weapons and armor, and made them part of his hoard. 
With his twisted magic, he made the dead impersonate 
who they once were. A trojan horse that could have gotten 
his power into the heart of a sacred temple. So the dead 
would infect the heart of their church. 

But Malx took an oath, and that oath burned within his 
soul. Perhaps the gods themselves stepped in, or perhaps it 
was a product of his bloodline, or some old celestial magic 
awakening during its master’s darkest hour. 

A gale of white flame surrounded the corpse that would 
not be made a monster. A massive inferno ripped through 
Malx and the rest, reducing the invading force to ash 
and revealing the Necromancer. The Necromancer was 
executed by the guardians of the temple. There was 
nothing left but ash and melted metal. 

Yet, the white flame lingered, a confused soul bound to 
this world until it finishes an oath with no end. 

Current Motives
Malx struggles to be what he once was. He tries to cling 
to whatever scraps of faith he can find. The Oath is one of 
the only things that makes sense to him, and now he can 
do nothing but fulfill it to the best of his ability. He attacks 

fellow undead, necromancers, demons, and whatever other 
forces of darkness he comes across. He sets himself targets 
and goals, and if he can achieve these, his oath is satisfied 
and for a time he regains some semblance of sanity. 

Malx can be used as an NPC as follows:

A double-edged ally – During a battle against the undead, 
Malx can just manifest within one of the enemy, bursting 
out in a white inferno. The new charcoal black revenant will 
destroy first whatever forces of evil it can find. Then, if not 
stopped with the magic of faith, he will turn on the living. 

A quest giver – Malx’s ability to communicate is limited. 
His words fragmented through the fire’s roar, however, 
if he can resist the power of undeath enough to the 
extent that he can speak he will try and explain what his 
current objective is. Which tends to be the destruction 
of some evil entity, or the liberation of souls in bondage. 
If his allies are able to help him satisfy his oath, he will 
remember them and can with time become a powerful ally. 

Long Term Motives
Malx wants to find a way to return to life, and keep 
fighting the good fight. Yet whatever magic was 
responsible for his creation warped his soul beyond 
recognition, and a living body could no longer hold him. 
Perhaps some divine sorcery could be found that will 
return him to who he once was, or perhaps there will come 
a time when his god considers his oath fulfilled. But until 
then, he simply wishes to have a mind and to find a way to 
stop harming the innocent.

Ideal
Malx when he is sane is a loyal and dedicated man, 
holding his own piousness and faith as his greatest virtue. 

Bond
Malx’s faith holds him to this world more than anything 
else. It drives him forward, a revenant trying desperately 
to be a Paladin once more. 

Flaws
Malx is fundamentally limited by the fact he may only 
inhabit undead. The hungry negative energy pseudo souls 
these creatures have are not totally burnt away by the 
flames. So Malx has a tendency to lose himself to this 
hunger at times when his clarity is weak. This makes him 
extremely unpredictable as a friend or foe. 

Memorable Monsters-S



90

Sir Malx Cairse
Medium undead, lawful good 

Armor Class 16 (chainmail)
Hit Points 60 (8d10 + 16)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 16 (+3) 14 (+2) 15 (+2) 10 (+0) 16 (+3) 10 (+0)

Skills Insight +6, Perception +6, Religion +3 
Damage Vulnerabilities bludgeoning 
Damage Immunities poison 
Condition Immunities exhaustion, poisoned 
Senses darkvision 60 ft., passive Perception 16
Languages Common, Celestial
Challenge 6 (2,300 XP)

Fury of Undeath. Malx constantly struggles against the body he 
inhabits. Whenever he encounters a living thing, unless there’s 
an evil target he can sense, he must make a Wisdom save (DC 15) 
or his alignment shifts to chaotic evil and he mindlessly attacks. 
Additionally, both Strength and Constitution gain +2 for the duration 
of his rage. 

However, if successfully turned, the fury of undeath vanishes. 
Additionally, if Malx sees a holy symbol to any good-aligned entity, 
he may make this saving throw again. If the symbol is aligned with 
his god, Malx gains advantage on this save. 

Returning Spirit of Flame. If Malx’s body is destroyed, his soul such 
as it is, will leap into a random mindless undead body within 50 
miles without his consent. This process takes a full day to complete, 
and if there are no undead within 50 miles it takes an additional day 
per 10 miles that the spirit of flame has to move through.

Turn Immunity. Despite inhabiting an undead host, the magic of 
the gods recognizes the lost spirit of one of their faithful. Instead of 
driving him away, turning Malx enables him clarity and returns his 
alignment to Lawful Good. 

Oath Fulfillment. As long as Malx has killed or helped kill an evil 
creature with the body he is currently inhabiting within the past 
week, he automatically succeeds his save against fury of Undeath. 
Additionally for this duration, he receives +2 to Wisdom, Strength 
and Intelligence. 

Actions
Multiattack. Malx may make two sword attacks. 

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 7 (1d8 + 3) slashing damage.

Lay on Hands. Malx has a pool of healing power that replenishes 
on a long rest. With that pool, it can restore a total number of 30 
hit points. 

White Flame Smite. Sacrificing one of his attacks, Malx calls upon 
his flames, and then strikes with his sword. This attack deals an extra 
9 (2d8) radiant damage, 13 (3d8) against undead or a fiend. This 
attack may be used three times in a day

White Flame Burst (Recharge 5-6). In a 10-foot radius around Malx, 
white flames burst forth scorching all they touch. Each creature in 
that area must make a DC 15 Dexterity saving throw taking 22 (5d8) 
radiant damage on a failed save, or half as much upon success.
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T
he Hospital of Last Hope perches atop a rocky cliff. 
From it, dozens of small windows look out across 
the sea. This lonely sanctuary resides away from any 

city, but its reputation reaches far and wide. The physicians 
of Last Hope, led by the fearless and determined Sister 
Hralda, can heal almost any sickness. She does indeed 
have a superb understanding of medicine and a gift for 
healing magics, but even she is imperfect, as patients die 
occasionally. Most who pass away are grievously ill, but 
some deaths are sudden and inexplicable. 

In truth, Sister Hralda is responsible for all of Last Hope’s 
greatest miracles. A creature from a shadowy plane that 
masquerades as a human, her mastery over life and death 
is substantial. For the most part, she uses her powers to 
heal - but she needs to eat, and the life essence of a few 
souls that are already doomed to die is a small price for all 
the good Sister Hralda does. 

Background
Sister Hralda is an ancient denizen in her own plane, and 
she was old when the world was young. Her role was to 
ensure that creatures that died would cross over fully to 
the afterlife to which they were entitled, and didn’t stray 
into other planes to become trapped. She was not kind to 
the creatures she watched over, but nor was she cruel. 

Ultimately, the gods and their servants took over this duty, 
and the role of the Observant, the order of beings to which 
Hralda belongs, became unnecessary. 

Hralda expected that her existence would come to an end, 
but whether she was forgotten or deliberately abandoned, 
that never happened. Finding herself without purpose, Hralda 
made a haven for herself, far from mortal eyes. However, it is 

well known amongst humans that a mysterious, proud, 
aloof old woman who lives alone must be some kind 
of witch, so they began to come to her to solve their 
problems. Mostly, Hralda turned them away, but for 
some, it suited her to help. She had to feed to maintain 
her powers, so when she was alone with someone 
doomed to die, she took their life to fuel her own. She 
killed some, but most, she saved, so that the humans 
would continue to bring her more cases. 

Over time, Hralda came to take pride in the work. 
The humans respected and needed her, and she 
attracted healers around her, keen to do good. She 
was important, and she was the queen of her small 
domain. The Hospital of Last Hope grew slowly, and 
people began to think of her as Sister Hralda, pious 
healer, rather than Hralda the witch. Over the course 
of a century, she came to embody the role. 

Sister Hralda is careful with her victims. Around one in 
forty of the patients who come to Last Hope die. Only one 
in a hundred is a victim of Sister Hralda’s feeding. She can 
see how much life a victim has left, like grains of sand in 
an hourglass. She knows who, if she saved them, would 
likely die of something else in a few months anyway. For 
the most part, her victims are elderly folk, those who are 
resigned or even eager to die, or those who lead dangerous 
lives with short lifespans, such as adventurers. Those on 
whom she feeds cannot be resurrected, but they do rise 
as undead, so Sister Hralda is careful to hold onto their 
bodies so she can address that problem as needed. 

Sister Hralda’s feeding is an ugly sight: she drops her 
mortal disguise, and climbs atop the body of her victim, 
stealing the last breaths from their lips. It brings her no 
pleasure, and she feeds with the same calm purpose and 
authority she does everything else. 

None of the physicians, nurses, or patients (except those 
she feeds on) ever see Sister Hralda’s true form or suspect 
her nature. As far as they are concerned she is a cold, 
aloof, old human woman who does not suffer fools but 
has, underneath her tough exterior, a kind heart.

Current Motives
Sister Hralda is entirely content with her existence. She 
takes pride in delivering excellent care to her patients, 
training other physicians, and surviving undetected by 
other, more powerful creatures. She takes care to keep her 
true nature and her feeding hidden, and will protect her 
secrets however she must. 

Sister Hralda can be used as an NPC as follows:
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Quest goal – An ally or loved one suffering from a 
magical illness or curse could require the characters to 
seek out the Hospital of Last Hope, and ask Sister Hralda 
for help. In which case, she might need the characters to 
deal with a threat to her cover story or the hospital before 
she can help.

Mentor – Sister Hralda could serve as a teacher for a 
player character interested in training as a physician or 
healer. If so, her ‘some people ought not be saved’ attitude 
should lead to interesting conflicts.

Mystery – One of the characters is admitted to Last 
Hope for treatment, but there’s something sinister about 
the hospital. Why do most patients recover, but some 
inexplicably die? Is the sick character in danger? 

Murderer– Someone the characters need was admitted to 
Lost Hope for treatment, and is feared dead, as there has 
been no news for weeks. Will the characters rescue them, 
or avenge them?

Long Term Motives
Sister Hralda has everything she wants and her long-term 
motivation revolves around keeping what she has worked 
for: Last Hope as both a place to do good work and as a 
food source. Any threat to the hospital will be swiftly and 
decisively dealt with. 

Ideal
The line between life and death is clear and must be 
respected: death can be delayed but not defeated, and the 
dead must not trouble the land of the living.

Bond
Sister Hralda truly values the community she has built 
around herself at the Hospital of Last Hope. She will go 
to great lengths to protect them, but ultimately she always 
puts her own interest first. 

Flaws
Sister Hralda does not fully understand humans. She 
doesn’t feel emotions as strongly as they do, and she 
certainly doesn’t act as irrationally. She hides it well but 
sometimes struggles to understand the motivations of 
living creatures.

Sister Hralda
Medium aberration, neutral evil

Armor Class 15 (natural armor)
Hit Points 153 (18d8 + 72)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 13 (+1) 14 (+2) 18 (+4) 16 (+3) 18 (+4) 11 (+0)

Skills Arcana +7 Deception +4 Insight +8 Medicine +8 Perception +8 
Stealth +5 

Saving Throws Constitution +8 Wisdom +8
Damage Resistances necrotic, radiant
Damage Immunities poison
Condition Immunities exhausted, poisoned
Senses truesight 60 ft., passive Perception 18
Languages Common, Infernal
Challenge 10 (5,900 XP)
 
Steal Life (1/day). Hralda touches a sleeping or unconscious 
humanoid, and siphons its life to strengthen herself. Each minute 
she remains touching the creature, Hralda drains 10 hit points 
and the creature’s maximum hit points are reduced by the same 
amount. A creature that dies in this manner rises the following dawn 
as a zombie under Hralda’s control.

Illusory Appearance. Hralda covers herself and anything she is 
wearing or carrying with a magical illusion that makes her look like 
another creature of her general size and humanoid shape. The illusion 
ends if Hralda takes a bonus action to end it or if she is incapacitated.

Horrifying Visage. Any humanoid that starts its turn within 30 feet 
of Hralda and can see her true form must make a DC 16 Wisdom 
saving throw. On a failed save, the creature is frightened for 1 
minute. A creature can repeat the saving throw at the end of each 
of its turns, with disadvantage, if Hralda is within line of sight, 
ending the effect on itself on a success. If a creature’s saving throw 
is successful or the effect ends for it, the creature is immune to the 
hag’s Horrifying Visage for the next 24 hours.

Innate Spellcasting. Hralda’s spellcasting ability is Wisdom (spell 
save DC 16). She can innately cast the following spells, requiring no 
material components:

At will: guidance, mending, spare the dying
3/day: cure wounds, detect poison and disease, gentle 

repose, lesser restoration
 1/day: greater restoration, remove curse, speak with dead

Actions
Multiattack. Hralda makes three claw attacks.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 4 
(1d4 + 2) bludgeoning damage and 13 (3d8) necrotic damage.

Scared to Death. Hralda targets one frightened creature she can see 
within 30 feet of her. If the target can see Hralda, it must succeed on a 
DC 16 Wisdom saving throw against this magic or drop to 0 hit points.
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I
f there ever was a horrid example of necromancy 
gone foul, the sludge titan nearly always comes to 
mind. A huge mass of putrid unliving waste that 

eats away at anything it touches, the sludge titan is a well 
known plague. 

The sludge Titan has a history of causing whole towns and 
cities to be abandoned. It severely poisons water sources 
and farmlands, and recovery is nearly impossible without 
high investment or great magics. The stench alone can 
cause what can only be explained as burns that occur in 
the lungs. Whoever created the sludge titan, they had to be 
a most powerful and evil necromancer.

Background
In ancient times, there was a grand and wealthy castle city 
by the name of Levocratia. It was a spectacular city that 
was one of the firsts to create an advanced sewer system 
to keep its streets and walkways clean. All waste was just 
cleared down the intricate pipeways into a beautifully 
designed system that would dump out into a man-made 

basin where public mage workers would purify and 
sanitize it for reuse. 

One of those mages, Felthru VaFleur, took on necromancy 
as a hobby. It wasn’t forbidden at the time, but still 
frowned upon. Content with raising dead rats that he 
would use to scavenge through the wastes for anything of 
interest, it was never his intention to create something so 
evil. One day, one of his rat servants brought out a large 
bone to him. It turned out to be a drenched human femur 
and caught Felthru’s curiosity. What if, instead of a bunch 
of rat servants, he created a skeleton one? It’d be like his 
own personal butler that would bow to all his whim. That 
night, he followed his rat servant to where it found the 
femur, and sure enough, almost entirely intact, there the 
rest of the skeleton laid. 

Not one to wait, Lethru cast his spell almost immediately, 
and much to his surprise, appeared to have worked 
flawlessly as the skeleton began to move and take shape. 
However, it animated strangely; the skull twisted on the 
neck and it began to scratch at itself with its bony fingers. 
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Digging into its eye sockets, it let out a ghostly and 
bone-chilling wail before collapsing. Lethru was beyond 
frightened and felt his heart beating in his throat. Feeling 
it was time to forget this whole event, he turned to leave, 
but his legs would not move. Excrement and filthy water 
began flowing from all directions toward the skeleton pile. 
Lethru’s feet were caught in the tow of the muck, and he 
was being drawn in. A seemingly endless surge of waste 
poured in, taking shape around the remains. Lethru was 
sucked in, and though he struggled as best he could, he 
suffocated, ultimately becoming a part of his creation.

Over time, the sludge monster grew to a colossal size and 
went on a rampage in Levocratia. It took almost no time 
at all before the city was abandoned. No attacks would 
work on it and purification spells could not penetrate deep 
enough. It’s nauseating aura would disorient anyone that 
got too close. Rather than deal with it, the city was sealed 
and its citizens fled to anywhere else they could. 

Current Motives
The sludge titan is by no means intelligent in any form. 
It is not self aware and carries no emotion. It isn’t driven 
by any instinct or force. It just wanders and attacks 
sporadically. 

The Sludge Titan can be used as an NPC as follows:

A living plague – PC’s can be given a task to purify lands 
or bodies of waters that have been polluted by the sludge 
titan.

A major quest – A lost soul could appear and beg for 
adventurers to cleanse its skeleton within the sludge titan 
so that it may finally rest in peace.

A calamity – It can be used to drive sheer terror into the 
lands and bring PC’s to know what despondence truly is. 

Long Term Motives
The Sludge Titan wanders aimlessly with no real purpose 
or goals.

Ideal
The sludge titan innately collects and gathers waste and 
excrement as it passes over it.

Bond
The sludge titan has no sense of attachment or 
acknowledgement of its existence. It exists only because 
it does. 

Flaws
The Sludge Titan is a flaw in itself, it was never meant to 
exist. It mimics life as it wanders and moves, but it does so 
without reason. 

Sludge Titan
Large undead abomination, chaotic neutral

Armor Class 12 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 14 (+2)  8(-1) 13 (+1) 1 (-5) 1 (-5) 1 (-5)

Languages —
Challenge 2 (450 XP)
 
Stench Cloud. In a 20-foot radius centered on the sludge titan a 
sphere of yellow, nauseating gas is constantly being emitted. The 
cloud spreads around corners, and its area is heavily obscured.

Each creature that is completely within the cloud at the start of its 
turn must make a DC 14 Constitution saving throw against poison. 
On a failed save, the creature spends its action that turn retching 
and reeling. Creatures that don’t need to breathe or are immune to 
poison automatically succeed on this saving throw.

Actions
Slam. Melee Weapon Attack: +4 to hit, reach 15 ft., one target. Hit: 
10 (2d8 + 2) bludgeoning damage. The creature must make a DC 14 
Constitution saving throw or be poisoned. 
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S
oul Snakes are creatures from the 
strangest of planes and the most 
ancient of aeons. Gelatinous, ochre 

creatures with the girth of a grotesquely 
swollen human tongue, these parasites are 
objects of worship for cults across many 
worlds. In exchange for a vessel to carry them 
to a hidden, subterranean spawning pool, 
these tiny aberrations bless their hosts with 
arcane powers undreamed of by mortal men. 

They slowly devour the brains and replace 
the souls of their hosts, yes, but it’s a slow 
process. In the handful of years their acolytes 
have left, they slowly grow into symbiosis 
with the snake, a whispering voice in their 
head slowly growing into a partner and then 
a replacement for their own minds. 

There are potions and tinctures that can 
delay the host mind’s deterioration, and for 
some warlocks the soul snake is closer to 
a familiar than a parasite, but one thing is 
certain: every host’s life ends with a descent 
into the spawning pool, where the soul snake 
bursts the host’s skull into pieces and oozes into the pit of 
its mates-to-be. Blessed is the host who becomes food and 
biomass for the soulspawn.

Background
The Soul Snakes don’t remember where they came from, 
but they know they traveled through the stars to escape 
something older and greater than themselves. Something 
that fed on them, or some host that found a way to reject 
them. They know that they are the last of their kind, and 
that the most important thing an individual soul snake 
can do in their decade of life is to reproduce. When their 
numbers grow from thousands to millions, their new 
homeworld can be theirs to explore and enjoy, in the 
bodies of any number of delicious hosts.

For now, they stay hidden, most of their number confined 
to a handful of spawning pools each containing a scant 
few thousand snakes.

Over time, wanderers have found some of the pools. The 
boldest of the soul snakes overpowered them and spawned 
in their bodies, regurgitating squirming larvae into their 
mouths while hundreds of kin held the humanoids down. 
Many of those so infested took their own lives rather 
than live with another presence in their minds and bodies, 
but some learned to live with their passengers. A few 

spellcasters have even learned they 
can draw power from the soul snakes.

And so, in some circles, a bond with 
a soul snake became prestigious 
and valuable. Cults formed around 
spawning pools even founding new 
ones in time. Warlocks made pacts 
with the collective consciousness 
of a spawning pool, and willingly 
welcomed individual soul snakes 
into their bodies as a token of 
appreciation, and to empower 
themselves.

At first, the presence of a soul snake 
is almost undetectable. Only larval 
soul snakes can bond with a host, 
so their thoughts are unformed and 
unintrusive. As they mature, they learn 
from their host: they are often similar 
in temperament and personality, 
making for an easy, amicable 
symbiosis. This is not always the case, 

of course. The more of the world a soul snake experiences, 
the more it develops independently. As the host ages, is 
injured, and even dies, and the soul snake takes over more 
of its body and mind. The host’s mind deteriorates and the 
snake takes charge.

It’s kinder that way: the soul snake’s one imperative is to 
get to another spawning pool (returning home would only 
lead to inbreeding) before it dies. It will not let the host 
fight it on this matter, and slowly shuts down all higher 
functions of the host’s brain in favour of marching it 
towards its destination. Hosts rarely go willingly, as they 
know they will meet their death in the spawning pools, 
torn apart as their symbiotic passenger exits their bodies.

Rumor has it that some cults have discovered, or been 
blessed with, a less destructive version of the symbiotic 
bond, one that the host can survive. This may, however, 
simply be a story woven by the soul snakes to leave their 
cultists a shred of hope. 

Current Motives
Day to day, the soul snake seeks to keep its existence 
secret and its host safe. Threats to its life or privacy are 
swiftly dealt with, using the host’s skills and contacts. 

A soul snake can be used as an NPC as follows:
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A parasite – an ally regrets their decision to become a 
host to a soul snake, and seeks a way to free themselves 
from its influence.

A familiar – A character or ally learns of the soul snakes 
and the power they grant, and seeks to form a bond with 
one. Alternatively, a bonded soul snake sickens, and may 
die if not healed (a challenge, when it actively seeks to 
stop its host telling people about it).

A patron – The collective essence of a soul snake is a 
fitting Great Old One patron for a warlock character or 
antagonist. 

A monster – A small spawning pool of soul snakes feels 
threatened: a faction near their home is close to learning 
of their identity. They mobilize their cult to suppress the 
secret before they can be found and purged. 

Long Term Motives
The soul snake seeks to survive long enough to mate. The 
older it gets, the more this next stage of life occupies its 
thoughts. 

Ideal
Continuance is all that matters. One may die, but the 
species survives. The role of the individual is only to 
continue the species.

Bond
The Soul Snake values its host and works to protect it and 

keep it alive. It is required: the soul snake cannot take a 
new host once out of its larval stage. The snakes recognise 
the value of their cults, and strive to protect and develop 
them as far as possible.

Flaws
Despite their complex relationship with their cults, the 
soul snakes are driven by one overriding instinct: to 
reproduce. When the urge to mate is upon them, they no 
longer care for their host’s safety, driving it to exhaustion 
and ignoring other concerns, to reach the destination 
spawning pool.

Soul Snake
Tiny aberration, neutral evil

Armor Class 13 
Hit Points 40 (10d4 + 20)
Speed 10 ft., swim 15 ft.

 STR  DEX  CON  INT  WIS  CHA
 7 (-2) 14 (+2) 14 (+2) 11 (+0) 14 (+2) 7 (-2)

Damage Resistances psychic
Condition Immunities charmed, prone
Senses blindsight 10 ft., passive Perception 12
Languages telepathy 10 ft.
Challenge 2 (450 XP)
 
Arcane Intensity (1/day). The soul snake grants its host one 
additional pact magic spell slot. This spell slot is not recovered by a 
short rest.

Arcane Secrets. The soul snake knows two spells of 1st-3rd level 
from the Warlock spell list, and the host can cast them as if it knew 
those spells itself. 

Aberrant Fortitude. If necessary the soul snake takes over some 
of the internal systems of a host’s body, beating the heart and 
pumping the lungs. When the host would die, the soul snake takes 
over more control of the body, flooding it with unnatural life. The 
host returns to life with one hit point, and its Intelligence and 
Charisma are reduced by 1. 

Symbiosis. The soul snake cannot be harmed by any means while 
it occupies a host. However, if the host dies while the soul snake 
occupies it, the soul snake dies too. 

Actions
Tail. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 4 
(1d4+2) bludgeoning damage

Soul Lash. Ranged Spell Attack: +4 to hit, range 10/30 ft., one target. 
Hit: 9 (2d8) psychic damage.
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varin Trago is a lizardfolk that was born among 
dragons. How his egg ended up within a dragon 
nest is a mystery. The size difference alone should 

have given him away, but through sheer luck, or the 
sincerity of a mother, he hatched along with the other 
dragons. Svarin truly believes he is a dragon that was born 
in a humanoid form. Ancient dragons are known to be 
shapechangers, so he feels he may have inherited that form. 

Svarin is a quirky person and very inquisitive, but he is 
very protective of his pride as a Dragon. 

Background
Since the moment of his hatching, all 
Svarin has known was dragonkind. 
While visibly different, Svarin was 
similar in many ways. He was still raised 
as a dragon. Teased by his siblings for 
being wingless and standing upright, 
Svarin’s retort was that he was born in his 
humanoid form, transforming was a skill 
only exhibited by Elder dragons. 

Having grown up among the dragons, 
Svarin was infused with dragon mana and 
learned their methods of magic.

What Svarin longs for most, though, is to 
awaken his true dragon form. He wants to 
spread his wings and soar. It was for this 
reason he set out into the world to break 
his ‘Curse.’

Svarin found a dragonborn settlement 
and questioned them why they, too, were 
trapped in their humanoid forms. Puzzled, 
they would just dismiss him. Svarin did 
not give up, and eventually learned of 
some nearby ruins that were once the 
trove of an ancient dragon. Seeking his 
truth, he left no stone unturned. The 
longing of his true form growing and 
growing within him kept him on his 
course. As his hope dwindled that this ruin 
would provide his answer, some draconic 
ruins caught his attention. These were 
inscribed in an ancient dialect. Svarin 
read them aloud, and they began to glow. 
Excitement swelled within him. This 
could lead to his answer! The sound of 
stone grinding caught his ear; a passage 
opened up. Inside, there lay a staff with 
the shape of a skull on top. The skull was 

human, though. Why would this be behind a draconic 
passage? Surely, this had to be a mistake. 

Svarin took the staff and meditated. Peering within its 
energies with his own mana, he felt the power of a dragon 
seep through. When he opened up his eyes, the skull on 
the staff morphed into the shape of a dragon’s and then 
vanished. Just then, sharp retractable claws formed at 
his hands. His scales stiffened and hardened. He felt a 
small flutter on his back, but nothing else happened. A 
few moments later, he regressed back to normal. The staff 
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reappeared before him with the human shaped skull again. 
Svarin had taken the first step. This staff had to be the key 
that would lift his curse. 

Current Motives
Svarin is interested in anything that may deepen his 
connection to his Dragon Form Staff. He will gladly be 
part of anything that is related to the study of Draconic 
artifacts or ruins. 

Svarin can be used as an NPC as follows:

A party member – Svarin will be happy to join in a delve 
or expedition that has relation to something Draconic.

An informant –Svarin is a great source of information 
in relation to Arcana, History, and Dragons. He’ll share 
his knowledge so long as it doesn’t put any of his kind 
(Dragons) in danger.

A challenger –Svarin may challenge doubters or those 
that attempt to call out his Dragonhood.

Long Term Motives
Svarin’s endgame is to finally have his Adult Dragon 
Form. He wishes to finally be able to soar through the sky 
amongst his kin.

Ideal
Svarin believes the answer to his problem lies in the 
history of his kind. Somewhere among ancient ruins there 
must be a tale of something similar occurring to someone 
else like himself.

Bond
Ever since he found his Dragon Form Staff, it has been 
inseparable from him. He feels it is the closest he’s been to 
his answer, and should anything happen to it, it would be 
as like losing a part of himself.

Flaws
While looking different than common Lizardfolk, there 
are those that can tell he is part of that race. Svarin is 
completely oblivious to that being a possibility though, 
and will challenge those that question it.

Svarin Trago
Medium humanoid (lizardfolk), chaotic good

Armor Class 13 (natural armor)
Hit Points 33 (6d8 + 6)
Speed 30 ft., swim 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 14 (+2) 12 (+1) 13 (+1) 14 (+2) 13 (+1) 10 (+0)

Skills Persuasion +2, Arcana +4
Senses passive Perception 13
Languages Common, Draconic
Challenge 2 (450 XP)
 
Hold Breath. Svarin can hold its breath for 15 minutes.

Spellcasting. Svarin is a 4th-level spellcaster. His spellcasting ability 
is Intelligence (spell save DC 12, +4 to hit with spell attacks). Svarin 
has the following wizard spells prepared:

At will: fire bolt, minor illusion
1st level (2 slots): burning hands

 2nd level (1 slots): flaming sphere

Actions
Multiattack. Svarin makes two attacks: one with its bite and one 
with its shortsword.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 7 
(1d10 + 2) piercing damage.

Shortsword. Melee Weapon Attack: +6 to hit, reach 10 ft., one 
target. Hit: 6 (1d6 + 2) piercing damage.

Dragon Form Staff
Wand, rare (requires attunement by a spellcaster)

A short, bone oversized wand has intricate arcane carvings and 
a skull at its tip. The skull changes shape to match that of the 
one attuned to it.

This wand has 3 charges. While holding it, you can use an action 
to expend 1 of its charges to cast the polymorph spell (save DC 
14) from it.

The wand regains 1d4 -1 expended charges daily at dawn. If 
you expend the wand’s last charge, roll a d20. On a 1, the wand 
crumbles into ashes and is destroyed.
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D
eep within a dark and dreary bog, a lonely creature 
stalks within the shadows and thick mists. When 
unsuspecting victims pass along the murky waters, 

the creature uses clever tricks and magic to lure prey into 
her clutches. One may hear a beautiful disembodied voice 
whisper into their ear, encouraging them to leave the path. 
Another may catch a glimpse of a gorgeous creature as she 
casually walks behind a tree, only for her form to suddenly 
appear from behind another tree some distance away. 

The form of the creature is a beautiful maiden, one whose 
fair skin and hair has been colored shades of green by 
the slimes in the waters. Those who have seen this form 
rarely escape. Those who may have caught a glimpse and 
fled from the woman of the swamp have told stories of the 
beautiful maiden that they thought needed rescue. This, of 
course, aids the siren with the temptation of future victims 
who may need to see her for themselves.

Background
The Swamp Siren once lived in the land of the Fey, 
where she happily swam in warm clear ponds and 
sunbathed in lush grass. Though she is clever in her own 
right, the siren enjoyed her more simple life. She never 
worried about hunger. She never worried about cold 
water. She never worried.

One day, the Swamp Siren was startled awake by a pixie 
that had wandered into her domain. The siren intended to 
make a meal of the tiny creature and wove a spell in an 
attempt to capture it. The pixie, unfazed by the magics of 
the much larger siren, continued on her path. The siren 

was not willing to be outdone by such a small creature 
and approached the pixie to invite her to stay for a meal. 
Kindly, the pixie replied, she would join on one condition.

The pixie offered a riddle. Should the siren know the 
answer, the pixie would be her guest for dinner. Try as 
she might, the Swamp Siren did not know the answer, she 
guessed and guessed but the pixie laughed and denied each 
suggestion. Furious at the pixie, the Swamp Siren lashed 
out with her claws, snatching the pixie in her grasp, and 
drew the struggling creature towards her jaws.

Then, everything went white.

When the flash happened, the Swamp Siren knew she had 
made a grave error. A bright light overtook her vision and 
she lost all sense of herself. Once she was able to gather 
her composure and could once again see, the first thing 
the siren noticed was how cold she now was. The siren 
thought she had become partially blind as she could no 
longer focus clearly on her surroundings. Minutes went 
by while the Swamp Siren swam through the moss-filled 
bog she now found herself in before she realized she was 
no longer in her home. She slapped at the water, threw 
floating branches at low hanging trees, she cursed at the 
pixie that was not in her now grumbling stomach. 

The pixie. A curse?

It suddenly dawned on the Swamp Siren, when she had 
unthinkingly lashed out. She had been cursed. She was no 
longer in her bright meadow. No longer able to swim in her 
warm ponds. She was cursed in a new realm, one she had 
never heard of, and no longer in the land of the Fey, her 
home. A dark swamp, with little sun breaking through the 
rotted and diseased trees. She would now call this place home 
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until she could find a way to break her curse. Or, she would 
spend her last days here; spending her last breath freezing and 
taking in the vile stench that hung in the air around her. 

Current Motives
Though the Siren is an intelligent creature, the curse that 
binds her to the swamp has turned her into something 
more feral. The Siren spends her days lurking in the cool 
waters searching for prey. The beasts of the swamp are 
easy targets as long as she is patient. But, should a more 
intelligent creature wander within her boundary, the Siren 
may use spells and cunning to lure them into an ambush.

The Swamp Siren can be used as an NPC as follows:

An information giver – The Siren has extensive 
knowledge of the swamp she lives in. If adventurers 
befriend the Siren, they may use her as a guide through the 
bog and ignore Survival checks to navigate.

A quest giver – The party could befriend the Siren and 
accept a quest to help her break the curse that has been 
placed on her.

A villain – The Swamp Siren may start with evil or neutral 
intentions against player characters. She may silently stalk 
the players using illusions and trickery to lure them into a 
trap to ambush them in an attempt to.

Long Term Motives
The Siren is cursed to wander the swamps until her dying 
day. Her days are filled with gathering food and occasionally 
lonely conversation with herself or her most recent kill. 
Though she has descended into madness, part of her thoughts 
are still set on releasing herself from her curse and to rid 
herself of the confines of the bog in which she is trapped.

Ideal
In her previous life, the Swamp Siren had ample time to 
herself, so when she was able she relished intelligent and 
charming conversation. She would challenge passersby to 
games of wit and scavenge books off of victims to increase 
her knowledge.

Bond
The Swamp Siren is bound, not by her choosing, to the 
swamp she now calls home. In her past life, she lived in a 
beautiful meadow with warm ponds, clear skies, and food 
aplenty. 

Flaws
The Swamp Siren is a lonely creature. Though she may 

love to indulge herself on the flesh of those she can 
captivate, she is one who easily falls for clever wit and 
charming conversation.

Swamp Siren
Medium fey, chaotic neutral

Armor Class 15 (natural armor)
Hit Points 66 (12d8 + 12)
Speed 30 ft., swim 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 8 (-1) 17 (+3) 13 (+1) 15 (+2) 12 (+1) 20 (+5)

Skills Deception +9, Insight +5, Perception +5, Persuasion +9, 
Stealth +7

Damage Resistances cold, fire, lightning, poison
Senses darkvision 60 ft., passive Perception 15
Languages Common, Elvish, Sylvan, telepathy 60 ft.
Challenge 4 (1,100 XP)
 
Spellcasting. The Swamp Siren is a 4th-level spellcaster. Her 
spellcasting ability is Charisma (spell save DC 15, +7 to hit with spell 
attacks)and has the following Bard spells prepared:

At will: minor illusion, prestidigitation, true strike 
1st level (4 slots): bane, dissonant whispers, silent image, 

thunderwave
2nd level (3 slots): hold person, phantasmal force, shatter

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

Charm. One humanoid the fey can see within 30 feet must succeed 
on a DC 15 Wisdom saving throw or be magically charmed for 1 day. 
The charmed target obeys the fey’s verbal or telepathic commands. 
If the target suffers any harm or receives a suicidal command, it can 
repeat the saving throw, ending the effect on a success. If the target 
successfully saves against the effect, or if the effect on it ends, the 
target is immune to this creature’s Charm ability for the next 24 hours.

The fey can have only one target charmed at a time. If it charms 
another, the effect on the previous target ends.

Invoke Duplicity (Recharge 5-6). As an action, the Swamp Siren can 
create a perfect illusion of itself that lasts for 1 minute, or until it 
loses its concentration. The illusion appears in an unoccupied space 
that it can see within 30 feet of it. As a bonus action on its turn, it 
can move the illusion up to 30 feet to a space it can see, but must 
remain within 120 feet of the Swamp Siren.

For the duration, the Swamp Siren can cast spells as though she 
were in the illusion’s space, but the Swamp Siren must use its 
senses. Additionally, when both the Siren and the illusion are within 
5 feet of a creature that can see the illusion, the Siren has advantage 
on attack rolls against that creature, given how distracting the 
illusion is to the target.
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F
rom a young age, Takeo had often gone on far-
reaching adventures. Along the way, he became 
known for his uniquely foreign armor and cutting 

down foes with his dual “Flametongue” blades that were 
said to have a cursed blood-red flame to them. His name 
was less well known, but whispers carried a few: “Takeo 
Bloodflame,” “Bloodfang Samurai,” and Takeo’s favorite, 
“Crimson Undeath.” The common folk often see him and 
wonder, not only about his vicious blades, but the red glow 
in his eyes, and the same colored sphere embedded in his 
chest that goes past his armor, and into flesh and bone.

The sphere in his chest is a special creation of his own 
works. It runs off the same energy as his curse, which 
binds his soul to the powerful Daughter of the Dark Lord. 
It allows him to temporarily shrug off mortal wounds, 
even a would-be deathblow, extending his life just seconds 
longer until he can either restore his body or kill his enemy 
right where they both stand. 

Though his exploits and his journey have ended after 
his mid-adult life, he has found a new purpose in life. 
He discovered a slain infernal, whose spirit had been 
imprisoned, once known as Kaigon, who had a burning 
hatred for revenge. Takeo thought that this was his chance 
at a perfect creation—something that can be more than 
just the sphere in his chest. “The ultimate lifeform,” he 
had thought. He scavenged through all the materials of his 
journey and made a construct, perfectly fit for killing. And, 
after a lengthy ritual with some cultists in the underground 
of Vrark, he had done it. Kaigon was born again.

Takeo now resides at his workshop and 
forge back in Kigaia, perfecting his skills 
with his forge, as Kaigon runs out and 
gathers the necessary materials to create 
infernal weapons in the style of Takeo’s 
homeland. His gaze ever remains on the 
forge, with his eternally crimson eyes 
and the pulsating sphere in his chest, he 
imagines even greater machinations.

Background
Takeo is a lowborn human who had 
dreams and aspirations to become one of 
the greatest blacksmiths in the land. Born 
and raised in an offshore town known as 
Kigaia, where violence is commonplace 
and thievery is even moreso. He had 
become something not quite a blacksmith, 
but not quite a mage, and yet even more 
so, not even a warrior or a soldier. He had 
become a mixture of all these things. With 

the blood of his ancestors flowing in his veins, and a raw, 
human determination to become something unique, he had 
become something more, an amalgamation of his training.

Takeo’s upbringing had been less than kind to him, as 
do all children who are unlucky enough to be born in 
Kigaia. But something had happened to him on one fateful 
night, which had become what he calls his, “thrust into 
adulthood” moment. A powerful devil, the “Daughter of 
the Dark Lord,” had bewitched him, and gave him a vast 
knowledge of creating powerful infernal arms and armor, 
for a price. She had wanted to corrupt this man, and he had 
succumbed immediately. She wanted him to live his life, 
and once he had gained all the knowledge of creating these 
powerful weapons of destruction, she would take him 
personally and place him within her reach, permanently 
binding him to her, forever. Inadvertently, while he was 
most certainly cursed forever, he was content, as he had 
felt he had gained a higher purpose. The devil’s curse can 
be seen in his eyes, which are often said to be, “too red 
and glow too much to be human.”

Current Motives
Takeo’s adventuring days may be over, but his life is not. 
He continues to practice and hone his swordsmanship and 
his prowess with his forge. When Kaigon is back from 
his errands, Takeo can be seen fixing and upgrading the 
construct’s body to become, as he says, “even more perfect.”
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Takeo can be used as an NPC as follows: 

A blacksmith – Takeo is a highly skilled blacksmith 
with the ability to create unique, infernal arms and armor. 
However, it is said that with most of his weaponry, there is 
often a curse to those not of infernal blood.

A villain – If the players are actively fighting against 
Kaigon, it is best to assume Takeo is on his way, to either 
offer combative support or to fix the construct.

A quest giver – Takeo needs many bizarre and hard-to-
get items and materials, the work of powerful adventurers 
would be a treat for him, especially since he could offer 
powerful weapons and armor in return.

Freedom her clutches – While the circumstances would 
be hard to come by, it is possible that the players could 
find a way to save Takeo from his eternal damnation.

Long Term Motives
Takeo only wishes to create a perfect being out of Kaigon. 
However, there is a sliver of himself that wishes he could 
get out of his contract with the devil known as Ikonyl, 
even if it would mean his own demise.

Bond
His ties to Kaigon keep his humanity in check, as Kaigon 
has slowly become something of a friend to Takeo.

Flaws
His need for perfection is almost too overbearing and 
sometimes causes frustration to himself.

Twin Flametongue 
Weapon (shortsword), very rare

You can use a bonus action to speak this magic sword’s 
command word, causing flames to erupt from one or both 
blades. These flames shed bright light in a 40-foot radius and 
dim light for an additional 40 feet. While a sword is ablaze, it 
deals an extra 2d4 fire damage to any target it hits. The flames 
last until you use a bonus action to speak the command word 
again or until you drop or shield the sword. 

Takeo Bloodflame
Medium humanoid (human), lawful evil 

Armor Class 16
Hit Points 110 (13d8 + 52)
Speed 40 ft.

 STR  DEX  CON  INT  WIS  CHA
 17 (+3) 16 (+3) 18 (+4) 14 (+2) 13 (+1) 14 (+2)

Saving Throws Str +6, Con +7, Wis +4, Cha +5
Skills Arcana +5, Insight +4, Perception +4
Damage Resistances fire; bludgeoning, piercing, and slashing from 

nonmagical attacks 
Senses passive Perception 14,
Languages Common, Infernal
Challenge 8 (1,800 XP) 
 
Relentless Endurance. When Takeo is reduced to 0 hit points but 
not killed outright, he drops to 1 point instead. Takeo can’t use this 
feature again until he finishes a long rest.

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

Innate Spellcasting. Takeo’s innate spellcasting ability is Intelligence 
(spell save DC 14). Takeo can innately cast the following spells, 
requiring no material components.

2/day: heat metal
 1/day: fabricate

Actions
Multiattack. Takeo makes two melee attacks with his Twin 
Flametongue weapons. Alternatively, Takeo can use its Hurl Flame 
twice.

Twin Flametongue. Melee Weapon Attack: +6 to hit. one target. Hit: 
6 (1d6 + 3) piercing damage plus 5 (2d4) fire damage.

Hurl Flame. Ranged Spell Attack: +5 to hit, range 150 ft., one target. 
Hit: 10 (3d6) fire damage. If the target is a flammable object that 
isn’t being worn or carried, it also catches fire.

Reactions
Counter Attack. When a creature misses Takeo with a melee attack, 
Takeo can use his reaction to make a Twin Flametongue attack 
against the creature.
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H
ave you ever seen an albino 
black dragon?

Do you ever wonder what 
happened to the sword that slew the 
tyrant Bane Tenebris in the great 
Orc war?

They say the Key of Dusk was 
stolen centuries ago. Who do you 
think has it now?

I’ve heard there’s a collector...

Background
Tanis Kero began life like most 
goblins, as part of a horde, 
squabbling over food and 
plundering what they could from 
traveling merchants and the 
occasional band of adventurers. As 
the runt of the group, Tanis always 
had to fight harder than his brethren 
just to get an equal share, and often 
went cold or hungry when there 
wasn’t enough to go around. 

One of his earliest memories 
involved a glittering gem, found in the boot of a drunken 
warrior the horde had ambushed one night— Tanis 
discovered the gem while looting the body, and was 
enraptured by the way light danced off of each one of its 
shining surfaces. He held that gem and kept it as his own 
for weeks, peering at it in secret whenever he was sad, or 
scared. But when one of his brothers caught him holding 
the glimmering stone, his only possession was taken from 
him and bartered for food and weapons for the horde. 
Tanis felt an uncontrollable greed for something of his 
own, and swore vengeance against his brethren.

Some time later, a group of adventurers came into 
their valley. Tanis, out scrounging for food on his own, 
overheard one of the adventurers, an elf, briefly speaking 
the goblin tongue. Seeing his opportunity for revenge, he 
approached the adventurers with an offer: he would guide 
them through the goblins’ secret tunnels and past their 
traps, in exchange for a share of the treasure. When they 
agreed, he expected them to break the agreement and turn 
on him; but to his surprise, once the rest of the horde was 
dead, the adventurers honored their promise, and gifted 
Tanis a sack of gold before going on their way.

Once he had possessions of his own, Tanis Kero felt a 

burning desire for more. What he held in his hands simply 
wasn’t enough to fill the hole in his heart. He paid his way 
onto a traveling caravan of merchants, and learned all he 
could about the value of trade. He was able to double, then 
triple his wealth—and before long, he had amassed a small 
fortune. He developed a reputation as a mysterious and 
eccentric trader due to his proclivity for sending proxies and 
representatives to deal with all but the wealthiest clients.

But, again, simply amassing wealth wasn’t enough.

Ever since that glittering gem caught his eye, ordinary 
goods held little value to him. He began to trade in rumors, 
tales of lost antiquities, and one-of-a-kind treasures. 
Before long, he had gathered many unique treasures of 
his own, and the absolute best pieces were put on display 
in his private chambers, where he could gaze on these 
rare curios that belonged to him and him alone. The more 
wealth he had, the more he became enticed by value that 
couldn’t be measured—What interested Tanis more than 
the value of an item was the story of how it was acquired, 
or the knowledge of how many people had fought over it 
throughout history. A gem that had once held the soul of 
a necromancer, or a sword that killed a legendary beast—
those were the treasures that interested Tanis Kero.
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As the years have gone on, Tanis has collected a veritable 
museum of fabled treasures—art, magic items, even a 
creature or two that bears some unique trait. Yet in his 
personal collection, he still keeps a glass case with a velvet 
pillow, waiting for the day when he once again crosses 
paths with that glimmering gem from his youth.

Current Motives
Tanis Kero is always on the lookout for valuable treasures, 
holding rarity and history above all else. He does most of 
his regular business through representatives to keep his 
identity and location obscured, but if someone offers a 
relic that piques his interest enough, he just might arrange 
a meeting face-to-face.

Tanis can be used as an NPC as follows:

An information giver – His home is a museum of rare 
and valuable relics, and he knows the history of each and 
every one. If there is hidden knowledge known only by 
few, Tanis probably knows it.

A quest giver – Though unscrupulous in most of his 
practices, Tanis is always on the lookout for more curios 
to add to his collection. If it’s rare, he’s looking to hire 
someone to procure it for him.

A merchant – Even the rarest items of Tanis’ collection 
can be bought- though the price may include more than 
just gold.

A villain – If Tanis Kero wants something to add to his 
collection, he’s going to get it. If a group of adventurers 
finds an ancient relic in a dragon’s hoard that they aren’t 
selling, they just might run into some “trouble” next time 
they make camp.

Long Term Motives
Though he has long outlived all of his blood relatives, 
Tanis knows better than anyone that life is fleeting and 
time is the ultimate enemy. He has not revealed this to 
anybody, but his eventual goal is to find a way to escape 
death, and no method of extending his life (from becoming 
a lich, to transferring his soul into another person’s body, 
to creating a magical vessel to hold his consciousness) is 
beyond his moral horizon.

Flaws
A lifetime of dealing with underlings and servants has left 
him with a feeling of superiority to anyone and everyone, 
and as such, he is likely to underestimate anyone who 
finds themselves in a position to manipulate him. Tanis’ 
greed is his single biggest motivator, and though he has 
plans and contingencies for those plans, his greed can 

always be exploited. And finally, his greed stems from an 
undeniable need for personal belongings. If someone were 
to somehow destroy or take away all of his curios and 
relics, he would have nothing left to live for.

Tanis Kero
Small humanoid (goblin), lawful evil

Armor Class 15 (Chain Shirt)
Hit Points 21 (6d6)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 10 (0) 14 (+2) 10 (0) 14 (+2) 13 (+1) 14 (+2)

Skills Deception +3, Persuasion +2, History +4
Senses darkvision 60 ft., passive Perception 11
Languages Common, Goblin
Challenge 2 (450 XP)

Nimble Escape. Tanis can take the Disengage or Hide action as a 
bonus action on each of his turns.

Actions
Multiattack. Tanis makes two attacks with his Dagger of Eodon. The 
second has disadvantage.

Dagger of Eodon. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) piercing damage.

Take Your Money and Go! Melee or Ranged Weapon attack: +2 
to hit, reach 5 ft. or range 30/120 ft., one target. Hit: 5 (1d6 + 2) 
bludgeoning damage, and the target is pushed 5 feet away from 
Tanis. When using this attack, Tanis hits his opponent with a gem 
or valuable (and heavy) object, leaving behind 1d10 gp worth of 
treasure with each use.

Reactions
Redirect Attack. When a creature Tanis can see targets him with 
an attack, Tanis chooses one of his allies within 5 feet of him. The 
two creatures swap places, and the chosen ally becomes the target 
instead.

Amulet of King’s Retreat. When an attack reduces Tanis to below 
half his maximum hit points, he may cast the dimension door spell 
in response. After using this ability, he cannot use it again until after 
taking a long rest.
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D
ry leaves, 
once ripe with 
succulent water, 

now hang in curing 
rafters, billowing in the 
harvest breeze. Brown as 
the soil that grew them, 
the leaves will soon 
be rolled, ground, or 
shipped raw: the market 
demands must be met!

Farmers wipe their 
sweaty hands on fleeced 
tunics, leathered cloaks, 
and cotton robes. The 
job is done. The tobacco 
grew full and plentiful, 
as it always has. This 
particular strain endured 
once more, beating out 
the other tobacco blends. 
Hell, they barely had to 
maintain it!

Outside the farmers’ 
realm of comprehension, 
an entity lurks, directing 
its followers to package, 
ship, and partake of the 
brown crop. The more 
plants that grow, the 
greater its influence. 
The more people that 
consume, the more that 
it can consume as well. And the Collective grows with 
each season!

Background
Splintered from a collective nature spirit, infused with the 
tar-thick tobacco leaves, a singularity manifested in the world 
beyond mortal reach. This singularity festered, sprouted, then 
learned how to look back into the world of mortals.

Thus, the Tar Collective began to form.

Shamans, druids, witches, earthwrights, and enlightened 
farmers can find solidarity with the Collective. Spreading 
the influence, plant-by-plant, seed-by-seed, smoke-by-
smoke, these worshippers constantly have one, nagging 
irritation lurking in the back of their minds: the Collective 
needs new blood.

The Tar Collective re-
entered the mortal world 
through a single tobacco 
plant set high upon the 
rugged hills. Old stories 
claim a wandering 
spirit-seer, mouth black 
with chewed leaves, 
saw the plant and fell 
prone before it. The seer 
knew that this—and 
only this—plant must 
have a cut taken and 
propagated. Within time, 
the single plant gave 
way to more plants, and 
the seer partook in the 
chewed leaves, raking 
in the nicotine highs and 
billowing enlightenment 
within that traversed any 
other vice.

The seer was one with 
Tar.

With a new life motive, 
the seer spread the 
plants, cultivating 
a small garden and 
giving away boxes and 
cartons of rolled leaves 
for smoking and dried 
leaves for chewing. 
Those who partook, 

partook deeply. Those who partook again? They rejoined 
the seer.

The plant begat a garden. The garden begat a field. And 
the field begat an enterprise. What merchant didn’t like the 
idea of an addictive plant that brought customers back for 
more, more, and more?

But civilization fought back. Governments, city-states, 
local religions: they all saw the plight caused by these 
mind-altering plants. They fought back, burned fields, 
imprisoned the growers.

So the Tar Collective stayed its many hands.

The Tar Collective would regain its followers as well as 
its influence, but slower this time. Let the world forget 
its existence. Let the laws grow lax. Let the tales of rabid 
addicts fall to legend.
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And, like tar, the entity would drizzle its influence back 
into the world: slowly, clandestinely, with care. It had all 
the time to spare.

Current Motives
The Tar Collective is an omnipresent deity/demon/angel/
alien that seeks to claim influence over others through an 
addictive, tobacco-like plant. Its addictive plants are much 
less addictive than before. Fanatics aren’t needed—slow, 
piecemeal, generational influence is how to best corrupt 
the world.

The Tar Collective can be used as an NPC as follows:

A deity or patron – Does a player want a deep, 
underground, forgotten “ancient one” who seeks to spread 
influence in a cult-like manner? The Tar Collective can 
fulfill that niche!

A quest giver – The party can be hired to transport 
tobacco to and from ports and cities. A typical merchant 
mission, right? Until later in the campaign when they 
realize they helped spread a deepworld entity’s influence.

A dilemma – The party can find solitude with the Tar 
Collective. What “living” thing doesn’t want to procreate? 
Hit the party with moral quandaries, and let them find a 
way to convince the Tar Collective to live in a way that 
doesn’t corrupt others.

A villain – Old tales of a “plant that rules its smoker,” 
and city records from centuries ago about an addiction 
epidemic can cause players to discover that an entity seeks 
to spread its tendrils through society.

Long Term Motives
With enough people smoking, chewing, and falling under 
the Tar Collective’s sway, the entity can tighten its grip. 
No more will it “lightly nudge” people, but fully manifest 
part of its blackened spirit into its imbibers, mutating them 
into tar elementals, which are walking, humanoid clumps 
of black tar that are true slaves to its demands.

Ideal
Let people consume what they desire, and if they don’t 
desire what you have to offer, then make them!

Bond
The plants are the key. Once they’re wiped out, the Tar 
Collective’s tie to the world is severed, and there is no 
coming back.

Flaws
The Tar Collective’s hive-like influence over its followers 
allows its converts to easily snitch out others, as well as 
the location of the Tar Collective’s tobacco.

The Tar Collective
Medium elemental, lawful evil

Armor Class 11 (natural armor)
Hit Points 95 (6d8 + 28)
Speed 20 ft.

 STR  DEX  CON  INT  WIS  CHA
 15 (+3) 7 (-2) 17 (+3) 5 (-3) 13 (+1) 14 (+2)

Saving Throws Con +6
Skills Deception +6, Persuasion +6
Damage Resistances acid; bludgeoning, piercing, and slashing from 

nonmagical attacks
Damage Immunities poison
Condition Immunities exhaustion, grappled, paralyzed, petrified, 

poisoned, prone, restrained, unconscious
Senses passive Perception 11
Languages Primordial and the languages it knew in life
Challenge 2 (450 XP)

Death Burst. When the elemental dies, it leaves behind a cloud 
of smoke that fills a 25-foot-radius sphere centered on its space. 
The sphere is heavily obscured. Wind disperses the cloud, which 
otherwise lasts for 1 minute.

Shapechanger. The elemental can transform into a cloud of smoke 
or back into its true form. While in smoke form, the elemental can’t 
take any Actions, speak, or manipulate objects. It is weightless, has a 
flying speed of 20 feet, can hover, and can enter a hostile creature’s 
space and stop there. In addition, if air can pass through a space, 
the smoke can do so without squeezing, and it can’t pass through 
water. It has advantage on Strength, Dexterity, and Constitution 
Saving Throws, and it is immune to all nonmagical damage.

Actions
Multiattack. The elemental makes two slam attacks.

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
12 (2d8 + 3) bludgeoning damage and the target must succeed 
on a DC 12 Dexterity saving throw or have its speed reduced 
by 10 ft. for 1 hour as globs of tar gunk up its ability to move. A 
creature whose movement speed is reduced to 0 from this attack 
is restrained and prone.
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A
n enigma laced with wrought muscle and inked 
brands, the elder dwarf, known by locals as “The 
Tattooed Man,” keeps private company, only 

stepping into public eye to barter his otherworldly goods. 
No spouse. No children. Just a shop, curt demeanor, and 
no further questions asked.

But the Tattooed Man keeps secrets—so folks say. 
Surely such a recluse of his nature keeps harrowing and 
scandalous rumors tucked away somewhere deep in his 
shop? Is there a dead body stashed under his floorboards? 
What about a sack of gold nestled in the attic? Or maybe 
an enchanted garnet mounted to his bedpost?

But even stranger, why do his tattoos seem to shimmer and 
shift about when you stare too long at them?

Background
The Tattooed Man is just as ignorant about his past as are 
the locals. He was found in a forest, some twenty years 
ago by a gnome tinkerer who owned the same shop that 
houses our current story. The tinkerer gave him a job, 
and eventually left the shop to the Tattooed Man upon his 
deathbed.

The tattoos on his arms, however, aren’t dwarven 
decoration; they are wards. These barriers hold his 
memory and power in check. Should he become aware of 
what he once was, the region will burn for it.

The first tattoo hides his name: Yahn Brightmare. 
The seal to this tattoo is a nearby tombstone with his 
name inscribed on it. A birthdate on the tombstone 
lists Brightmare as being born 140 years ago, but there 
is no date of death. Only an empty casket lies inside. 
Destroying the tombstone causes one of the four tattoos 
on the Tattooed Man’s arm to fade away as he suddenly 
remembers his name.

The second tattoo hides his past: the Tattooed Man 
joined the now disbanded Church of the Reliquary at 
adolescence, hoping to sequester evil forces by training 
in abjurant prayers. He never prospered, always falling 
behind in his faith. Finding a temple of the Church of 
the Reliquary and burying a silver chain soaked in holy 
water beneath its floorboards causes the Tattooed Man to 
remember that he was once a member of their order as the 
second tattoo fades from his arm.

The third tattoo hides his purpose: the Tattooed Man 
tried to climb ranks in the Church of the Reliquary by 
containing a rampaging entropy demon. He drew the 
proper ritual circles, spoke the correct words, but the 

entropy demon was too strong. All the Tattooed Man can 
remember afterwards is waking up in a forest, unsure of 
who he is. Travelling to the grove where the Tattooed Man 
woke up and sleeping there for a night causes someone to 
dream of this incident. When the first person wakes from 
this dream, the Tattooed Man will recall his purpose as his 
third tattoo disappears.

The fourth tattoo hides the truth: the Tattooed Man 
succeeded in containing the entropy demon. He willingly 
sacrificed himself to trap the entropy demon within him, 
and the Church of the Reliquary bound him with four 
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magical tattoos so that he would forget the event ever 
happened. Burning the Church of the Reliquary’s temple 
housing the silver chain from the second tattoo’s task 
causes the Tattooed Man to remember the truth, as well as 
the fourth tattoo to disappear.

If all four tattoos are gone, the Tattooed Man ceases to 
control himself, and the entropy demon comes back to the 
world, possessing the Tattooed Man’s body.

Current Motives
The Tattooed Man is receiving brief visions of ways to 
remember who and what he is. None of the visions tell 
him that he is a living seal keeping an entropy demon at 
bay, but discovering his true identity is his utmost desire.

The Tattooed Man can be used as an NPC as follows:

An information giver – Brief sprouts of knowledge perk 
up in his mind, especially for anything related to demons, 
religion, or arcane artifacts. Locals consider him a bit 
loony, but knowledgeable in most extraplanar concepts.

A quest giver – His random visions can push PC’s on 
missions to unravel who he really is.

A merchant – He will buy and trade magical items and 
arcane reagents, offering discounts and rewards as such for 
completing his tasks.

A villain – Once his final tattoo is gone, the entropy 
demon takes hold of the Tattooed Man’s body and 
transforms him into a force of decay and destruction.

Long Term Motives
The entropy demon pulls at the Tattooed Man’s ego, 
slowly edging his curiosity towards unravelling the 
mystery of his forgotten past. With the proper guidance, 
however, the Tattooed Man can be led to forge his own 
identity instead of pining for a forgotten one.

Ideal
Knowing yourself is of utmost importance. Without being 
content with who you are, you can never find the proper 
road forward.

Bond
The tattoos are all he truly possesses as his own, aside 
from his shop. Someone gave him these tattoos, so he had 
to achieve great purpose.

Flaws
The Tattooed Man’s desire to seek his origin is obsessive. 
Like an addict, once one tattoo disappears, he’ll want to 
crack the other three and see what secrets they hold.

Entropy Demon
Medium fiend (demon), chaotic neutral

Armor Class 16 (natural armor)
Hit Points 95 (14d8 + 28)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 17 (+3) 14 (+2) 15 (+2) 14 (+2) 13 (+1) 14 (+2)

Saving Throws Dex +6, Wis +4
Skills Deception +6, Persuasion +6
Damage Resistances cold, fire, lightning
Damage Immunities poison
Condition Immunities poisoned
Senses passive Perception 11
Languages Common, Dwarven, Abyssal
Challenge 6 (2,300 XP)

Refractive Reconstruction. When the entropy demon dies, it 
explodes in a wave of energy. Each other creature within 50 feet of 
the entropy demon must succeed on a DC 12 Constitution saving 
throw or suffer 1d4 necrotic damage. If the total amount of damage 
dealt by refractive reconstruction is greater than or equal to the 
entropy demon’s Hit Point total before it died, the Entropy Demon 
returns to life with a Hit Point total equal to the total amount of 
damage dealt by refractive reconstruction.

Particle Deceleration. If one source of damage would deal 10 or 
more damage to the entropy demon, it instead deals 0 damage.

Actions
Multiattack. The entropy demon makes two claw attacks.

Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
12 (2d8 + 3) slashing damage and the target must succeed on a DC 
12 Constitution saving throw or be stunned for 1 round.
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T
everiati Burkit is a mountain of 
an orc, a near giant among his 
clan. His goliath proportions 

make him a dangerous foe and his 
monstrous size allows him to wield 
massive two-handed weapons in each 
hand. A greatsword and greataxe, his 
weapons of choice, make him a terror 
on the battlefield to even the most 
seasoned of combat veterans. As he 
enters combat, a thrill for the fight 
rushes through him with an unmatched 
bloodlust. A force to be reckoned 
with, Teveriati’s sweeping strikes cut 
through the ranks of enemies like a 
twister through a village. Nothing 
is left standing. The thrill he feels in 
battle is contrary to his otherwise calm 
and relaxed demeanor. 

Background
Teveriati wasn’t always a maelstrom 
of death and destruction. During his 
time growing up within his clan, the 
Searing Blade, Teveriati was very 
small for an orc. In fact, he earned 
the nickname ‘Tiny’ from those who ridiculed him for 
his size. Despite the constant insults and mistreatment of 
Teveriati, he continued to train to prove he could be just 
as strong as any orc, regardless of his size. In a form of 
protest, he welcomed the name ‘Tiny.’ 

Tiny’s hard work and dedication didn’t go unnoticed. He 
soon befriended the wise young orc shaman Trojinn and 
they trained together every day; Tiny in the ways of dual 
blades, and Trojinn in the arts of shamanistic magics. 
Through the years they became a powerful team and the 
best of friends.

During Tiny’s last year before his ‘Hunt’, the test of 
strength and honor, he underwent a strange growth spike. 
Some in the clan believed it to be the result of magic 
worked in secret by his closest friend Trojin, but Tiny 
insists this spurt isn’t the cause of anything he had done. 
Regardless of the cause, Tiny quickly became a towering 
hulk over the largest of orcs at over 8 feet tall.

Years later Tiny was banished from his clan. His closest 
friend Trojin, was accused of trying to assassinate their 
clan chief and become the new chieftain. The evidence 
was thin at best, but Tiny believed his friend to be truly 
innocent as he claimed. Tiny had become very protective 
of Trojinn, so when the clan chief challenged Trojinn, Tiny 

stepped in. The battle was to be to the death, he knew that 
killing the clan chief would be a terrible mistake, so as 
the brutal contest finished, with the old clan chief weak 
and prone beneath Tiny’s boot, he pulled away. Observers 
shouted words such as “coward” and “gutless”. So it was, 
the clan chief took pity on Tiny for not killing him and 
Freed Trojinn of his alleged crime. Tiny was banished 
instead of being executed. Never to return to the Searing 
Blades again.

Current Motives
Tiny now lives for the ‘thrill.’ Wandering the realm for 
battle and war, the only thing that seems to quench his 
thirst for it. He prefers to be in the front lines of an army 
battalion where we can be the most effective, but doesn’t 
have a problem taking on individual mercenary work when 
it’s available.

Tiny can be used as an NPC as follows:

An information giver – As a master of battlefield tactics 
and formations. He can be a powerful source for large 
scale battles as a commander and strategist.

A quest giver – Tiny has lost contact with his clan and 
closest friend Trojinn. It has been years since he was 
banished, and likely a new chief is in control. He can hire 
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the characters to help locate the location of the Searing 
Blade and his friend, who, unbeknownst to Tiny, has 
become the clan chief and will welcome him back.

A hired mercenary – The ‘thrill’ drives Tiny to seek 
out powerful challenges. If the characters are in need of 
a proverbial shield on their quest, they can seek him out 
with a promise of quenching his thirst for battle.

A villain – If the characters have provided a bit of an 
inconvenience to a higher power, it’s possible that an 
enemy may have hired Tiny as a mercenary. With the goal 
of cutting down the pesty adventurers. 

Long Term Motives
Teveriati longs for his clan. While he welcomed exile, and 
it was of his own choosing, he would like to reunite with 
them if possible. Though, he believes this may not be. 
He hopes to find a mate and raise young warriors of the 
searing blade under his tutelage.

Ideal
Life is like a blade, you must seek out the battle or you 
will rust and become useless.

Bond
Bond is greater than blood. I will always be there to protect 
Trojinn. The friend who has always been there for me.

Flaws
Don’t expect me to save those who can’t save themselves. 
The world has balance. The weak die, and strong survive.

Teveriati “Tiny” Burkit
Medium humanoid (orc), lawful neutral

Armor Class 17
Hit Points 119 (14d10 + 42)
Speed 40 ft., climb 40 ft.,

 STR  DEX  CON  INT  WIS  CHA
 19 (+4) 12 (+1) 16 (+3) 16 (+3) 13 (+1) 15 (+2)

Saving Throws Dex +4, Con +6, Wis +4
Skills Athletics +7, Intimidation +5, Perception +7, Survival +5
Damage Resistance bludgeoning, piercing and slashing from 

nonmagical attacks not made with silvered weapons
Senses darkvision 120 ft., passive Perception 17
Languages Common, Orcish
Challenge 7 (2,900 XP)

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

Cleaving Sweeps. When Tiny reduces a creature to 0 hit points with 
a melee weapon attack, any excess damage from the attack might 
carry over to another creature nearby. Tiny targets another creature 
within reach and, if the original attack roll can hit it, applies any 
remaining damage to it. If that creature is reduced to 0 hit points, 
repeat this process, carrying over the remaining damage until there 
are no valid targets, or until the damage carried over fails to reduce 
a creature to 0 hit points.

Relentless Endurance. When Tiny is reduced to 0 hit points but not 
killed outright, he can drop to 1 hit point instead. He can’t use this 
feature again until he finishes a long rest.

Savage Attacks. When Tiny scores a critical hit with a melee weapon 
attack, he can roll one of the weapon’s damage dice one additional 
time and add it to the extra damage of the critical hit.

Actions
Multiattack. Tiny makes two attacks: one with its greatsword and 
with its greataxe.

Greataxe. Melee Weapon Attack: +7 to hit, reach 10 ft., one target. 
Hit: 17 (2d12 + 4) slashing damage.

Greatsword. Melee Weapon Attack: +7 to hit, reach 10 ft., one 
target. Hit: 11 (2d6 + 4) slashing damage.

Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 30/120 
ft., one target. Hit: 4 (1d6 + 1) piercing damage, and the target 
must succeed on a DC 15 Constitution saving throw or be poisoned 
for 1 hour. If the saving throw fails by 5 or more, the target is also 
unconscious while poisoned in this way. The target wakes up if it takes 
damage or if another creature takes an action to shake it awake.

Legendary Actions
Tiny 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. Tiny regains spent legendary 
actions at the start of its turn.

Attack. Tiny makes one attack.

Detect. Tiny makes a Wisdom (Perception) check.

Retreat. Tiny uses the Disengage action and moves up to half his 
speed.

Sluggish Gaze (Costs 2 Actions). Tiny fixes its penetrating gaze on one 
creature it can see within 30 feet of him. The target must succeed on 
a DC 14 Wisdom saving throw against this magic. On a failed save, the 
target can’t use reactions, its speed is halved, and it can’t make more 
than one attack on its turn. In addition, the target can take either an 
action or a bonus action on its turn, not both. These effects last for 1 
minute. A target can repeat the saving throw at the end of each of its 
turns, ending the effect on itself on a success.
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T
weedle Dee and 
Dum are twins born 
of a forbidden love 

between a devilish queen 
and a gentle troll. Despite 
their monstrous appearance, 
they actually are quite kind, 
a trait they inherited from 
the father they never knew. 
Their real names are lost 
to time, as their mother has 
always referred to them as 
Tweedle Dee and Dum due 
to their lack of intelligence. 

While they are indeed quite 
kind, they do get a thrill from 
the rush of battle when in 
combat, no doubt stemming 
from the fiendish blood 
that runs in their veins. The 
nature of their unique birth 
had an unusual effect on their 
hereditary troll regeneration. 
As for the twins, for some 
unknown reason, the ability 
to regenerate only works 
when they are in close 
proximity to one another. 
When they are injured, a deep 
green energy leaps between 
them during the regeneration 
process. Their signature 
combat style is to grapple an 
enemy and beat them with 
fists that are covered in their own vile saliva, creating a 
caustic effect and weakening their already helpless enemies.

Background
While being raised in the depths of a fiery hell, they 
were rarely apart from one another. Delighted by their 
endurance, their mother often sent them into battle against 
her enemies. They learned to love battle, but not for the 
killing. Instead, they preferred to battle for sport and 
challenge. They aren’t the smartest creatures, but when 
cooperating, they know battle very well.

As they grew up, they began to understand, at least in part, 
that those they were sent to kill did not always deserve 
it. They thrive in combat, the thrill pulling at them once 
engaged with an enemy. While they aren’t bloodthirsty, 
they do have a love for the sport of it. So after a successful 

battle, they would often 
allow their victims to 
survive. This disgusted their 
devilish mother and she cast 
them out to the mortal world. 

Current Motives
The twins have been 
wandering the mortal world 
for a while now. Due to 
their appearance, they are 
rarely welcomed anywhere. 
As such, they are frequently 
attacked by adventurers who 
seek to end their “fiendish 
ways.” Even though the 
twins don’t fully understand 
what is happening, they often 
enjoy the more challenging 
aggressors amongst these 
“puny mortals”. While they 
do their best to not kill their 
foes outright, sometimes 
they must deal with more 
relentless or “tricky” 
challengers.

The Twins can be used as 
NPCs as follows and each 
has the same stat block:

An information giver – 
Since they were cast out 
from the depths of hell, they 

know more than a few ways to get there and the kinds of 
threats that exist.

A quest giver – For a time, the twins were part of a 
traveling circus show. Dum was captured and enslaved. 
Dee resisted, but he does follow along for the time being, 
at least until he can find someone to break them free.

A villain – The twins discover a new village and begin 
terrorizing the people, looking for a worthy challenge.

Ideal
The challenge of battle is one of life’s great blessings. 
Battle and challenges are paths toward greater strength and 
respect.
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Bond
Nothing is more important than their familial bond with 
each other. They will do anything to protect each other.

Flaws
Tweedle Dee and Dum have a constant urge to 
sate their need for the thrill of combat. Due to their 
limited intelligence, this often leads to them taking 
on challenges that are a bit above their capability. If 
it wasn’t for their ability to heal, they would have 
passed into the void years ago.

Tweedle Dee and Dum
Large humanoid (human) chaotic good

Armor Class 12 (natural armor)
Hit Points 90 (12d12 + 12)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 19 (+4) 12 (+1) 14 (+2) 8 (-1) 12 (+1) 10(+0)

Saving Throws Str +9, Con +6
Skills Athletics +6 Intimidation +2, Perception +3
Senses passive Perception 13
Languages Common, Infernal
Challenge 3 (700 XP)

Brawler. Dee/Dum have proficiency with improvised weapons.

Titanic Strength. When they move while grappling creatures their 
size or smaller, Dee/Dum moves its normal speed.

Twin Regeneration. Dee/Dum regain 5 hit points at the start of their 
turn if they are within 20 feet of each other. Dee and Dum die only 
if they start their turn with 0 hit points and don’t regenerate.

Actions
Multiattack. Dee/Dum makes two attacks with its slam.

Slam. Melee Weapon Attack: +6 to hit, reach 5 ft., one creature. Hit: 
11 (3d6 + 4) bludgeoning damage.

Poison Pummel (Recharge 5-6). Melee Weapon Attack: +6 to hit, 
reach 5 ft., one creature. Hit: 21 (5d6 + 4) bludgeoning damage. If 
the target is a creature, it must succeed on a DC 13 Constitution 
saving throw or become poisoned for 1 minute.

Reactions
Inescapable Grasp. When an enemy successfully ends Dee/Dum’s 
grapple, it can use its reaction to attempt to grapple the creature 
again.
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ot your typical half-goblin, Twist discovered early 
on in life that they had a knack for psionics. The 
purple-haired rogue runs a shady organization that 

spreads through the underbellies of numerous cities called 
the Mind’s Blade. This faction of scoundrels and skilled 
psions is burgeoning in the realm of organized crime, and 
is becoming known as one of the deadlier assassins guilds 
in the mortal realm.

Twist is a strange character. Their excellent mind 
constantly races through possibilities, making them appear 
distracted from the moment and lost in thought even when 
blades flash inches from their throat! Some of Twist’s most 
commonly repeated catchphrases include;

“It’s improbable, not impossible.”
“Sharpen ya mind before ya blade.”
“Don’t make me twist ya!”
“Get popped!”
“Bubble up!”

Background
Born to high society, Twist quickly realized their ambitions 
for life lay not in regal galas on polished ballroom floors, but 
in the underbelly of society. Their quick-footedness learnt 
at dancing school now serves them in the flourish of battle, 
their sharp wit and tongue developed in oratory lessons help 
them keep their underlings in line, and these qualities are only 
improved by their anomalous mastery of psionics.

Despite their upbringing, Twist cares little for the airs and 
graces they left behind. They feel far more comfortable 
slumming it with the honest folk in the gutter than the 
socialites who float vapidly around high-society parties. It 
was in this venue that Twist’s psionic powers manifested. 
Perhaps their boredom found an outlet through these 
pseudo-magical powers, or perhaps the psionic aspect 
was merely awoken within them when an outburst of 
exasperation overcame them at a dull dance one evening. 
Either way, once the conductor of an orchestra floats off in 
a bubble, you have to ditch your old life.
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Current Motives
Twist wants to make a name for themself, but not as their 
parents might have hoped for them. They care not for a legacy 
of wealth, but one of blood. Twist has an uncanny talent for 
murder, and they wish to train others in their methods until 
they’ve created the most notorious assassins guild in existence. 
Twist’s organized crime network, Mind’s Blade, is already 
well-known, but there’s still room for growth.

Twist can be used as an NPC as follows:

An assassin – If the party needs someone taken care of 
and don’t want it traced back to them, Twist is the person 
for the job. Even if Twist themself doesn’t complete the 
contract, they can hire out one of their underlings.

A quest giver – Twist wants to run the best assassins guild 
out there. This means they have a vested interest in the 
downfall of other guilds of a similar nature. Twist knows 
a lot about other criminals, and might need one or two 
silenced from time to time.

A villain – Twist is smart. They won’t make an enemy 
of the party unless it benefits them, or they have no other 
choice. Having said that, sometimes party members’ 
families get caught in the crossfire between dangerous 
people and their cronies.

Long Term Motives
Twist desires nothing more than the creation of an 
assassins academy which they can run. Here they would 
teach not just mastery of the blade, but also of the mind. 
Psionic talent can be cultivated in almost anyone, provided 
they are willing to invest the time and effort.

Ideal
Twist views their mind as their best weapon. Anything that 
affects it; be it magical or chemical, terrifies them.

Bond
The Mind’s Blade, Twist’s burgeoning crime syndicate, is 
their passion. Threats to its members are threats to Twist, 
as far as they are concerned.

Flaws
Twist is easily distracted. Their ability to see the big 
picture sometimes prevents them from noticing what’s 
right in front of them.

Twist
Small humanoid, neutral evil

Armor Class 16 (studded leather)
Hit Points 55 (10d6 + 20)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
  7 (-2) 16 (+3) 14 (+2) 17 (+3) 12 (+1) 13 (+1)

Saving Throws Dex +6, Int +6, Wis +4
Skills Arcana +6, Deception +4, Insight +4, Perception +4, Stealth +6
Senses darkvision 60 ft., passive Perception 14
Languages Common, Goblin
Challenge 5 (1,800 XP)

Nimble Escape. Twist can take the Disengage or Hide action as a 
bonus action on each of their turns.

Innate Spellcasting (Psionics). Twist’s innate spellcasting ability is 
Intelligence (spell save DC 13). They can innately cast the following 
spells, requiring no components:

At will: dancing lights, mage hand
1/day each: charm person, detect thoughts, levitate (self 
only, appears as a bubble), misty step

Actions
Multiattack. Twist uses Bubble Trap if they can or Move Bubble if 
not, then makes three attacks with their rapier or daggers.

Rapier. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 
7 (1d8 + 3) piercing damage.

Dagger. Melee or Ranged Weapon Attack: +6 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) piercing damage.

Bubble Trap (Recharge 4-6). Twist targets one creature he can see 
within 60 feet of him. A psionic bubble appears around the creature. 
The target must succeed on a DC 13 Dexterity saving throw or 
become incapacitated and restrained in the bubble for 1 minute, or 
until Twist dispels the bubble as a bonus action.

The bubble is large enough to contain the creature within, is 
translucent, and floats 2 feet off the floor. Twist can have up to three 
bubbles with creatures trapped inside at any time.

A creature within a bubble can make a DC 13 Intelligence saving throw at 
the end of each of its turns, freeing itself from the bubble on a success. A 
creature can also be freed by a successful casting of dispel magic.

Move Bubble. Twist targets a bubble within 60 feet of him. They can then 
move the bubble and creature trapped within as per the levitate spell.

Reactions
Bubble Switch. When a creature Twist can see targets them with 
an attack, Twist chooses a creature trapped in a bubble within 5 
feet of him. The two swap places, and the chosen trapped creature 
becomes the target instead.
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S
wamp-walker, wild-tamer, She 
Who Marches the Marsh—Unaka 
U’gara is a life cycle unto 

herself. A transubstantial creature, 
Unaka slaked her fleshy skin for hard 
bark, planted her feet for deep roots, 
and threw out her arms for love of the 
sun itself.

Now, the Yellowtail Bog, a festering 
marsh of disease and vermin, holds 
a bastion for Unaka’s fellow humans 
against the swelling swamp dangers. 
Little do the residents know, 
however, that danger lurks beneath 
their very feet.

Background
Safe? Habitable? Valuable? Not the 
Yellowtail Bog. Warring governorships 
never once considered the Yellowtail Bog 
when drawing their lines of demarcation. Nobody 
wanted it, and nobody was willing to fight for it.

As far as civilized life was concerned, the bog was a canker 
on the land. Plague-festered mosquitos, carnivorous bog-
beasts, and bubbling mud, kept all but the truly desperate 
from seeking refuge within the acidic loam.

But Unaka U’gara, a Druid of the Green Caravan, had 
brighter ambitions for the Yellowtail Bog. Seeking to 
plant roots where none could grow, Unaka set forth under 
the distant, watchful eyes of the nearby landlords, who 
considered her dead the moment she disappeared from sight.

However, amid the untamed dangers, Unaka stayed her 
course. Step by step, she trudged through the mire and fought 
off disease, beasts, and creatures so primal that they had no 
name. She felt an otherworldly aura about these beasts, one 
she couldn’t quite place. They were tainted, somehow.

Unaka followed the leylines, anchored herself in the 
Yellowtail Bog’s spiritual center, then offered herself to the 
Green Caravan’s cause: her body shifted, flesh and bone and 
skin erupting into leaves, roots, and a sapling trunk. Within 
minutes, only her discarded clothing remained. What was 
once a human woman was now a sapling tree.

She had conquered the bog, but she had unearthed 
something even worse.

Years passed, and rumors emerged of a safe zone within 
the Yellowtail Bog; a large tree had grown within, 

marbling the ground with its root system and providing a 
solid foundation for houses. This tree also kept the 

beastly creatures docile, to a degree, meaning 
animal attacks had declined.

Even more astounding, nuggets and dust 
of silver have been found on the outskirts 
of the Yellowtail Bog, a sign that a vein 
of silver ore rested within! In mere 
months, charters and settlers amassed 
their escorts and marched in Unaka’s 
footsteps, eventually finding a 
beautiful, stout tree growing from the 
center of the bog: Unaka herself.

Unaka’s trunk stretched over twenty 
feet in diameter, and the roots spider-
webbed across several acres, creating a 
sturdy footing. And of course, a chunk 

of dislodged silver ore beneath the 
swelling canopy meant the expedition 

was a success. This worthless bog was full 
of riches, thanks be to Unaka!

Within only months, the Yellowtail Settlement 
had been established around Unaka. Eager 

miners and battle-hardened soldiers set up their posts, 
salivating at the silver they exhumed from the ground. The 
coffers of nearby nobles swelled, and the once-peasants 
sank their teeth into their first taste of aristocracy.

But one night, Unaka’s spiritual shade appeared before the 
workers: a glimmering, haunted image of regret and fear. 
“I made a mistake…” she muttered before vanishing in a 
puff of scorching flame.

Not long afterward, the beasts of the Yellowtail Bog grew 
in aggression; human-made weapons shattered upon 
striking them, a worker screamed as he was dragged from 
his bunk at night, and the heat.

Where did this unbearable heat come from?

All the while, Unaka’s shade kept appearing at night. 
Sometimes they found her clawing with ethereal swipes at 
her own branches. Sometimes they found her wailing near 
the marsh. At one point, she was found clawing at the silver 
mine entrance, but whenever anyone approached her, fiery 
tendrils engulfed the shade and dragged her away.

Within weeks, everyone abandoned the wealthy Yellowtail 
Settlement out of sheer panic for the horrors.

Nobody knows how much silver is left under that tree. 
Nobody knows why Unaka’s shade keeps appearing. 
Nobody knows what will become of this volatile landscape.

But more importantly, nobody knows that the Yellowtail Bog 
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itself is the welting sore born from a devil trapped beneath 
the surface. Nobody knows that the heat, hellish beasts, and 
carnivorous danger is from the devil creeping its way to the 
surface. And nobody knows that the vein of silver was the 
only cage keeping the pit fiend entombed within at bay.

Nobody knows but Unaka.

But now there’s nobody left to listen.

Current Motives
Unaka is aware of cataclysmic danger beneath Yellowtail 
Bog: a pit fiend entombed by a silver vein is seeping its 
influence into the area. There is now a crack in its oubliette 
due to the silver being extracted. With this small crack, her 
druid magic can’t keep the bog’s unnatural state at bay, and 
as the pit fiend’s corruption seeps through her roots, the only 
way for her to communicate is by detaching her spirit for 
brief moments before the pit fiend’s magic whisks her back.

She needs silver in any form: jewelry, unrefined ore, 
coinage–anything to replenish the gap in the devil’s cage 
and keep it entombed.

Unaka can be used as an NPC as follows:

A druid elder – Any nature-oriented PC can communicate 
with Unaka by speaking druidic. She can easily guide 
them through their training, possibly becoming an elder of 
their circle. 

Gold as XP – Older tabletop game rules had PCs gain 
experience points by accumulating treasure as well as slaying 
monsters and reaching milestones. Although acquiring 
piles of riches only to throw them into a swamp hole is 
thematically intriguing, some PCs need a bit more personal 
motivation. For each 1 gp worth of silver given to Unaka to 
be placed back in the mine, a PC can gain 1 experience point. 
To a maximum of 1 level (at GM discretion).

A crisis – The pit fiend in the Yellowtail Bog is a 
devastating threat to the local area. Before it can rise, 
its mere presence causes temperatures to rise and beasts 
to grow in aggression. Even some people have become 
“infernal” and driven to carnage. PC’s at low level can 
quell these attacks, purge or purify the afflicted, then set 
out to find the source of the problem.

Long Term Motives
Trapping the pit fiend is imperative, but slaying it outright 
is Unaka’s ultimate endgame. Without drawing it into the 
open and risking a devilish rampage, Unaka wants to seep 
her roots into the pit fiend’s prison, allowing it to possess 
her over the years. Once it’s within her, she demands 
her own destruction–eliminating herself, the devil, and 

restoring balance to the natural world.

Ideal (Unaka)
I thought I could unite humanity and nature by giving 
people a safe respite in the bog. Instead, I’m uniting them 
by providing a common enemy.

Ideal (Devil)
You will never stop me! I have planned this escape for 
centuries, and my agents on the surface will slaughter all 
who oppose me.

Bond
Natural order: people dig up trees, and trees overgrow people’s 
ruins. Such is the way. Hell has no place in this perfect plan.

Flaws
My desire to quell problems has led to an even greater danger.

Unaka U’gara
Medium fey (human), neutral good

Armor Class 16 (natural armor)
Hit Points 40 (10d8)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 15 (+2) 12 (+1) 11 (+0) 14 (+2) 15 (+2) 18 (+4)

Skills Perception +5, Stealth +6
Senses darkvision 60 ft., passive Perception 14
Languages Common, Druidic, Sylvan
Challenge 2 (450 XP)

Infernal Conduit. At times, the pit fiend’s influence takes over 
Unaka and her ideal changes to the devil’s ideal. After one minute of 
possession, Unaka dies in a fiery explosion. Each creature within 15 feet 
of her must make a DC 12 Dexterity saving throw, taking 14 (4d6) fire 
damage on a failed save, or half as much damage on a successful one.

Leashed Existence. Unaka exists as a tree, but her spiritual form can 
manifest as a human-shaped fey as long as the form stays within 30 
feet of her tree. If her spiritual form is slain, it respawns from her 
tree within 24 hours.

Actions
Multiattack. Unaka makes two claw attacks.

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 
9 (2d6 + 2) slashing damage. If Unaka is possessed by the pit fiend, 
this attack deals an additional 7 (2d6) fire damage.
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W
hat good is wealth, if it is only hoarded, never 
shared or displayed? What good is wealth, if no 
one envies it? 

These are the questions the ancient wyrm Varoinax came 
to ask herself over the course of her long life. Once she 
had amassed such a vast hoard of gold, gems, and magical 
artifacts that it filled entire cave networks, what, she 
wondered, was left to do? The answer, it turned out, lay in 
the humanoid concept of business. 

Varoinax is at the center of a huge web of mercantile 
interests and organised crime, all of which exist solely to 
increase her fortune. In some cities there’s barely a single 
industry that Varoinax doesn’t have a shadowy stake in. 
Her competitors don’t know she’s a dragon – except the 
ones who irritate her enough that she pays them a personal 
visit. She finds competition delicious. 

Background
Once upon a time, Varoinax was a blue dragon like any 
other. A desert creature, dwelling deep beneath the red 
sands and hunting from high upon the sun-baked rocks. 
And, like any other wyrm, she grew her hoard and curated 
it with love, adding things that seemed precious to both 
herself, and to those she took them from. She didn’t love 
gold, or jewels, or spectacular art pieces so much as she 
loved value. With her lair positioned close to a caravan 
route across the dunes Varoinax had ample opportunity 

to learn what humans valued enough to steal from one 
another, risk their lives to trade, or even die for.

Over time, her hoard filled up with wine, spices, silks, 
and other luxuries of every kind. She was both puzzled 
and frustrated to learn that eventually wine spoiled, spices 
made her lair pungently aromatic, and silks fared poorly 
beneath her claws. The magical ring that turned out to 
be the solution to her problems was acquired quite by 
accident, snagged on a tooth when she devoured the half-
fiend mercenary who wore it last: the Ring of Humanity.

With this ring adorning one of her massive claws, Varoinax 
found she could take the shape of a human. Getting the form 
right – ridding it of her luminous amber eyes, toothsome 
smile, and the faintest hints of blue in the skin, took some 
experimentation and left numerous desert-crossing merchants 
with experiences they would never forget. Dragons lack not 
for time though, and a few years of patience gave Varoinax 
great skill with the ring’s transformation.

Using some of her great wealth to divert a caravan, 
she loaded up the finest and most perishable parts of 
her hoard and traveled to Crossroad, a city known as a 
nexus of wealth and trade. Varoinax found “business” 
enchanting. Through amassing wealth, she was able to 
amass more wealth; hoarding became its own reward. 
Hunting and plundering was unnecessary, and by simply 
allowing choice pieces of her treasure to be bought and 
sold she grew ever richer. There were human merchants, 
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she learned, whose riches would eclipse the treasure 
of the most ancient dragon. Varoinax had finally found 
something that alleviated the boredom of a solitary, 
predatory existence.

She couldn’t spend as long as she liked in human form, but 
the acquisition of a palace – bought up from a competitor 
she had greatly enjoyed bankrupting – made it easy to 
remain permanently in Crossroad. Later, the recruitment 
of a couple of trusted employees (she prefers elves; they 
live long enough so she doesn’t have to constantly train 
replacements) meant she wasn’t reliant on handling her 
business personally.

It would be unfair to say Varoinax owns everything, but 
there are very few profitable ventures she doesn’t have 
an investment in. The majority of her business is done in 
Crossroad but her influence is felt around the world. She 
owns shipping lines, banks, and even exploration and 
prospecting companies. If she doesn’t own a business, or 
can’t come by a slice of it, she takes slow and insidious 
steps to make sure it can’t succeed. 

Current Motives
Varoinax wants to amass an ever greater fortune, crush 
competitors, and occasionally devour someone alive to 
feel their flesh part for her claws and their bones crunch 
beneath her teeth. There’s a particular competitor whom 
she has her eye on… 

Varoinax can be used as an NPC as follows:

Investor – Adventuring is an expensive business, 
especially when it involves long journeys to dangerous 
places. Supplies, weapons, magical research, all cost 
money and it helps to have a wealthy patron on board. 
Varoinax is very willing to fill that role as long as doing 
so lines her own pockets. While she may start as a silent 
partner, her demands on an adventuring party grow more 
disruptive over time. 

Nemesis – It’s painfully easy to make an enemy of 
Varoinax without even knowing it. Sink a ship she’s 
invested in, hurt someone who works for her, or just cause 
enough upheaval that it disrupts the economy, and she’ll 
feel it. As an ancient wyrm, Varoinax has a lot of clout 
and a lot of resources that she can use to ruin a party’s 
reputation. Only the most persistent problems merit a 
personal visit in her true form. 

Contact – Varoinax is extremely well-connected and 
active in elite social circles. Set her in the background 
of adventurers’ affairs as a wealthy “face in the crowd,” 
have her help the characters out of a few sticky financial 
or legal problems, and reveal her true nature only once 
they’re completely under her power. 

Long Term Motives
Varoinax’s short and long term motives are the same. Her 
life is perfect, and she seeks to maintain the status quo 
precisely as it is, or tip it further in her favor. She’s very 
interested in progress, and actively funds inventors and 
artificers on the verge of breakthroughs: “technology” is 
going to be a game-changer.

Ideal
Grow in power and prosperity until there isn’t a kingdom 
in the world that’s beyond her reach. She takes what she 
wants through skill and maneuvering, or force if need be.

Bond
Varoinax is very comfortable in Crossroad, and treats the 
entire city as her lair. She can’t envision leaving it, and 
therefore works patiently to make it the most accommodating 
it can be, from architecture to the legal code.

Flaws
Varoinax is both arrogant and complacent. She has been 
so powerful for so long that she can tend to underestimate 
her enemies. This can mean she leaves her vulnerable in 
her confidence. She has yet to make a critical error, but it’s 
bound to happen one day.

Ring of Humanity
Ring, very rare

A silver ring with a delicate filigree pattern of eyes, 
teeth, and fingers.

When you wear this ring and speak the command 
word ‘actualize’, you transform into a human. You 
have control over the exact physical attributes but can 
only take one single human form. 

While in your human form, your Strength, Dexterity 
and Constitution are 10 and you lose any natural 
armor, weapons and senses you possess in your 
natural form but you retain all skills, languages, and 
other traits. You lose any bonus to hit points granted 
by your Constitution. 

This effect lasts for 4 hours or until you choose to end 
it, whichever is sooner. Once used, it cannot be used 
again until the next day. 
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Varoinax, 
Legitimate Draconic 
Businesswoman
Gargantuan dragon, lawful evil

Armor Class 22 (natural armor)
Hit Points 481 (26d20 + 208)
Speed 40 ft., burrow 40 ft., fly 80 ft.

 STR  DEX  CON  INT  WIS  CHA
 29 (+9) 10 (+0) 27 (+8) 18 (+4) 17 (+3) 21 (+5)

Saving Throws Dex +7, Con +15, Wis +10, Cha +12
Skills Deception +12, History +11, Insight +10, Persuasion +12, 
Perception +17, Stealth +7
Damage Immunities lightning
Senses blindsight 60 ft., darkvision 120 ft., passive Perception 27
Languages Common, Draconic, Elvish
Challenge 23 (50,000 XP)

Legendary Resistance (3/day). If Varoinax fails a saving throw she 
can choose to succeed instead.

Actions
Multiattack. Varoinax can use her Frightful Presence. She then 
makes three attacks: one bite and two claws.

Bite. Melee Weapon Attack: +16 to hit, reach 15 ft., one target. Hit: 
20 (2d10 + 9) piercing damage plus 11 (2d10) lightning damage.

Claw. Melee Weapon Attack: +16 to hit, reach 10 ft., one target. Hit: 
16 (2d6 + 9) slashing damage.

Tail. Melee Weapon Attack: +16 to hit, reach 20 ft., one target. Hit: 
18 (2d8 + 9) bludgeoning damage.

Frightful Presence. Each creature of Varoinax’s choice that is within 
120 feet and aware of her must succeed on a DC 20 Wisdom saving 
throw or become frightened for 1 minute. A creature can repeat 
the saving throw at the end of each of its turns, ending the effect 
on itself on a success. If a creature’s saving throw is successful or 
the effect ends for it, the creature is immune to Varoinax’s Frightful 
Presence for the next 24 hours. 

Lightning Breath (Recharge 5-6). Varoinax exhales lightning in a 120 -
foot line that is 10 feet wide. Each creature in that line must make a 
DC 23 Dexterity saving throw, taking 88 (16d10) lightning damage on a 
failed save, or half as much damage on a successful one.

Legendary Actions
Varoinax 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. She regains spent 
legendary actions at the start of its turn.

Detect. Varoinax makes a Wisdom (Perception) check.

Tail Attack. Varoinax makes a tail attack.

Wing Attack (Costs 2 Actions). Varoinax beats her wings. Each 
creature within 15 feet of her must succeed on a DC 24 Dexterity 
saving throw or take 16 (2d6 + 9) bludgeoning damage and be 
knocked prone. Varoinax can then fly up to half her flying speed.

Varoinax’s Lair Actions
Varoinax’s lair is a luxurious palace in the center of Crossroad. While 
the building looks like a grandiose and extravagant home from the 
outside, it is empty within save for a few sitting rooms and a grand 
ballroom. Varoinax could, if she chose, collapse the entire structure 
in seconds using the network of carefully placed sinkholes beneath. 

Beneath the palace, treasure chambers dug into the bedrock store 
the most precious elements of Varoinax’s hoard, though most of it is 
invested in businesses and other enterprises. She makes her home 
here too, a level above her treasures so that any would-be thieves are 
forced to confront her. Her chamber is filled with red sand ferried at 
great expense from the distant desert where her lair once was. 

Because of Varoinax’s lair, the entire city of Crossroad is plagued by 
thunderstorms, though it rarely rains. Tall buildings are topped with 
lightning conductors, and everything that can be made fireproof, is. 

Business booms around Varoinax’s lair. Non-magical equipment 
sells for twice its normal price, and magical items for 50% more 
than usual. This also affects prices for those selling their unwanted 
treasures: it’s a good place to sell, but a terrible place to buy. 

The streets aren’t paved with gold, but it’s common to find 1d6 gp 
simply dropped and forgotten. 

Occasionally (a few times a year) a sinkhole opens up beneath a 
busy street or marketplace. 

If Varoinax dies, the thunderstorms abate in 1d10 days and the 
benefits to business (and the dropped gold) in 1d6 weeks. The 
sinkholes remain. Varoinax is CR 24 when encountered in her lair.

Lair Actions
On initiative count 20 (losing initiative ties), Varoinax takes a lair 
action to cause one of the following effects; Varoinax can’t use the 
same effect two rounds in a row:

Guards! Varoinax summons her palace guard, 1d4+2 veterans, who 
arrive at initiative count 20 next turn. 

Chain Lightning. Above and below ground, Varoinax’s lair contains 
carefully placed metal rods and orbs that conduct lightning. It spits 
and arcs between them constantly, and Varoinax can choose to have 
them strike 1d4 targets, who must succeed on a DC 16 Dexterity 
saving throw or take 10 (3d6) damage, doubled if they wear metal 
armor. The targets must be within 50 feet of Varoinax and each other. 

Descent. With a stamp of her claw, Varoinax causes a section of floor 
to collapse. The targeted creature must succeed on a DC 15 Dexterity 
saving throw or plummet into the ocean of gold and treasure below. 
They take 35 (10d6) bludgeoning damage from the 100-foot fall, and 
are restrained by the weight of treasure atop them. The creature may 
make a DC 15 Strength saving throw to break free of the hoard at the 
end of its turn, taking 10 (3d6) bludgeoning damage if it fails.
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V
espair is the go-to bounty hunter for 
adventurers that go awry. She’s known 
for bringing in her bounties alive and 

not charging a fortune from her hires. She 
believes that adventurers that misuse their 
gifts or abilities should be brought to justice 
for the ones they wronged. Though she’s been 
branded as the “Shadow Reaper,” it’s not from 
killing. It is from her appearance and special 
abilities. Her true identity is unknown under 
her Shadow Form. 

Background
Before becoming the Shadow Reaper, Vespair 
lived in a small mining village at the base of a 
mountain. One day, a basilisk made one of the 
mine shafts its home. The village pooled their 
wealth together to hire a party of adventurers 
that were passing by to slay the creature that was 
already terrorizing them. After a few hours in 
the mine, the adventurers returned and claimed 
to be victorious. They presented the Elder with 
a Basilisk fang and left rather quickly. Knowing 
the decaying body would bring pestilence, a few 
men went into the mine to dispose of it. Screams 
were heard echoing through the shaft, and the 
Basilisk emerged, enraged, and missing a fang. 
Terror and death ensued. Vespair was hidden in a 
well by her brother, Marksel, before he too was 
slain by the basilisk. 

The water was cold and felt like knives 
at Vespair’s skin. When Vespair could no longer hear 
anymore screams she climbed out of the well to see her 
village in shambles. The basilisk was nowhere to be found. 
Close by, she found her brother petrified into solid stone in 
pieces. The rest of the entire village shared a similar fate, 
either dead outright or petrified and in pieces. 

In her despondence, Vespair fell to her knees wailing. Her 
cries harmonized up the mountain and shook trees like 
thunder. It was then that hundreds of crows descended 
upon the village. Like a swarm, they encircled Vespair, 
blocking out the sun to the whole village. Fear rose up in 
her throat, but she couldn’t scream or run away. She was 
sure she would soon die too, but in the partial darkness, 
an all black scythe began to rise out of the ground starting 
from the handle in front of her. Unsure what was going on, 
and before she realized what she was doing, she reached 
out and grabbed it. The crows vanished and Vespair found 
herself cloaked in her Shadow Form.

Vespair was not the vengeful type, but she vowed she 
would use her newfound powers to aid those she could, 
and if asked to, bring adventurers their due justice should 
they wrong the people. Over the following years, Vespair 
trained and honed her skills. She took a liking to using her 
Shadow Illusions to make traps for ambushing her targets, 
leaving them feeling bewildered and outnumbered.

Current Motives
Vespair never falters from her vow. For a small price, she 
will accept bounties on adventurers that she sees as having 
done wrong. When she’s not actively on a bounty, she 
can doff her Shadow Form and appear as a normal human 
using the alias: Lilynn. 

Vespair can be used as an NPC as follows:

A bounty hunter –She can be a tool to teach your PCs 
that some actions have consequences.
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An ally – Though she has mistrust of most adventurers, 
she can join a party to aid in a quest that is to help a 
people. Doing so, her ulterior motive is to make sure they 
really follow the quest. 

Long Term Motives
Vespair’s ultimate goal is to make the world a better place. 
Though it sounds childish, she does so wishing no one 
would go through the pain that she did. She believes that 
by turning in her bounties of adventurers they would be 
corrected, and ultimately, rehabilitated for the better. 

Ideal
Honesty, Honor, and Justice. She always speaks truth in 
her words. The only time she doesn’t is when she’s using 
her alias, Lilynn, and only to protect her true identity. She 
believes that justice should be fair and impartial and that 
anyone should answer for their wrongdoings.

Bond
Vespair is bound to her vow. She does so never to take the 
life of another person.

Flaws
Vespair is naive to think that rehabilitation is the outcome 
for all her bounties. Some have been executed for their 
crimes after she turned them in. Her unwillingness to use 
lethal damage against another person can sometimes be 
used against her.

Vespair, Shadow Reaper
Medium humanoid (human), lawful good

Armor Class 19 (shadow armor)
Hit Points 208 (64d8 + 128)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 20 (+5) 18 (+4) 15 (+2) 14 (+2) 16 (+3) 15 (+2)

Saving Throws Dexterity, Wisdom
Skills Acrobatics +9, Perception +8, Persuasion +7
Damage Resistance Damage from non-magical weapons
Damage Vulnerabilities radiant
Condition Immunities blinded, charmed, frightened, petrified 
Senses darkvision 60 ft., passive Perception 18
Languages Common, Elvish
Challenge 15 (13,000 XP)

Shadow Assault Clones. When Vespair falls to below half hit points, 
she creates three illusory duplicates of herself as if casting mirror 
image. While she has at least one illusion active her shadow scythe 
attack scores a critical hit on a 19 or 20.

Non-Lethal. If Vespair would reduce a target’s hit points to 0, she 
does so non-lethally. 

Actions
Multiattack. Vespair can make 3 attacks with her shadow scythe. 

Shadow Scythe. Melee Weapon Attack: +12 to hit, reach 10 ft., one 
creature. Hit: 17 (3d6 + 7) slashing damage.

Crow Barrage. Ranged Spell Attack: range 60 ft., any creatures. 
With a swing of her scythe, Vespair can create up to 8 shadow crow 
missiles to attack any creatures in range. Each crow hits a creature 
she can see within range and each crow deals 3 (1d4 + 1) force 
damage. All crows hit simultaneously. 

Corvidae Form (Recharge 6). Vespair magically teleports, along 
with any equipment she is wearing or carrying, up to 60 feet to 
an unoccupied space she can see. She reappears as a burst of 
hundreds of small black ravens becoming a 10-foot-radius sphere of 
deadly ghostly ravens. Her new form spreads around corners in this 
form lasts for up to 1 minute or until concentration is broken as if 
concentrating on a spell. The area is heavily obscured.

When a creature enters the area for the first time on a turn or starts 
its turn there, that creature must make a DC 16 Constitution saving 
throw. The creature takes 22 (5d8) necrotic damage on a failed save, 
or half as much damage on a successful one.

While Vespair maintains this form, she can only move and take 
legendary actions.

Legendary Actions
Vespair can take 3 legendary actions, choosing from options below. 
Only one legendary action option can be used at a time and only at 
the end of another creature’s turn. Vespair regains spent legendary 
actions at the start of her turn.

Shadow Pit. A 5-foot hole opens up underneath a creature and 
that creature must succeed in a DC 16 dexterity save or fall in. If a 
creature falls in, they end up in a pocket dimension for 1d4 turns 
and take (3d6) force damage when they enter. Creatures in the 
pocket dimension cannot move as they appear to be aimlessly 
floating in darkness. They may take actions on their turn as normal. 
At the end of the final turn, they appear in the space they last 
occupied, falling from 10 feet above it. 

Trap Barrage (Costs 3 Actions). Springing from any shadow, this trap 
releases a Crow Barrage, sending 8 shadow crow missiles from the 
darkness to attack any creatures in range. Each crow hits a creature 
she can see within range and each crow deals 3 (1d4 + 1) force 
damage. All crows hit simultaneously.
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T
he whisperghast is a strange undead being, 
seemingly trapped between corporeal and 
incorporeal forms. They were once a powerful and 

formidable warrior, but became cursed by a lich whom 
they failed to defeat in battle. The curse means that the 
whisperghast is trapped between the realm of the living and 
the realm of the dead, doomed to walk between the worlds 
without ever being able to truly exist in either. Furthermore, 
the whisperghast has forgotten most of what happened 
during their life. What scattered memories remain are 
traumatic to recall. The only thing that the whisperghast is 
truly sure of is that they were cursed, and until that curse is 
broken they will never reach the afterlife.

Despite the anger and lust for vengeance that motivates 
the whisperghast, they realize that they will never be 
able to revoke the curse on their own. Their ability to 
interact with the material realm waxes and wanes with 
the moon, preventing them from accomplishing anything 
long-term. This has forced the whisperghast to become 
entirely dependent on mortals for their machinations. Only 
by manipulating, or if the opportunity arises, possessing 
individuals, can the whisperghast hope to gain their revenge.

Background
All the whisperghast remembers of their life can be 
encompassed within a few sentences. They were a warrior, 
powerful and bold like those of myth and legend. They had 
companions, though their identities remain clouded to the 
whisperghast. At some time, they were tasked with defeating 
a lich; a supremely powerful undead spellcaster with an 
unrivaled mastery of necromantic magic. The whisperghast 
and their allies failed to destroy the lich they were tasked to 
defeat and were killed. Unfortunately, the whisperghast was 
also cursed by the lich so that they may never pass on to the 
next life. They remain trapped between the realms of living 
and dead, and can have no lasting effect on either.

Every element of this story is true; the whisperghast was a 
brave and stalwart paladin, renowned throughout their home 
region for bravery, skill, and gallantry. His name was Ser 
Gadryhn, of the noble House of Gadryhn, whose emblem 
was a stag, argent on a field of vermilion. Ser Gadryhn was 
a member of an adventuring party who called themselves 
The Shield of the Realm. When the Queen’s life was 
threatened by a powerful cursed artifact, her sage advisor 
suggested a powerful lich was to be blamed. The Shield of 
the Realm was tasked with destroying said lich.

It took The Shield many years to track down the lich, 
carving their way through its legion of undead captains 
and commanders in order to find the lair they so 
desperately sought. By this time, Ser Gadryhn had become 

betrothed to the Queen’s eldest son and was desperate to 
end the suffering of his soon-to-be mother-in-law. When 
The Shield arrived at the lich’s lair, they quickly realized 
they were not prepared for what stood before them.

The lich cruelly dispatched the heroes one by one, breaking 
their spirits before their bodies. Ser Gadryhn was the last to 
fall. Before he bled to death from thousands of lacerations 
caused by a whirling blade barrier, the lich cursed the 
paladin, trapping him as the whisperghast forevermore.

After The Shield were killed, the realm fell into darkness 
and was all but forgotten. Only ruins of it remain. In 
order to be freed from their curse, the whisperghast must 
facilitate the death of the lich who laid it upon them.

Current Motives
The whisperghast seeks nothing, save the removal of 
their curse. This can only be achieved once the lich who 
cursed them is destroyed, preferably by a hand guided 
by the whisperghast in some fashion. Because of this, the 
whisperghast constantly seeks information about powerful 
undead and will trade their services for more information. 
The eventual aim of the whisperghast would be to manipulate 
powerful adventurers into destroying the lich—all the better 
if the whiserghast can possess one of them for the final blow.

The whisperghast can be used as an NPC as follows:

An information giver – The whisperghast knows much 
about the realm of the dead, and can trade information 
with the party. The whisperghast can also serve as a spy 
for the party if they require it.

A quest giver – The whisperghast seeks the downfall of 
the lich that cursed them. They might try to manipulate a 
party into assisting them in some fashion.

A villain – The whisperghast is ultimately driven by 
vengeance. This corrupts their actions and, if the party 
realizes they are being manipulated, the whisperghast might 
try to possess one of them to further their own goals.

Long Term Motives
The whisperghast seeks to pass to the realm of the dead 
permanently. Once they have gathered enough information 
about the lich and their lair and found a suitable party 
to defeat the lich, the whisperghast will attempt to 
manipulate them into doing so.

Ideal
The whisperghast is driven by vengeance. Their hatred 
of the lich and desire to be freed of the curse that plagues 
them is their only driving motive.
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Although they currently have no memory of them, 
the whisperghast was once a living human named Ser 
Gadryhn. Anything that can prompt recollection of that 
life serves to tether the whisperghast to reality.

Flaws
The whisperghast’s greatest flaw is impatience. It plagued 
them in life, perhaps contributing to their downfall, and 
continues to haunt them in undeath. The whisperghast cannot 
stand to be taunted or to have information withheld from it. 
When its words and manipulations fail to achieve its goal, 
it takes matters into its own hands. This might manifest as a 
‘haunting’ of some sort or, at worst a possession.

Another flaw is that of single-mindedness. Driven by 
vengeance, the whisperghast struggles to see the broader 
picture. They are obsessed with accumulating information 
about the lich. Information that might be tangentially 
relevant, or at least situationally useful, is too often 
disregarded as nonsense by the whisperghast.

The Whisperghast
Medium undead, any alignment

Armor Class 11
Hit Points 45 (10d8)
Speed 0 ft., fly 40 ft. (hover)

 STR  DEX  CON  INT  WIS  CHA
  7 (-2) 13 (+1) 10 (+0) 10 (+0) 12 (+1) 17 (+3)

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

Damage Immunities cold, necrotic, poison
Condition Immunities charmed, exhaustion, frightened, grappled, 

paralyzed, petrified, poisoned, prone, restrained
Senses darkvision 60 f., passive Perception 11
Languages any languages it knew in life
Challenge 4 (1,100 XP)
 
Ethereal Sight. The whispergast can see 60 feet into the Ethereal 
Plane when it is on the Material Plane, and vice versa.

Incorporeal Movement. The whispergast 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 an object.

Actions
Withering Touch. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 17 (4d6 +3) necrotic damage.

Etherealness. The whispergast enters the Ethereal Plane from the 
Material Plane or vice versa. It is visible on the Material Plane while 
it is in the Border Ethereal, and vice versa, yet it can’t affect or be 

affected by anything on the other plane.

Horrifying Visage. Each non-undead creature within 60 feet of the 
whispergast that can see it must succeed on a DC 13 Wisdom saving 
throw or be frightened for 1 minute. If the save fails by 5 or more, the 
target also ages 1d4 x 10 years. A frightened target can repeat the 
saving throw at the end of each of its turns, ending the frightened 
condition on itself on a success. If a target’s saving throw is successful 
or the effect ends for it, the target is immune to this whispergast’s 
Horrifying Visage for the next 24 hours. The aging effect can be reversed 
with greater restoration spell, but only within 24 hours of it occurring.

Possession (Recharge 6). One humanoid that the whispergast can see 
within 5 feet of it must succeed on a DC 13 Charisma saving throw or 
be possessed by the whispergast; the whispergast then disappears, and 
the target is incapacitated and loses control of its body. The whispergast 
now controls the body but doesn’t deprive the target of awareness. 
The whispergast can’t be targeted by any attack, spell, or other effects, 
except ones that turn undead, and it retains its alignment, intelligence, 
Wisdom, Charisma, and immunity to being charmed and frightened. It 
otherwise uses the possessed target’s statistics, but doesn’t gain access 
to the target’s knowledge, class features, or proficiencies.

The possession lasts until the body drops to 0 hit points, the 
whispergast ends it as a bonus action, or the whispergast is turned 
or forced out by an effect like the dispel evil and good spell. When 
the possession ends, the whispergasts reaapears in an unoccupied 
space within 5 feet of the body. The target is immune to this 
whispergast’s Possession for 24 hours after succeeding on the saving 
throw or after the possession ends.
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K
nown as ‘The Scourge of At Least Three Seas’, 
this goblin pirate never sticks around on any crew 
for long. The call of adventure is too strong. She’s 

been captain of her own ship, more than once, but she 
finds owning vessels is a matter of ‘easy come, easy go’, 
and she would rather sign on to any crew that can promise 
her danger and treasure. 

No merchant ship is safe from Yeshna’s crosshairs. The 
more well-defended it is, the more exciting a target it 
becomes. 

While Yeshna’s appetite for blood and treasure is 
infamous, it’s not the only thing she desires. What she 
wants most of all is revenge against the naval vessel that 
sank her first ship. She’s got a personal grudge against its 
captain, its crew, and anyone else who ever helped them.

Background
Yeshna wasn’t born to the sea. Generations of her large 
and extended family of goblins lived and died in the 
caves around the same farming village far from the coast. 
They lived mostly off the land, sometimes working as 
farm labor in exchange for the right to hunt vermin in the 
village and fields. Sometimes, in lean years, they turned 
to brigandry to make ends meet. In one such year, they 
robbed the wrong band of adventurers, who not only 
murdered every goblin bandit, but almost every goblin in 
their home caves, down to the smallest children.

Yeshna was one of those children, but she was quicker 
and luckier than the others. She played dead, then crawled 
into an adventurer’s baggage while he looted the bodies 
of her family. Once they left her home, Yeshna hitched 
a ride with them unnoticed until they reached their next 
destination, a port city.
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Most of the citizens didn’t want a tiny goblin dependent, 
but the sailors at the docks were more open-minded. 
Yeshna didn’t have many skills, but she was an excellent 
ratcatcher, and there’s always a use for that on a ship. She 
didn’t take up much more space than a ship’s cat, and she 
could also scrub decks.

It so happened to be a pirate ship that Yeshna signed on to 
first, and that’s where she grew up. It cast her education 
about morals, obligations, and responsibilities in a very 
specific light. Laws are made up, taxes are theft, and 
family is whoever sleeps in the same big wooden boat as 
you. She graduated from ratcatcher, to sailor, to officer, 
slowly racking up a small fortune in plundered treasure (it 
helped that she doesn’t drink or gamble) and working her 
way from crew to villainous crew.

She got her first ship through a mutiny: Captain Parriss 
was crueler than most, and when his punishments killed 
yet another sailor, Yeshna led half the crew in an uprising 
against him. Raised on sailors’ stories of hidden treasures 
and lost places, she decided to take a break from piracy 
and fulfill a lifelong dream: being the first to find the 
legendary Hidden Sea, where time and space flow 
strangely and the infamous pirates of years gone by hid 
their greatest treasures. It wasn’t lucrative, but it sounded 
exciting, and Yeshna had enough coin stashed away to 
make sure the crew didn’t want for pay.

The Abundance was a fine ship, and she lasted Yeshna 
almost a year before she was wrecked in dangerous, 
tropical waters.

At the moment, she is shipless, crewless, and hopping on 
any crew that needs her. Yeshna always keeps her eyes 
peeled for opportunities to advance, whether that’s signing 
on for dangerous and ambitious voyages of exploration, or 
planning how to heist an entire galleon. She’s sure it can 
be done, with perseverance and the right attitude.

Current Motives
Yeshna desires adventure, adventure, and yet more 
adventure. Strange locations, legendary treasures, and 
plenty of battle (preferably against foes who fall easily to 
her sword) is all it takes to keep her happy. She undertakes 
the most foolhardy missions because someone dared her to, 
or because it will make a great story to tell in the next port. 

Yeshna can be used as an NPC as follows:

A complication –Yeshna’s brand of chaos makes for an 
excellent complication or side plot in an adventure. From 
a pirate attack to spice up a long sea voyage to a dockside 
confrontation in a port city, leading to further encounters 
with this pint-sized nemesis at the worst possible times, 
Yeshna makes anything interesting. 

A crewmate – Yeshna can fill just about any position 
aboard a ship, from cabin goblin to captain. If she’s not an 
officer, there’s a good chance she’s trying to steal the ship 
and/or incite a mutiny.

“I Dare You” – A tall tale of a lost island or a mysterious 
treasure map leads to a bet, and then to the characters in 
a race against Yeshna to find and take possession of the 
promised treasure. This might involve just setting sail 
across perilous waters or the much more involved process 
of finding a ship and crew. 

A grudge – Once the characters have served on the same 
crew as Yeshna for a while, and built a bond, one of her 
many enemies arrives looking for revenge. She lays low 
while the characters deal with them, through deception, 
violence, or other means. 

Long Term Motives
More than anything, Yeshna would love to have a ship of 
her own again, and a crew to follow her commands. Being 
part of someone else’s crew is well and good, but everyone 
respects the captain. Besides that, she’s tired of waiting to 
find other captains willing to risk their crew, their ship, and 
their lives in the dangerous waters Yeshna longs to sail. 

Ideal
If you’re not living each moment like it’s your last, are you 
even really alive? Never say no to an exciting opportunity. 

Bond
Any crew Yeshna joins are comrades and family for as 
long as she sails with them. That doesn’t mean she won’t 
pick fights, steal their stuff, and call them names, but as 
sure as eggs is eggs, she won’t let anyone else do so. Once 
she signs on with another ship, all bets are off. 

Flaws
Yeshna needs adventure like a fish needs water. The longer 
she goes without it, the more trouble she gets into. She’ll 
do anything for an adrenaline rush and while she’s not 
malicious at heart, she’s easily talked into things by people 
with strong personalities and no morals.
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Yeshna, Scourge of at 
Least Three Seas
Small humanoid (goblin), chaotic neutral

Armor Class 16 (studded leather armor)
Hit Points 104 (16d6 + 48)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 10 (+0) 19 (+4) 16 (+3) 13 (+1) 9 (-1) 12 (+1)

Skills Acrobatics +7, Deception +4, Intimidation +4, Perception +2, 
Survival +2

Saving throws Dexterity +6, Intelligence +4
Tools Water Vehicles
Senses passive Perception 12
Languages Common, Goblin
Challenge 6 (2,300 XP)

Feisty. When Yeshna has at least two enemies within 5 feet of her, 
and no allies, she gains +2 AC and an extra rapier attack when she 
takes the Attack action on her turn.

Dirty Fighter. Yeshna can use a bonus action to trip, distract, or 
otherwise inconvenience an enemy, giving them disadvantage on 
their next attack roll against her. 

Nimble Escape. Yeshna can take the Disengage or Hide action as a 
bonus action on each of her turns.

Actions
Multiattack. Yeshna makes two attacks with her rapier and one with 
her dagger.

Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 
8 (1d8 + 4) piercing damage.

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

Reactions
Riposte. When a creature misses Yeshna with a melee attack, she 
can use her reaction to make a melee weapon attack against the 
creature.

Lucky Shark Tooth
Wondrous Item, rare

This yellowed tooth is wrapped in a fraying cord, and 
comes to a wicked point.

Yeshna yanked this tooth from the mouth of a shark 
that tried to kill her, and it’s kept her alive ever since. 

The tooth has three charges, which never replenish. 
When an attack hits and would reduce Yeshna to 0 
hit points, she may choose to have the attack miss 
instead. 

Companionable Coin
Wondrous Item, uncommon

This ancient copper coin is worn smooth from the 
touch of many hands over the centuries.

This coin grows warm when it is within 20 feet of a 
container holding at least 100 gp worth of currency.
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Z
elgrand is a hero who has wandered the world, 
fighting in many battles and wars. However, 
unbeknownst to most as to why, he had resided in 

his hometown Kona as his old age had finally caught up 
to him. His body refuses to work as it has in his past of 
many battles, where he led and inspired others with either 
fear or courage. His appearance is fully encased in black 
and green armor, which covers his older age and makes 
him nearly impossible to decipher as a person. Those who 
have seen his signature armor in battle swear that he has 
the same vigor as he had decades ago. He is a total enigma 
to the general public; nobody is known to have seen him 
without his helmet, or even a bit of his skin, and any who 
might have, whoever they are, continue to keep their 
mouths shut as to what he is.

Background
Zelgrand obtained his armor when he defeated a death 
knight at a strikingly young age of sixteen. Upon striking 
down his foe and laying the soul to rest, he took its 
equipment for himself. The armor granted him a multitude 
of abilities, and allowed him to venture out to do what 
he thought was right. Fighting in numerous battles, wars, 
skirmishes, and raids, he gained battle knowledge, which 
he may occasionally pass down to other adventurers, if he 
deems them worthy.

One particular story is anchored to his hometown in Kona, 
where it had been caught in between two warring parties. 

The town of Kona would have been doomed, with only its 
small force of militia and minimal defences to keep either 
force at bay. However, Zelgrand happened to be stopping 
by that day. “It was as if his voice was thunder!” some 
had said. Zelgrand had let out a powerful command to his 
militia to stand and defend, which had steeled them for 
what seemed to be a hopeless battle. Surely, they had no 
hope against the two kingdoms clashing. But Zelgrand had 
a plan: to use his renown to force both opposing forces 
to move away from his home. As expected from him, he 
stood atop the highest point in Kona, a tower from his 
home. His armor had glowed like a beacon in the darkness, 
signalling death for his enemies, sanctuary for his home. It 
was said that both commanders from opposing sides had 
opted to fight northward of Kona from then on.

He has all sorts of stories about his exploits: single-
handedly felling dragons, fending off giants, talking with 
angels, sparring against orc chieftains in the name of “a 
good time,” and he has used these to create a name for 
himself across the land. Devils and demons alike have 
referred to him as “Black Grand,” whereas angels have 
noted him as “Zelriel the Righteous.” Orcs call him a 
brother, while humans and others in regular society refer 
to him as Zelgrand the Hero, or sometimes aptly, The 
Eternal Hero, as none seem to know when or if he can fall. 
Many, if not all, of his stories hold much truth to them, and 
even contain bits of knowledge that can be used to learn 
about other societies from around the realm. If you give 
them a listen, who knows what you could find out.
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Zelgrand’s home itself is as grand as the fortunes amassed 
from his adventures. This fact often dares thieves to assault 
his home, not that they succeed. It is locked and warded 
with multiple runes, some dire, some as a warning, some 
regular locks, and some magically bound. If that weren’t 
enough, many of those who also reside within are often old 
comrades who have taken refuge, veterans of war, or battle-
hardened butlers and maids who are handsomely paid.

Zelgrand has acquired a multitude of weapons from his 
journeys across the land, which he may give to others, as 
he often says, “A worthy weapon often needs a worthy 
hero to use it.” However, to those he may deem unworthy, 
he may instead choose to give them a cursed item.

Current Motives
Zelgrand has lived a long and fruitful life, and desires nothing 
more than to rest his bones and share stories. Though he 
understands others would like to challenge him, he typically 
waves them off without a second thought. However, should a 
persistent individual press the issue by threatening his home 
or city, Zelgrand will engage in a spar, which could mean life 
or death. He may be old, but he is far from weak.

Zelgrand can be used as an NPC as follows: 

An information giver – He has a multitude of stories and 
historical knowledge about many places and things. There 
are few areas in which he lacks knowledge. That does not 
mean, however, that he knows every little detail about 
everything. He may have connections that are hard to 
obtain, and if you’re in his good graces, he may be able to 
help you gain attendance with them, either by giving you 
his letter with a wax seal, or showing up himself.

A source of magic items – His adventures have netted him 
many curios, and he does give them out if you prove yourself 
in his old eyes. If you can prove yourself in a battle against 
a terrible foe, you may want to tell him how it went - but be 
careful if you lie, for you may get a cursed item instead.

A handy bodyguard – Though he is old and has been 
through a lot, players may be able to persuade him to fight 
with them, if he deems their cause worthy.

Long Term Motives
Zelgrand cares nothing more than to die knowing that he 
has put the world into a better place. And as such, would 
love to pass down his armor to the next generation, or have 
it held in a museum for others to see and uphold his legacy.

Bond
His home is Kona, and he will do whatever he can to make 
it a safer place. Bandits beware!

Flaws
Zelgrand has many stories. Once he starts talking, he may 
be unable to stop. Due to his heroic nature, he has become 
a target for many people, though it will take more than a 
common thug to stop him.

Zelgrand Vinhung, the 
Eternal Hero
Medium humanoid (unknown), lawful good

Armor Class 18 (plate)
Hit Points 110 (13d8 + 52) 
Speed 30 ft.

 STR DEX CON INT WIS CHA
 16 (+3) 11 (0) 14 (+2) 20 (+5) 20 (+5) 18 (+4)

Saving Throws Con +5, Wis +8, Cha +7
Condition Immunities frightened
Senses darkvision 30 ft. blindsense 10 ft.
Languages Abyssal, Celestial, Infernal, Elvish, Draconic, Orcish, 
Dwarvish, Giant, Common
Challenge 6 (2,300 XP)

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

Spellcasting. Zelgrand is an 8th-level spell caster. His spellcasting 
ability is Charisma (spell save DC 15, +7 to hit with spell attacks). He 
has the following paladin spells prepared:

4/day each: command, branding smite, suggestion
2/day each: hold person, magic weapon

Actions
Multiattack. Zelgrand makes two longsword attacks.

Longsword. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. 
Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) slashing damage if 
used with two hands.

Reactions
Parry. Zelgrand adds 3 to his AC against one melee attack that would hit 
it. To do so, he must see the attacker and be wielding a melee weapon.

Armor of Generational Heroes
Armor (heavy), rare, (requires attunement)

While you’re wearing this armor, you have advantage 
on saving throws against spells and other magical 
effects. You also gain 30 ft. of darkvision from the 
armor, if you do not already have it.
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Z
indar Ruthleti, a once wise wizard with an expansive 
knowledge of the arcane arts. His head lacks any 
hair and instead shines like a silver spoon. He is 

often spotted wearing a necklace of large beads, but his 
most notable feature is the third eye upon his forehead, 
which seems to have replaced his natural eyes, which 
appear to have been burned out of his skull. His flesh is 
decaying, yet never dying. 

Zindar was once one of the greatest spellcasters in the 
land, spending his time helping townsfolk and those who 
were just passing through. At one point, even assisting the 
government in tracking down dangerous criminals, until 
one fateful day when the humble wizard stumbled upon 
a cursed spell scroll that would warp his mind, much like 
time had done to the world.

Background
When Zindar was a young boy, he wanted nothing more 
than to become a great magician. After he had discovered 
that he had the aptitude to learn magic, he decided to follow 
this dream. Everyday he would visit libraries and temples, 
gradually understanding the ways of the arcane and alchemy 
used for medicine. Although orphaned, he did not mind, 
because he was able to practice and learn of his own free 
will. Eventually a wizard took notice of Zindar’s love for 
the craft and saw great potential within him.

Zindar worked under the watchful eye of Jaricho the Wise, 
a scholar wizard. Jaricho took it upon himself to start 
teaching Zindar his ways. The boy caught on incredibly 
fast, as if he was destined for greatness. As time went 
on he began to make a name for himself by traveling 
with adventurers, seeking treasures beyond their wildest 
dreams. Zindar, however, only wanted one treasure, and 
that was knowledge. He healed, destroyed, cursed and 
restored, through countless battles and puzzles that dared 
to challenge his intellect.

One fateful day when he and his adventuring party were 
deep in the underbelly of a dank, rancid dungeon. They 
slayed the evil Odion that had lain dormant in the dungeon 
for eons. It was a foul demon, and on its body, Zindar 
discovered a spell scroll. A good portion of it was written 
in an ancient language. While he did have the ability to 
decipher it, the part that was written in common was what 
caught his eye. What spell was sealed into this parchment? 
It was a spell scroll containing Wish.

The mother of all spells within his grasp. Without 
hesitation he used the scroll to cast Wish and muttered the 
words: “I wish to know all.” The scroll burst into ash as 
bright beams of light shot out of Zindar’s eyes, melting 

them away in the process. A small jewel the color of the 
sun and resembling an eye, burst its way through his 
forehead, emitting a constant heavenly glow.

He could see the beginning and the end, alternate realities 
based on choice, the life and death of those around him, he 
could hear the voices of every man, woman and child past 
and present and future, the ways of the universe and all 
magic within it. However the vastness of this knowledge 
was far too much for any mortal mind to comprehend. 
He gained everything but lost his mind. He gained sight 
beyond sight and yet, could not see.

The other language on the scroll was Draconic, repeating 
five simple words around the edges of the scroll, “An eye 
for an eye.” Zindar was unable to deal with the stress from 
the wish spell and was never able to use wish again for his 
magical prowess was significantly weakened.

Current Motives
Zindar, although insane, is attempting to discover a way 
to undo the curse that has been bestowed upon him. For 
the last decade he has been experimenting with alchemical 
concoctions to soothe the constant noise of the voices he 
hears. He has also heard a rumor of an ancient artifact that 
may be used to grant the wish spell. This item is known as 
the Ring of Three Wishes (SRD).

Zindar can be used as an NPC as follows:

An information giver – Zindar’s knowledge of the arcane 
is extremely extensive. He can identify magical items and 
any curse that may be bestowed upon them. For the right 
amount of coin he would be willing to teach an alchemist 
a new recipe or two. Although he can see the beginning 
and the end of everything, he refuses to disclose this 
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information to another living soul for it could rupture the 
fabric of time.

A quest giver – Zindar is aware that the ring of three 
wishes does exist and may be found in a far away 
sanctuary. Although he can not use the Wish spell again, 
he does try to bargain with the characters. If they use one 
of the wishes to restore his sanity he would let them keep 
the other two wishes.

A merchant – Zindar carries quite a few magical 
concoctions on his person.

Potions:
oil of sharpness
potion of healing
potion of heroism
potion of giant strength
potion of invisibility

Magic Items:
necklace of fireballs
necklace of prayer beads

A villain – Zindar can see the lives of every person he 
comes in contact with. In most cases, he becomes hostile 
to people as he discovers every secret a character has or 
action they might take. He has grown disgusted by the 
animalistic nature of the races of the world.

If the characters decide to take the quest to retrieve the 
Ring of Three Wishes, Zindar will attempt to manipulate 
or mind control whoever holds the ring so that he may use 
the last two wishes, whether it kills them or not. At the 
GM’s discretion, it is a perfect time to reveal any horrifying 
secrets that the characters have to the other characters.

Long Term Motives
Zindar has grown tired of the world and its imperfections. 
These thoughts are caused by his ability to know 
everything. He wants to rebuild the world. Unfortunately 
Zindar is old and frail. He may have great power, but 
overthrowing governments and taking over the world is 
unrealistic and suicidal.

On the other hand if he were to discover the location of the 
ancient relic, the Ring of Three Wishes, then he would have 
all the power he would need. The world would be his! Now 
all he needs is a couple of fools to do his bidding.

Bond
Zindar’s old adventuring group, The Mystic Foragers, are 
the only people he really trusts. Although they have their 
secrets he still manages to look past their dirty deeds. He 
does this because they are his only family.

Flaws
Zindar is very old. He is quite weak and can barely lift a 
blade. Magic is his only ace, and if that gets taken away 
then he would be inferm.

Zindar Ruthleti
Medium humanoid, neutral evil

Armor Class 11 (no armor)
Hit Points 71 (12d8 + 13)
Speed 30 ft.

 STR  DEX  CON  INT  WIS  CHA
 11 (+0) 12 (+1) 12 (+1) 19 (+4) 17 (+3) 17 (+3)

Skills Arcana +7, Deception +6, Insight +6, Perception +6, Persuasion 
+6, Stealth +4

Saving Throws Int +7, Wis +6, Cha +6
Senses blindsight, passive Perception 16
Languages All
Challenge 7 (2,900 XP)
 
Spellcasting. Zindar is a 9th-level spellcaster. His spellcasting ability 
is Intelligence (spell save DC 15, +7 to hit with spell attacks). Zindar 
has the following wizard spells prepared:

At will: fire bolt, light, mage hand, prestidigitation
1st level (4 slots): detect magic, mage armor, magic missile, shield
3/day each: blindness/deafness, suggestion
3/day each: counterspell, fireball, clairvoyance
2/day each: greater invisibility, arcane eye

 1/day: dominate person, crystal ball of true seeing (SRD)

Blind. Zindar can not use any spell that requires sight unless either 
the spell clairvoyance or arcane eye has been cast or if he is using 
the scrying spell from the crystal ball of true sight.

Legendary Resistance (1/Day). If Zindar fails a saving throw, he can 
choose to succeed instead.

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

Actions
Multiattack. Zindar can make an attack with his staff and cast one 
cantrip.

Quarterstaff. Melee Weapon Attack: +7 to hit one target. Hit: 7 (1d6 
+ 4) bludgeoning damage.

Mind Blast (Recharge 5-6). Zindar magically emits psychic energy in 
a 60-foot cone. Each creature in that area must succeed on a DC 15 
intelligence saving throw or take 22 (4d8 + 4) psychic damage and 
be stunned for 1 minute. A creature can repeat the saving throw at 
the end of each of its turns, ending the effect on itself on a success.
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holder’s name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute.

1.Use of Product Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed 
in another, independent Agreement with the owner of each element of that Product Identity. You agree not to indicate compatibility or co-
adaptability with any Trademark or Registered Trademark in conjunction with a work containing Open Game Content except as expressly 
licensed in another, independent Agreement with the owner of such Trademark or Registered Trademark. The use of any Product Identity in Open 
Game Content does not constitute a Challenge to the ownership of that Product Identity. The owner of any Product Identity used in Open Game 
Content shall retain all rights, title and interest in and to that Product Identity.

2. Identification: If you distribute Open Game Content You must clearly indicate which portions of the work that you are distributing are Open 
Game Content.

3. Updating the License: Wizards or its designated Agents may publish updated versions of this License. You may use any authorized version of 
this License to copy, modify and distribute any Open Game Content originally distributed under any version of this License.

4. Copy of this License: You MUST include a copy of this License with every copy of the Open Game Content You Distribute.

5. Use of Contributor Credits: You may not market or advertise the Open Game Content using the name of any Contributor unless You have 
written permission from the Contributor to do so.

6. Inability to Comply: If it is impossible for You to comply with any of the terms of this License with respect to some or all of the Open Game 
Content due to statute, judicial order, or governmental regulation then You may not Use any Open Game Material so affected.

7. Termination: This License will terminate automatically if You fail to comply with all terms herein and fail to cure such breach within 30 days 
of becoming aware of the breach. All sublicenses shall survive the termination of this License.

8. Reformation: If any provision of this License is held to be unenforceable, such provision shall be reformed only to the extent necessary to 
make it enforceable.

9. COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC. System Reference Document 5.1 Copyright 
2016, Wizards of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert 
J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by E. Gary Gygax and Dave Arneson. Memorable 
Monsters, Copyright 2021, Crit Academy Studios.
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