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FOREWORD

We should call this book Oops! All Lairs.
MarTHEW COLVILLE

e ended up making two books. Before Flee, Mortals! The MCDM Monster Book even

launched on Kickstarter, we knew that hitting our lairs stretch goal might mean

another book’s worth of content. When Flee, Mortals! reached the layout stage, we

realized that our fateful prediction was correct. We could either cut fifty pages of
content from the lairs and other parts of Flee, Mortals!, or we could break out the lairs into their
own book, add more content, and bring our dream book of dungeons and boss battles to life.
Since you're reading this, you know which route we took.

The truth is that these lairs deserve to be in their own book. Each little slice of hell contains story
hooks, background information, detailed hazards and NPCs, a villain, unique rewards, and all the
stat blocks you need to run them. You can use this book without ever referencing Flee, Mortals!

The real stars of this book are the villains. Each is abominable in their own way; every lair boss
is a unique monster, from their personality to their stat block. When a group of heroes invades a
villain’s home, that evildoer fights like hell to end the threat. We’ve given each villain the beefy,
playtested stat block they need to stand up to even the most optimized parties.

Each lair was specially crafted for the villain and their allies. A lair is an extension and example
of its villain’s power and personality. Lord Syuul performs his wicked experiments in a laboratory
made of flesh. Kiona the Dread Lord obsessively researches the Codex Mortis in her extradimensional
library. The once-proud Ithu’rath plots their grand return to the top in a crumbling castle.

The boss battles and lairs in this book have saved my game nights. If I don’t have anything pre-
pared or if the players zig when I expect them to zag, I can easily grab a story hook or tempt them
with some unique treasure and get them into one of these places where evil (and fun!) lives. When
I’'m scheming for the perfect capstone encounter to end a killer adventure, I reach for this book.

The authors packed so much delicious evil into these bosses and their homes. I am incredibly
grateful to them as well as all the artists, consultants, editors, playtesters, and the rest of the MCDM
team who worked super hard to make more pages of content in one year than we ever have before.
We, uh, learned a lot—a whole friggin’ lot.

We hope you enjoy reading and running these lairs as much as we enjoyed making them. Go,
brave adventurers. Only you have the heart to face evil where it lives.

(g,
S .
Ex animo,
James Introcaso

MCDM Lead Game Designer

FOREWORD
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TWENTY-TWO LAIRS THAT YOU CAN DROP RIGHT INTO YOUR
campaign have arrived. Each is a home to a unique villain
and 1s filled with lackeys, hazards, traps, and a treasure
hoard with unique rewards. Every lair has been optimized
to present a fun challenge for five player characters of a
specific level, indicated in the lair’s description and on the
Lairs by Level table.

The lairs are presented in ascending order of their
challenge.

MAPS

Each lair has a map that indicates all hidden information,
like traps and secret doors. Digital versions of these maps
(along with player versions that don’t include the secrets)
are included with your purchase of this book.

CARDINAL DIRECTIONS

Most lair maps include a compass rose, even if the location
is on a plane other than the Mundane World. Most planes
of the timescape (see “The Timescape”) are circular planets
as well as planes, so they have a north, south, east, and
west. But for the rare planes without cardinal directions,
the compass rose is still included to make interpreting

the map easier.

INTRODUCTION o ’

AREA DESCRIPTIONS

Each lair area begins with bullet points that overview the
room’s most important features, giving you all the informa-
tion you need to run that area upfront. Some of these are
meant to be shared with players, while others are for the
GM’s eyes only, as follows:

* “Ifyou see a description in quotation marks like
this, read or paraphrase it to the players when their
characters first enter the area—provided they can sense
their surroundings properly. This text describes what
the characters immediately notice.”
(If the characters did X in area Y...) “If a quotation starts
with a parenthetical condition like this, only read or
paraphrase it to players if those conditions apply.”
(Secret) If a bullet starts with this parenthetical
subheading, don’t read it aloud! This description
contains information for the GM, and it shouldn’t be
revealed to players until their characters investigate the
area further. Hidden creatures, traps, and more could

be presented this way.
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Treasures not included in the hoard are sprinkled
throughout the lair. These appear in the “Treasure”
subheading of the area where they are found.

STAT BLOCKS

Unless otherwise noted, when a creature appears in a lair’s
area description, their stat block is found at the end of the
lair’s entry. For instance, the stat block of Queen Bargnot,
the ruler of Jagged Edge Hideaway, appears at the end of
the Jagged Edge Hideaway entry along with the stat blocks
of all the other creatures in the lair. The stat blocks appear
in alphabetical order.

THE TIMESCAPE

The places, people, and other proper names in the lore
of this book come from the timescape, the MCDM
multiverse. Most of the creatures detailed in this book are
found in Orden, a world of high fantasy and just one of

' _ ) Optimized
Level Lair Name Lair Boss Boss Ancestry Page
A \ 2nd Jagged Edge Hideaway Queen Bargnot Goblin 16
I 3rd Hanging Tree Dohma Raskovar Orc 29
| b 4th Shtriga Nonna's Hut Shtriga Nonna Hag 45
5th Burnock Mill Baron Uthrak Human 55
6th Camp Firefield Bloodlord Varrox Hobgoblin 68
Ve 7th Shifting Library Kiona the Dread Lord Incorporeal Undead 82
_‘! 8th Cloud Fang Keep Lady Emer Medusa 94
[e R 9th Molten Enclave Zenith Aastrika Fire Giant 110
A 10th Ruins of Wrathrock [thu'rath Olothec 121
' 10th The White Tower Xorannox Overmind 137
9) | 11th Canyon of the Tower Crown Aurumvas of Meaningless Greed | Demon 152
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TREAS URE H OARDS the timescape’s many planes (also called manifolds). Orden
bR e : 1s also called the Mundane World. If you like what you're
(e) The bulk of a lair’s treasure is in a hoard listed at the end : ;
WY ; ; : : reading, you can find more lore about the timescape on the
f of the lair. Each treasure hoard includes a unique magic or
L ( Bar : : MCDM Patreon at medm.gg/patreon.
{ o3¢ psionic item and another unique reward, such as a recipe : Seh : ;
() O R You can ignore any creature’s lore if you wish to use
. ). L : their stat block in another way in your campaign.

NEW RULES AND STYLES

The creatures in this book generally follow the core rules,
but we’ve made a few tweaks. These new rules and presen-
tation styles are designed to make combat encounters easier
to run, more fun, and more memorable.

ALLIES AND ENEMIES

The effects in this book sometimes target just allies or
enemies. A creature is your ally if they’re inclined to

help you or fight alongside you—or if you believe they’re
inclined to do so. However, you are not your own ally, so
if you target your allies with an effect, it doesn’t affect you.
A creature is your enemy if they’re inclined to oppose

you or fight against you—or if you either believe they’re
inclined to do so, or you plan to pick a fight with them
regardless. If in doubt, it’s up to the GM to decide whether

a creature counts as an ally, an enemy, or neither.
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CHALLENGE RATING

Each creature’s stat block lists their challenge rating in

the top right corner. The more obvious placement of the
challenge rating makes it easier to find stat blocks and build
encounters to challenge your players.

CONDITIONS

Some of the creatures in this book inflict—or are immune
to—the following new conditions.

DAZED

A dazed creature can only do one of the following things
on their turn: move, use an action, or use a bonus action.
If a creature becomes dazed during their turn, their turn
ends. The cure ailment power, lesser restoration spell, and
greater restoration spell remove the dazed condition. At the
GM’s discretion, other powers, spells, or effects might also
remove the dazed condition.

When a dazed creature is affected by a spell or effect
that gives them an extra action on their turn (like the Aaste
spell or the fighter’s Action Surge feature), they can still
take this extra action, in addition to the movement, action,
or bonus action allowed by the dazed condition.

Some creatures in this book have immunity to the dazed
condition. At the GM’s discretion, a creature published in
the core rules or another supplement who has immunity to
the paralyzed or stunned condition also has immunity to
the dazed condition.

FLANKED

If your game uses the optional flanking rules in the core
rules, a creature who is immune to the flanked condition
can’t be flanked regardless of the position of their enemies.

CREATURE ROLES

Each creature has a role listed next to their challenge
rating. Roles are descriptive and most don’t follow special
rules—they simply help you build encounters and use the
creature effectively in combat.

AMBUSHER

Ambushers are creatures who hide well—not just before an
encounter, but during it. They utilize surprise and stealth
to gain the upper hand.

ARTILLERY

Artillery creatures fight best from afar. Whether they wield
arrows or magical rays, these creatures always try to keep
a distance from their foes.

BRUTE

Brutes are hardy creatures who have lots of hit points
and deal lots of damage. They might not be the most
disciplined warriors, but they make up for it with sheer
toughness and aggression.

INTRODUCTION

COMPANION

Companion creatures are meant to accompany player
characters on adventures. For more information, see the
“Ciompanion Creatures” section.

CONTROLLER

Controllers debuff, move, and obstruct their enemies. They
often have crowd-control actions that apply a debilitating
effect or target multiple creatures at once.

LEADER

A leader is an action-oriented creature who fights along-
side underlings. For more information, see the “Action-
Oriented Creatures” section.

MiNION
Minions are weak creatures who find strength in numbers.
For more information, see the “Minions” section.

RETAINER

Retainers are sapient beings meant to accompany player
characters on adventures. For more information, see the
“Retainers” section.

SKIRMISHER

Skirmishers are mobile warriors who use hit-and-run
tactics in combat. Their traits allow them to make the
most of their position.

SOLDIER

Soldiers are well-armored creatures who draw the attacks
of their foes, freeing allies to move around the battlefield.
These trained warriors typically have higher attack
bonuses and AC.

SoLo

A solo creature is an action-oriented creature who can
take on the player characters on their own. For more
information, see the “Action-Oriented Creatures” section.

SUPPORT
Support creatures aid their allies, providing buffs, healing,
movement, or action options.

MUNDANE AND SUPERNATURAL

This book uses the term mundane to refer to attacks,
items, and other effects that aren’t magical or psionic.

On the other hand, the term supernatural describes
an effect or item that is either magical or psionic. For
instance, a creature’s stat block might say they’re resistant
to “bludgeoning, piercing, and slashing damage from
mundane attacks.” This means that when you deal them
bludgeoning, piercing, or slashing damage using a spell,
power, magic weapon, or psionic weapon, the damage is
supernatural and thus the creature isn’t resistant to it.




PRONOUNS

The core rules often use the singular pronoun “it” to refer
to a single creature. This book instead uses the singular
“they” to clearly delineate between creatures and objects.
Objects still use “it” as a singular pronoun.

PsiONIC POWERS

Some creatures have psionic powers, creating effects with
sheer force of will instead of with magic. When a creature
manifests a power, they create an effect that has similar
rules to casting spells, with the following exceptions.

NoT MAGIc

Powers don’t create magical effects, so they’re unaffected
by features and spells like antimagic field, counterspell, and
dispel magic. The damage from a power attack isn’t magical.
If a rule affects only spells or magical effects, it doesn’t
affect powers. However, psionic powers are supernatural,
so if a rule affects supernatural effects, it does affect

powers (see “Mundane and Supernatural”).

POWER ORDERS
Every power has an order that is an expression of its
level of strength. Powers of the 1st order are the weakest
(equivalent to cantrips in strength), and 6th-order powers
are the strongest.

If a stat block feature should be considered a power,
its order 1s noted in parentheses.

No COMPONENTS

Powers don’t have material, somatic, or verbal components.

CONCENTRATION

Like spells, many powers require you to concentrate to
maintain their effects. However, unlike spells, a creature can
simultaneously concentrate on more than one power, up to
a number equal to their proficiency bonus. If a creature fails
a Constitution saving throw to maintain concentration, all
the powers they are concentrating on end.

A creature can’t have multiple manifestations of the
same power active at once. Additionally, a creature can’t
concentrate on a power if they’re concentrating on a spell
or other effect.

If a stat block power requires concentration, this is
noted in parentheses.

MANIFESTING MULTIPLE POWERS

Unlike player characters, if a creature’s stat block allows
them to manifest a power as a bonus action, they can still
manifest another power of 2nd order or higher as an action
on that turn. For example, a creature who manifests the
Jaunt power as a bonus action can also make a 2nd-order
power attack as an action. Similarly, many Multiattack
actions let a creature make multiple power attacks on a
turn, even though each attack is a power of its own.

POWER ATTACKS AS OPPORTUNITY ATTACKS
When an enemy’s movement provokes an opportunity
attack from a creature whose stat block includes a melee
power attack, the creature can use their reaction to
make a melee power attack against the creature, rather
than making an opportunity attack.

NEW POWERS
A character playing a talent—the class found in the MCDM
supplement The Talent and Psioni¢s—can use the rules in

that book to learn new powers from the creatures in Where
Evil Lives. Powers that aren’t in The Talent and Psionics are
indicated in a creature’s stat block with an asterisk (*) and
provided in the “New Psionic Powers” chapter of this book.

SAVE ENDS EFFECTS

Some creatures have a trait or action that, on a failed
saving throw, imposes a debilitating effect for an extended
duration. But sometimes a lucky foe can retry their saving
throw and potentially end the effect early. In such situa-
tions, the stat block specifies “save ends at start of turn”
or “save ends at end of turn.”

When you see this phrase, it means any creature affected
by a save ends effect like this can repeat the saving throw
on each of their turns, ending the effect on themself early
on a success. They can only make that saving throw either
at the start or end of their turn, as specified in the stat block.

Here is an example of an attack with a save ends effect
from the goblin cursespitter stat block:

Toxic Touch (Cantrip). Melee or Ranged Spell Attack: +4 to hit,
reach 5 ft. or range 30 ft., one target. Hit: 7 (2d6) poison damage,
and the target must succeed on a DC 12 Constitution saving
throw or be poisoned for 1 minute (save ends at end of turn).

BEHIND THE DESIGN: SAVE ENDS EFFECTS

Save ends effects are one way of saving space in stat blocks
and making them less complex for GMs to run at the table.
Much like how stat blocks just reference the poisoned
condition instead of spelling its rules out each time, we
didn’t want to fill up the pages by repeating long sen-
tences similar to this one: "A target poisoned in this way
can repeat the saving throw at the end of each of their
turns, ending the effect on themself on a success""

B
SPELLS

Some creatures have magical actions, bonus actions, and
reactions. When these features should be considered spells
(for the purpose of counterspell, dispel magic, and similar
effects), the spell level is noted in parentheses. If the spell
requires concentration, this is also noted in parentheses.
Unless otherwise noted, these spells have somatic and
verbal components.
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CASTING MULTIPLE SPELLS

Unlike player characters, if a creature’s stat block allows
them to cast a spell as a bonus action, they can still cast
another spell of 1st level or higher as an action on that
turn. For example, a creature who casts the misty step
spell as a bonus action can also make a 2nd-level spell
attack as an action. Similarly, many Multiattack actions
let a creature make multiple spell attacks on a turn, even
though each attack is a spell of its own.

SPELL ATTACKS AS OPPORTUNITY ATTACKS
When an enemy’s movement provokes an opportunity
attack from a creature whose stat block includes a melee
spell attack, the creature can use their reaction to make a
melee spell attack against the creature, rather than making
an opportunity attack.

UTILITY SPELLS

In addition to combat-focused spells, some creatures can
cast spells that are primarily used outside of combat. To
streamline the stat blocks, these spells aren’t written out in
the creature’s combat-oriented “Actions” section. Instead,
their names are listed in a separate “Utility Spells” section
at the end of the stat block. After each spell name, the
casting time is indicated in superscript, as shown in the
Casting Times table.

CASTING TIMES

Superscript | Casting Time
A 1 action
B 1 bonus action
R 1 reaction
+ Longer than 1 action (see spell description)

For example, a spellcaster’s utility spells might appear
as follows:

1/day each: expeditious retreat®, mage armor*, phantom steed *

ACTION-ORIENTED CREATURES

The solo and leader creatures presented in this book are
designed to be bosses: enemies who can take on an entire
party by themselves or with a handful of underlings.
Rather than simply increasing the challenge rating (an
approach that often leads to underwhelming encounters),
this book introduces action-oriented creatures.

A powerful villain needs plenty of opportunities to
act and move when it’s not their turn. Thus, each action-
oriented creature has at least one special bonus action
and reaction, as well as a special section with villain
actions that let them dominate the battlefield.

These actions make the boss creatures dynamic and
formidable. Whether fought as an exciting solo challenge

INTRODUCTION

or alongside a few easy-to-run underlings, action-oriented
creatures challenge the characters with dramatic and
powerful actions in combat.

VILLAIN ACTIONS

Every action-oriented creature has three villain actions
they can use after an enemy’s turn. Villain actions are
similar to legendary actions with the following exceptions:

* A creature can use only one villain action per round
(as such, villain actions tend to be more powerful than
legendary actions).

* Each villain action can only be used once during
a combat encounter.

Like legendary actions, a creature can’t use villain actions
if incapacitated or otherwise unable to take actions.

CHOOSING VILLAIN ACTIONS

Each trio of villain actions has a recommended round
order. These abilities give the battle a logical flow and
a cinematic arc:

e The first villain action is an opener, which shows
the characters they’re not battling a typical creature.
Openers generally deal some damage, summon a lackey
or three, buff the boss, debuff the characters, or move
the creature into an advantageous position. They’re just
a taste of what’s to come.

* The second villain action provides crowd control.
It typically fires after the heroes have had a chance to
respond once or twice, get into position, and surround
the villain. This second action helps the villain regain
the upper hand. Like an opener, this action comes
in many flavors, but it’s even more powerful than
an opener.

e The third and final villain action 1s an ultimate move
or “ult”—a showstopper the villain can use to deal a
devastating blow to the characters before the end of
the battle.

While every creature has a recommended order of actions,
you can take villain actions in any order if it makes your
fight more dramatic. You could push back a villain action
if a creature is stunned or might stay alive for more than
three rounds, or you could perform the recommended
third action in round two after several surprise critical hits!

UNIQUE CREATURES

All of the action-oriented creatures in this book are unique.
They have a specific name and backstory, though you can
ignore these if you wish to use the creature’s stat block

in another way in your campaign. For instance, Queen
Bargnot’s stat block could be used for any action-oriented
goblin in your game.




COMPANION CREATURES

A companion is a wild ally who adventures with
characters. Each companion has unique traits and
actions that make them a great ally. But beware! These
creatures can be difficult to control in the heat of battle
and just might bite the hand that feeds. Don’t fret too
much, though! A companion gelatinous cube or owlbear
1s worth the risk of an occasional wild rampage.

CAREGIVER

Every companion has a player character caregiver who
commands the creature. The caregiver’s player controls
the companion most of the time during the game, though
the GM can step in to take control if the companion and
caregiver are separated, or if the caregiver mistreats the
companion in some way.

In combat, a companion shares a turn with their
caregiver and acts during the caregiver’s turn. A compan-
ion can move and use their own reaction and bonus action
independently. But they can take only the Dash, Disengage,
or Dodge actions unless their caregiver uses a bonus action
to command the companion to take a different action,
including any of the actions noted in the companion’s stat
block. A companion must be able to see or hear their
caregiver to receive a command. A companion can also
take other actions if their caregiver is incapacitated or if
the companion enters a rampage (as discussed below).

ONE COMPANION PER GROUP

Companions are a lot of fun, but having more than one
companion to manage can slow things down at the table.

A companion is another member of the party, with statistics
and actions to track, and additional companions can easily
make combat slow to a crawl. If every player wants to get

in on the companion action, it's simpler for the characters
to take turns as a creature’s caregiver, rather than running
around adventuring with a menagerie.

For characters wishing to share a companion, the
companion accepts a new caregiver at the end of a short
or long rest. Because a companion’s proficiency bonus and
hit points depend on their caregiver’s level, those statistics
might fluctuate if the characters in a party are different
levels, reflecting that a more experienced caregiver is more

adept at directing a companion.

CHARMED CAREGIVER

A caregiver who is charmed can still command their
companion, but they can’t command the companion to
attack a creature who charmed them.

INCAPACITATED OR ABSENT CAREGIVER

If a companion’s caregiver is incapacitated or dies, the

GM determines who controls the companion—typically,

the caregiver’s player can maintain control of their com-

panion as they take a heroic stand against the enemy.
However, in cases where a caregiver and their

companion are physically separated, such as when

a companion is captured, the GM might wish to

take control of the companion to keep the player in

suspense about the creature’s fate.

NEw CAREGIVER

At the GM’s discretion, a companion can abandon
a caregiver character and choose a different willing
creature as a caregiver.

FEROCITY

Companions are dangerous creatures. Though often more
docile than their wild counterparts, they aren’t fully domes-
ticated. Each companion’s ferocity is a measure of their
tenacity and fury, and of how those things build in battle.
As a companion’s ferocity increases, they gain access to
powerful new actions, but they also become more difficult
for a caregiver to control.

If a companion isn’t incapacitated at the start of their
and their caregiver’s turn, their ferocity increases by 1d4 +
the number of enemies the companion can see or hear
within 5 feet of them. For the purpose of increasing
ferocity, a group of creatures who share a single stat block
(such as a swarm of rats) counts as one creature. Ferocity
increases round after round during combat, and there is no
maximum to the level of ferocity a companion can gain.

BAG OF RATS

We can already tell that some crafty players are scheming
to stuff a bag full of slightly groggy rats, then open that bag
up in front of their companion to build up their ferocity
during a fight. However, a too-easy target doesn't rile

up a companion the way being threatened by an enemy
combatant in a battle for survival does. As such, the GM
makes the final decision as to what constitutes an enemy for
the purpose of increasing a companion's ferocity. Likewise,
in the same way a swarm of creatures is counted as a single
creature for the purpose of increasing ferocity, the GM is
free to determine that two or three weak creatures might
count as only one creature for that purpose.
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RAMPAGE

After rolling to increase ferocity at the start of their

turn, if a companion has 10 ferocity or more and isn’t
incapacitated, they run the risk of entering a rampage.
The companion’s caregiver can make a Wisdom (Animal
Handling) check (no action required) to try to stop the
companion from entering a rampage. To make the
check, the caregiver must not be incapacitated, and the
companion must be able to see or hear the caregiver.
The DC for the check equals 5 + the companion’s ferocity.
On a success, the companion acts normally on their turn.
On a failure, or if the caregiver doesn’t make the check,
the companion enters a rampage.

When a companion enters a rampage, they immediately
move up to their speed toward the nearest creature they
can sense and attack that creature with their signature
attack (see below), dealing extra damage equal to half
their ferocity if the attack hits. If at least one ally and
one enemy are nearest and equidistant to the companion,
the caregiver’s player rolls any die. On an odd number,
the companion attacks an ally. On an even number, the
companion attacks an enemy. The caregiver’s player
determines which specific equidistant ally or enemy the
companion engages (and can choose their own character
if they wish).

A companion who can’t reach a creature to attack
while in a rampage uses the Dash action to move as far as
they can toward the nearest creature they can sense. If a
companion can’t sense any potential targets, they move as
far as they can in a random direction determined by the
GM, avoiding danger.

When a companion who has entered a rampage resolves
their action or ends their turn, their ferocity drops to 0 and
they’re no longer in a rampage.

REDUCING FEROCITY

To prevent a companion from entering a dangerous
rampage, a caregiver has several options at their disposal
for reducing the creature’s ferocity.

Ferocity Actions. Each companion has three actions
in their stat block that cost ferocity to use. To use one of’
these ferocity actions, the caregiver’s character level must
be equal to or greater than the ferocity action’s level, and
the companion must spend the necessary amount of ferocity
before they use the action. If the companion doesn’t have
enough ferocity to spend, they can’t use the action.

Ferocity actions always use the companion’s action,
meaning they can’t be used as part of an opportunity
attack. Ferocity actions can’t be used while a companion
Is in a rampage.

End of Combat. When a combat encounter involving
a companion ends and the companion isn’t dying, the com-
panion regains hit points equal to their ferocity, and their
ferocity drops to 0. The GM determines when a combat
encounter ends, typically at the point when creatures stop
acting in initiative order.

INTRODUCTION

DYING COMPANIONS

When a companion is reduced to 0 hit points, they are
dying and make death saving throws just as characters
do. Thus, characters always have a chance to save their
furry (or scaly, or slimy, or exoskeletony) friends’ lives!

If combat ends while a companion is dying, their ferocity
drops to 0 but they don’t regain hit points (see “End of
Combat” above).

STATISTICS

In addition to their ferocity actions, a companion’s statistics
vary from the statistics of their wild counterparts. This
makes a companion easier to run, keeps their power in

line with other companions, and helps ensure companions
never outshine the characters. As somewhat more social
versions of wild creatures, companions are often cleverer
and more versatile than their untamed counterparts.

HiT DICE

Most creatures without character classes have their Hit Die
type determined by their size (d4 for Tiny creatures, d6 for
Small creatures, and so forth). However, companions are
special and use a d8 for Hit Dice regardless of size.

LANGUAGE

A companion shares a unique bond with their caregiver
and can understand basic commands in one language
chosen by the caregiver. However, the companion can’t
read, speak, or write any language, even if similar creatures
normally can.

PROFICIENCY BONUS

Because a companion’s effectiveness and survivability
depend on the training and expertise of their caregiver,
a companion’s proficiency bonus is equal to their
caregiver’s proficiency bonus. Additionally, some of a
companion’s statistics refer to their proficiency bonus,
abbreviated as PB. Other statistics use a number of
dice equal to a companion’s proficiency bonus; these
are expressed with PB in place of the number of dice.
For example, if a companion has a +2 proficiency bonus,
PBd6 means 2d6.

SIGNATURE ATTACK

Each companion has an action designated as their
signature attack. A signature attack is always a melee
attack, and it’s typically the creature’s best natural attack.
A companion uses their signature attack when they enter
a rampage.

Each companion also has special actions that they can
use only by spending ferocity during their turn, with some
of those actions making use of the companion’s signature
attack. See “Reducing Ferocity” above for more informa-
tion on ferocity actions.




COMPANION MOUNTS

Many companions are large enough to ride, especially by
caregivers who are Small, when outfitted with an exotic
saddle similar to those worn by aquatic or flying mounts.
When a caregiver rides a companion into combat, not
much actually changes. The caregiver and companion still
each act on the same turn, and the caregiver must use their
bonus action to direct the companion to take any action
other than the Dash, Disengage, or Dodge actions. Under
some circumstances, a companion might allow themself to
be ridden by a creature other than their caregiver, though
that other creature can’t give the companion commands.

If a companion rampages while bearing a rider, that
rider counts as being within 5 feet of the companion when
determining which creature the companion attacks. If a
companion attacks their rider, they have disadvantage on
the attack roll.

COMPANION BARDING

At the GM's discretion, characters can purchase
barding for a companion, as discussed in the core
rules, with the following adjustments:

- Barding for Small companions weighs half as
much as the equivalent armor for Humanoids.
Barding for Medium companions weighs the
same as Humanoid armor, while barding for
Large companions weighs four times as much.

- Companions are proficient in any barding
they wear.

« When a companion wears barding, they
don't add their caregiver’s proficiency bonus
to their AC.

- Companions who are shapechangers (such as
the mimic companion) can't use that ability
while wearing barding.

. Companions who have corrosive bodies or are
amorphous (such as the gelatinous cube com-
panion) can't wear nonmagical barding.

COMPANION ENCOUNTER BALANCE

Unless a caregiver has the beastheart class (found in Beast-
heart and Monstrous Companions), the GM should consider
a companion as akin to a powerful combat-focused magic
item when building encounters. A companion gives a
party a significant power boost, not just by dishing out
more damage and providing more hit points for enemies
to target, but also by creating complications that can

make a fight more challenging for the party’s foes. GMs
can adjust encounter difficulty by one step (from easy to
medium, hard to deadly, and so forth) to properly challenge
a group of characters with a companion, particularly if the

characters’ average level is 7th or lower.

NPCs WiTH COMPANIONS

Companion creatures are designed to accompany player
characters on adventures. If an NPC has a pet or creature
servant, it’s recommended you use the creature’s normal
stat block. For instance, if an NPC ranger has an owlbear
they work with, that creature would use the normal
owlbear stat block and be played by the GM as normal.
But if the characters are charged with rescuing a fallen
druid NPC’s owlbear pet from the clutches of a villain,
the GM can choose to instead make the pet an owlbear
companion, allowing the creature to join their rescuers
on their adventures.
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DE MONS Active Features. During an encounter, a demon can
burn souls to use or enhance certain abilities. When they
do, their soul count decreases by the number indicated.
This cost is sometimes noted in parentheses at the begin-
ning of an ability, such as “(Costs 1 Soul).” Other times,
DEMONS AND SOULS the text of the ability itself describes it, such as saying

“the demon can burn 1 soul” for an additional effect. (03 o
Demons feast not on food or water, but on souls. These = opll

fuel their bloodthirsty powers, and while starved for souls, LETHE (e |
a demon can scarcely think. When a demon’s soul count drops to 0, they fall into a state 7
known as lethe—a violent hunger wherein they can only

Demons consume mortal souls to fuel their fiendish
powers. Use the following rules whenever you run one of
the demons in this book.

SouL COUNT

A demon’s stat block states the number of souls a given
demon has already consumed at the beginning of
combat. This number is presented right under their hit
points in a similar fashion: both as a die expression and
as an average number. SOULSIGHT

Demons have a special sense called soulsight, allowing
them to perceive each creature, other than Constructs and
Undead, within a certain radius. Soulsight doesn’t rely on
sight but counts as “seeing” for features that require sight.
Neither physical objects (including total cover) nor

lash out in a desperate search for sustenance. Demons who
have fallen into lethe become single-minded and violent,
seeking only to consume. See a demon’s Lethe trait for
more information.

SouL DEVOURER

Demons can gain more souls by slaying other creatures,

as described in their Soul Devourer trait. Unlike hit points,
there is no maximum limit to a demon’s soul count.

SouL-FUELED POWER supernatural effects can impede soulsight unless otherwise
Most demons have one or more features that require stated. A demon’s stat block lists the radius of their
souls to use. soulsight under “Senses.”

Passive Traits. Passive traits automatically take effect
after a demon’s soul count crosses the threshold described
in that trait. The trait remains active until the demon’s soul
count drops below the threshold, and the trait reactivates
when the demon’s soul count equals or exceeds it.

ADJUSTING LETHALITY A
Soul devouring makes demons deadly opponents. To give (©) |
characters a better chance of living through their encoun- ;
ter with a demon, you can reduce the DC of the saving
throw—or you can remove the saving throw entirely, and
only allow a demon to devour a soul when a creature dies | {
within 60 feet of them through other means. On the other i_
hand, you might like to scale up the deadliness with more | \ \
powerful demons! If so, instead of always using a DC 11 N
saving throw, you can set the DC equal to 8 + the demon'’s 1
proficiency bonus. '

Pitlin
3 I sometimes sit all day among my treasures. I have piles
of coins, one-of-a-kind statuetles, and magic items of great
power. Do you know what I think when I look upon my
vast hoard? I think, “This is nothing compared to the
laste of a mortal soul.”

AURUMVAS OF MEANINGLESS GREED
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RETAINERS

Retainers are sapient beings who adventure alongside
the player characters. Each retainer is a less experienced
adventurer who a player character can take under their
wing. Retainers are never meant to achieve the same power
level as the player characters.

Rules for retainers first appeared in Strong

Aesy

Followers. This book contains updated rules for these

followers.

MENTOR

Every retainer has a player character mentor. A retainer’s
mentor gives them orders, and the mentor’s player also
controls the retainer. A retainer acts on the same initiattive
count as their mentor in combat, acting immediately
before or after the mentor (player’s choice). As a mentor
gains experience and levels up, so does their retainer (see
“Statistics” below).

STATISTICS

Retainers are designed to be easy to run so their player

(who is already managing a complex character) doesn’t
get overwhelmed with even more details. Each retainer
has a simple stat block—though these are similar to other
creature stat blocks, retainers follow a few different rules.

LEVEL

A retainer’s level equals their mentor’s level. As a retainer
levels up, their hit points increase (see “Hit Points and

Hit Dice”) and they gain combat features (see “Features”).
Additionally, a few of their statistics increase when their
mentor’s proficiency bonus does, including attack bonuses,
skills, and save DC (see “Proficiency Bonus”). Their other
statistics typically remain the same regardless of their level.

ARMOR CLASS

Unlike player characters, a retainer’s armor class isn’t
determined by a particular set of armor they don (like
studded leather). Instead, each retainer’s armor class is
simplified to one of three armor types:

* Retainers with light armor have AC 13.
* Retainers with medium armor have AC 15.
* Retainers with heavy armor have AC 18.

HiT POINTS AND HIT DICE

Retainers gain one Hit Die per level. Their hit point
maximum is based on the size of their Hit Die, as shown on
the Retainer Hit Points table.

Retainers have exceptionally high hit points—sometimes
even higher than their mentor. This allows the party to
enjoy the presence of a beloved retainer without worrying
about losing them to an unlucky roll of the dice or decision
by a single player. The GM often awards characters with
retainers in lieu of other treasure. Such rewards shouldn’t
be lost easily.

RETAINER HIT POINTS

Hit Die Size Hit Point Maximum
dé 6 times their level
ds8 7 times their level
d10 8 times their level
d12 9 times their level

PROFICIENCY BONUS

Because a retainer’s effectiveness and survivability
depend on the training and expertise of their mentor,
a retainer’s proficiency bonus is equal to their mentor’s
proficiency bonus.

Some of a retainer’s statistics refer to their proficiency
bonus, abbreviated as PB. Other statistics use a number
of dice equal to a retainer’s proficiency bonus; these are
expressed with PB in place of the number of dice. For
example, if a retainer has a +3 proficiency bonus, PBd10
means 3d10.

A retainer adds their proficiency bonus to any saving
throw they make.

FEATURES

Each retainer has a signature attack they can make

using the Attack action each round. Retainers can use their
signature attack to make opportunity attacks, even if their
signature attack isn’t a melee weapon attack.

A retainer gains new features at 3rd, 5th, and 7th level.
Some features can only be used a certain number of times
per day (as noted in the retainer’s stat block).

Additionally, if a retainer’s signature attack is a weapon
attack, they typically gain an extra attack at 7th level
(as noted in their stat block), allowing them to make two
signature attacks per round instead of one.

GEAR

When a retainer joins the party, they typically carry clothes
appropriate to their position, a suit of armor, a weapon,
and an explorer’s pack. If the retainer casts spells, they also
carry a spellcasting implement. Any additional equipment
must be provided to them by their mentor.

Magic Items. Retainers can use magic items like any-
one else. For example, a +7 weapon increases their attack
and damage rolls by 1, and +7 armor of the appropriate
type (light, medium, or heavy) increases their AC by 1.

One happy side effect of having retainers is that as a
player character levels up and acquires better equipment,
they can pass their obsolete items on to the retainer.

DYING RETAINERS

When a retainer is reduced to 0 hit points, they follow the
same rules as player characters. If not killed instantly by
massive damage, they fall unconscious, make death saving
throws, and can be stabilized or healed.

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES
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OPTIONAL RULE: SHARED ATTACKS

If a player wants to speed up their retainer’s turn, they can
make shared attacks at the GM’s discretion.

When the mentor hits a creature with an attack, if
their retainer can see or hear them, the retainer is inspired
by their mentor’s success. On the inspired retainer’s next
turn, for each successful attack their mentor just made, the
retainer can automatically hit a creature of their choice
within range with their signature attack, up to the number
of attacks the retainer can make.

If the mentor hit with fewer attacks than the number
of attacks the retainer can make, the retainer can make
additional attack rolls for those attacks to see if they hit.

RETAINER ENCOUNTER BALANCE

When building encounters, the GM should consider a
retainer as akin to a powerful combat-focused magic item.
A retainer gives a party a significant power boost; they not
only dish out more damage and provide more hit points
for enemies to target, but they also create complications

to challenge the party’s foes. GMs can increase encounter
difficulty by one step (from easy to medium, hard to deadly,
and so forth) to properly challenge a group of characters
with a retainer.

MINIONS

A minion is a weak foe, designed to allow GMs to create
dramatic combat encounters with hordes of enemies
without overwhelming the characters. In fact, an encounter
with minions makes characters feel heroic, since they can
take on a myriad of foes and live to tell the tale.
However, minions still make threatening foes. Killing
a minion still requires penetrating their defenses, and
characters can’t just shrug off damage from minion attacks.
So how do minions make running a horde of enemies
quick and easy for the GM?

* Minions are simple to run. Their stat blocks are small
and uncomplicated.

* Minions act quickly. They don’t multiattack, roll for
damage, or take unique bonus actions or reactions,
so their turns aren’t long.

* Minions die fast. A character can kill several minions
with a single weapon attack!

* Minions have strength in numbers. Their attacks can
be grouped together to make them deadlier and faster
to use at the table.

No HiT DIcE

Minions have hit points but no Hit Dice, simplifying their
design. Minions can’t spend Hit Dice to heal during a short
rest because they have none.

No DAMAGE ROLLS

Minions don’t roll for damage because their attacks deal a
static amount of damage. They also can’t score critical hits.

INTRODUCTION

SHARED TURNS

Typically, all minions of the same stat block act on the
same turn. Since they share a turn, the minions can each
move into position then each use an action if they wish,
instead of each moving and taking an action individually.

MINION TRAIT

Every minion has the Minion trait, which affects the
creature in the following ways:

* If the minion takes any damage from an attack or as
the result of a failed saving throw, their hit points are
reduced to 0.

* If the minion takes damage from another effect, they
die if the damage equals or exceeds their hit point
maximum; otherwise they take no damage.

OVERKILL ATTACKS

Powerful weapon attacks can kill more than one minion in
a single maneuver called an overkill attack.

As already discussed, a weapon attack requires only
1 point of damage to reduce a minion to 0 hit points,
regardless of their hit point maximum. However, when a
weapon attack’s damage does exceed the target minion’s hit
point maximum, the attack becomes an overkill attack and
the damage dealt beyond the minion’s hit point maximum
becomes overkill damage.

Overkill damage can be applied to a second minion
who has the same stat block as the target and is in overkill
range (see below). Damage against the second minion is
counted as if you made a weapon attack against them; since
it only takes 1 point of weapon damage to reduce a minion
to 0 hit points, any amount of overkill damage immediately
knocks them out. But wait, it gets better—if the initial
attack’s overkill damage exceeds the second minion’s hit
point maximum, the leftover overkill damage can roll
over to a third minion, and so on! In other words, for each
time the overkill damage exceeds the new target’s hit point
maximum, the attacker can choose an additional minion to
reduce to 0 hit points.

For example, when a weapon attack deals 18 damage
to a minion with a hit point maximum of 5, the overkill
damage is 13. If there are three additional minions of
the same stat block in overkill range, they can all three
be immediately reduced to O hit points, since the overkill
damage exceeded the target’s hit point maximum more
than twice over.

Opverkill attacks can’t be made as part of an opportu-
nity attack.

OVERKILL RANGE
Minions must be within a certain range to qualify for

an overkill attack, determined by whether the attack is a
melee or ranged attack. In addition to the examples below,
the “Overkill Damage Illustrated” sidebar demonstrates
how to calculate overkill damage.




Melee Overkill Attacks. When a creature hits a
minion with a melee weapon attack, other minions within
reach of the attack are in overkill range and can be
chosen as additional targets for an overkill attack. The
overkill attack can’t target minions outside the weapon
attack’s reach.

Lady Ulnock the paladin battles a horde of goblin minions (each
with 6 hit points). She hits a goblin minion with her longsword
and uses Divine Smite, dealing 8 slashing damage and 11 radiant
damage to the target for a total of 19 damage. Since Lady Ulnock
dealt 13 points of overkill damage—more than the hit point
maximum of two additional minions—she can choose up to three
additional goblin minions within 5 feet of her (the reach of her
longsword attack) and reduce them to O hit points. If there are

no other goblin minions within 5 feet of Lady Ulnock, she can’t
damage additional minions with this attack.

Ranged Overkill Attacks. When a creature hits a
minion with a ranged weapon attack, other minions in a
line originating from the creature in the direction of the
target, to a distance equal to the weapon’s short range, are
in overkill range and can be chosen as additional targets
for an overkill attack. The overkill attack can’t target min-
1ons outside the line or beyond the weapon’s short range.

Perigold Quickfingers the rogue is hidden and takes aim at

a group of zombie minions (each with 6 hit points) with his
light crossbow (which has a short range of 80 feet). He hits a
zombie minion with his crossbow, dealing extra damage thanks
to his Sneak Attack, for a total of 14 damage. Since Perigold
dealt 8 points of overkill damage—more than the hit point
maximum of one additional minion—he can choose up to two
additional zombie minions in an 80-foot-long line extending
[from Perigold in the direction of the target, reducing them to
0 hit points. If there are no other zombie minions in the line,
then Perigold can’t damage other minions with this attack.

Outnumbered? Swilch to area-ofeffect powers.
Otherwise you're gonna have a bad day, which
will probably last the rest of your life.

THE SuN,
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BEHIND THE DESIGN: MINION TRAIT

You might ask, why not just give minions 1 hit point and
take no damage when they save for half, like in fourth
edition? First, spells that use a creature’s hit points to
determine effectiveness—like color spray and sleep—
would devastate all minions, even those meant to challenge
high-level characters. These spells are still effective against
minions, just not devastating!

Second, spells and effects that deal damage without any
attack roll or save—like magic missile and spike growth—
would lay waste to minions with 1 hit point. This fits the
fiction for minions with low challenge ratings, like goblins
and zombies. But the balance of combat and fiction breaks
down to near-silliness at higher levels when the same spells
easily take down powerful devil minions.

Finally, high-level spells with a save for half damage—like
fireball or meteor swarm—would feel wasted against min-
ions with 1 hit point. Why use a higher-level spell when a
lower-level one will do? Similarly, the fourth edition design
could lead to a kobold minion illogically surviving a fireball
spell while a “stronger” standard kobold next to them dies,
despite both creatures succeeding on their saving throw.
By contrast, under this book's minion rules, spellcasters still
have a good reason to use high-level spells against minions.




GROUP ATTACKS

Each minion has at least one group attack action that
speeds up play. In a group attack, two to five minions

of the same stat block who share a turn can all use their
action to join the attack, provided the target is within the
original attack’s reach or range for each minion.

e Make a single attack roll for the group attack. It counts
as one attack.

* A group attack roll gains a +1 bonus to the attack roll
for each minion who joins the attack. (For example,
if four goblin minions make a group attack together,
the attack roll has a +4 bonus.)

* Ifthe group attack hits, multiply the damage by the
number of minions who joined that group attack. (For
example, if four goblin minions hit with a group attack
that deals 1 damage, their group attack deals 4 damage.)

The GM decides how many minions join a group attack.
For instance, if five minions surround a target, the GM
may decide to have all five attack at once to speed up com-
bat, or may break up the attacks among smaller groups to
increase the odds that some minions hit while others miss.
A single minion can even use their group attack action

on their own—they make the attack as a normal creature
would, and simply don’t benefit from the group bonuses
described above.

ADVANTAGE AND DISADVANTAGE

A group attack is only made with advantage or disad-
vantage if all the minions joining the group attack have
advantage or disadvantage on the attack roll. Otherwise,
the attack is made without advantage or disadvantage.

COVER AND CONCEALMENT

If a target has cover or concealment from some but not all
minions, the GM should divide the minions into multiple
groups based on the type of cover or concealment they
have, then make a separate attack for each group.

OVERKILL DAMAGE ILLUSTRATED
Imagine a fighter is making a melee attack with a shortsword
against a lackey, and two more lackeys are within overkill
range of that attack. Each lackey is a minion with 6 hit points.
In example A, the attack hits and deals 4 piercing damage.
This kills only the targeted lackey. A successful attack against
a minion always kills the target.
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TARGET RESPONSE EFFECTS

If a group attack triggers a reaction or similar effect that
would normally affect a single attacker, such as the fire
shield or hellish rebuke spell, the target of the group attack
picks one minion who joined the attack to be affected
by the effect.

GROUP OPPORTUNITY ATTACKS

If a creature provokes an opportunity attack from more
than one minion of the same stat block at a time and those
minions have a melee group attack action, the minions
can each use their reaction to join a group attack as an
opportunity attack.

OPTIONAL RULE:
GROUP SAVING THROWS

Though minions often make saving throws individually,
there are times when rolling individual saving throws for
each minion could slow down the fight, like when a cleric
surrounded by eighteen shade minions uses Turn Undead.
When many minions with the same stat block need to
make a saving throw against the same effect at the same
time, you can make one saving throw for a group of up
to five minions at a time. All minions in a group use the
result of the saving throw.
For instance, if thirty-four goblin minions need to make
a saving throw against a Ahypnotic pattern spell, the minions

would make a total of seven saving throws against the spell:

six for thirty minions divided into six groups of five, and
one more save for the remaining group of four minions.

OPTIONAL RULE: TOUGH MINIONS

Minions of a higher challenge rating, such as fire giants,
make for powerful foes. Consequently, it could break the
game’s verisimilitude for an NPC commoner to kill such
a minion with a single attack. To keep minions believable,
you can use the following rule.

In example B, the attack is a critical hit and deals 13 pierc-
ing damage. This kills the targeted lackey with 7 overkill dam-
age remaining, which spreads to the other minions within the
fighter's overkill range. So a second lackey within 5 feet of the
fighter takes 6 piercing damage and dies, leaving 1 overkill
damage remaining. The third lackey takes that last point of
overkill damage and dies.

M M
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Example B
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When a mi s challenge rating is at least 6 higher use the minion’s listed challenge rating as normal. For
than an NPC’s challenge rating, that NPC’s actions and instance, a Sth-level cleric can affect Undead creatures
traits affect a minion as if they didn’t have the Minion trait, with a challenge rating of 1/2 or lower with their Destroy
reducing the minion’s hit points like a normal creature Undead feature—so this feature can affect rotting zombie
instead of automatically dropping them to 0. minions (CR 1/4) but not shade minions (CR 1).

This rule shouldn’t be applied to player characters—

MINION BANDS
SPECIAL TRAITS A combat encounter with more than five minions per
character can become deadly if all minions act on the same
turn—the characters cut down minion hordes on their
turns but then suffer massive damage as a sea of minions
pour down on them. While many groups like this challenge,
you have the option to divide the minions into different
bands that act on different initiative counts. If you do this,
C HALLENGE RATI NGS minions can only join group attacks with minions in the
same band. At the start of a new round, two or more bands
of minions can reorganize into one band, acting on the
lowest initiative count of the bands that combined.

If you divide minions into bands, be sure to distinguish
which minions belong together. For gridded combat, you
could use a colored marker for each miniature. In a theater
of the mind encounter, try group descriptors like “zombie
dwarves” and “zombie elves

they’re heroes who can always kill a minion in one hit.

i

Many minions have traits that give them strength in num-
bers but become less powerful as their allies are defeated.

"
\
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For example, an enemy their turn within 5 feet
of three or more goblin lackeys must succeed on a saving
throw or take damage from the lackeys’ Tiny Stabs trait.

<

Minions have a challenge rating just like any other creature.

.

However, their experience point value depends on their
challenge rating, as shown on the Minion Encounter
Building table. Aside from their damage output, the

.

Minion trait, and their experience point value, a minion’s

~—

statistics are on par with a standard creature of the same

e
%

EEK

challenge rating.
When the rules reference a challenge rating, such as
the polymorph spell or the cleric’s Destroy Undead feature,

R







JAGGED EDGE HIDEAWAY

Optimized for Five 2nd-Level Characters

CONTENT WARNING: SPIDERS
Marrowgnaw is a really big spider! If you or any players in

your group don'’t enjoy descriptions of skittering spiders,
you don't need to go into detail while narrating scenes
with the creature. You could also turn the war spider
into another creature, like a war lizard with sticky saliva.
A bucket of spiders also serves as a trap in area G9. You

can similarly reflavor this trap.
L= =l

QUEEN BARGNOT, SCOURGE OF THE HIGH ROAD, LEADS THE
Jagged Edge Bandits in pillaging caravans. Before her
rise, the goblins struggled, attacking only the weakest
travelers in unorganized strikes. When she killed her boss
and became the band’s self-proclaimed queen, every-
thing changed.

The Jagged Edges dug a sprawling network of tunnels
in the soft earth beneath the High Road. Secret entrances
allow the goblins to make coordinated strikes and disappear
before their victims can organize against them. Jagged
Edge Hideaway contains the bandits’ living quarters, pets,
prisoners, and ill-gotten gains.

GOBLINS

Like all humanoid ancestries, there are many different gob-
lins and goblin cultures, each with their own ideals. Known
to themselves as rogabrin, meaning “more of us” in their
language, goblins are one of the most numerous human-
oids in the world. They can be found in every environment
humans occupy and places many others avoid, like deep
cave systems.

Their proportionally long arms and prehensile toes
make them equally well adapted to arboreal environments.
Goblins live comfortably in treetop cities and subterra-
nean environments with stalactites, ledges, and chasms.
Others prefer to dwell in tight-knit neighborhoods of
diverse cities.

Those goblins who cross swords with adventuring heroes
are the worst of the bunch, thieves and murderers shunned
by their own people and driven to live on society's

outskirts.
B a

HIDEAWAY STORY HOOKS

You can use one of the following story hooks to integrate
this lair into an adventure:

Bandit Attack. While the characters traverse the High
Road, a group of Jagged Edge Bandits, consisting of
ten goblin lackeys, a goblin sniper, and a goblin
warrior, attacks. If the characters defeat the bandits,
the party can track the goblins back to the hideaway
without an ability check.

Friends of Toblobb. One of the characters is friends
with Toblobb (see area G7). Toblobb’s mother, Morba,
reaches out to the character. Morba knows Toblobb
went to confront the Jagged Edge Bandits and the
young goblin never returned. The mother begs the
characters to find her child, offering them a potion of gas-
eous form as a reward for bringing Toblobb back to her.

Merchant’s Request. Fenrir Whipp, a human cooper
and the leader of the High Road Guild of Merchants,
puts out a bounty on Queen Bargnot. The merchant
offers 500 gp to any band of adventurers who can
capture or kill the bandit queen.

HIDEAWAY FEATURES

Unless otherwise noted, each area of Jagged Edge
Hideaway has the following features:

Ceilings. The dirt ceilings are 15 feet high, and creatures
with a climbing speed can climb upside down on them
without needing to make an ability check.

Dirt Walls. A creature without a climbing speed or
climbing equipment can climb the packed-dirt walls
of the hideaway with a successful DC 12 Strength
(Athletics) check. If a creature fails this check by 5 or
more, they fall while attempting to climb, taking 1d6
bludgeoning damage per 10 feet fallen. A creature can
use a shovel or other digging equipment to dig out a
5-foot-cube section of a wall with 5 minutes of work.
Multiple creatures working together decrease the time
proportionally.

Doors. Heavy oak doors stand in doorways 8 feet high.
The doors have no locks.

INlumination. Lanterns hang from the ceilings of all
areas. The bandits keep the lanterns burning low,
shedding only dim light.

Noise. The hideaway’s solid doors and dirt walls muffle
sound. Creatures in an enclosed area can’t hear
creatures outside that area.

Secret Doors. Each bandit knows the location of the
secret doors in the hideaway. Any creature who has
a passive Wisdom (Perception) score of 14 or higher
spots the outline of these doors, as does a creature who
searches the area and succeeds on a DC 14 Intelligence
(Investigation) check.
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JAGGED EDGE HIDEAWAY MAP

1square = 5 feet
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BANDITS

Bandits in the Jagged Edge hideout attack intruders as
soon as the bandits notice them. The goblins make use

of their Crafty trait to engage in hit-and-run tactics and
escape melee confrontations with dangerous foes. Goblins
who are clearly losing flee for their lives and escape the lair
by the most direct route.

Captured Bandits. A character who succeeds on a
DC 13 Charisma (Deception, Intimidation, or Persuasion)
check convinces a captured or cornered bandit to give up
one of the following pieces of information:

e The location of one of the secret passages connecting
area G4 to G7 or area G7 to G9.

* The location of a trap in area G2.

* The existence of the war spider in area G4.

* The location of the treasure in area G7.

e The location of Queen Bargnot in area G9.

Defeated Characters. If the bandits defeat the
characters, the Jagged Edges don’t kill them. Instead,
the bandits lock them in cages and store their equipment
in area G7.

RESTING IN THE HIDEAWAY

Provided the characters first deal with any enemies in
that area, they can safely take short rests in areas G1, G3,
G4, G6, and G7, and long rests in areas G1, G3, and G4.
Otherwise, if the characters attempt to rest, there is a

50 percent chance four goblin warriors interrupt them
halfway through their rest.

ENTERING THE HIDEAWAY

If the characters search the High Road for entrances to the
lair, a successful DC 12 Intelligence (Investigation) check
reveals one of the seven hidden, moss-covered trapdoors
leading to area G2 or G3. Alternatively, a character who
succeeds on a DG 12 Wisdom (Survival) check finds goblin
footprints that lead to and reveal one of these trapdoors.

False Entrance. The goblins have placed a decoy
trapdoor leading to a dead-end trap in area G1. This trap-
door is purposefully easy to find. A character who searches
the High Road and succeeds on a DC 8 Intelligence
(Investigation) check notices this poorly hidden trapdoor.
If the party also noticed the other trapdoors, they observe
that this one isn’t hidden nearly as well as the others, and
it has very few goblin tracks around it.

Scouting Party. If the party fails to find a real
entrance to the lair and they don’t learn about one from
any goblins who investigate the collapsed tunnel in area
G1, the character with the highest passive Perception spots
three goblin warriors and one goblin sniper leaving the
hideaway via a trapdoor from area G2. These goblins are
heading out to scout for merchants to rob.

JAGGED EDGE HIDEAWAY AREAS

The following areas are keyed to the Jagged Edge
Hideaway Map.

G1. DEAD-END TUNNEL
The dead-end tunnel has the following features:

* “The entrance opens into a tunnel that slopes gently
down. Its earthen walls are supported with vertical
wooden beams. At the end of the tunnel stands a dirt-
stained wooden door.”

* (Secret) Opening the false door at the end of the tunnel
activates a trap that collapses the tunnel.

Collapsing Tunnel. A character who succeeds on a
DC 13 Wisdom (Perception) check notices that an unusual
series of planks connect the doorframe to each of the
tunnel’s support beams. If a character investigates the door
and succeeds on a DC 13 Intelligence (Investigation) check,
they determine a solid dirt wall lies beyond it.

If a creature pulls on the door to open it, the door tum-
bles out of its frame and all the wood beams attached to it
fall, causing the tunnel’s ceiling to collapse. Each Medium
or smaller creature in the tunnel when it collapses must
make a DC 12 Dexterity saving throw. On a failed save, a
creature takes 7 (2d6) bludgeoning damage and becomes
restrained in 3 feet of dirt. On a successful save, a creature
takes half as much damage and isn’t restrained. A creature
can use their action to make a DC 10 Strength check,
and on a success, they free themself or another creature in
reach who is restrained in this way.

When the tunnel collapses, the entire ceiling falls in and
exposes the tunnel to the surface. Two rounds later, three
goblin warriors and one goblin sniper arrive from an
entrance tunnel (area G2) to investigate. If captured, they
freely reveal one of the entrances to area G2 or G3, in addi-
tion to any other information the party coaxes out of them.

G2. ENTRANCE TUNNELS
The hideaway’s six main entrance tunnels sit on either side
of the High Road. Each tunnel has the following features:

e “This circular shaft sinks 30 feet into the earth, leading
down to a tunnel with hazy light. Its dirt wall is marred
with little holes.”

* (Secret) A dirt-covered canvas conceals a pit at the end
of the tunnel, opposite the entrance shaft.

Entrance Shaft. The entrance shaft has no ladder or
other means of climbing. A character who succeeds on a
DC 10 Wisdom (Survival) check recognizes that the holes
in the shaft are created by goblin fingers and toes.

Pit Trap. The goblins avoid the pit trap by climbing
the tunnel ceiling and walls. A character who succeeds on a
DC 12 Wisdom (Perception) or Intelligence (Investigation)
check notices there are no footprints in the dirt over the
trap. If this check result is 14 or higher, the character also
notices the canvas covering the pit’s entrance.
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The pit has a 5-foot-square opening and is 10 feet deep.
The bottom of the pit is lined with rusty iron pots.

When a Small or larger creature steps on the canvas,
it collapses and the creature falls into the pit below it with
a clatter, taking 3 (1d6) bludgeoning damage and landing
prone. If any creatures are in the adjacent area (G4 or G5),
they hear this noise and arrive to investigate.

G3. WAR SPIDER ENTRANCE
This wide entrance tunnel sits on one side of the High
Road. It has no light sources and the following features:

e “This wide entrance shaft sinks 30 feet into the earth.
At the bottom, its floor is illuminated only by what light
seeps in from outdoors.”

* “Webs as thick as rope line the shaft, and a foul scent
of decay wafts up from the tunnel.”

Entrance Shaft. Characters can use the webs to
climb down the shaft without needing to make a check (see
“Climbing Webs”). If they attempt to avoid touching the
webs while climbing down the shaft, they must succeed on
a DG 12 Dexterity (Acrobatics) check to do so. On a failed
check, the creature must choose between grabbing onto a
web or falling to the bottom of the shaft. A creature who
chooses to fall takes 10 (3d6) bludgeoning damage and
lands prone.

Climbing Webs. These webs are far less sticky than
the prey-snaring webs they connect to in area G4, and
creatures can safely climb them without impediment.
Marrowgnaw, the war spider in that area, uses the webs
in this shaft to climb to the surface when she’s needed in
battle. They allow her to move at full speed as she squeezes
through this area.

If a creature touches or damages these webs, it alerts
Marrowgnaw. She climbs up to the ceiling of area G4 and
hides in the darkness to ambush them when they enter
that area.

G4. MARROWGNAW'S CAVERN

This cave has a 25-foot ceiling and no light sources. The
characters only notice the following features if they have a
light or another way to see in the dark:

e “Sticky, thick webs crisscross over the ground.”

e “Stinking humanoid bones and bloodstained rags litter
the floor.”

* (If the characters didn’t touch the webs in area G3) “An
elephant-sized, gray-haired spider chitters her
mandibles, then she skitters up the wall on legs strapped
with bloodstained blades.”

* (Secret) If the characters touched the webs in area G3,
the spider is already hidden and the characters don’t see
her skittering up the wall.

* (Secret) A secret door opens to reveal a passage to area
G7 (see “Hideaway Features”).
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War Spider. This cave is the den of Marrowgnaw, a
war spider who the bandits keep well-fed with prisoners.
If she didn’t detect the characters before they entered the
area, they can make a DC 10 group Dexterity (Stealth)
check, sneaking through the cavern unnoticed on a success
(as long as they avoid touching the webs as described in
“Sticky Webs”).

If a creature touches or damages the webs in area G3 or
G4, this alerts Marrowgnaw to their presence, and if they
haven’t already seen her, she hides on the cave’s ceiling in
the shadows. A character who has a way to see in the dark
and a passive Wisdom (Perception) score of 12 or higher
notices Marrowgnaw in hiding. Otherwise, the characters
are surprised when she attacks.

She begins combat by using Web Spray, then wades into
the fray making Bite attacks. When Marrowgnaw only has
20 hit points remaining, she uses Trample to try to escape
through area G3.

Sticky Webs. The webs are difficult terrain. A
creature who enters a webbed area for the first time on
a turn or starts their turn there must make a DC 10
Dexterity (Acrobatics) check. On a failed check, their
speed is reduced to 0 until the end of their next turn and
Marrowgnaw is alerted to their location. On a successful
check, they avoid touching the webs in that area.

Dealing fire or slashing damage to a web destroys a
5-foot-square section.

Treasure. A character who takes 10 minutes to search
the rags on the chamber’s floor finds a potion of healing,
three gold teeth (worth 2 gp each), and a belt pouch
containing 210 cp, 55 sp, and 16 gp.

G5. LIVING QUARTERS
This room has the following features:

* (If a character fell into a pit trap in area G2 that is connected
to this area, these goblins may have already engaged the party
in combat.) “A small, robed figure and a muscle-bound
goblin carrying an axe twice her size lead ten bandits
in sparring exercises.”

* “Bedrolls and backpacks lie neatly on the floor around
the cave’s perimeter.”

Goblins. Forcan (a goblin cursespitter) and Ulgna (a
goblin spinecleaver) train a group of ten goblin lackeys.
When they notice the party, Ulgna attempts to shove any
character who is next to a pit into that trap (see area G2),
then she switches to Greataxe attacks. Forcan hurls hexes
while moving toward the skitterling den (area G8) to stir up

those creatures; if he can, he then moves to the throne room
(area G9) to warn Queen Bargnot of intruders. If Forcan
reaches the queen, she prepares an ambush in area G9

with Forcan and her guards. ;

Treasure. The backpacks around the room hold
a total of thirty-six rations, five silvered arrows, 90 cp,
23 sp, and 8 gp.




Gé6. GUARD PosT
This room has the following features:

* “Raucous laughter and the smell of strong liquor fills
this small chamber. Three bantering goblins sit on
the dirt floor, rolling bright green dice and gambling
copper pieces.”

* “A barrel at the north end of the room is labeled,
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‘Brimshire’s Best.

Goblin Party. Morky (a goblin assassin) is beating
Norrica (a goblin underboss) and Skelver (a goblin
warrior) in a dice game. All three are drunk and consid-
ered poisoned. They’re supposed to watch the door to the
prison (area G7), but are absorbed in their game, jokes, and
liquor. A character can sneak by them with a successful
DC 11 Dexterity (Stealth) check.

Explosive Alcohol. A character who is proficient with
brewer’s supplies or who succeeds on a DC 15 Intelligence
(History) check knows Brimshire’s Best is a whiskey with
explosive potential. If the barrel or its contents take fire
damage, the barrel explodes and each creature within
10 feet of it must make a DC 13 Dexterity saving throw,
taking 9 (2d8) fire damage on a failed save, or half as much
damage on a successful one.

Treasure. There are 27 cp on the ground, along with
a dice set carved from bright green teeth that glow in the
dark (worth 3 gp).

G7. PRISON AND STORAGE
This room has the following features:

* “Three 6-foot-tall iron cages stand at the north end of
the room. Two are empty, but the centermost contains a
thin goblin wearing filthy clothing.”

* “On the east and west walls of the room, crates stand
piled up to the ceiling, emblazoned with the marks of
various merchants.”

* (Secret) Two secret doors open to reveal passages to
areas G4 and G9 (see “Hideaway Features”).

Cages. The cages are locked, and Queen Bargnot (in
area G9) holds their key. A character can force a cage open
with a successful DC 18 Strength check, or they can pick a
cage’s lock with a successful DG 15 Dexterity check using
thieves’ tools. A cage door has AC 19, 18 hit points, and
immunity to poison and psychic damage.

Prisoner Toblobb. The prisoner is Toblobb, a goblin
adventurer. They dislike the Jagged Edges for giving gob-
lins a bad name. Toblobb scouted the High Road for the
bandits’ hideaway, but the Jagged Edges found Toblobb
first. The bandits plan to feed Toblobb to Marrowgnaw.

Toblobb begs for freedom when they notice the char-
acters, offering to aid in the fight against Queen Bargnot.

If freed, Toblobb is a goblin sneak who stays with the
group for the duration of their time in the lair. At the GM’s
discretion, Toblobb can choose to join the party for a
longer period.

Toblobb knows about both of the room’s secret passages,
but they don’t know where the passages lead.

Treasure. Toblobb’s equipment is in the crate nearest
them. The other crates contain Queen Bargnot’s treasure
hoard. See “Queen Bargnot’s Hoard” for more information.

G8. SKITTERLING DEN
This room has the following features:

o (If the skitterlings have already been stirred up to attack the
characters, they aren’t in this room.) “Scores of winged
rodents with six legs cling to the dirt ceiling, chittering
to each other.”

* “Foul-smelling guano covers the floor.”

Skitterlings. A swarm of skitterlings clings to the
ceiling here, eager for violence. A Jagged Edge bandit
who enters this room can use their action to stir up the
skitterlings, who then fly through the complex in search of
intruders.

Each character who enters the area while the skitterlings
are at rest must succeed on a DC 11 Dexterity (Stealth)
check to avoid disturbing them. Alternatively, a character
can befriend the swarm by succeeding on a DC 11 Wisdom
(Animal Handling) check, made with advantage if the
character offers food. A befriended swarm does not attack
any of the characters.

Guano. When a creature who isn’t a Jagged Edge
bandit or skitterling starts their turn in this area, they
must succeed on a DC 12 Constitution saving throw or
be poisoned until the start of their next turn.

G9. THRONE ROOM
This room has the following features:

* “On the east side of the room, a 5-foot-tall wooden
platform stands on wooden legs. Atop it, a goblin with
long white hair and a jeweled crown sits on her throne.
On each side of her stands a goblin warrior.”

* “At the west end of the room, a table holds a map of the
High Road, scribbled with notes in Goblin.”

* (Secret) A goblin sniper hides in the shadows under
the platform.

* (Secret) If Forcan from area G5 warned Queen
Bargnot of intruders, a rusty iron bucket of spiders sits
on the doorway into this area (see “Spider Bucket”),
Forcan hides under the platform with the sniper, and all
goblins have actions readied to attack intruders on sight.

* (Secret) A secret door opens to reveal a passage to area
G7 (see “Hideaway Features”).

Goblins. Queen Bargnot is flanked by two goblin
warriors and protected by a hidden goblin sniper under
the platform (possibly accompanied by Forcan the goblin
cursespitter from area G5). Any character who has a
passive Wisdom (Perception) score of 15 or higher notices
all hidden goblins.

Queen Bargnot allows her warriors to wade into the
fray while she makes Shortbow attacks. If cornered, she
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makes Shortsword attacks. When she uses her Get in Here
bonus action, goblin lackeys can appear from area G7

or G8 or from hiding spaces, shadows on the ceiling, or
beneath the platform or table.

If her defeat is imminent, Queen Bargnot asks for
parley and offers the characters all the goods in area G7 in
exchange for her freedom (see “Queen Bargnot’s Hoard”).
If the characters refuse, she resumes the attack, fighting
bitterly to the death.

Platform. Medium creatures must squeeze to move
under the platform. Small and Tiny creatures can move
under it freely. The platform has AC 15, 27 hit points, and
immunity to poison and psychic damage. If the platform
is destroyed, each creature on and under it takes 3 (1d6)
bludgeoning damage.

Spider Bucket. If Forcan reached the queen with a
warning, a bucket containing spiders has been rigged to sit
above the door leading from area G8. The first creature to
enter this room through that door knocks down the bucket
and must make a DC 12 Dexterity saving throw. On a
failed save, the spiders swarm the target, and the target
takes 2 (1d4) bludgeoning damage plus 2 (1d4) piercing
damage before the spiders scurry away.

Map. The map on the table contains notes about
previous and upcoming robberies. The characters can use
this map to return the goods from area G7 to their owners.
At the GM’s discretion, the map might be marked with
other creature lairs.

Treasure. Queen Bargnot wears a silver crown set with
small moonstones (worth 125 gp) and carries a goblet made
from a halfling skull (worth 70 gp).

QUEEN BARGNOT'S HOARD

Queen Bargnot’s treasure hoard is contained in crates in
area G7 of her lair. Her hoard was stolen from merchants
she robbed, and she isn’t fully aware of its contents.

The hoard contains the following items:

* Bag of holding that contains a potion of climbing, a spell
seroll of cure wounds, a spell scroll of lesser restoration,
and a glowing poison recipe (see below)

*  Monocle of secrets (see below)

* 5 silvered arrows

e 250 pounds of flour (worth 5 gp)

* 10 pounds of ginger (worth 10 gp)

* 200 pounds of salt (worth 10 gp)

* 5 pounds of cloves (worth 15 gp)

* 200 pounds of iron bars (worth 20 gp)

* 3 pounds of saffron (worth 45 gp)

* 10 square yards of linen (worth 50 gp)

* 193 cp, 110 sp, and 83 gp

GLOWING POISON RECIPE

Injury Poison

This one-page recipe is written in fine calligraphy on a
sheet of clean white parchment. If you are proficient with
alchemist’s supplies or a poisoner’s kit, you can make a
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RETURNING THE HOARD

If the characters wish to return the items the Jagged Edge
Bandlits stole to their rightful owners, the merchants who
own the flour, salt, ginger, cloves, iron, saffron, and linen
give the characters a reward equal to half the value of

the items, or the full value of the items if the characters
defeated Queen Bargnot. The owners of the magic items,
poison recipe, silvered arrows, and coins were killed by the
Jagged Edges, so the characters can keep those items for
themselves.

dose of this poison with raw materials worth 250 gp and
1 hour of uninterrupted work.
A creature subjected to this poison must succeed on
a Coonstitution saving throw or be poisoned for 8 hours.
The DC for this saving throw equals 8 + your Intelligence
modifier + your proficiency bonus. While poisoned in this
way, a creature sheds bright green light in a 10-foot radius
and dim light for an additional 10 feet. Any attack roll
against the poisoned creature has advantage if the attacker
can see them, and the affected creature can’t benefit from
being invisible or hide from creatures who can see.
Additionally, the creature leaves a glowing green trail
whenever they move. The trail lasts until the creature is
no longer poisoned.

MONOCLE OF SECRETS
Wondrous Item, Uncommon

While you wear this gold-rimmed monocle, you have

advantage on ability checks made to find secret doors
and traps.

Additionally, you can use an action while holding a
mundane object to learn that object’s exact value, the
materials used to create it, and whether it is genuine or
counterfeit.

Monocle
of Secrets

N/
-
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JAGGED EDGE HIDEAWAY STAT BLOCKS
The following stat blocks appear in the lair.

GOBLIN TACTICS

Goblins benefit from fighting in environments with features
to climb on and hide behind, like trees and pillars. The
Crafty trait means melee-focused goblins can run into
combeat, attack, then regroup with their allies. It also allows

: \I goblin minions to run past enemy warriors and surround
AVA their spellcasting foes to make use of their Tiny Stabs

K } trait. Goblins who fight at range climb for better sightlines
N | and defense.

{

! o | If clearly losing a battle, goblins typically don't stick
OO0 around and fight to the last warrior. Instead, they flee to
Ma untamed wilderness and tight tunnels, utilizing their natural
| agility to run and hide from threats. Goblins who escape

) with their lives take time to lick their wounds then gather
more allies and rush back to face the threat with fresh,
overwhelming numbers.

Goblin
Assassin

GOBLIN ASSASSIN
Small Humanoid (Goblin), Any Alignment 100 XP

CR 1/2 Ambusher

Armor Class 15 (studded leather)
Hit Points 16 (3d6 + 6)
Speed 30 ft., climb 20 ft.

STR . DEX CON = INT @ ~WISY i EHA
8(=1) 16(+3)  14(+2)  10(+0). ‘10/(+0) =Bl

Skills Stealth +7

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Proficiency Bonus +2

Backstab. When the assassin has advantage on their attack
roll against a creature who isn't a Construct or an Undead,
their attacks deal an extra 3 (1d6) damage and inflict a bleed-
ing wound on the target that lasts until the bleeding creature
regains at least 1 hit point. A bleeding creature loses 2 hit
points for each bleeding wound they have at the start of their
turn. Any creature who can reach the target can use an action
to stanch all the target's wounds, ending the effect.

Crafty. The assassin doesn't provoke opportunity attacks
when they move out of an enemy’s reach.

ACTIONS

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

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 + 3) pierc-
ing damage.

Summon Shadows (1/Day). A 10-foot-radius sphere of
magical darkness emanates from a point the assassin can see
for 1 minute. The darkness spreads around corners. Except
for the assassin, a creature with darkvision can't see through
this darkness, and mundane light can't illuminate it. At the
start of their turn, the assassin can move the darkness up to
30 feet to a point they can see (no action required). If the
assassin takes damage, the effect ends.

BONUS ACTIONS

Sneak. The assassin takes the Hide action.

Strike first, strike hard, grab what you
can, and then disappear into the shadows.
If you can’t find a shadow, don’t worry.
Morky will make one for you.

QUEEN BARGNOT




GOBLIN CURSESPITTER CR 1 Controller
Small Humanoid (Goblin), Any Alignment 200 XP

Armor Class 15 (leather armor, shield)
Hit Points 27 (5d6 + 10)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
8(-1) 14(+2) 14(+2) 10(+0) 10(+0) 15(+2)

Saving Throws Wis +2

Skills Stealth +4

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Proficiency Bonus +2

Crafty. The cursespitter doesn't provoke opportunity attacks
when they move out of an enemy’s reach.

ACTIONS

Toxic Touch (Cantrip). Melee or Ranged Spell Attack: +4 to
hit, reach 5 ft. or range 30 ft., one target. Hit: 7 (2d6) poison
damage, and the target must succeed on a DC 12 Constitu-
tion saving throw or be poisoned for 1 minute (save ends at
end of turn).

Brittle Bone Hex (Cantrip). The cursespitter chooses one
creature they can see within 60 feet of them. The target’s
bones are wracked with pain until the end of their next turn.
The first time the target willingly moves or uses an action, a
bonus action, or a reaction before then, they must succeed
on a DC 12 Constitution saving throw or take 9 (2d8)
necrotic damage.

To Me! The cursespitter chooses up to two willing crea-
tures they can see within 30 feet of them. Each creature
is teleported to an unoccupied space within 5 feet of the
cursespitter.

Dizzying Hex (2/Day; 1st-Level Spell). The cursespitter
chooses one creature they can see within 60 feet of them.
The target must make a DC 12 Wisdom saving throw. On a
failed save, the target falls prone and can't stand back up for
1 minute (save ends at end of turn).

REACTIONS

Cowardly Commander. When a creature the cursespit-
ter can see hits them with an attack, the cursespitter

chooses a willing ally within 5 feet of them. The attack hits
the ally instead.
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GOBLIN LACKEY CR 1/4 Minion
Small Humanoid (Goblin), Any Alignment 10 XP

Armor Class 14 (leather armor, shield)
Hit Points 6
Speed 30 ft., climb 20 ft.

CHA [AY

STR DEX CON INT WIS (
8(-1) 13(+1) 10(+0) 10(+0) 8(-1) 8(-1) | o2
Senses darkvision 60 ft., passive Perception 9
Languages Common, Goblin
Proficiency Bonus +2 & 7
Crafty. The lackey doesn't provoke opportunity attacks \

when they move out of an enemy’s reach.

Minion. If the lackey takes damage from an attack or as the A
result of a failed saving throw, their hit points are reduced to { >
0. If the lackey takes damage from another effect, they die 1 {
if the damage equals or exceeds their hit point maximum; AY
otherwise they take no damage.

Tiny Stabs. If an enemy starts their turn within 5 feet of
three or more lackeys who can see them, the enemy must
succeed on a Dexterity saving throw or take 1 piercing dam-
age for each lackey within 5 feet. The DC for this saving throw
equals 10 + the number of lackeys within 5 feet of the enemy.

ACTIONS

Dagger (Group Attack). Melee or Ranged Weapon
Attack: +3 to hit, range 20/60 ft., one target. Hit:
1 piercing damage.

Goblin
Cursespitter



GOBLIN SNEAK
Small Humanoid (Goblin), Any Alignment

Retainer

Armor Class 15 (medium armor)

Hit Points Seven times their level (number of d8 Hit Dice
equal to their level)

Speed 30 ft., climb 20 ft.

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

Saving Throws +PB to all

X
.

) ! Skills Acrobatics +3 plus PB, Stealth +3 plus PB

_ Senses darkvision 60 ft., passive Perception 10
e | Languages Common, Goblin
) Proficiency Bonus (PB) equals the mentor’s bonus

Signature Attack (Daggers). Melee or Ranged Weapon
Attack: +3 plus PB to hit, reach 5 ft. or range 20/60 ft., one
target. Hit: 2d4 plus PB piercing damage. Beginning at 7th
level, the sneak can make this attack twice, instead of once,
when they take the Attack action on their turn.

FEATURES

3rd Level: Weaving Knives (3/Day). As an action, the sneak
moves up to their speed without provoking opportunity
attacks. Before, during, or after the move, they can make

1 ) ’ two signature attacks.

5th Level: Sneak and Stab (3/Day). As a bonus action, the
/ | sneak takes the Hide action. If the sneak hits a creature they
are hidden from with an attack on the same turn, the creature

e takes an extra PBd10 piercing damage, and the sneak can

immediately take the Hide action (no action required).

7th Level: Poisoned Blade (1/Day). As a bonus action,

the sneak covers a dagger in a special poison, which lasts

for 1 hour or until the sneak hits a creature with a signature
attack. A creature hit with the poisoned dagger must make

a DC 10 plus PB Constitution saving throw. On a failed save,
the target takes PBd12 poison damage and is poisoned for

1 minute (save ends at the end of turn). On a successful save,
the target takes only half as much damage and isn't poisoned.

Look, you saved me—that’s enough to get
my knives for a day. But if you help me
stop Bargnot, we’re friends for life.

¢ ) ToBLOBB

GOBLIN SNIPER
Small Humanoid (Goblin), Any Alignment 100 XP

CR 1/2 Artillery

Armor Class 14 (leather armor)
Hit Points 13 (3d6 + 3)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
8(-1) " 16(+3)  1261) 10(+0). (12.(H) eIl

Skills Perception +3, Stealth +5

Senses darkvision 60 ft., passive Perception 13
Languages Common, Goblin

Proficiency Bonus +2

Crafty. The sniper doesn't provoke opportunity attacks
when they move out of an enemy’s reach.

Sniper. If the sniper misses with a ranged weapon attack
while they are hidden, they remain hidden. Additionally, if
the sniper hits a target with a ranged weapon attack while
they have advantage on the attack roll, the attack deals an
extra 3 (1d6) damage.

ACTIONS

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 5 (1d4 + 3) pierc-
ing damage.

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

BONUS ACTIONS

Sneak. The sniper takes the Hide action.

Goblin
Sniper

1
"




GOBLIN SPINECLEAVER
Small Humanoid (Goblin), Any Alignment

CR 1 Brute
200 XP

Armor Class 14 (hide armor)
Hit Points 33 (6d6 + 12)
Speed 30 ft., climb 20 ft.

STRZ DEX .CON . INT WIS CHA
(GG I22)  14(+2). 10(+0) 10(+0) - 8(-1)

Saving Throws Con +4

Skills Athletics +5

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Proficiency Bonus +2

Crafty. The spinecleaver doesn’t provoke opportunity
attacks when they move out of an enemy’s reach.

Strong Grip. Wielding a heavy weapon doesn't impose
disadvantage on the spinecleaver's attack rolls.

ACTIONS

Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 9 (1d12 + 3) slashing damage.

Handaxe. Melee or Ranged Weapon Attack: +5 to hit, range
20/60 ft., one target. Hit: 6 (1d6 + 3) slashing damage.

REACTIONS

Tricksy Warrior. When a creature within 5 feet of the spine-
cleaver misses them with an attack, the spinecleaver can make
a melee attack against the creature with disadvantage.

Goblin

Spinecleaver

GOBLIN UNDERBOSS
Small Humanoid (Goblin), Any Alignment

CR 2 Support
450 XP

Armor Class 17 (studded leather, shield)
Hit Points 36 (8d6 + 8)
Speed 30 ft., climb 20 ft.

STR DEX CON INT WIS CHA
10(+0) 16(+3) 13(+1) 12(+1) 12(+1) 10(+0)

Saving Throws Dex +5, Wis +3

Skills Insight +3, Intimidation +2, Stealth +5
Senses darkvision 60 ft., passive Perception 11
Languages Common, Goblin

Proficiency Bonus +2

Crafty. The underboss doesn't provoke opportunity attacks
when they move out of an enemy’s reach.

ACTIONS

Multiattack. The underboss makes two Shortsword attacks
or two Shortbow attacks. They can replace one attack with a
use of Command.

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

Shortbow. Ranged Weapon Attack: +5 to hit, range
80/320 ft., one target. Hit: 6 (1d6 + 3) piercing damage.

Command. The underboss chooses one ally they can see
within 30 feet of them. If the target can hear the underboss,
the target can use their reaction to move up to their speed or
make one weapon attack.

BONUS ACTIONS

Get Reckless (Recharge 6). Each willing ally within 30 feet of
the underboss who can hear them becomes reckless until the
start of the underboss's next turn. While reckless, a creature
has advantage on attack rolls, and attack rolls against the
creature have advantage.

REACTIONS

Cowardly Commander. When a creature the underboss can
see hits them with an attack, the underboss chooses a willing
ally within 5 feet of them. The attack hits the ally instead.

.
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GOBLIN WARRIOR CR 1/4 Skirmisher

Small Humanoid (Goblin), Any Alignment 50 XP
Armor Class 15 (leather armor, shield)
Hit Points 9 (2d6 + 2)
Speed 30 ft., climb 20 ft.
STR DEX CON INT WIS CHA
EEE o) 2(:1) . 10(:0) 10(G0) 8(-1)

Skills Acrobatics +4, Stealth +4

Senses darkvision 60 ft., passive Perception 10
Languages Common, Goblin

Proficiency Bonus +2

Crafty. The warrior doesn't provoke opportunity attacks
when they move out of an enemy's reach.

ACTIONS

Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1dé6 + 2) piercing damage.

Shortbow. Ranged Weapon Attack: +4 to hit, range
80/320 ft., one target. Hit: 5 (1d6 + 2) piercing damage.

REACTIONS

Fleet Foot. When a creature within 5 feet of the warrior
misses them with a melee attack, the warrior can move up
to half their speed.

Skitterling

SWARM OF SKITTERLINGS

CR 2 Soldier
Medium Swarm of Tiny Beasts, Unaligned 450 XP
Armor Class 13
Hit Points 36 (8d8)
Speed 30 ft., fly 60 ft.
STR DEX CON INT WIS CHA
10(+0) 16(+3) 10(+0) 3(-4) 12(+1) 5(-3)

Damage Resistances bludgeoning, piercing, slashing

Condition Immunities charmed, dazed, frightened,
grappled, paralyzed, petrified, prone, restrained, stunned

Senses darkvision 60 ft., passive Perception 11

Languages —

Proficiency Bonus +2

In Your Face. While the swarm occupies an enemy's space,
that creature has disadvantage on attack rolls made against
any target other than the swarm and takes 3 (1dé) slashing

damage if they attack a creature other than the swarm.

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening
large enough for a Tiny skitterling. The swarm can't regain
hit points or gain temporary hit points.

ACTIONS

Claws. Melee Weapon Attack: +5 to hit, reach 0 ft., one
target in the swarm's space. Hit: 14 (4d6) slashing damage,
or 7 (2d6) slashing damage if the swarm has half of their
hit points or fewer. The target must succeed ona DC 10
Constitution saving throw or be blinded until the start

of their next turn. Creatures who are immune to poison
damage or the poisoned condition succeed on this saving
throw automatically.

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES

SKITTERLING

A six-legged, winged rodent the size of a housecat, a
skitterling moves their clawed feet as they fly, appearing
to scurry through the air. Goblins train these pets to claw
at the faces of enemies, as their feet secrete a toxin that
causes temporary blindness.

Skitterlings make excellent little
guardians, but they leave quite the mess.
Make sure they’re fed. If not, you'll become
the next mess they make.

QUEEN BARGNOT




QUEEN BARGNOT
Small Humanoid (Goblin), Neutral Evil

CR 3 Leader
700 XP

Armor Class 17 (studded leather, shield)
Hit Points 54 (12d6 + 12)
Speed 30 ft., climb 20 ft.

STR DEX' .CON . INT WIS  CHA
(OGO 7(+3), 13(+1) 14(+2)  12(+1) 13(+1)

Saving Throws Dex +5, Wis +3

Skills Insight +3, Intimidation +3, Perception +3, Stealth +5
Senses darkvision 60 ft., passive Perception 13
Languages Common, Goblin

Proficiency Bonus +2

Crafty. Queen Bargnot doesn't provoke opportunity attacks
when she moves out of an enemy’s reach.

Take My Pain (3/Day). When Queen Bargnot fails a saving
throw against a spell or other supernatural effect, she can
choose a willing creature within 30 feet of her. Queen Bargnot
succeeds on the saving throw, the creature is targeted with the
same spell or effect as if they were in her space, and they fail
their saving throw automatically.

ACTIONS

Multiattack. Queen Bargnot makes three Shortsword attacks
or two Shortbow attacks.

Shortsword. Melee Weapon Attack: +5 to
hit, reach 5 ft., one target. Hit: 6 (1d6 + 3)
piercing damage.
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Shortbow. Ranged Weapon Attack: +5 to hit, range 80/320 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage.

BONUS ACTIONS

Get In Here. Queen Bargnot shouts for aid and 1d4 goblin
lackeys appear in unoccupied spaces within 60 feet of her.

REACTIONS

No Dying! When an ally Queen Bargnot can see within
30 feet of her is reduced to 0 hit points, they are reduced
to 1 hit point instead.

VILLAIN ACTIONS

Queen Bargnot has three villain actions. She can take each
action once during an encounter after an enemy'’s turn.
She can take these actions in any order but can use only
one per round.

Action 1: What Are You Waiting For?! Each ally within
60 feet of Queen Bargnot who can hear her can move up
to their speed or make a melee weapon attack (no action
required).

Action 2: Focus Fire. Queen Bargnot chooses an enemy she
can see with 60 feet of her. Queen Bargnot and each ally
within 60 feet of her who can hear her can move up to
their speed toward the target.

Action 3: Kill! Each ally within 60 feet of Queen Bargnot who
can hear her can make a weapon attack with advantage
(no action required). If the attack hits, it deals an extra
3 (1d6) damage.

.
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SWARM OF SPIDERS CR 1/2 Controller

Medium Swarm of Tiny Beasts, Unaligned 100 XP
Armor Class 12
Hit Points 18 (4d8)
Speed 20 ft., climb 20 ft.
STR DEX CON INT WIS CHA
3(-4) 14(+2) 10(+0) 2(-4) 9(-1) 2(-4)

Damage Resistances bludgeoning, piercing, slashing

Condition Immunities charmed, dazed, flanked, frightened,
grappled, paralyzed, petrified, prone, restrained, stunned

Senses blindsight 10 ft., darkvision 30 ft., passive Perception 9

Languages —

Proficiency Bonus +2

Spider Climb. The swarm can climb difficult surfaces, includ-
ing upside down on ceilings, without needing to make an
ability check.

Swarm. The swarm can occupy another creature’s space and
vice versa, and the swarm can move through any opening large

R SPIDER

CR 3 Brute
Huge Beast, Unaligned 700 XP
Armor Class 15 (natural armor)
Hit Points 73 (7d12 + 28)
Speed 40 ft., climb 40 ft.
STR DEX CON INT WIS CHA
18(+4) 14(+2) 18(+4) 2(-4) 11(+0) 4(-3)

Senses blindsight 10 ft., darkvision 60 ft., passive
Perception 10

Languages —

Proficiency Bonus +2

Baby Burst. When the spider dies, a swarm of spiders bursts
forth from their remains and acts on the same initiative count
as the spider did.

Rider Launcher. An allied rider who jumps off the spider
has a long jump of 30 feet and a high jump of 15 feet, with or
without a running start. If an allied rider jumps off the spider,
the first melee weapon attack the ally makes on the same turn
has advantage.

Spider Climb. The spider can climb difficult surfaces, includ-
ing upside down on ceilings, without needing to make an

ability check.
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enough for a Tiny spider. The swarm can't regain hit points or
gain temporary hit points.

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

ACTIONS

Bite. Melee Weapon Attack: +4 to hit, reach 0 ft., one target in
the swarm's space. Hit: 5 (2d4) piercing damage plus 4 (1d8)
poison damage, or 2 (1d4) piercing damage plus 3 (1d6) poi-
son damage if the swarm has half their hit points or fewer.

Too Many Legs. The swarm mobs a creature in their space
and attaches to them. When the swarm takes damage other
than psychic damage, the attached creature also takes half as
much damage. The attached creature has disadvantage on
attacks against creatures other than the swarm, and attacks
against the attached creature have advantage.

While attached, the swarm can't attack another target.
The attached creature or another creature who can reach them
can shake off the swarm and detach them as an action. The
swarm can detach by spending 5 feet of their movement.

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

Wide Back. Two Small or Tiny creatures can share a space
while riding the spider, allowing up to eighteen Small or
seventy-two Tiny creatures to ride the spider at once.

ACTIONS

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hit: 11 (2d6 + 4) piercing damage plus 7 (2d6) poison damage.

Bladed Leg. Melee Weapon Attack: +6 to hit, reach 10 ft., one
target. Hit: 11 (2d6 + 4) slashing damage.

Web Spray. The spider sprays webbing from their abdomen
in a 15-foot cube. Each creature in that area must succeed on
a DC 14 Dexterity saving throw or be restrained by the web-
bing. A creature can use their action to make a DC 14 Strength
or Dexterity check, freeing themself or another creature they
can reach on a success.

Trample (Recharge 6). The spider can move up to their
speed and move through the spaces of other creatures

as if they were difficult terrain. The spider can make one
Bladed Leg attack against each creature whose space they
move into during the move. A creature hit by this attack can’t
take reactions until the start of their next turn.




HANGING TREE

Optimized for Five 3rd-Level Characters

DoHMA RASKOVAR IS THE LATEST IN A LONG LINE OF ORC
leaders—known as dohmas—of the Ivory Throne, a band
of mercenaries. Under Raskovar’s leadership, the throne
has grown to over a hundred strong, and now they handle
multiple contracts simultaneously, occasionally banding
together to fight as a single unit in battle.

Raskovar runs the throne from the Hanging Tree, his
tavern where he plays the role of barkeep. Here, clients in
the know can discreetly indicate their desire to hire bounty
hunters, cutthroats, or thieves by ordering a boiling oil, a
mundane blend of whiskey and rum that appears on no
menu. Once the drink is ordered, Raskovar himself appears
at the table, ready to do business. He prides himself on
remaining politically neutral and treating all potential cus-
tomers as equals, something that chafes a few of his clients.

Hidden beneath the Hanging Tree tavern is the true
headquarters of the Ivory Throne, a base with deadly
defensive measures and lavish ornamentation. Here,
Dohma Raskovar plots new jobs with his mercenary band
and stores his treasures.

ORcs

In a long-lost language, the word oruk—"blood fire"—
described the glowing appearance of the orc people when
they push themselves to their limits. While orcs know one
another as kanin in their own tongue, they also use “orc”
with great pride, especially when dealing with other folk.

Orc history spans the world and all its ages. They've
settled into villages and cities, hot and cold climates, high
in the mountains and deep underground. Most orcs live in
diverse humanoid societies, though a few live secluded in
the tropics.

Though orcs are no more likely to stand in the adven-
turers’ way than any other folk, those who do fill the same
roles as other humanoids: mercenaries, bounty hunters,
garroters, guards, cultists, and corrupt kings.

HANGING TREE STORY HOOKS

You can use one of the following story hooks to integrate
this lair into an adventure:

Disgraced Soldier. Seeking to restore their family’s
honor, an old orc soldier named Erzal offers the
characters 1,000 gp to recover their family crest, which
was taken by the Ivory Throne when Erzal joined the
Throne many decades ago. The crest lies within the
Hanging Tree in Raskovar’s treasure vault (area O9).

Shadowy Patron. A mysterious patron contacts the
characters through the mail, offering to give them a
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+1 longsword if they kill or force Raskovar to relinquish
the title of Dohma of the Ivory Throne. The patron is
Orvakar, a former orc dohma of the throne who wishes
to reclaim her station.

Unearned Debt. A dead human mercenary’s son,
Torvend, was forced to join the Ivory Throne to pay
for his father’s debts. Yearning for freedom, he begs
the characters to find and destroy his father’s contract,
which is locked away in the Hanging Tree’s vault
(area O9).

HANGING TREE FEATURES

Unless otherwise noted, each area of the headquarters
beneath the Hanging Tree has the following features:

Ceilings. The stone ceilings are 15 feet high. Old and
broken blades are wedged between the ceiling stones.
If a creature attacks the ceiling, the blades fall directly
down in a 10-foot-diameter cylinder centered on the
point that was attacked. If this debris passes through
a creature’s space, they must succeed on a DC 12
Dexterity saving throw or take 5 (2d4) slashing damage.
Each area’s ceiling can only drop blades once.

ITlumination. Waist-high ivory lanterns stand in the
corners of every area and fill the place with bright
white light. All lights can simultaneously be turned
off, turned red, or turned back to white by using an
action to speak aloud a command word known to all
members of the Ivory Throne: nict (dark), orr (red),
and dor (white). Turning the lights red alerts the entire
complex to intruders (see “Ivory Throne Mercenaries”)
and prompts Dohma Raskovar to use the magic shaker
in the tavern (area O1) to teleport to the Dohmain
(area O8).

Nothing Bolted Down. A creature can flip a table
or lantern within reach or shove it up to 10 feet in
a horizontal line as a bonus action. A flipped table
provides half cover to Medium and smaller creatures.
A Medium or smaller creature in the path of a shoved
object must succeed on a DC 12 Dexterity saving throw
or be knocked prone.

IVORY THRONE MERCENARIES

While Raskovar conducts most Ivory Throne business in
the tavern, his mercenaries attend to more covert matters
at the headquarters below. Unless otherwise noted, merce- (::

naries act in the following ways: oM

* Ifthe lights in the headquarters are white, the
mercenaries question intruders who aren’t engaged
in suspicious activity. Characters who succeed on a
DC 14 Charisma (Deception) check convince an area’s




mercenaries they have a legitimate reason to be in the
lair. Otherwise, the mercenaries attack intruders and
raise the alarm by turning the lights red.

e Ifthe lights in the headquarters are dark or red, or if
the mercenaries catch intruders performing a suspicious
act (such as picking a lock or stealing), the mercenaries
attack the intruders as soon as they notice them.

During combat, the mercenaries use the environment to
their advantage (see “Hanging Tree Features”), creating
cover, knocking weapons from the ceiling, and bowling
over any intruders before engaging them head-on.

Sharing Information. A character who succeeds on a
DC 16 Charisma (Intimidation or Persuasion) check con-
vinces a captured mercenary or a mercenary who believes
the characters are welcome in the lair to divulge one of the
following pieces of information:

* The location of the keys to the Dohmain by the holding
cell (area O4).

e The fact that the green-banded key by the holding cell
(area O4) 1s a mimic.

* The location of the hidden orcs in the wall of the
narrow hallway (area O3) and the fountain at the
dohma’s door (area O7).

* The trigger for the trap in the feed room (area O6).

e The command words for the lanterns.

Defeated Characters. If the mercenaries defeat the
characters, they try to keep them alive for interrogation
and ransom. All but one character wakes up in the holding
cell in area O4. The remaining character wakes up at the
bar in area Ol1, face-to-face with Raskovar, ready to discuss
his terms for their safety. All the characters’ equipment is
held in the storage unit in area O5.

RESTING IN THE HANGING TREE

If the Hanging Tree isn’t on alert, the characters can take a
short rest in any area without incident provided they deal
with any enemies in the area. They can also take a short or
long rest in the storeroom without incident. Otherwise, if
the characters attempt to rest, there’s an 80 percent chance
two orc bloodrunners and two orc furies working for
Raskovar find them 5 minutes into the rest.

BoILING OIL

If the characters know the Hanging Tree is the Ivory
Throne’s headquarters, they can question members of the
mercenary band or their clients and learn that ordering a
boiling oil (a type of drink) at the bar gets you a meeting
with Dohma Raskovar.

ENTERING THE HANGING TREE

The Hanging Tree is open at all hours. The characters can
enter through the front door into the tavern (area O1).

HANGING TREE AREAS
The following areas are keyed to the Hanging Tree Map.

O1. TAVERN
Unless Raskovar has cleared the place out for a private
meeting, the tavern is busy. It has the following features:

* “The tavern buzzes with raucous conversation and
clanking steins. A human and an orc bouncer scan
the room for trouble while a tired orc bartender
pours a drink.”

e “Large scrolls illustrated with landscapes and portraits
line nearly every inch of the walls, swaying gently
whenever the front doors open and close.”

* (Secret) One of the wall scrolls in the back hides a
portal that leads into the stairwell in the meeting area
(area O2).

* (Secret) An ivory shaker hidden behind the bar
teleports whoever shakes it to the bar in the Dohmain
(area O8).

Raskovar. Dohma Raskovar tends the bar and makes
friendly conversation with patrons, who know him as
Roscoe. He makes polite conversation with any character
who orders a drink, asking where they’re from and what
brings them to the Hanging Tree. If asked about the Ivory
Throne, Raskovar claims to know nothing special about
the mercenary band. He deflects personal questions, saying
he’s just a tavern owner. A character who succeeds on a
DC 16 Wisdom (Insight) check knows Raskovar is lying.

If a character orders a boiling oil, Raskovar’s demeanor
changes. He invites them to sit at a table and joins them,
introducing himself as Dohma Raskovar and asking what
services the Ivory Throne can provide. For adventurers,
he’s willing to order an assassination or a skirmish—if
they’ll provide one for him in return. If he suspects the
characters mean him harm, he calls for help from the
bouncers and uses the shaker behind the bar to teleport to
the Dohmain (area O8).

Bouncers. An orc rampart and a human brawler
act as bouncers at opposite ends of the room. If a fight
breaks out, a second orc rampart disguised as a patron
rises from their seat at the bar and helps escort the riffraff
out. A character can recognize this patron is ready for
combat with a successful DC 13 Wisdom (Insight) check.

If a character searches the room or otherwise acts
suspicious, they must succeed on a DC 13 Dexterity
(Stealth) or Charisma (Deception) check or be asked to
leave by the bouncers. If a character refuses to leave, the
bouncers attack.

Patrons. There are twelve patrons in the bar who are
noncombatants. If a fight breaks out, they flee the tavern.

Portal. A character who searches the tavern and
succeeds on a DC 13 Intelligence (Investigation) check
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notices the portal in the south wall behind a scroll depict-
ing a red-striped orc facing off against an army of faceless
knights. A detect magic spell reveals the portal’s aura of
conjuration magic. If the characters remain in the tavern
for 10 minutes and don’t notice the portal, the character
who has the highest passive Wisdom (Perception) score
spots two orc blitzers quietly slipping out of the portal
behind the scroll to join the bouncers. The portal leads to
the meeting area (area O2). The characters can sneak into
it unnoticed by succeeding on a DC 13 group Dexterity
(Stealth) or Charisma (Deception) check.

Shaker. A character notices the ivory shaker behind the
bar with a successful DC 15 Wisdom (Perception) check.
A detect magic spell reveals the shaker’s aura of conjuration
magic. When a creature uses a bonus action to shake the
item, they are teleported behind the bar in the Dohmain
(area O8).

O2. MEETING AREA
This area has the following features:

* “A stone stairwell leads down from a swirling green
portal into a wide, stately meeting room and then
continues down into another level of the complex.”

* “Two oak tables meet at the center of a red rug.

Six orcs and five humans gather around the

tables playing cards.”

Godcaller

Mercenaries. Brunsa (an orc godcaller), five orc
blitzers, and five human guards are absorbed in their
game. If they notice the characters, Brunsa questions them.

O3. NARROW HALLWAY
This dimly lit hallway has the following features:

e “This narrow hall has wood-paneled walls.”
* (Secret) A secret door on the east wall hides an orc in a
narrow room behind the wall.

Secret Room. A character who has a passive Wisdom
(Perception) score of 16 or higher or who succeeds on a
DC 16 Intelligence (Investigation) check notices the outline
of a square door, 2 feet on all sides, at the bottom of the
wall. A Medium creature must squeeze to get through
the entrance.

Garroter. Yarl, an orc garroter, hides in the secret
room. She only attacks the characters if they enter the
secret room and the base is on alert. Otherwise, Yarl waits
until the characters leave the area, then shadows the group.
If her observations make her believe they are intruders,
Yarl attacks the next time a fight breaks out or when the
characters enter an area where they are outnumbered
by mercenaries. A character who has a passive Wisdom
(Perception) score of 16 or higher notices Yarl shad-
owing them.

O4. HOLDING CELL
This area doesn’t have blades wedged in the ceiling (see
“Hanging Tree Features”). It has the following features:

* “The west side of this room is a long cell with iron bars.
The cell’s door swings lazily on its hinges.”

* “Along the room’s east wall hang two hefty bronze keys,
each over two feet long. Each key has a colored pattern
on its ring: one banded green and one spotted blue.”

* (Secret) The green-banded key is a mimic.

Cell Door. If the characters are imprisoned in the cell
(see “Ivory Throne Mercenaries”), the door is closed and
locked. The lock can be picked with a successtul DC 18
Dexterity check using thieves’ tools. A character who
doesn’t have thieves’ tools can still attempt the check with
a small pin or similar object but makes the check with
disadvantage. The cell’s bars can be bent open with a
successful DC 18 Strength check. The cell door has AC 19,
27 hit points, and immunity to poison and psychic damage.
Attacking the door or bending the bars causes the mimic
to attack.

Keys. The key with blue spots opens the door to the
Dohmain (area O8). The other key is a trained mimic who
attacks if touched. The mimic fights until reduced to 15 hit
points or fewer, then flees.
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O5. STOREROOM
The storeroom has no light sources of its own and the
double doors from the hallway are locked. A character can
pick the locks with a successful DC 16 Dexterity check
using thieves’ tools or force the doors open with a successful
DC 16 Strength check. An orc rampart at the dohma’s
door (area O7) holds the key to these doors. Each door
has AC 17, 27 hit points, and immunity to poison and
psychic damage.

This area has the following features:

e “This room is a mess. The remnants of destroyed crates,
produce, and spices are smeared all over the floor,
which has several shallow holes in it.”

* “An excited, whimpering mole-like critter covered
in carrot pulp hops up from one of the holes,
sniffing the air.”

Mohler. A mohler from the feed room (area O6)
accidentally got locked in the storeroom. They don’t attack
the characters. At the GM’s discretion, if a character shares
food and kindness with the mohler, the beast might follow
them as a mohler companion.

Treasure. Only one crate in the storeroom remains
undamaged. It contains eight clay bottles of tonic water
(worth 1 cp each), four clay bottles of ginger ale (worth
2 cp each), and two potions of healing.

Oé6. FEED RooM
This area doesn’t have blades wedged in the ceiling (see
“Hanging Tree Features”). It has the following features:

* “Several mole-like creatures leap in and out of this
room’s dirt floor, chasing each other around stone
feeding troughs in the center of the room.”

e “Three orcs watch the beasts from the inner portion of
the feeding trough.”

* (Secret) The troughs are magically trapped.

Mohlers. Three mohlers play in the dirt. If the orcs
attack, the mohlers join the fray. The mohlers fight until
the orcs are defeated, then retreat into the dirt.

Orcs. Nalan (an orc terranova) and two orc furies
watch the mohlers play, trying to determine whether
one is missing. If combat breaks out here, the orcs try to
bait the characters into stepping inside the trough ring to
trigger the trap.

Scyza Trap. If a creature other than a mohler or
an Ivory Throne mercenary moves into the circle inside
the troughs, a 10-foot-diameter portal connected to the
vault (area O9) opens at the center of the troughs. This
allows the scyza who guards the vault to stick just his
head through and attack intruders. The portal remains
open until the triggering creature is dead or no longer in
the feed room. As the portal closes, the scyza retracts his
head unharmed.

A detect magic spell reveals the troughs’ auras of con-
juration magic. Each trough has a 1-inch-square symbol
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carved onto it that holds the trap’s magic. A character who
succeeds on a DC 14 Intelligence (Investigation) check finds
the symbol, and a character who succeeds on a DC 16
Intelligence (Arcana) check knows the symbol controls a
trap in the room. Scratching out one of the symbols with

a tool or weapon as an action permanently deactivates the
trap and its magic.

O7. DOHMA's DOOR
This area has the following features:

* “A stone fountain endlessly sprays water in a tall,
cylindrical curtain, obscuring its center.”

* “Two ornate ivory doors at the back wall stretch to the
ceiling, flanked by lanterns twice as tall as the others in
the complex.”

* “Two alert orcs stand in front of the door like statues,
intent on keeping out uninvited visitors.”

* (Secret) An orc conduit hides in the fountain.

Orecs. Kevlic and Liway, two orc ramparts, let no
creature near the door without the dohma’s permission.
They can’t be convinced otherwise through mundane
means. They first warn then attack creatures who insist on
seeing the dohma without an appointment. The hidden
orc conduit waits for trouble to break out before striking.
A character who has a passive Wisdom (Perception) score
of 16 or higher notices the hidden conduit through the
sheet of falling water.

Ivory Doors. The doors to the Dohmain (area O8)
are locked. A character can pick the locks with a successful
DC 22 Dexterity check using thieves’ tools or force the
doors open with a successful DC 20 Strength check. Each
door has AC 17, 54 hit points, and immunity to poison and
psychic damage. The key to these doors hangs on the wall
by the holding cell (area O4).

Keys. One rampart holds the lock and key for the
holding cell in area O4. The other holds the key to the
storeroom (area O5).

Treasure. The fountain’s water flows from a decanter of
endless water affixed to its center. A creature can remove the
decanter from the fountain as an action. All the mercenar-
ies know the decanter is a prized possession of the dohma
and attack any creature they notice carrying it.

O8. THE DOHMAIN
This room, dubbed the Dohmain by members of the Ivory
Throne, has the following features:

* “A dozen orcs sitting at tables and a long bar clink
glasses and make merry.”

* “A massive iron door dominates the east wall. Before it
stands a throne carved of ivory.” (::

Mercenaries. Ten orc blitzers and two orc blood- |
runners immediately attack intruders who enter the
room. They also activate the red lights (see “Hanging
Tree Features”) to summon Dohma Raskovar; one
round later, he teleports using the ivory shaker in the




tavern (area O1) and joins combat. When the dohma uses
his Reinforcements action, the summoned blitzers arrive
via the staircase down from the dohma’s door (area O7).

If Raskovar is reduced to 20 hit points or fewer and
has no uses of Dohma Rally left, he offers to treat with the
characters, telling them to sit at the private bar while he
prepares drinks and negotiates with them. The dohma is
willing to grant the characters anything in his power if it
means escaping with his life.

Treasure. Raskovar wears a chipped ivory signet ring
(worth 200 gp) with the word “Dohma” carved in it.

O9. VAuLT
If the characters approach the vault door from the
Dohmain (area O8), they hear heavy breathing from the
other side. The vault door is kept shut by a heavy latch on
the outside but no lock. A creature who can reach the latch
can use an action to make a DC 16 Strength (Athletics)
check, flipping the latch on a success. A Large or larger
creature or two Small or Medium creatures working
together automatically succeed on this check.

The vault’s ceiling is 25 feet high and has no blades
wedged in it (see “Hanging Tree Features”). It has the
following features:

* “A massive straw nest containing a 20-foot-tall reptilian
bird takes up most of this area.”

e “Two rows of stone shelves jut from the walls, lined with
treasure and coins.”

Scyza. The vault is guarded by Horanus, a scyza.

If the characters didn’t encounter him via the trap in the
feed room (area O6), he sleeps soundly. Characters who
enter the vault must succeed on a DC 8 Dexterity (Stealth)
check or wake Horanus. He also awakes if he hears noises
louder than hushed conversation, if he is jostled, or if he
smells food.

If Horanus is awake and the characters haven’t harmed
him or any Ivory Throne mercenaries in his presence, the
characters have 1 round after he notices them to calm him,
otherwise he attacks, fighting to the death. A character who
succeeds on a DC 14 Wisdom (Animal Handling) check
keeps the scyza calm. This check is made with advantage
if the characters feed him meat.

Treasure. The shelves contain the dohma’s assets.

See “The Dohma’s Hoard” for more information.

THE DOHMA'S HOARD

The Ivory Throne’s most precious assets stay in their vault
(area O9). Everything from money, sentimental gifts, collat-
eral objects, and seized assets are all carefully organized for
easy access.

The hoard contains the following items:

*  Psi lenses (see below)

* 2 potions of water breathing contained in a coral-encrusted
pouch with a note that reads, “It’s yours, if you can
reach it.”

* House deed (see below)

e Old plush toy resembling a purple kobold (worth 5 cp)

* Crude wax drawing of Raskovar waving on fine
parchment (worth 5 cp)

* Barrel of wine with Orc names carved into it
(worth 25 gp)

* 5 minuscule diamonds (worth 25 gp each)

¢ Bronze dwarf skull that screams when looked at
(worth 40 gp)

* TIramed painting of the Hanging Tree with two orcs
standing in front of it (worth 100 gp)

* 107 cp, 512 sp, and 456 gp

HousE DEED
This deed entitles you to a house in a location of the
GM’s choice. The house contains the following rooms:

¢ Five bedrooms, each with a fireplace, a bed, a
nightstand, and a chest.

* A kitchen with an oven, a stove, and two tables.

* A dining area with a fireplace, a table, and eight chairs.

Psi LENSES
Wondrous Item, Uncommon
Psi lenses come in pairs, with each shard of iridescent glass
made to fit flush with the other’s irregularly chiseled edge.
When you touch one lens while the other is on the same
plane of existence as you, you can use an action to teleport
to the space containing the other lens, or the closest
unoccupied space if the lens’s space is occupied.

After a lens is used to teleport, the pair can’t be used
again until the next dawn.

Bronze
Dwarf
Skull
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HANGING TREE STAT BLOCKS
The following stat blocks appear in the lair.

DOHMA RASKOVAR

CR 5 Leader
Medium Humanoid (Orc), Lawful Evil 1,800 XP
Armor Class 14 (chain shirt)
Hit Points 93 (11d8 + 44)
Speed 35 ft.
STR DEX CON INT WIS CHA
17(+3) 12(+1) 18(+4) 16(+3) 15(+2) 16(+3)

Saving Throws Str +6, Con +7, Wis +5

Skills Athletics +6, Deception +6, Insight +5, Intimidation +6,
Perception +5

Senses darkvision 60 ft., passive Perception 15

Languages Common, Orc

Proficiency Bonus +3

Adrenaline Rush. If Raskovar fails a saving throw, he can
expend a use of his Dohma Rally without gaining its benefits
(no action required) and succeed instead.

Relentless (1/Turn). When Raskovar isn't incapacitated and
he is reduced to 0 hit points but not killed outright, he can
make an attack against an enemy (no action required) before
the hit point reduction is resolved. If the attack hits and its
damage reduces the target to 0 hit points, Raskovar drops to
1 hit point instead of 0 hit points.

ACTIONS

Multiattack. Raskovar makes three Repeating
Crossbow attacks or two War Mace attacks.

War Mace. Melee Weapon Attack: +6 to hit, reach
5 ft., one target. Hit: 8 (2d4 + 3) bludgeoning dam-
age, and the target is dazed until the end of their
next turn.

Repeating Crossbow. Ranged Weapon Attack:
+4 to hit, range 30/120 ft., one target. Hit: 7 (1d12
+ 1) piercing damage, and the target’s speed is reduced
by 10 feet until the end of their next turn.

Reinforcements (1/Day). Raskovar takes the
Dodge action, and ten orc blitzers appear in
unoccupied spaces within 30 feet of him.

BONUS ACTIONS
Dohma Rally (3/Day). Raskovar regains 20 hit points, and he

gains resistance to bludgeoning, piercing, and slashing damage
until the end of his next turn.

REACTIONS

On the House. When a creature Raskovar can see within
30 feet of him fails an ability check or misses with an attack
roll, that creature can reroll the check or attack, choosing
either result.

HANGING TREE

VILLAIN ACTIONS

Raskovar has three villain actions. He can take each action once
during an encounter after an enemy’s turn. He can take these
actions in any order but can use only one per round.

Action 1: Close In. Each ally within 60 feet of Raskovar
who can hear him can move up to their speed. After
this movement, each enemy within 5 feet of at least one
creature who moved must make a DC 15 Wisdom saving
throw or be frightened of Raskovar for 1 minute (save ends
at end of turn).

Action 2: Lockdown. Each ally within 60 feet of Raskovar
who can hear him can make a Strength (Athletics) check
with advantage to grapple an enemy within their reach (no
action required). Then Raskovar can move up to his speed.

Action 3: Do It Myself. Raskovar moves up to his speed
without provoking opportunity attacks. At the end of
the movement, he can make up to five War Mace attacks
with advantage.




HUMAN BRAWLER CR 2 Brute
Medium Humanoid (Human), Any Alignment 450 XP
Armor Class 14 (studded leather)
Hit Points 52 (7d8 + 21)
Speed 30 ft.
STR DEX CON INT WIS CHA
17(+3) 14(+2) 16(+3) 10(+0) 10(+0) 12(+1)

Skills Athletics +5, Intimidation +3
Senses passive Perception 10
Languages Common
Proficiency Bonus +2

Exploit Opening (3/Day). When the brawler makes an
attack, they have advantage on the attack roll.

ACTIONS
Multiattack. The brawler makes two attacks using Grab,
Haymaker, or both.

Grab. Melee Weapon Attack: +5 to hit, reach 5 ft., one
Medium or smaller creature. Hit: 5 (1d4 + 3) bludgeoning
damage, and the target is grappled (escape DC 13). Until this
grapple ends, the brawler can't grab another creature.

Haymaker. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4 + 3) bludgeoning damage, or 10 (3d4 + 3)
bludgeoning damage against a grappled target.

Throw. The brawler throws one Medium or smaller creature
they are grappling or object they are holding up to 30 feet
horizontally. If the thrown target is a creature, they fall prone
after this throw. If the thrown target would enter the space
of a creature or solid object that is no more than one size
smaller than it, the thrown target collides with it and stops in
the nearest unoccupied space, taking 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. A Large or smaller
creature hit by this thrown target must succeed ona DC 13
Dexterity saving throw or take the same amount of damage
and fall prone.

REACTIONS

Meat Shield. When the brawler is grappling a target and is
hit by a ranged attack made by another creature the brawler
can see, the brawler gains a +2 bonus to AC against the
triggering attack. If this bonus causes the attack to miss the
brawler, it hits the grappled target instead.

HUMAN GUARD CR 1/8 Minion

Medium Humanoid (Human), Any Alignment 5XP
Armor Class 16 (chain shirt, shield)
Hit Points 5
Speed 30 ft.
STR DEX CON INT WIS CHA
12(+1)  12(+1) 12(+1) 10(+0) 10(+0) 10(+0)

Skills Perception +2

Senses passive Perception 12
Languages Common
Proficiency Bonus +2

Exploit Weakness. When the guard makes or joins an attack
that's made with advantage, the attack deals an extra 1 dam-
age per guard who made or joined the attack.

Minion. If the guard takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced
to 0. If the guard takes damage from another effect, they die
if the damage equals or exceeds their hit point maximum;
otherwise they take no damage.

Overwhelm. If a Medium or smaller enemy starts their turn
within 5 feet of three or more guards who can see them,
until the start of the enemy’s next turn, the enemy’s speed is
reduced by 5 feet for each guard within 5 feet of them. If this
reduces the enemy’s walking speed to 0, they are restrained
until the start of their next turn.

ACTIONS

Spear (Group Attack). Melee or Ranged Weapon Attack:
+3 to hit, reach 5 ft. or range 20/60 ft., one target. Hit:
1 piercing damage.

Human
Brawler



MiMic
Medium Monstrosity (Shapechanger),
Typically Neutral

CR 2 Ambusher
450 XP

Armor Class 11
Hit Points 65 (10d8 + 20)
Speed 15 ft.,, climb 15 ft.

STR DEX CON INT WIS CHA
G D) 15+ 5(=3) . 12(+1): 10(+0)

Skills Deception +2, Stealth +5

Damage Immunities acid; bludgeoning damage from falling
Condition Immunities prone

Senses darkvision 60 ft., passive Perception 11

Languages —

Proficiency Bonus +2

False Appearance (Object Form Only). While the mimic
remains motionless, they are indistinguishable from an ordi-
nary object.

Mimicry. The mimic can imitate any sounds they have heard,
including voices. A creature who hears the sounds can tell they
are imitations with a successful DC 12 Wisdom (Insight) check.

ACTIONS

Pseudopod. Melee Weapon Attack: +5 to hit, reach 10 ft., one
target. Hit: 7 (1d8 + 3) bludgeoning damage. If the target is a
Large or smaller creature, they are grappled (escape DC 13).
Gnashing Maw. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) piercing damage plus 3 (1d6) acid
damage. If the target is grappled by the mimic, they take an
extra 3 (1dé) acid damage.

Just the doorknob, right?
Not the door, just that one doorknob.
Little shit almost chewed my hand off
before I even knew what was happening.
But what are you gonna do?

You can’t just ... stop opening doors.
Just need to expect the unexpected.

Not the most useful lesson, I realize.

THE SUN,
SENIOR PYROKINETIC,
THE SOCIETY

HANGING TREE

Shapechanger. The mimic polymorphs into a Small, Medium,
or Large object or back into their true amorphous form.
Other than size, the mimic's statistics are the same in each
form. Anything they are wearing or carrying isn't transformed.
They revert to their true form if they die.

Envelop. While grappling a creature, the mimic uses their
Shapechanger action to polymorph into an object that is the
same size or bigger than the grappled creature (if the mimic
isn't already in such a form). The creature is then enveloped
by the mimic. An enveloped creature is no longer grappled,
but they can't breathe, are blinded and restrained, have total
cover against attacks and other effects outside the mimic, and
take 10 (3d6) acid damage at the start of each of the mimic’s
turns. When the mimic moves, the enveloped creature moves
with them. The mimic can envelop one creature at a time.

An enveloped creature can use their action to try to
escape by making a DC 13 Strength check. On a successful
check, the creature is no longer enveloped and is shunted
to an unoccupied space of their choice within 5 feet of the
mimic. The creature automatically escapes if the mimic uses
Shapechanger or Panic Shift, becomes incapacitated, or dies.

REACTION

Panic Shift (1/Day). When the mimic takes damage, they
release any grappled or enveloped creatures and then poly-
morph into a Small dense object with spikes, such as an iron
ball or helm. While in this form, the mimic's walking and climb-
ing speeds are doubled, they have resistance to bludgeoning,
piercing, and slashing damage from mundane attacks, they can
only take the Dash, Disengage, or Shapechanger action, and

a creature who touches the mimic or hits them with a melee
attack while within 5 feet of them takes 10 (3d6) piercing
damage. This effect ends when the mimic dies or uses their
Shapechanger action to polymorph into another form.




MOHLER CR 1/4 Controller

Small Beast, Unaligned 50 XP
Armor Class 12
Hit Points 9 (2d6 + 2)
Speed 20 ft., burrow 40 ft.
STR DEX CON INT WIS CHA
e S 0). 12(31) . 2(=4) “126G1). 5(=3)

Senses blindsight 20 ft., tremorsense 40 ft., passive
Perception 11

Languages —

Proficiency Bonus +2

ACTIONS

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

Earth Bump. As the mohler burrows under a Large or
smaller creature on the ground within 5 feet of them,
the mohler shifts the ground. The creature above them
must succeed on a DC 12 Dexterity saving throw or be
knocked prone.

Ground Grinder. The mohler burrows up to their burrowing
speed. Ground within 5 feet of where the mohler burrows
becomes difficult terrain.

REACTIONS

Zip. If the mohler fails a Dexterity saving throw while burrow-
ing, they succeed instead.

MyYsTiC CONNECTION: MOHLER

If you're playing a beastheart and have a mohler compan-
ion, you gain the following benefit at 9th level when you
gain the beastheart’s Mystic Connection feature:

Earthen Strength. As a bonus action, your limbs grow
dense and swing with incredible force for 1 minute. For the
duration, when you hit a creature no more than one size
category larger or smaller than you with a melee weapon
attack, the creature is also knocked prone. Once you use
this bonus action, you can't do so again until you finish a

long rest.

MOHLER COMPANION
Small Beast, Unaligned

Companion

Armor Class 13 plus PB (natural armor)

Hit Points 7 + seven times caregiver’s level (number of
d8 Hit Dice equal to their caregiver’s level)

Speed 20 ft., burrow 40 ft.

STR
=2)

DEX
16 (+3)

CON
14 (+2)

INT
2(-4)

WIS
12(+1)

CHA
5(-3)

Saving Throws Dex +3 plus PB, Con +2 plus PB

Skills Acrobatics +3 plus PB, Stealth +3 plus PB

Senses blindsight 20 ft., tremorsense 40 ft., passive
Perception 11

Proficiency Bonus (PB) equals the caregiver's bonus

ACTIONS

Signature Attack (Claw). Melee Weapon Attack: +3 plus PB
to hit, reach 5 ft., one target. Hit: 1d6 plus PB slashing damage.

1st Level: Earth Bump (2 Ferocity). The mohler burrows
up to their speed and chooses one Large or smaller creature
they come within 5 feet of during the move. The target must
succeed on a DC 10 plus PB Dexterity saving throw or be
knocked prone.

3rd Level: Sinkhole (5 Ferocity). The mohler burrows up
to their speed and targets a creature they can sense on the
surface within 10 feet of them. The target must succeed on a
DC 10 plus PB Strength saving throw or be restrained by the
ground until the start of the mohler’s next turn.

5th Level: Terranova (8 Ferocity). Each creature on the
ground within 10 feet of the mohler must succeed ona DC 10
plus PB Strength saving throw or take 1d6 plus PB bludgeoning
damage and be knocked prone. A creature who fails this saving
throw by 5 or more is restrained by the ground (save ends at
end of turn). A creature can use their action to free themself or
another creature within their reach, ending the effect.

REACTIONS

Quick Pit (Recharges after a Long Rest). If the mohler's
caregiver fails a Dexterity saving throw while they are within
10 feet of the mohler and the mohler isn't incapacitated

or restrained, the mohler pulls the caregiver out of danger.

The caregiver succeeds on the saving throw instead.
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ORC BLITZE CR 1/2 Minion Minion. If the blitzer takes damage from an attack or as the
Medium Humanoid (Orc), Any Alignment 20 XP result of a failed saving throw, their hit points are reduced to 0.

If the blitzer takes damage from another effect, they die if the
damage equals or exceeds their hit point maximum; otherwise

Armor Class 13 (studded leather)
Hit Points 7

Speed 35 f. they take no damage. :,f
Relentless Minion. When the blitzer is reduced to 0 hit | 52K
STR DEX CON INT WIS CHA points while they aren't incapacitated, they can deal 1 piercing X
15(+2) 12(+1) 12(+1) 10(+0) 11(+0) 11(+0) damage to an enemy within 5 feet of them. €
Senses darkvision 60 ft., passive Perception 10 ACTIONS {
Languages Common, Orc Spear (Group Attack). Melee or Ranged Weapon Attack: +4 i
Proficiency Bonus +2 to hit, reach 5 ft. or range 20/60 ft., one target. Hit: 1 pierc-
ing damage.

Gnashing Horde. If an enemy the blitzer can see starts their
turn within 5 feet of three or more blitzers, the enemy takes
1 piercing damage for each blitzer within 5 feet of them.

HANGING TREE




ORC BLOODRUNNER CR 1/2 Skirmisher
Medium Humanoid (Orc), Any Alignment 100 XP

Armor Class 15 (spiked shield)
Hit Points 15 (2d8 + 6)
Speed 60 ft.

STR DEX CON INT WIS CHA
e [6(:3) 16(+3) 11(+0) 9(=1F 10(+0)

Saving Throws Dex +5

Skills Acrobatics +5, Athletics +4

Senses darkvision 60 ft., passive Perception 9
Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the bloodrunner isn't incapac-
itated and they are reduced to 0 hit points but not killed
outright, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the bloodrunner drops to 1 hit point instead of 0 hit points.

Unimpeded. The bloodrunner can occupy a prone creature'’s
space. The first time the bloodrunner enters a prone creature'’s
space on the bloodrunner’s turn, the prone creature takes 3
(1dé) bludgeoning damage. When a prone creature in the
bloodrunner’s space stands up, the creature enters the nearest
unoccupied space of their choice.

ACTIONS

Spiked Shield. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage. If the blood-
runner moves at least 10 feet before hitting a Large or smaller
creature with this attack, the bloodrunner can choose to knock
the target prone or push them up to 10 feet away.

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach

5 ft. or range 30/120 ft., one target. Hit: 5 (1d6 + 2) pierc-

ing damage.

REACTIONS

Juke. When the bloodrunner makes a Dexterity saving throw,

they can gain advantage on the save. To do so, the bloodrun-
ner can't be prone, grappled, or restrained.
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ORc CONDUIT

CR 1 Artillery

Medium Humanoid (Orc), Any Alignment 200 XP
Armor Class 13 (studded leather)
Hit Points 30 (4d8 + 12)
Speed 35 ft.
STR DEX CON INT WIS CHA
14(+2) 12(+1) 16(+3) 10(+0) 12(+1) 16(+3)

Skills Perception +3

Damage Resistances determined by the conduit’s
Affinity trait

Senses darkvision 60 ft., passive Perception 13

Languages Common, Orc

Proficiency Bonus +2

Affinity. The conduit has a lifelong affinity for one of the fol-
lowing damage types: cold, fire, or lightning. The chosen type
determines the conduit’s damage resistance and the damage
of their Elemental Discharge and Power Burst actions.

Relentless (1/Turn). When the conduit isn't incapacitated
and they are reduced to 0 hit points but not killed out-
right, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the conduit drops to 1 hit point instead of 0 hit points.

ACTIONS

Elemental Discharge (Cantrip). Melee or Ranged Spell
Attack: +5 to hit, reach 5 ft. or range 120 ft., one target. Hit: 9
(1d12 + 3) damage of the type determined by the conduit's
Affinity trait.

Power Burst (2/Day; 1st-Level Spell). The conduit
unleashes explosive energy in a 15-foot cone. The ground in
that area becomes difficult terrain, and each creature in that
area must make a DC 13 Dexterity saving throw. On a failed
save, a creature takes 10 (3d6) damage of the type deter-
mined by the conduit’s Affinity trait, and they are pushed
10 feet away from the conduit. On a successful save, a crea-
ture takes half as much damage and isn't pushed.

BONUS ACTIONS

Rush. The conduit takes the Dash action.

HANGING TREE

ORC FURY CR 1/2 Brute
Medium Humanoid (Orc), Any Alignment 100 XP
Armor Class 13 (studded leather)
Hit Points 22 (3d8 + 9)
Speed 35 ft.
STR DEX CON INT WIS CHA
17(+3). 1201518 (+3) 1 9T “lliuaee e

Saving Throws Str +5

Skills Athletics +5

Senses darkvision 60 ft., passive Perception 10
Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the fury isn't incapacitated and
they are reduced to 0 hit points but not killed outright, they
can make an attack against an enemy (no action required)
before the hit point reduction is resolved. If the attack hits
and its damage reduces the target to 0 hit points, the fury
drops to 1 hit point instead of 0 hit points.

ACTIONS

Haymaker Greataxe. Melee Weapon Attack: +5 to hit,
reach 5 ft,, one target. Hit: 9 (1d12 + 3) slashing damage,

or 12 (1d12 + 6) slashing damage if the target is prone. If the
target is a Medium or smaller creature, they must succeed
on a DC 13 Strength saving throw or be knocked prone.

Javelin. Melee or Ranged Weapon Attack: +5 to hit, reach
5 ft. or range 30/120 ft., one target. Hit: 6 (1d6 + 3) pierc-
ing damage.

BONUS ACTIONS

Healmg Rally (1/Day) The fury regains 5 hit pomts

The orcs are out there, and we’re in here.
1 checked the Chronicle for advice on sieges.
“Be on the outside,” it said.

Wonderful, thanks.

DANCER, CHRONICLER OF
THE CHAIN OF ACHERON,
HEROES 216-231




ORC GARROTER CR 1 Ambusher
Medium Humanoid (Orc), Any Alignment 200 XP

Armor Class 14 (studded leather)
Hit Points 30 (4d8 + 12)
Speed 35 ft.

STR DEX CON INT WIS CHA
ISR 16(43) 100 " 122G 9¢=1)

Saving Throws Dex +4

Skills Athletics +4, Stealth +6

Senses darkvision 60 ft., passive Perception 11
Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the garroter isn't incapacitated
and they are reduced to 0 hit points but not killed out-
right, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the garroter drops to 1 hit point instead of 0 hit points.

ACTIONS

Strangle. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 5 (1d6 + 2) bludgeoning damage, and the target is
grappled (escape DC 12). Until the grapple ends, the target
can't speak intelligibly or cast spells with verbal components.
If the attack was made with advantage, the target must make a
DC 12 Constitution saving throw. On a failed save, the target
falls unconscious for 1 minute (save ends at start of turn) or
until they take damage. A creature can use an action to shake
another creature awake who falls unconscious in this way.

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 4 (1d4 + 2) piercing
damage. If the attack was made with advantage, the target
takes an extra 7 (2d6) piercing damage.

BONUS ACTIONS

Cloak (1/Day). The garroter magically turns invisible for

1 minute. Any equipment the garroter wears or carries is
invisible with them. While invisible, the garroter’s movements
make no sound. If the garroter hits a creature with an attack,
casts a spell, or takes damage, the effect ends.

ORC GODCALLER
Medium Humanoid (Orc), Any Alignment

CR 4 Support
1,100 XP

Armor Class 14 (studded leather)
Hit Points 82 (11d8 + 33)
Speed 35 ft.

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

Saving Throws Wis +3

Skills Arcana +3, Insight +3, Performance +8
Condition Immunities charmed

Senses darkvision 60 ft., passive Perception 11
Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the godcaller isn't incapacitated
and they are reduced to 0 hit points but not killed out-
right, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the godcaller drops to 1 hit point instead of 0 hit points.

ACTIONS

Power Chord (1st-Level Spell). Melee or Ranged Spell
Attack: +6 to hit, reach 5 ft. or range 30 ft., one creature who
can hear the godcaller. Hit: 18 (4d6 + 4) thunder damage.

Cadenza. The godcaller chooses another creature within

30 feet of them. If the target can hear the godcaller, the target
can use their reaction to move up to their speed and make

an attack.

Song of the Gods (2nd-Level Spell). The godcaller and each
ally within 30 feet of them who can hear them has advantage
on attack rolls until the start of the godcaller’s next turn. This
effect ends early if the godcaller takes any damage.

BONUS ACTIONS

Rallying Ostinato (1/Day). The godcaller and up to three
allies within 60 feet of them who can hear them regain

20 hit points, and these creatures ignore difficult terrain

for 1 minute.
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ORC RAMPART
Medium Humanoid (Orc), Any Alignment

CR 2 Soldier
450 XP

Armor Class 18 (chain mail, shield)
Hit Points 42 (5d8 + 20)
Speed 35 ft.

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

Skills Athletics +6, Perception +2

Senses darkvision 60 ft., passive Perception 12
Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the rampart isn't incapacitated
and they are reduced to 0 hit points but not killed out-
right, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the rampart drops to 1 hit point instead of 0 hit points.

ACTIONS
Multiattack. The rampart makes two Spear attacks. If the
rampart targets the same creature with both attacks, the

target has disadvantage on attack rolls against creatures other
than the rampart until the start of the rampart’s next turn.

Spear. Melee or Ranged Weapon Attack: +6 to hit, reach

5 ft. or range 20/60 ft., one target. Hit: 7 (1d6 + 4) piercing
damage, or 8 (1d8 + 4) piercing damage if used with two
hands to make a melee attack.

REACTIONS

No! When an enemy within 5 feet of the rampart targets
another creature with an attack, the attacker must target
the rampart instead.

Everyone is welcome at the Hanging Tree.
1t’s only when 1 find someone poking around
where they don’t belong that things turn
violent. Care to explain why you're down
here before we draw steel? I'm happy to listen
after instead, but it’ll be so much harder to
understand you when your lips are bleeding.

DOHMA RASKOVAR

HANGING TREE

ORC TERRANOVA
Medium Humanoid (Orc), Any Alignment

CR 2 Controller
450 XP

Armor Class 15 (breastplate)
Hit Points 37 (5d8 + 15)

Speed 35 ft.

STR DEX CON INT WIS CHA
14(+2) 12(+1)7 16(+8)  12¢+1) = 9= eiaia)
Skills Athletics +4

Condition Immunities prone

Senses darkvision 60 ft., tremorsense 30 ft., passive
Perception 9

Languages Common, Orc

Proficiency Bonus +2

Relentless (1/Turn). When the terranova isn't incapacitated
and they are reduced to 0 hit points but not killed out-
right, they can make an attack against an enemy (no action
required) before the hit point reduction is resolved. If the
attack hits and its damage reduces the target to 0 hit points,
the terranova drops to 1 hit point instead of 0 hit points.

Tremorspeak. The terranova can sense anything a willing
creature within 30 feet of them can sense with tremorsense
or Tremorspeak.

Unhindered. The terranova ignores difficult terrain.
ACTIONS

Earth Pillar (1st-Level Spell). Melee or Ranged Spell Attack:
+5 to hit, reach 5 ft. or range 30 ft., one target touching the

ground. Hit: 12 (2d8 + 3) bludgeoning damage, and the
target is knocked prone.

Quake. The terranova chooses up to five creatures on the
ground within 15 feet of them and stomps the ground. Each
target must succeed on a DC 13 Strength saving throw or be
knocked prone.

Sinkhole. The terranova chooses up to two creatures on the
ground within 30 feet of them. Each target must succeed on a
DC 13 Strength saving throw or be restrained. A creature can
use their action to free themself or another creature within
their reach, ending the effect on that creature.

BONUS ACTIONS

Rush. The terranova takes the Dash action.

Unearth Mohlers (1/Day). The terranova stomps, and
1d3 + 1 mohlers pop out of the ground in unoccupied
spaces within 30 feet of them. The mohlers are friendly
to the terranova and act immediately after the terranova’s
turn on the same initiative count.
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SCYZA CR 4 Brute
Gargantuan Monstrosity, Unaligned 1,100 XP
Armor Class 14 (natural armor)
Hit Points 108 (8d20 + 24)
Speed 40 ft.
STR DEX CON INT WIS CHA
PR E).  17(:3) . 5(=3)  11(0)  7(-2)

Saving Throws Str +7, Con +5

Condition Immunities frightened

Senses darkvision 120 ft., passive Perception 10
Languages —

Proficiency Bonus +2

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

War Harness. While wearing a war harness, the scyza can
carry up to thirty-six Medium or smaller creatures.
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ACTIONS

Multiattack. The scyza makes two Claw attacks.

Claw. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 12 (2d6 + 5) slashing damage, and the target is
knocked prone.

Tail Whip. Melee Weapon Attack: +7 to hit, reach 20 ft., one
target. Hit: 14 (2d8 + 5) bludgeoning damage. If the target is
on top of the scyza, the target falls off and lands prone.

Head Crest. Melee Weapon Attack: +7 to hit, reach 10 ft., one
target. Hit: 23 (4d8 + 5) bludgeoning damage, and if the target
is a creature who can hear, they are dazed until the end of
their next turn by the crest’s deep ringing.

Claw Twister (Recharge 6). The scyza claws at the ground
in a flurry. Each creature of the scyza's choice within 5 feet of
them must make a DC 15 Dexterity saving throw. On a failed
save, a creature takes 13 (3d8) slashing damage, is knocked
prone, and is blinded by a cloud of dust until the start of the
scyza's next turn. On a successful save, a creature takes half as
much damage and isn't knocked prone or blinded.



SHTRIGA NONNA'S HUuT

Optimized for Five 4th-Level Characters

CONTENT WARNING:

PET VIOLENCE AND CANNIBALISM

If your group won't have fun attacking Shtriga Nonna while
she’s in feline form, you can change the descriptions of
Feline Resilience and Feline Felicity to make her a four-
legged demon instead of a cat. If you don't want cannibal-
ism in your games, Shtriga Nonna could capture humanoids
and force them to make bad deals for their freedom
instead of killing and eating her victims.

SHTRIGA NONNA LOVES CATS, COOKING, AND NOT MUCH ELSE.
This ancient hag has lived high atop her snowy mountain
for time beyond even the memory of most other hags.
Shtriga Nonna is unique among her kind—she isn’t of the
forest, the night, or the sea, and the hag insists she has no
need of sisters ... at least, not anymore.

Rumors abound that she ate her former coven, and
there’s every reason to believe these stories are true. Shtriga
Nonna enjoys dining on the flesh of any creature, especially
if it’s marinated with the fear and sadness born from
making several bad deals with a hag.

Shtriga Nonna can look like anyone, so her victims fear
everyone. Many swear she’s a massive woman with claws
of rusted iron. Others say she’s a cat who steals the souls of
the sleeping, and some describe her as a beautiful woman
cooking tender meat pies.

The hag lives inside a mobile hut that walks through
the snowy mountains on giant cat paws. This cozy shack
appears inviting on the outside, especially its porch where
she has tea with desperate souls who climb the mountain
to make a deal. The interior of her home, which is much
larger than the outside suggests, betrays her true nature.
It’s a cluttered, filthy place of wicked cats and cruel instru-
ments for carving flesh.

HuT STORY HOOKS

You can use one of the following story hooks to integrate
this lair into an adventure:

Cat Maiden. The characters encounter Radlena, a tabby
cat who transforms into a halfling woman every full
moon. Radlena is a victim of one of Shtriga Nonna’s
powerful hexes, and only the hag’s death can reverse
the curse.

Promise of Vengeance. A human mercenary named
Diedre confides in the party that as children, she and
her friend Valyr were kidnapped by Shtriga Nonna, but
only Diedre managed to escape. Racked with guilt over
abandoning her friend, Diedre asks the characters to
join her in taking revenge on the hag, offering that the
characters can keep any treasure in the lair.

SHTRIGA NONNA'S HUT

Sweet Scent. A delicious, sweet scent has been wafting
across the mountains, driving the local fauna into a
frenzy and making them attack travelers. A tiefling
ranger named Zerphe has tracked the scent to Shtriga
Nonna’s wandering hut, but he is too scared to enter.
He offers the characters 1,250 gp to investigate it.

HUT FEATURES

Unless otherwise noted, each area of Shtriga Nonna’s hut
has the following features:

Cursed Food. A detect magic spell reveals that the food
and cooking ingredients in the lair radiate auras of
necromancy. If a creature who doesn’t live in the hut
eats any of the food found within, they must succeed
on a DC 15 Wisdom saving throw or be cursed. While
cursed in this way, a creature has disadvantage on
saving throws. A cure ailment power or a remove curse or
greater restoration spell can remove the curse.

Doors. The doors in Shtriga Nonna’s hut are made of
rough-hewn wood. Each door has AC 15, 27 hit points,
and immunity to poison and psychic damage. If a door
is locked, it can be unlocked with a successful DC 15
Dexterity check using thieves’ tools, or forced open with
a successful DC 16 Strength check. Shtriga Nonna (see
area H8) has the key to all the doors in the hut.

Fireplaces. A creature who touches a lit fireplace for the
first time on a turn or starts their turn touching it takes
5 (2d4) fire damage.

High Ceilings. Rough-hewn wooden beams cross
overhead at a height of 20 feet, but the ceiling’s peak is
30 feet high.

INlumination. Fireplaces and low-burning lamps fill each
room with dim light to the rafters. The areas above the
rafters are dark.

CHIMERA, TROLLS, AND CATS

Shtriga Nonna’s hut is also home to her servants and pets.
A young chimera, a troll, and the troll’s whelps serve as
her guardians in return for the hag’s special meals. These
creatures attack intruders and fight to the death.

Spectral Cats. Shtriga Nonna’s spectral cats are Tiny
noncombatant Constructs with climbing and walking
speeds of 30 feet. Each wears a collar with a name tag.
Though the cats and their collars look solid, they are incor-
poreal—they can walk through walls and furniture, they A
can’t be harmed, and they can communicate telepathically (
with Shtriga Nonna if they can see her. Unless attacked,
they observe the characters. Once the characters attack

the cats or move to a different area, a cat heads to Shtriga

Nonna to report the intruders’ actions.



Defeated Characters. If the characters are defeated
in combat while in the hut, Shtriga Nonna retrieves and
stabilizes any survivors, puts them in cages in the kitchen
(area H8), and tosses their gear in the kitchen’s debris pile.

RESTING IN THE HUT

The characters can take a short rest in any area without
incident, provided they deal with any enemies in the area.
If the characters try to take a long rest, there is a 50 percent
chance ten troll whelps find them halfway through

their rest.

ENTERING THE HUT

While stationary, entering Shtriga Nonna’s hut is as simple
as climbing the front steps. If the characters chase the hut
while it is moving, the hut has a walking speed of 30 feet,
and climbing onto the porch requires a successful DC 12
Strength (Athletics) or Dexterity (Acrobatics) check.

SHTRIGA NONNA’S HUT AREAS

The following areas are keyed to the Shtriga
Nonna’s Hut Map.

H1. FRONT PORCH

The porch has a 10-foot-high ceiling and the follow-

ing features:

e “This wide porch wraps around the front and sides
of the hut.”

* “A table with six chairs sits at one corner of the porch,
and three wooden rocking chairs sit along the hut wall.”

* “Four square windows dot the hut walls. A wooden door
with charming scrollwork stands directly across from the
front steps.”

e “Asign on the door carved with flowery script and
images of kittens reads, ‘Be kind to the cats, or they’ll
fetch Mommy!””

Bigger on the Inside. Before the characters enter
the hut, it magically appears as a small one-room cottage
with a large porch. On the map, areas H1 and H2—the
only areas visible from outside the hut—are surrounded
by a red box. Once a character enters the front room (area
H2) and finds the hidden doors, they realize the hut is far
bigger inside.

Windows. The 3-foot-square windows (AC 11, 4 hit
points, and immunity to poison and psychic damage) are
made of thick, wavy glass that distorts images seen through
it, imposing disadvantage on Wisdom (Perception) checks
made to see into the front room (area H2). The windows
don’t open.

H2. FRONT ROOM
The door from the front porch (area H1) is locked (see
“Hut Features”). The front room has the following features:

* “The cozy, warm room smells of hearty stew, fresh-
baked bread, and woodsmoke.”

* “Above a crackling fireplace, a pot of stew bubbles and
a long ladle rests in it.”

* “The room is furnished with a table, some chairs, a
tidy bed with a straw mattress, and a shelf holding a
cookbook and a few jars.”

* (Secret) A spectral cat hides beneath the bed.

* (Secret) Two doors flank the fireplace on the north
wall, hidden by illusions.

Stew Pot. The pot over the fire is filled with a meat
stew (see “Cursed Food” in the “Hut Features” section).
A character who examines the stew and succeeds on a
DC 15 Wisdom (Medicine) check identifies pieces of
Humanoids in the stew.

Bookshelf. The bookshelf holds several jars of spices
(see “Cursed Food” in the “Hut Features” section) and
a cookbook filled with common local recipes titled
Cozy Meals.

Spectral Cat. A character who looks under the bed or
succeeds on a DC 16 Wisdom (Perception) check notices
the spectral cat Briar Tom, a long-haired tabby with pierc-
ing green eyes. Briar Tom doesn’t respond to any attempt
to coax him from under the bed, but if a character calls
him sweet names or tries to pet him, the cat doesn’t report
the intruders to Shtriga Nonna.

Hidden Doors. A character who succeeds on a DC 13
Intelligence (Investigation) check finds the doors despite the
illusion. If either door is opened, the illusion hiding both
doors ends.

If the characters fail to see through the illusion,
eight troll whelps enter from the dining room (area H3)

5 minutes after the characters enter this room. The trolls
are hungry for stew but won’t turn down an adventurer
appetizer.

Treasure. The pot over the fire 1s Shtriga Nonna’s pot
of plenty (see “Shtriga Nonna’s Hoard”).

H3. DINING RooM

The dining room is in darkness. It has the follow-

ing features:

* “Bones, dirty dishes, and filthy utensils cover the floor
and table of this filthy dining room.”

* “A cold, ash-filled fireplace stands in the room’s
southeast corner.”

Bones. A character who succeeds on a DC 12
Intelligence (Nature) or Wisdom (Medicine) check recog-
nizes the bones are from Humanoids.

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES
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H4. TRoOLL RoOM
This room is in darkness. It has the following features:

* “Logs sit unlit in two large, cold fireplaces.”

* “Piles of smelly, bloodstained clothing dot the room.”

e “At the south end of the room, snoring echoes from a
15-foot-tall tent made of tattered fabric that stretches
nearly wall to wall.”

* (Secret) A troll and his troll whelps sleep in the tent.

Trolls. Gorfus (a troll) and four troll whelps are
asleep in the tent when the characters enter the room.
Characters trying to search or sneak across the room must
succeed on a DC 13 group Dexterity (Stealth) check or
wake the trolls. If a character opens the tent to look inside,
they must succeed on a DC 17 Dexterity (Stealth) check or
wake the trolls.

Fireplaces. Shtriga Nonna keeps the fireplaces stocked
with wood to intimidate the trolls in this room, but she only
lights them if they disobey her. A creature with flint and
steel, a lit candle, a spell that deals fire damage, or another
way to create fire can use an action to light a fireplace.
While the fire is burning, a creature can reach into the fire-
place and grab a log to use as a torch (no action required).

Treasure. A character who spends 1 minute searching
through the clothing piles finds 30 cp, 17 sp, 8 gp, and
a shield, breastplate, and gladius each sized for a Small
Humanoid and bearing the image of a green-scaled
dragon. The equipment belongs to Kira, the kobold
prisoner in the kitchen (area HS8).

H5. PANTRY
The pantry has the following features:

e “This cramped pantry smells of mildew and spices.”

* “Tall shelves hold jars, bottles, and boxes that spill spices
and ingredients onto the floor.”

e “A fluffy gray cat sleeps atop the shelf on the
south wall.”

* (Secret) A door to Shtriga Nonna’s bedroom
(area H9) is hidden behind a shelf.

Shelves. The shelves hold spices, herbs, wines,
and salts for cooking (see “Cursed Food” in the “Hut
Features” section).

Spectral Cat. Rotten Peaches, the cat atop the
shelf, is asleep. Characters who move through the area
or search the shelves must succeed on a DC 14 group
Dexterity (Stealth) check or wake her.

Hidden Door. A character who succeeds on a
DC 20 Intelligence (Investigation) check notices scratch
marks on the floor where the bookshelf hiding the secret
door has been moved before. Moving the shelf reveals
the door, but also wakes Rotten Peaches.

Treasure. A character who takes 10 minutes to
search the shelves finds a potion of healing.

Tearmonger

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES

Hé. SITTING RooM
The sitting room has the following features:

e “The smell of woodsmoke and animal musk fills this
room, and books on cluttered shelves spill out onto
the floor.”

* “Three fireplaces burn low. In front of the largest,
an enormous overstuffed chair holds a black cat
looking at the fire and mewling.”

¢ “Debris in one corner of the room forms a wide,
flat pile.”

* (Secret) Tearmonger, a young chimera, lurks in
the rafters.

Books. A creature who looks through the books
discovers several journals, each by different people. In
addition to personal details about each author’s life, most
feature entries toward the end about Nonna, a kind woman
who promised to make their problems go away over a
homecooked meal.

Spectral Cat. The spectral cat, Putrid Paul, mewls at
the fireplace because he has batted the tibia bone he was
playing with into the flames. A character who looks at the
fireplace and succeeds on a DC 14 Wisdom (Perception)
check notices the bone, and a character who succeeds on a
DC 12 Intelligence (Nature) or Wisdom (Medicine) check
can tell it belonged to a human. If Putrid Paul is given this
bone or any other, he stops mewling and doesn’t report the
characters to Shtriga Nonna.

Debris Pile. The debris pile is Tearmonger’s nest,
made from the discarded belongings of Shtriga Nonna’s

-




victims. A character who looks through the nest finds
gold-and-white fur and a few red scales. A character who
succeeds on a DC 14 Intelligence (Nature) check knows the
fur and scales belong to a chimera.

Tearmonger. Tearmonger, a chimera, hides in the
rafters above the characters. A character who succeeds on
a DC 14 Wisdom (Perception) check notices Tearmonger,
prompting her to attack. Otherwise, the chimera watches
until a character looks through the books, investigates her
nest, or opens the door to another area before attacking,
and the characters are surprised during the first round
of combat. Tearmonger starts combat by using Roar or
Dragon’s Eruption to attack from range before moving in
for the kill.

Treasure. A creature who spends 10 minutes searching
the room discovers a spell scroll of remove curse among the
books and a tiny paper packet filled with dust of disappear-
ance wedged between the chair’s cushions.

H7. HALLWAY
The hallway has a 10-foot-high ceiling and the follow-
ing features:

* “Along hall extends before you, its floor made of rotting
boards. Skulls, loose sheets of paper, filthy rags, and
other garbage are strewed over the floor.”

e “Despite the trash, the savory scent of meat hangs in the
air. Something is cooking nearby.”

* (Secret) The ceiling in this room can rain seasonings
onto intruders.

Creaky Floorboards. The hallway has creaky wooden
floorboards, which the characters notice immediately after
stepping onto them. Characters who want to avoid notice
while approaching the kitchen (area H8) must succeed on
a DC 13 group Dexterity (Stealth) check or alert Shtriga
Nonna to their presence.

Seasoned Snow. A character who succeeds on a
DC 14 Wisdom (Perception) check notices the numerous
grains of salt and pepper among the trash. A detect magic
spell reveals that the ceiling radiates an aura of conjura-
tion magic.

When a creature who doesn’t live in the hut reaches a
bend in the hall, the ceiling begins to snow salt and pepper,
seasoning intruders for Shtriga Nonna. The hall snows sea-
sonings for 1 minute, then can’t snow seasoning for another
24 hours. For the duration, a creature who starts their turn
in the hall or enters it for the first time on a turn must make
a DC 12 Constitution saving throw. On a failed save, a
creature is blinded for 1 minute, and if the creature doesn’t
have all their hit points, they take 2 (1d4) acid damage. A
creature can use an action to wash a blinded creature’s eyes
with water, ending the effect.

SHTRIGA NONNA'S HUT

H8. KITCHEN
Shtriga Nonna’s kitchen has the following features:

* “Two 15-foot-tall stone ovens dominate the northeast
and northwest corners of the room, radiating heat in
shimmering waves.”

e “Three iron cages are clustered in the southeast corner
of the room. A kobold huddles on the floor of the
middle cage.”

* “Tall shelves stand against the walls, filled with jars
and bottles.”

e “An oversized cauldron sits above a fire in the center of
the room, bubbling and steaming.”

* “An old woman stirs the large pot, her face wrinkled like
a prune and her thin hair pulled into a wispy bun atop
her head.”

Shtriga Nonna. If Shtriga Nonna heard the char-
acters coming along the hallway (area H7) or one of her
spectral cats warned her about them, she turns to greet
the characters as they enter. Otherwise, she is absorbed
in preparing her stew and doesn’t notice the characters
right away, giving them a chance to surprise her.

If the characters don’t attack the hag right away,
she smiles when she notices them and offers them a deal:

LAIR ACTIONS
When fighting inside her lair, Shtriga Nonna can take lair
actions. On initiative count 20 (losing initiative ties), she
can take one lair action to cause one of the following
effects; Shtriga Nonna can't use the same lair action two
rounds in a row:

Fatten You Up. Shtriga Nonna chooses a point on the
ground she can see within 60 feet of her. A 20-foot-
square feast of pasta, gingerbread, and roast goose
centered on that point appears on the ground until the
end of initiative count 20 on the next round. Each crea-
ture in that area when the feast appears must succeed
on a DC 15 Wisdom saving throw or be dazed by the
bounty for the duration. The feast is difficult terrain for
all creatures except Shtriga Nonna.

Kitties of Despair. lllusory cats hiss at three enemies
Shtriga Nonna can see within 60 feet of her. Each target
must succeed on a DC 15 Wisdom saving throw or their
speed is halved and they can't regain hit points until the
end of initiative count 20 on the next round.

Sugar and Spice. Magical herbs and spices rain down in a
20-foot-radius sphere at a point Shtriga Nonna can see
within 120 feet of her. Each creature in that area must
succeed on a DC 15 Charisma saving throw or have dis-
advantage on Constitution and Wisdom saving throws

until the end of initiative count 20 on the next round.
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each time they bring her a live Humanoid to eat, she’ll give
them a gift from her hoard (see “Shtriga Nonna’s Hoard”).
At your discretion, Shtriga Nonna could offer another deal,
tempting the characters to bring her food in exchange for
something very important to them. If the characters refuse,
she attacks, intent on making them her next meal.

Shtriga Nonna fights to the death without seeking
reinforcements, confident her power far surpasses the
characters’ might.

Cages. Each iron cage is 10 feet tall and has AC 19,

27 hit points, and immunity to poison and psychic damage.
The cages are locked and can be unlocked with a successful
DC 16 Dexterity check using thieves’ tools, or forced open
with a successful DC 20 Strength check. Shtriga Nonna
holds the key to each cage.

Kira. One cage holds Kira, a kobold decanus. Her
equipment is in the troll room (area H4). If the characters
free Kira and either return her equipment to her or
succeed on a DC 15 Charisma (Intimidation or Persuasion)
check, she battles Shtriga Nonna with them. Otherwise, if
the characters release the kobold, she flees the hut.

Cauldron. The Medium cauldron bubbles with
onions, herbs, and spices as Shtriga Nonna prepares to
cook Kira in a stew. A creature who touches the cauldron
or fire for the first time on a turn, or who starts their turn
touching it, takes 2 (1d4) fire damage.

Ovens. Each oven has a 5-foot-square opening. A crea-
ture who touches or enters an oven for the first time on a
turn or starts their turn there takes 7 (2d6) fire damage.

Shtriga

Nonna

Shelves. These shelves are filled with spices and
ingredients for Shtriga Nonna’s meals (see “Cursed Food”
in the “Hut Features” section).

Treasure. Shtriga Nonna carries a ring of keys.

The keys unlock the cages and doors in the hut.

H9. BEDROOM

The door from the kitchen (area H8) is locked (see “Hut
Features”). Shtriga Nonna’s bedroom is in darkness. It has
the following features:

* “A mixture of mildew, grease, and rot permeates the
air of this filthy, cluttered room with garbage all over
the floor.”

e “Rolling on her back, a fluffy white cat lounges on an
unmade bed in the corner of the room.”

* “An empty iron cage stands across from the bed.”

Bed. The bed holds a plush, comfortable mattress, a
feather pillow, and thick, luxurious blankets, though all the
bedding is stained with grease and bits of food, as if Shtriga
Nonna eats meals here with little care for the mess.

Spectral Cat. Thumbscrews the cat rests on the bed
and hisses at any creature who comes into the room. A
character who succeeds on a DC 12 Wisdom (Animal
Handling or Insight) check can tell Thumbscrews just
wants to be left alone. If a character tries to touch
Thumbscrews or the bed, she yowls and later reports them
to Shtriga Nonna. If they leave Thumbscrews alone, she
doesn’t report their movements to Shtriga Nonna.

Cage. This empty iron cage stands 10 feet tall and is
unlocked. Shtriga Nonna (see area H8) holds the key to it.

H10. TREASURE ROOM
The treasure room—formerly a guest room—has the
following features:

e “Piles of stinking garbage and an old straw mattress
litter the floor of this room.”

e “Amid the trash, something glints. Many somethings!
There is treasure here.”

Treasure. The objects on the floor are Shtriga Nonna’s

hoard. See “Shtriga Nonna’s Hoard” for more information.

SHTRIGA NONNA’'S HOARD

Shtriga Nonna’s hoard is piled in the corner of an old guest
room (area H10). The hoard contains items taken from her
victims that she thought looked particularly interesting,
along with a few of her personal belongings. Additionally,
the front room (area H2) contains Shtriga Nonna’s pot of
plenty (see below).

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES
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The hoard contains the following items: HuT STAT BLOCKS
* Broom of flying The following stat blocks appear in the lair.
* Vial of oil of slipperiness
* Potion of greater healing
e Treasure rat in a wire cage (see below) CHIMERA CR 6 Skirmisher
* Backpack containing a set of traveler’s clothes, a Large Monstrosity, Typically Neutral 2,300 XP
crowbar, a hammer, 7 pitons, a bedroll, 3 days’ rations,

Armor Class 15 (natural armor)

and a set of jeweler’s tools T
Hit Points 119 (14d10 + 42)

* Longbow

* Quiver with 40 arrows Speed 301, fly 60t

e Sparkling purple. and green stone that bard§, sorcerers, STR DEX CON INT WIS CHA
warlocks, and wizards can use as a spellcasting focus 184)  14(:2) NeGat 3 1462 iTca)
(worth 10 gp)

* 3 minuscule sapphires (worth 25 gp each) Skills Athletics +7, Perception +5

* 3 minuscule emeralds (worth 30 gp each) Condition Immunities frightened

* 3 minuscule diamonds (worth 50 gp each) Senses darkvision 60 ft., passive Perception 15

e 3 gold bars (worth 75 gp each) Languages understands any one language but can't speak

* Delicate platinum bracelet set with three diamonds Proficiency Bonus +3
(worth 400 gp)

* 132cp, 57 sp, and 21 gp Volant. When the chimera reduces a creature to 0 hit points,

the chimera can move up to their speed toward an enemy
SHTRIGA NONNA'S POT OF PLENTY they can see.
Wondrous Item, Uncommon ACTIONS

This black iron pot weighs only 2 pounds. As an action,
you can speak one of the following command phrases to
activate its effect:

Boil, Boil, Until You Spoil. The cauldron fills with
a hearty stew. It creates enough stew to feed fifteen
Humanoids. The food is tasty and seasoned well, and
spoils if uneaten after 24 hours. i N |
Bubble, Bubble, Toil and Trouble. The cauldron fills target. Hit: 9 (2d4 + 4) piercing damage, and the target must |
with stew, as if you said “Boil, boil, until you spoil,” but succeed. ona D; 15.Strength saving throw or be moved up to
the stew is poisoned. A creature who consumes the stew 20 feet in any direction.
must succeed on a DC 16 Constitution saving throw or Dragon'’s Eruption (Recharge 6). The chimera spits a volcanic
be poisoned for 24 hours. explosion at a point they can see within 120 feet of them. Each
creature in a 10-foot-radius sphere centered on that point
must make a DC 14 Dexterity saving throw, taking 27 (6d8)
fire damage on a failed save, or half as much damage on a
TREASURE RAT successful one.
When you open the d001j to this.white—flurre(.:l, red-eyed BONUS ACTIONS
rat’s cage, they point their nose in the direction of the
nearest magic item, if any, within 30 feet of them that isn’t
being worn or carried by another creature. They continue
pointing their nose at that item for 1 minute or until you
shut the cage door. After pointing at a magic item, the
rat refuses to do so again until they consume a piece of
cheese worth at least 10 gp.

Multiattack. The chimera makes three Bite attacks. They can
replace one attack with a Lion's Toss attack or a use of Drag-
on's Eruption, if available.

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

Lion’s Toss. Melee Weapon Attack: +7 to hit, reach 5 ft., one

Once the pot has been used in either of these ways, the pot
can’t be used again until the next dusk.

Roar. Each enemy who can hear the chimera and is within

60 feet of them must succeed on a DC 13 Wisdom saving
throw or be frightened of the chimera for 1 minute (save
ends at end of turn). If a creature succeeds on a saving throw
against this effect or if the effect ends for them, the creature is
immune to the chimera’s Roar for the next 24 hours.

REACTIONS

Ram’s Defiance. When a creature within 30 feet of the
chimera misses them with an attack, the chimera can move up
to half their speed in a straight line toward the creature. If the
chimera ends this movement within 5 feet of the creature, the
creature must succeed on a DC 15 Strength saving throw or
be knocked prone.

Treasure
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HUMAN MERCENARY
Medium Humanoid (Human), Any Alignment

Retainer KoBoLD DECANUS Retainer
Small Humanoid (Kobold), Any Alignment

Armor Class 15 (medium armor)

Hit Points Nine times their level (number of d12 Hit Dice

equal to their level)
Speed 30 ft.

Armor Class 15 (medium armor; includes shield)

Hit Points Eight times their level (number of d10 Hit Dice
equal to their level)

Speed 30 ft.

STR DEX CON INT WIS
16(+3) 10(+0) 14(+2) 10(+0) 10(+0)

STR DEX CON INT WIS CHA

10(+0) 16(+3) 10(+0) 12(+1) 12(+1) 10(+0) 10(+0)

Saving Throws +PB to all

Saving Throws +PB to all

Skills Athletics +3 plus PB, Medicine +0 plus PB, Perception Skills Athletics +3 plus PB, History +1 plus PB, Perception

+0 plus PB
Senses passive Perception 10 plus PB
Languages Common
Proficiency Bonus (PB) equals the mentor’s bonus

+0 plus PB
Senses darkvision 60 ft., passive Perception 10 plus PB
Languages Common, Draconic
Proficiency Bonus (PB) equals the mentor’s bonus

Signature Attack (Halberd). Melee Weapon Attack: +3 plus Signature Attack (Gladius). Melee Weapon Attack: +3 plus

PB to hit, reach 10 ft., one target. Hit: 1d10 plus PB slashing
damage. Beginning at 7th level, the mercenary can make

PB to hit, reach 5 ft., one target. Hit: 1d8 plus PB piercing
damage. Beginning at 7th level, the decanus can make this

this attack twice, instead of once, when they take the Attack attack twice, instead of once, when they take the Attack

action on their turn.

action on their turn.

FEATURES FEATURES
3rd Level: Battlefield Medicine (3/Day). As an action, the 3rd Level: Reinforce (3/Day). When the decanus sees an
mercenary restores PBd8 hit points to a creature they can see ally within 30 feet of them being targeted by an attack, the

within 5 feet of them.

5th Level: Exploit Opening (3/Day). The mercenary takes
the Attack action, making each attack with advantage and

dealing an extra PBd4 slashing damage on a hit.

7th Level: Halberd Master (3/Day). When a creature
enters a space within the mercenary's reach, the mercenary
uses a reaction to make a signature attack with advantage
against that creature. If this attack hits, it deals an extra PBdé

slashing damage.

Honestly, it is a lot of work. Their hide

is tough, they have so little marbling, and
there’s not a lot of meat at all once you get
all those scales off. But if you prepare enough
of them then make a stew and let it simmer
Jor hours, you'll kick yourself for having not
tried kobold sooner, my loves.

SHTRIGA NONNA

decanus can use a reaction to move up to their speed toward
the target. If the decanus ends their movement within 5 feet
of the target, the target gains a +PB bonus to their AC until
the beginning of the decanus's next turn, including against
the triggering attack.

5th Level: Shield Bash (3/Day). The decanus attempts to
topple a Medium or smaller creature within 5 feet of them.
The target must succeed on a DC 10 plus PB Strength saving
throw or be knocked prone. Succeed or fail, the decanus then
makes two signature attacks against any creature within reach.

7th Level: One-Kobold Army (1/Day). The decanus moves
up to their speed, then makes a number of signature attacks
equal to the number of enemies within 5 feet of them
(minimum of three attacks). Each enemy within range must be
attacked at least once. On a hit, the target must succeed on a
DC 10 plus PB Charisma saving throw or be frightened of the
decanus for 1 minute (save ends at end of turn).

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES




SHTRIGA NONNA

CR 6 Solo
Medium Fey, Neutral Evil 2,300 XP
Armor Class 17 (natural armor)
Hit Points 119 (14d8 + 56)
Speed 30 ft., fly 30 ft.
STR DEX CON INT WIS CHA
ISR T6(43). 18(+4) " 14(+2) 15(+2) 19(+4)
Saving Throws Wis +5

Skills Deception +7, Perception +5, Stealth +6, Survival +5

Damage Resistances thunder; bludgeoning, piercing, and
slashing from mundane attacks

Damage Immunities cold, fire

Condition Immunities charmed, frightened

Senses darkvision 60 ft., passive Perception 15

Languages Common, Giant, Infernal, Sylvan

Proficiency Bonus +3

Feline Resilience (3/Day). When Shtriga Nonna fails a saving
throw, she can immediately turn into a cat of her size (Medium
in her normal form, Large while under the effect of Grow) and
succeed instead. While in cat form, Shtriga Nonna retains her
game statistics and ability to speak, except she can't cast spells
or use Soul Steal. She reverts to her previous form at the end
of her next turn.

Supernatural Resistance. Shtriga Nonna has advantage
on saving throws against powers, spells, and other super-
natural effects.

ACTIONS

Multiattack. Shtriga Nonna makes two Corrosive Claw
attacks. She can replace one attack with a use of Soul Steal,
if available.

Corrosive Claw. Melee Weapon Attack: +7 to hit, reach 5 ft.
(10 ft. with Grow), one target. Hit: 11 (2dé + 4) slashing dam-
age, or 14 (3d6 + 4) slashing damage while under the effect
of Grow. If the target is wearing mundane metal armor, they
must succeed on a DC 15 Dexterity throw or their armor takes
a permanent and cumulative -1 penalty to the AC it offers.

If the armor is reduced to an AC of 10, it is destroyed.

Soul Steal (Recharge 5-6). Shtriga Nonna inhales deeply in
a 30-foot cone. Each creature in that area must make a DC 15
Constitution saving throw, taking 16 (3d10) necrotic damage
on a failed save, or half as much damage on a successful one.
Shtriga Nonna regains 10 hit points for each creature who fails
this saving throw.

BONUS ACTIONS

Grow (2/Day; 3rd-Level Spell). For 1 minute, Shtriga Nonna
magically increases in size, along with anything she is wearing
or carrying. While enlarged, she is Large, her reach becomes

SHTRIGA NONNA'S HUT
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10 feet, she deals an extra 3 (1d6) damage on Strength-based
weapon attacks (included in the attacks), and she makes
Strength checks and Strength saving throws with advantage.
If Shtriga Nonna lacks the room to become Large, she attains
the maximum size possible in the space available.

Gobble You Up. Shtriga Nonna feeds on the body of an
unconscious creature within 5 feet of her. The target takes
10 (3dé) piercing damage, and Shtriga Nonna recharges her
Soul Steal action.

REACTIONS

Turned Upside Down. When a creature hits Shtriga Nonna
with a melee attack, she magically reverses gravity around her.
Each creature within 5 feet of her must succeed ona DC 15
Strength saving throw or rise vertically 10 feet into the air.

A creature levitating in this way remains suspended until the
end of their next turn, then falls unless they have an ability
that keeps them aloft.

VILLAIN ACTIONS

Shtriga Nonna has three villain actions. She can take each
action once during an encounter after an enemy’s turn. She
can take these actions in any order but can use only one
per round.

Action 1: Snackies for Sweeties. The air within 30 feet of
Shtriga Nonna magically fills with the scent of rotten food.
Each other creature in that area must succeed ona DC 15
Wisdom saving throw or be poisoned for 1 minute (save
ends at end of turn). Creatures are affected even if they
hold their breath or don't need to breathe.

Action 2: Feline Felicity. Shtriga Nonna grows four cat legs
in a burst of magical energy. Each creature within 5 feet of
her must make a DC 15 Dexterity saving throw. On a failed
save, a creature takes 10 (4d4) force damage and is pushed
10 feet away from her. On a successful save, a creature
takes half as much damage and isn't pushed. Shtriga Nonna
can then move up to twice her speed, after which the extra
cat legs disappear.

Action 3: Open the Oven. Shtriga Nonna opens a portal
to her massive oven in the palms of her hands, creating a
blast of heat and noise in a 30-foot cone. Each creature in
that area must make a DC 15 Dexterity saving throw, taking
13 (3d8) fire damage plus 13 (3d8) thunder damage on a
failed save, or half as much damage on a successful one.

UTILITY SPELLS

In addition to any other spells in this stat block, Shtriga Nonna
can cast the following spells, using Charisma as the spellcasting
ability (spell save DC 15):

At will: alter self#, detect thoughts*, thaumaturgy*
3/day each: fabricate*, legend lore*
1/day: scrying*




TROLL
Large Giant, Typically Chaotic Evil

CR 5 Brute TROLL WHELP CR 5 Minion

1,800 XP Medium Giant, Typically Chaotic Evil 225 XP

Armor Class 15 (natural armor)

Armor Class 15 (natural armor)

Hit Points 94 (9d10 + 45) Hit Points 12
B\  Speed40ft Speed 40 ft.
) STR DEX CON INT CHA STR DEX CON INT WIS CHA
18(+4) 13(+1) 20(+5) 7(-2) 7(-2) 18(+4) 13(+1) 20(+5) 7(-2) 91 7(-2)
J

> X
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Saving Throws Con +8
Skills Athletics +7, Perception +5

Senses darkvision 60 ft., passive Perception 15

Languages Giant
Proficiency Bonus +3

Saving Throws Con +8

Skills Athletics +7, Perception +2

Senses darkvision 60 ft., passive Perception 12
Languages Giant

Proficiency Bonus +3

use Multiattack.

AT Relentless Hunger. When the troll is reduced to 0 hit points Minion. If the whelp takes damage from an attack or as the
_:.--l by any damage other than acid or fire damage, they don't die result of a failed saving throw, their hit points are reduced to
' or fall unconscious, and can continue moving and taking actions 0. If the whelp takes damage from another effect, they die

as usual. The troll only dies if they end their turn with 0 hit if the damage equals or exceeds their hit point maximum;
points, if acid or fire damage reduces them to 0 hit points, or otherwise they take no damage.

if they take acid or fire damage while they have 0 hit points. Relentless Hunger. When the whelp is reduced to 0 hit
Sluggish. For 1 hour after sleep or another period of points by any damage other than acid or fire damage, they
unconsciousness, the troll's speed is halved and they can't don't die or fall unconscious, and can continue moving and

taking actions as usual. The whelp only dies if they end their
turn with 0 hit points, if acid or fire damage reduces them

ACTIONS

3 ; to 0 hit points, or if they take acid or fire damage while they
Multiattack. The troll makes one Bite attack and two have 0 hit points.
Claw attacks.

Ripping Claws. Spaces within reach of one or more whelps
are difficult terrain for Medium or smaller enemies. When an
enemy leaves the reach of one or more whelps who can see

them, the enemy takes 2 slashing damage.

Bite. Melee Weapon Attack: +7 to hit, reach 5 ft., one crea-
ture. Hit: 14 (3dé6 + 4) piercing damage. If the target is not a
Construct, an Elemental, or a Plant, the troll regains hit points
equal to the damage dealt. If this attack reduces the target to

0 hit points, the troll regains twice as many hit points as they ACTIONS
otherwise would with this attack. Bite (Group Attack). Melee Weapon Attack: +7 to hit, reach
Claw. Melee Weapon Attack: +7 to hit, reach 10 ft,, one 5 ft., one target. Hit: 4 piercing damage, and if the target is

not a Construct, an Elemental, or a Plant, each whelp who
joined this attack regains all lost hit points.

target. Hit: 7 (1d6 + 4) slashing damage.

Crash Through. The troll moves up to their speedin a
straight line, smashing through mundane obstacles in their
path. The troll can enter the spaces of Large or smaller crea-
tures during this movement, forcing those creatures to make
a DC 15 Strength saving throw. On a failed save, a creature
takes 14 (4d6) bludgeoning damage and falls prone. On a
successful save, a creature takes half as much damage and Tolls do make the most delightful lackeys. My beauties
doesn't fall prone.

During this move, mundane objects that aren't worn or
carried by a creature take 14 (4d6) damage when the troll
enters their space. If the troll moves into the space of a Large

require so little maintenance. Their wounds get better
without any care from me, and the trollies work for food!
Oh, they’re not fussy when it comes to payment—as long
as it’s meat, dearies. If you're really clever, you can carve

AVE or larger object and this damage doesn't destroy it, the troll's
y g ) 8 ) 1 ; off a piece of one troll to feed another and save the rarer
(0) movement stops and they are stunned until the end of their ; :
Vi meats for yourself.
: next turn. :
SHTRIGA NONNA
REACTIONS

Spiteful Retort. When the troll is reduced to 0 hit points
and doesn't die, they can make a Bite attack against a creature
within 5 feet of them.
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BURNOCK MILL

Optimized for Five Sth-Level Characters

EVEN AS A YOUNG ADVENTURER, WIGAR UTHRAK WAS KNOWN
for his derring-do, formidable swordplay, and cutthroat
leadership. He soon gathered a team of like-minded scoun-
drels, rising from bandit chief to mercenary captain. After
winning the favor of a monarch, he was titled baron.

However, Baron Uthrak gambled poorly when he
backed the monarch’s younger brother in a failed rebellion.
Stripped of his lands, the exiled baron now abides in the
wild with his crew of miscreants, knavish ex-knights, and
wielders of forbidden magic.

Uthrak and his crew lurk along a caravan road, robbing
travelers under the pretense of a “bridge toll.” His current
base of operations is an abandoned water mill, but he
doesn’t intend to abide in this backwater forever. Once he
gathers enough treasure and mercenaries, he’ll reclaim
his lands.

MILL STORY HOOKS

You can use one of the following story hooks to integrate
this lair into an adventure:

Duelist’s Honor. The characters meet Lady Vigue, a
human noble who was defeated and humiliated by
Baron Uthrak in a rigged duel before the baron’s exile.
Vigue offers the characters a +7 shield as a reward for
infiltrating Burnock Mill and recovering her stolen
sword from Uthrak’s hoard (area U7).

Rising Rebellion. Duke Rodrik, the human ruler of
lands where Baron Uthrak once led a rebellion, offers
the characters 2,000 gp to infiltrate Burnock Mill and
capture or kill Uthrak before the baron can incite
another uprising.

Toll Concerns. Merchants and caravans have complained
to local authorities about the exorbitant bridge toll
demanded by Baron Uthrak and his crew. Countess
Irna, a human, offers a 2,000 gp reward to the
characters if they can stop these unauthorized “tolls.”

MILL FEATURES

Areas U), U6, and U7 comprise the interior of Burnock
Mill. These areas have the following features:

Ceilings. The mill’s ceilings are 10 feet high.

INlumination. During the day, bright sunlight fills the
mill’s second floor (area U6) and third floor (area U7).
The mill’s first floor (area U)) has no windows and is
dimly lit by lanterns.

Machinery. Toothed shafts and large wooden gears
cluster at the center of the mill’s first floor (area U5)
and second floor (area U6). If the water wheel is
turning, the shafts and gears spin. A creature pushed
into the spinning machinery must succeed on a
DC 13 Strength saving throw or be restrained by the

BURNOCK MILL

machinery. A creature restrained in this way takes 10
(3d6) bludgeoning damage at the start of each of their
turns as long as the machinery is spinning. As an action,
a creature can make a DC 13 Strength check, freeing
themself or another creature within their reach on a
success. The machinery on each floor has AC 15, 40 hit
points, and immunity to poison and psychic damage.
Destroying the machinery on one floor stops it on

all floors.

Trapdoors. Heavy trapdoors connect each floor of the
mill. Opening a trapdoor requires an action. The
trapdoors muffle sound, and creatures on an enclosed
floor can’t hear noise made on others.

UTHRAK'S HENCHMEN

Unless otherwise noted, named NPCs are Baron Uthrak’s
officers. They are loyal to him and fight to the death.
Interrogating them yields no information. If no officers are
nearby to command the baron’s other forces, they surren-
der or flee when they are clearly losing. Fleeing henchmen
try to reach the mill or open the sluice gate (see area U2) to
alert Baron Uthrak (see “Alerting the Mill”).

Captured Henchmen. A captured or cornered hench-
man who isn’t an officer offers any knowledge or items
they can to save their own life. When questioned, they can
provide any of the following pieces of information:

* A wicked creature lives in the mill pond (area U2) and
tried to drown a bandit who got too close.

e Baron Uthrak bullies a bandit named Dogface (see
area U6) for being soft and showing mercy to the
travelers they rob.

* Gray Walter (see area Ul) says the millstone at the top
of the mill (area U7) is magic, but he hasn’t told Baron
Uthrak yet.

e Brother John (see area U5) keeps winning money in
sparring matches against other bandits. Some say
he cheats!

Defeated Characters. If Baron Uthrak’s forces defeat
the characters, the henchmen disarm them and take them
to meet the baron in area U7. The baron searches the
captive characters, politely confiscates their weapons and
half their coin, then frees them.

New Recruits. A character who approaches one of
Uthrak’s officers while the mill isn’t on alert (see “Alerting
the Mill”) and asks to join the bandits can convince the
officer with a successful DC 17 Charisma (Deception or
Persuasion) check. If convinced, the officer escorts the
party to Baron Uthrak on the mill’s third floor (area U7).
Before allowing the characters to join his forces, the baron
tests their loyalty with two requests: that they give him a
tribute worth at least 500 gp, and that they seize and bring
back the carts of a merchant caravan.




RESTING IN THE MILL

Provided the characters first deal with any enemies in that
area, they can safely take short rests in areas Ul and U2.
Otherwise, if the characters attempt to rest, there is an

80 percent chance two human knaves and one human
trickshot interrupt them halfway through their rest.

ENTERING THE MILL

Truss Bridge (area Ul) can be approached from either the
north or south on the main road. If the characters search
for another crossing, they find the mill pond (area U2).
Burnock Mill is visible from both areas, but the building’s
limited windows prevent the inhabitants from seeing
either area.

The characters can enter the mill through the door
or window near the water wheel (area U3). A character
who can climb or fly can enter through the crane bay or
the roof near the mill’s top floor (area U7). A creature
without a climbing speed or climbing equipment can climb
the mill’s outside wall with a successful DC 15 Strength
(Athletics) check.

ALERTING THE MILL

Under normal circumstances, the inhabitants of the mill
aren’t particularly attentive. However, if an enemy escapes
to warn Baron Uthrak of intruders or if someone activates
the machinery inside the mill, the inhabitants go on

high alert.

While the mill is on alert, Barrelhouse Jill (a human
scoundrel) and six human guards exit the mill’s first
floor (area Ub) and patrol clockwise around the outside of
the mill. Baron Uthrak sends the two human trickshots
on the third floor (area U7) to the roof to fire crossbows at
strangers within 100 feet of the mill. While on the steeply
slanted roof, the trickshots have half cover from attacks on
the ground. A human raider readies the loading crane to
attack creatures in the crane loading zone (area U4).

BURNOCK MILL AREAS
The following areas are keyed to the Burnock Mill Map.

U1. TRUSS BRIDGE
This bridge over the Burnock River has the follow-
ing features:

e “A sturdy plank bridge is roofed by a framework of
wooden beams.”
* “Five humans share a meal on the roof, legs dangling.”

Toll Bandits. Flash Maggie (a human brawler with
77 hit points) guards this bridge alongside Gray Walter (a
human storm wizard) and Walter’s sons (three human
apprentice mages). When the characters approach, Flash
Maggie drops down to the bridge and demands a toll of
half their coin. She sarcastically refers to herself as “your
humble servant” and asks “your eminences” to “make a

donation.” If the characters refuse to pay or decide to turn
back, the bandits attack.

In combat, Maggie grabs lightly armored enemies, uses
them to block incoming attacks, then throws them off the
bridge. Gray Walter and his sons remain on the scaffolding
10 feet above the bridge, raining down magical attacks
while Walter uses the gust of wind spell to push enemies off
the bridge.

If defeat seems inevitable, one of the bandits gestures
toward the mill and declares, “You may have beaten us,
but Baron Uthrak will have his revenge! No one crosses the
baron and lives.”

Bridge Beams. Sturdy hooks stick out of the beams on
the bridge, allowing a creature to climb the beams without
making an ability check.

River. A fast-flowing, 10-foot-deep river runs under the
bridge. A creature without a swimming speed who starts
their turn in the river must succeed on a DC 13 Strength
saving throw or be moved 5 feet west.

Treasure. Flash Maggie carries 120 gp and receipts,
signed by Baron Uthrak, detailing 600 gp of “tolls” paid
over the past month.
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U2. MiLL POND
This pond has the following features:

e “The still, circular pond is blocked on its south side by a
wooden sluice gate. On the other side of the gate lies a
dry channel.”

* (Secret) Salty Anne, a sea hag apprentice, lurks at the
bottom of the pond.

Pond and Sluice Gate. The pond is 20 feet deep, and
the currently dry channel is 5 feet deep. The sluice gate
is a square slab of wood that blocks water from flowing
down the channel toward the mill and powering its water
wheel. The sluice gate can be operated by pulling on a
rope that lifts the wooden slab, sending water racing down
the channel. The rope can be tied off to keep the sluice
open. Two rounds after the gate is opened, the water wheel
begins to turn and the mill’s machinery springs to life (see
“Alerting the Mill”).

Salty Anne. Salty Anne, a sea hag apprentice, has
lived in the river for decades. Apprenticed to a sea hag
in her youth after her parents made a deal for wealth,

Salty Anne was never truly evil, so her disgusted mistress
exiled her.

The sea hag apprentice hates Baron Uthrak and his
crew for their crimes against travelers, but Salty Anne fears
facing the bandits alone. When the characters approach,
she hides behind a boulder at the bottom of the pond,
thinking them members of Baron Uthrak’s crew.

A character observing the pond notices Salty Anne with
a successful DG 15 Wisdom (Perception) check. A character
who succeeds on a DC 15 Charisma (Persuasion) check can
coax Salty Anne to the surface and convince her to share
her feelings about Baron Uthrak. If the characters tell her
they want to fight the baron, Salty Anne agrees to aid them
and tells them the mill’s grindstone is a powerful magic
item (see “Baron Uthrak’s Hoard”). She also mentions that
opening the gate puts the mill on alert and draws some
of the bandits out of the complex to search for intruders.
At the GM’s discretion, Salty Anne can join the party for
further adventures.

U3. MILL WHEEL
The wooden wheel attached to the water mill has the
following features:

* “The mill’s water wheel is attached to the south wall,
and a window lies 6 feet above it. Nearby, a bridge
crosses over a wide channel, leading to the mill’s
entrance.”

* (If the sluice gate in area U2 hasn’t been opened) “The
channel, which looks as though it’s meant to contain
flowing water, is empty. The wheel sits stationary.”

o (If the sluice gate in area U2 has been opened) “Water flows

easily beneath the bridge, catching the water wheel. It

slowly turns, causing something inside the mill to clank
and grind.”

Water Wheel. The wheel, which is 10 feet in diameter
and 3 feet wide, is attached to an axle protruding horizon-
tally from the mill’s outer wall.

Window. The window above the wheel leads to the
mill’s second floor (area U6). A character can climb the
wheel to reach the window by succeeding on a DC 15
Dexterity (Acrobatics) check, made with disadvantage if
the water wheel is in motion. On a failed check, a creature
tumbles 10 feet down into the channel, taking 3 (1d6)
bludgeoning damage from the fall if the channel is dry.

U4. CRANE LOADING ZONE
This cobbled area to the east of the mill has the follow-
ing features:

e “A cobbled yard lies east of the mill.”

e “Nearly 30 feet above the cobbles, a wooden crane
juts from a wide window on the third story of the mill.
A metal claw dangles from the end of the crane’s arm.”

* “An armored human is visible in the crane window.”

Crane. The crane can be operated from the crane bay
on the mill’s third floor (area U7) to attack anyone in the
loading zone. As an action, the operator can use the crane
in one of the following ways:

* The crane picks up a Large or smaller object in the
loading zone not worn or carried by a creature.

e The crane makes a melee weapon attack with a
+6 bonus to its attack roll against a creature in
the loading zone. On a hit, the target is grappled
(escape DC 13).

* The crane’s claw rises up to 30 feet (to a maximum
of 30 feet above the ground).

* The crane releases a creature or object it is holding.
If the crane has been raised 30 feet, the crane operator
can release the target safely into the crane bay on the
mill’s third floor (area U7) or drop the target into the
loading zone.

Sentry. A human raider sentry sits in the third-floor
crane bay (area U7). If the alarm hasn’t been raised (see
“Alerting the Mill”), the sentry reads a book of children’s
poems entitled Rhymes for Little Ones and pays no attention
to anything happening in the crane loading zone. If the
alarm has been raised, the sentry watches the crane loading
zone for intruders.

U5. FIRST FLOOR
The water mill’s first floor has the following features:

e “Gears surround wooden beams and pillars throughout
the room.”

* “Aladder leads up to a closed trapdoor on the north
side of the ceiling.”

* (If the mill isn’t on alert) “Atop a pair of crates, a leather-
clad duelist battles a robed human wielding a scythe.
Along the walls, a dozen humans shout encouragement
to the combatants.”
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Training Exercise. If the mill hasn’t been alerted (see
“Alerting the Mill”), Barrelhouse Jill (a human scoundrel)
spars with Brother John (a death cultist) in the middle of
the room. The combatants stand atop a 5-by-10-foot arena
formed by two crates pushed together. Around the crates,
six human guards cheer for Jill and six death acolytes
pray for John. The characters can sneak into the room
and observe the bandits or catch them by surprise with a
successful DC 13 group Dexterity (Stealth) check.

Although the duel is friendly, both combatants wagered
heavily on the outcome. If the characters observe the duel,
they notice both fighters suffer minor injuries, but John’s
wounds magically heal thanks to his Scythe attack. When
Jill is reduced to 30 hit points, she admits defeat and pays
100 gp to John.

If combat breaks out with the characters, a single human
guard opens the trapdoor to the second floor (area U6) and
carries a message to Baron Uthrak. If a character points
out to Jill that John was healing during the fight, and if
that character succeeds on a DC 15 Charisma (Persuasion)
check made as an action, she turns on John and attacks him
for his unfair tactics. When John is defeated, she resumes
battling the characters.

If the mill is on alert, Brother John and the death
cultists attack the characters when they enter.

Treasure. Jill and John each carry a pouch with
100 gp. The death cultists and guards have 120 gp between
them. The crates contain clothing, food, and three potions

of healing.

Ué. SECOND FLOOR
This floor has the following features:

e “Crates and sacks line the walls. A sleeping guard
with a black eye lies on a stack of musty sacks,
clutching a mop.”

* “Gears surround a wooden pillar in the middle of
the room.”

e “There are three visible trapdoors: one on the floor on
the north side of the room, and two on the ceiling on
the south side of the room. Ladders lead up to the two
on the ceiling.”

e “A small window in the south wall overlooks the mill’s
water wheel.”

Sleeping Guardian. The sleeping guard is named
Dogface. He was supposed to be cleaning the room, but
Baron Uthrak has bullied him so mercilessly that Dogface
has no loyalty to him. The baron’s most recent assault was
punching Dogface for oversleeping. If the players attack
Dogface, he uses the human raider stat block. However,
if they wake him without attacking him, he asks if they’ve
come to defeat Baron Uthrak. A character who claims
they’ll defeat Uthrak and succeeds on a DC 14 Charisma
(Intimidation or Performance) check earns Dogface’s
loyalty. He describes the mill’s defenses and offers to join
the party. As an ally, Dogface uses the human mercenary
stat block.

BURNOCK MILL

Treasure. Most of the sacks contain rotten grain, but
Dogface has stashed his treasure in a clean sack: 50 gp,
10 rations, and a packet of dust of disappearance. He happily
gives his treasure to the party if they let him aid in Baron
Uthrak’s defeat.

U7. THIRD FLOOR
This floor has the following features:

e “Two humans stand at a round millstone, talking in
hushed voices. One is armored and carries a whip and a
jeweled longsword, and the other wields a morningstar.”

e “A small contingent of soldiers equipped with axes and
other weapons sits by bedrolls in the southeast corner of
the room.”

* “On the east side of the room, a sliding door stands
open. A long wooden crane juts through the door.”

* “On the west side of the room, an iron chest sits atop
a crate.”

Uthrak and Company. If the mill hasn’t been alerted
to the characters (see “Alerting the Mill”), Baron Uthrak
and his lieutenant, Beatrice the Cruel (a human knave),
eat meat and drink wine at the stone table. Three human
raiders are nearby, two polishing their blades while a third
stands on sentry duty near the crane bay and reads a book
of poetry. Another two human raiders and two human
trickshots are asleep in their bedrolls. If combat breaks
out, sleeping combatants spend their first turn waking up
and collecting their weapons.

If the mill 1s on alert, Baron Uthrak, Beatrice, and four
human raiders (along with survivors from previous battles)
are ready for combat while the fifth raider stands at the
crane controls. The two human trickshots have been sent
to the roof.

In combat, Baron Uthrak and Beatrice kick enemies
prone and attack them while they’re down. If the mill’s
machinery has been activated, Baron Uthrak pulls oppo-
nents into the millstone with his whip, and, when reduced
to 25 hit points or fewer, uses his whip to swing from the
crane into the flowing channel 30 feet below. Human
raiders try to push intruders out the crane bay door or into
the spinning millstone.

Stone Table. Baron Uthrak’s table is a 10-foot-diame-
ter millstone of grinding (see “Baron Uthrak’s Hoard”) once
used to grind grain. It has a 1-foot-wide square hole.

If the mill is put into operation by opening the sluice
gate (see “Pond and Sluice Gate” in area U2), the millstone
begins spinning, sending Uthrak and Beatrice’s feast flying.
A creature pushed or pulled into the spinning millstone
takes 10 (3d6) bludgeoning damage, is pushed 10 feet
away from the millstone in a random direction, and is
knocked prone.

Crane Bay. The door on the room’s east side is open,
revealing a 20-foot wide, 10-foot-high opening. Anyone
pushed out the door falls 30 feet down into the crane load-
ing zone (area U4). Next to this opening is a 30-foot-long
wooden crane, which can be swiveled and retracted using
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levers at its base. A heavy claw dangles on a rope from the
end of the crane.

Roof. A trapdoor leads up to the mill’s peaked roof.
The roof’s slant makes it difficult terrain for creatures
without a climbing speed.

Treasure. The iron chest contains Baron Uthrak’s
treasure hoard, while the crate contains items pulverized by
the millstone of grinding. See “Baron Uthrak’s Hoard” for
more information.

EXTRA LIVES

If you wish, you can tailor Nine Lives' Bloodstones property
to your own campaign by changing the creature type that
restores its charges from Dragon to Aberration, Celestial,
Fey, Fiend, or another type.

BARON UTHRAK'S HOARD

Baron Uthrak carries his magic sword, Nine Lives. The rest
of his treasure hoard is contained in an iron chest atop a
crate in area U7 of his lair.

The hoard contains the following items:

* Figurine of wondrous power (silver raven)

* 2 potions of greater healing

* Shield bearing the Uthrak coat of arms, a toad rampant
(worth 50 gp)

* Silver circlet set with a pearl (worth 150 gp)

e 750 sp and 900 gp

Unbeknownst to the baron, the mill’s grindstone bears an
enchantment that allows it to grind ordinary items into
flour (see millstone of grinding below). The crate under Baron
Uthrak’s chest contains ten tiny, labeled packets of flour,
each of which turns into an item when added to water.

The crate contains the following flour packets:

* 3 50-foot coils of hempen rope

* 3 sets of carpenter’s tools

* Rope ladder

* 3 10-pound sacks of wheat (worth 1 sp each)
* Keg of wine (worth 50 gp)

* Gold bracelet (worth 250 gp)

MILLSTONE OF GRINDING

Wondrous Item, Uncommon

This 5-ton, 10-foot-diameter flat stone bears the inscription
“All is Grist.”

While the mill is operational, the millstone can pulver-
ize any Small or Tiny mundane object placed in the hole at
its center. The object becomes a pinch of magic flour. As an
action, a creature can add this flour to water, causing the
object to return to its original form.

NINE LIVES
Weapon (Longsword), Rare (Requires Attunement)

The black pommel of Baron Uthrak’s longsword is set with
nine bloodstone gems: three gray and six red.

You have a +1 bonus to attack and damage rolls made
with this magic weapon. When you hit with an attack roll
using it, the target takes an extra 1d6 necrotic damage.

Bloodstones. The sword has 3 charges left, one for
each gray bloodstone.

When you fail a saving throw while holding this sword,
you can expend 1 charge to succeed instead (no action
required). When you do so, you take 2d6 necrotic damage,
which can’t be reduced in any way, and the sword drains
some of your blood into one of the remaining gray blood-
stones, turning the stone red.

The sword loses this property while it has no charges
remaining.

When you deal damage to a Dragon with Nine Lives
while the sword has fewer than 9 charges, the sword
regains 1 charge and one of the sword’s red bloodstones
turns gray. Once the sword has regained a charge in this
way, it can’t do so again until the next dawn.

Uthrak
Coat of Arms
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MILL STAT BLOCKS
The following stat blocks appear in the lair.

BARON UTHRAK
Medium Humanoid (Human), Lawful Evil

CR 7 Leader
2,900 XP

Armor Class 16 (half plate)
Hit Points 144 (17d8 + 68)
Speed 30 ft.

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

Saving Throws Str +7, Con +7

Skills Athletics +10, Deception +6, Insight +5, Intimidation +9,
Perception +5

Senses passive Perception 15

Languages Common

Proficiency Bonus +3

Bloodstones (3 Uses). When Baron Uthrak fails a saving throw
while holding his magic longsword Nine Lives, he can choose
to succeed instead. If he does so, he takes 7 (2d6) necrotic

damage as one of the bloodstones set in the sword’s pommel
fills with his blood.

Exploit Opening (3/Day). When Baron Uthrak makes an
attack, he has advantage on the attack roll.

ACTIONS

Multiattack. Baron Uthrak makes two attacks using Nine Lives,
Whip, or both.

Nine Lives. Melee Weapon Attack: +8 to hit, reach 5 ft.,
one target. Hit: 9 (1d8 + 5) slashing damage plus 3 (1d6)
necrotic damage.

Whip. Melee Weapon Attack: +7 to hit, reach 15 ft., one
target. Hit: 6 (1d4 + 4) slashing damage, and the target must
succeed on a DC 15 Strength saving throw or be pulled up to
15 feet toward Baron Uthrak.

BONUS ACTIONS

Kneel, Peasant! Baron Uthrak kicks a Large or

smaller creature within 5 feet of him. The target must succeed
on a DC 15 Strength saving throw or take 6 (1d4 + 4)
bludgeoning damage and be knocked prone.

REACTIONS

Riposte. When a creature Baron Uthrak can see misses him
with a melee attack, Baron Uthrak makes a melee attack
against that creature.

VILLAIN ACTIONS

Baron Uthrak has three villain actions. He can take each action
once during an encounter after an enemy’s turn. He can take
these actions in any order but can use only one per round.

BURNOCK MILL
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Action 1: Shoot! Each ally within 60 feet of Baron Uthrak
who can hear him can make a ranged weapon attack Al
(no action required). ( _'|

Action 2: Form Up! Baron Uthrak and each ally within
60 feet of him who can hear him can move up to their
speed without provoking opportunity attacks. Baron
Uthrak and each ally enters a defensive stance that lasts '
until that creature moves or is restrained or incapacitated.

When two or more allies in a defensive stance are within
5 feet of each other, attack rolls against them are made
with disadvantage.

Action 3: Lead from the Front. Baron Uthrak moves
up to twice his speed without provoking opportunity
attacks. During or after this movement, he can make up
to four Nine Lives or Whip attacks with advantage, each
against a different target. After he attacks a target in
this way, each ally within 5 feet of that target can make
a melee attack with advantage against the same target
(no action required).




HUMAN APPRENTICE MAGE
Medium Humanoid (Human), Any Alignment

CR 6 Minion
285 XP

Armor Class 14 (studded leather)
Hit Points 13
Speed 30 ft.

STR DEX CON INT WIS CHA
B8] 1462 10(0) 14(2) 11(0) 10(+0)

Skills Arcana +5

Senses passive Perception 10

Languages Common plus any two languages
Proficiency Bonus +3

Empower Patron. A non-minion creature serves as the
mage's patron in exchange for the mage's protective magic.
At the start of the patron’s turn, the patron gains temporary
hit points equal to twice the number of apprentice mages
within 60 feet of them who chose them as a patron and

can see them.

Exploit Weakness. When the mage makes or joins an attack
that's made with advantage, the attack deals an extra 1 dam-
age per mage who made or joined the attack.

Minion. If the mage takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced
to 0. If the mage takes damage from another effect, they die
if the damage equals or exceeds their hit point maximum;
otherwise they take no damage.

ACTIONS

Lightning Strike (Group Attack). Ranged Spell Attack: +5

to hit, range 120 ft., one creature. Hit: 2 lightning damage,
and if this attack was made by more than one mage, each
mage who joined the attack picks one creature within 30 feet
of the original target. Each creature picked takes 2 lightning
damage for each mage who targeted them; the mage'’s Exploit
Weakness trait does not increase this damage.

Thunder Crack (Group Attack). Melee Spell Attack: +5 to
hit, reach 5 ft., one target. Hit: 4 thunder damage, and the
target can't make opportunity attacks until the start of their
next turn.

CHANGING THE APPRENTICE MAGE

Human wizards often follow arcane traditions to master a
particular element of magic. In this stat block, the appren-
tice mage makes Lightning Strike and Thunder Crack
attacks, but the GM can reflect a different elemental mas-
tery by changing both damage types to acid, cold, or fire
damage. A mage can only join other mages in this group
attack if their group attack deals the same damage type.

HUMAN BRAWLER
Medium Humanoid (Human), Any Alignment

CR 2 Brute
450 XP

Armor Class 14 (studded leather)
Hit Points 52 (7d8 + 21)

Speed 30 ft.
STR DEX CON INT WIS CHA
17(+3) 14(+2) 16(+3) 10(+0) 10(+0) 12(+1)

Skills Athletics +5, Intimidation +3
Senses passive Perception 10
Languages Common
Proficiency Bonus +2

Exploit Opening (3/Day). When the brawler makes an
attack, they have advantage on the attack roll.

ACTIONS
Multiattack. The brawler makes two attacks using Grab,
Haymaker, or both.

Grab. Melee Weapon Attack: +5 to hit, reach 5 ft., one
Medium or smaller creature. Hit: 5 (1d4 + 3) bludgeoning
damage, and the target is grappled (escape DC 13). Until this
grapple ends, the brawler can't grab another creature.

Haymaker. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 5 (1d4 + 3) bludgeoning damage, or 10 (3d4 + 3)
bludgeoning damage against a grappled target.

Throw. The brawler throws one Medium or smaller creature
they are grappling or object they are holding up to 30 feet
horizontally. If the thrown target is a creature, they fall prone
after this throw. If the thrown target would enter the space
of a creature or solid object that is no more than one size
smaller than it, the thrown target collides with it and stops in
the nearest unoccupied space, taking 3 (1d6) bludgeoning
damage for every 10 feet it was thrown. A Large or smaller
creature hit by this thrown target must succeed ona DC 13
Dexterity saving throw or take the same amount of damage
and fall prone.

REACTIONS

Meat Shield. When the brawler is grappling a target and is
hit by a ranged attack made by another creature the brawler
can see, the brawler gains a +2 bonus to AC against the
triggering attack. If this bonus causes the attack to miss the
brawler, it hits the grappled target instead.
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HUMAN DEATH ACOLYTE CR 2 Minion
Medium Humanoid (Human), Any Alignment 90 XP

Armor Class 13 (leather armor)
Hit Points 9

Speed 30 ft.
STR DEX CON INT WIS CHA
LICOFSIAG2). 12(+:1) 10(+0) 14(+2) 14(+2)

Senses passive Perception 12
Languages Common
Proficiency Bonus +2

Death Chant. When an enemy succeeds on a death saving
throw while within 30 feet of three or more acolytes who
aren't incapacitated, the success instead counts as a failure,
and if the roll was a 20, the enemy doesn't regain hit points.

Exploit Weakness. When the acolyte makes or joins an
attack that's made with advantage, the attack deals an extra 1
damage per acolyte who made or joined the attack.

Minion. If the acolyte takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced to
0. If the acolyte takes damage from another effect, they die
if the damage equals or exceeds their hit point maximum;
otherwise they take no damage.

ACTIONS

Transfer Life (Group Attack). Melee Spell Attack: +4 to hit,
reach 5 ft., one creature. Hit: 2 necrotic damage, and if this
attack was made by more than one acolyte, a creature of the
acolytes’ choice within 30 feet of them regains 1 hit point per
acolyte who joined this group attack.

Necrotic Bolt (Group Attack). Ranged Spell Attack: +4 to hit,
range 30 ft., one target. Hit: 2 necrotic damage.

Laws? You only need to follow the laws if you’re
weaker than the people enforcing them. Oh, I've made
mistakes in my time, but I've never followed any law
some rich brat who inherited a crown made up to
control people. Nobles don’t even follow the rules they
write for others. It’s a_joke.

What you don’t understand is that out here, I am
the nobles. I am the law, and if the bodies at the bottom
of the river could talk, they'd tell you I can enforce it.

BARON WIGAR UTHRAK

HUMAN DEATH CULTIST
Medium Humanoid (Human), Any Alignment

CR 4 Support
1,100 XP

Armor Class 16 (chain mail)
Hit Points 60 (8d8 + 24)

Speed 30 ft.
STR DEX CON INT WIS CHA
16(+3) 10(+0) 16(+3) 14(+2) 18(+4) 12(+1)

Saving Throws Wis +6, Cha +3

Skills Intimidation +3, Religion +4

Senses passive Perception 14

Languages Common plus any one language
Proficiency Bonus +2

Exploit Opening (3/Day). When the cultist makes an attack,
they have advantage on the attack roll.

ACTIONS

Scythe. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 8 (1d10 + 3) slashing damage plus 7 (2d6) necrotic
damage, and the cultist regains hit points equal to half the
necrotic damage dealt.

Death Bolt. Ranged Spell Attack: +6 to hit, range 60 ft.,

one target. Hit: 14 (4d6) necrotic damage, and the target's
weapon attacks deal half damage until the start of the cultist’s
next turn.

Blackfire Blessing (1/Day). The cultist empowers up to

10 non-minion allies within 30 feet of them. For 1 minute or
until the cultist dies, each creature’s weapons burn with black
fire and deal an extra 2 (1d4) necrotic damage on a hit.

BONUS ACTIONS

Rise, My Minions! (1/Day). The cultist chooses up to three
creatures within 30 feet of them who died within the last min-
ute. These creatures return to life with 1 hit point, but they
can't regain hit points, and they die after 1 minute.

REACTIONS

Life from Death. When a creature the cultist can see within
30 feet of them fails a death saving throw or dies, the cultist
siphons their faltering life energy. The cultist chooses a
creature within 30 feet of the cultist who isn't unconscious,
and that creature regains 14 (4d6) hit points.
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CR 1/8 Minion

Medium Humanoid (Human), Any Alignment 5XP
Armor Class 16 (chain shirt, shield)
Hit Points 5
Speed 30 ft.
STR DEX CON INT WIS CHA
12(+1) 12(+1) 12(+1) 10(+0) 10(+0) 10(+0)

Skills Perception +2

Senses passive Perception 12
Languages Common
Proficiency Bonus +2

Exploit Weakness. When the guard makes or joins an attack
that's made with advantage, the attack deals an extra 1 damage
per guard who made or joined the attack.

HUMAN KNAVE CR 3 Soldier
Medium Humanoid (Human), Any Alignment 700 XP
Armor Class 16 (breastplate, shield)
Hit Points 60 (8d8 + 24)
Speed 30 ft.
STR DEX CON INT WIS CHA
18(+4) 10(+0) 16(+3) 10(+0) 12(+1) 10(+0)

Skills Intimidation +4, Perception +3
Senses passive Perception 13
Languages Common

Proficiency Bonus +2

Exploit Opening (3/Day). When the knave makes an attack,
they have advantage on the attack roll.
ACTIONS

Multiattack. The knave makes two Morningstar or two Javelin
attacks. They can replace one attack with a Shield Bash attack.

Morningstar. Melee Weapon Attack: +6 to hit, reach 5 ft,,
one target. Hit: 8 (1d8 + 4) piercing damage, or 13 (2d8 + 4)
piercing damage if the target is prone.

Shield Bash. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 6 (1d4 + 4) bludgeoning damage, and if the target
is a Medium or smaller creature, they must succeed on a

DC 14 Strength saving throw or be knocked prone.

Javelin. Ranged Weapon Attack: +6 to hit, range 30/120 ft.,
one target. Hit: 7 (1d6 + 4) piercing damage.

BONUS ACTIONS
Stay Down. The knave kicks one prone creature within 5 feet
of them. The target must succeed on a DC 14 Constitution

saving throw or their speed is reduced to 0 until the end
of their next turn.

AOAUAD A AU ATUADADADADADADADADADADADAD AT AU AU A ADAC A ADACAGACAC A ACAC AR AC ALY |

Minion. If the guard takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced to 0.
If the guard takes damage from another effect, they die if the
damage equals or exceeds their hit point maximum; otherwise
they take no damage.

Overwhelm. If a Medium or smaller enemy starts their turn
within 5 feet of three or more guards who can see them,
until the start of the enemy’s next turn, the enemy’s speed is
reduced by 5 feet for each guard within 5 feet of them. If this
reduces the enemy’s walking speed to 0, they are restrained
until the start of their next turn.

ACTIONS

Spear (Group Attack). Melee or Ranged Weapon Attack:
+3 to hit, reach 5 ft. or range 20/60 ft., one target. Hit:
1 piercing damage.

Retainer

HUMAN MERCENARY
Medium Humanoid (Human), Any Alignment

Armor Class 15 (medium armor)
Hit Points Nine times their level (number of d12 Hit Dice
equal to their level)

Speed 30 ft.
STR DEX CON INT WIS CHA
16(+3) 10(+0) 14(+2) 10(+0) 10(+0) 10(+0)

Saving Throws +PB to all

Skills Athletics +3 plus PB, Medicine +0 plus PB, Perception
+0 plus PB

Senses passive Perception 10 plus PB

Languages Common

Proficiency Bonus (PB) equals the mentor’s bonus

Signature Attack (Halberd). Melee Weapon Attack: +3 plus
PB to hit, reach 10 ft., one target. Hit: 1d10 plus PB slashing
damage. Beginning at 7th level, the mercenary can make

this attack twice, instead of once, when they take the Attack
action on their turn.

FEATURES

3rd Level: Battlefield Medicine (3/Day). As an action, the
mercenary restores PBd8 hit points to a creature they can see
within 5 feet of them.

5th Level: Exploit Opening (3/Day). The mercenary takes
the Attack action, making each attack with advantage and
dealing an extra PBd4 slashing damage on a hit.

7th Level: Halberd Master (3/Day). When a creature
enters a space within the mercenary's reach, the mercenary
uses a reaction to make a signature attack with advantage
against that creature. If this attack hits, it deals an extra PBdé
slashing damage.
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HUMAN RAIDER CR 1/2 Skirmisher
Medium Humanoid (Human), Any Alignment 100 XP

Armor Class 14 (padded, shield; AC 12 without shield)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

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

Skills Stealth +3

Senses passive Perception 11
Languages Common
Proficiency Bonus +2

Raider

Charge. If the raider moves at least 15 feet straight toward
a target and then hits the target with a melee attack on the
same turn, the target takes an extra 3 (1d6) damage.

Exploit Opening (3/Day). When the raider makes an attack,
they have advantage on the attack roll.

ACTIONS

Handaxe. Melee or Ranged Weapon Attack: +4 to hit, reach
5 ft. or range 20/60 ft., one target. Hit: 5 (1d6 + 2) slash-

ing damage.

Shield Shove. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit: 4 (1d4 + 2) bludgeoning damage, and if the
target is a Medium or smaller creature, they must succeed
on a DC 12 Strength saving throw or be pushed 5 feet away
from the raider.

REACTIONS

Splinter Shield. When the raider is wielding a shield and is
hit by an attack made by a creature they can see, the raider
gains a +4 bonus to AC against the triggering attack. If this
causes the attack to miss, the raider’s shield breaks,
and until they get a new shield, their AC is reduced
by 2 and they can't use this reaction or make a
Shield Shove attack.
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HUMAN SCOUNDREL CR 3 Ambusher Ambusher. In the first round of combat, the scoundrel has
Medium Humanoid (Human), Any Alignment 700 XP advantage on attack rolls against any surprised creature.
Armor Class 15 (studded leather) Exploit Opening (3/Day). When the scoundrel makes an
Hit Points 55 (10d8 + 10) attack, they have advantage on the attack roll.
Speed 30 ft. Hit ‘Em Where It Hurts. When the scoundrel has advantage
on a weapon attack roll, the attack deals an extra 7 (2d¢6)
STR. DEX CON INT WIS CHA e ema Q)
13 (+1 16(+3) 12(+1 10(+0) 10(+0) 14(+2 A
1 (+3) 1 (+0) (+0) (+2) e ()

Skills Deception +4, Sleight of Hand +5, Stealth +5
Senses passive Perception 10

Languages Common

Proficiency Bonus +2

Rapier. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 7 (1d8 + 3) piercing damage, and the scoundrel can make
a dagger attack against the target with advantage.

Dagger. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft.
or range 20/60 ft., one target Hit: 5 (1 d4 + 3) piercing damage

BURNOCK MILL
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HUMAN STORM WIZARD CR 6 Controller
Medium Humanoid (Human), Any Alignment 2,300 XP

Armor Class 12 (15 with mage armor)
Hit Points 75 (10d8 + 30)
Speed 30 ft.

STR DEX CON INT WIS CHA
10(+0) 14(+2) 16(+3) 18(+4) 14(+2) 10(+0)

Saving Throws Int +7, W/is +5

Skills Arcana +7, History +7

Senses passive Perception 12

Languages Common plus any two languages
Proficiency Bonus +3

Exploit Opening (3/Day). When the wizard makes an attack,
they have advantage on the attack roll.

ACTIONS

Arcane Staff. Melee or Ranged Spell Attack: +7 to hit,
reach 5 ft. or range 30 ft., one target. Hit: 21 (6d6) light-
ning damage.
Gust of Wind (1/Day; 2nd-Level Spell; Concentration).
A 10-foot-wide, 60-foot-long line of strong wind gusts from
the wizard for 1 minute. Each creature who starts their turn
in that area must succeed on a DC 15 Strength saving throw
or be pushed 15 feet away from the wizard. Each creature
in that area must spend 2 feet of movement for every 1 foot
they move toward the wizard.

The gust disperses gas or vapor, and it extinguishes
candles, torches, and similar unprotected flames. It has
a 50 percent chance to extinguish protected flames like
lanterns. The wizard can use a bonus action to change
the direction in which the wind blasts from them.

Lightning Bolt (3/Day; 3rd-Level Spell). The wizard fires
magical lightning in a 5-foot-wide, 100-foot-long line. Each
creature in the line must make a DC 15 Dexterity saving throw,
taking 28 (8d6) lightning damage on a failed save, or half as
much damage on a successful one. The lightning ignites flam-
mable objects in the area that aren't being worn or carried.
HUMAN ELEMENTALIST WIZARDS REACTIONS

Human wizards often follow arcane traditions to master
a particular element of magic. As GM, you can introduce
new elementalist wizards by adjusting the human storm
wizard stat block, as in the following examples.

Arcane Shield (3/Day). When the wizard is hit by an
attack, they magically gain a +5 bonus to AC against that
attack, potentially causing it to miss. If the attacker is within
10 feet of the wizard, the attacker must succeed on a DC 15
Constitution saving throw or take 18 (4d8) thunder damage
and be pushed 10 feet away from the wizard.

UTILITY SPELLS

In addition to any other spells in this stat block, the wizard
can cast the following spells, using Intelligence as the spell-
casting ability (spell save DC 15):

Human Cryomancer. The wizard's Arcane Staff action and
Arcane Shield reaction deal cold damage instead of light-
ning and thunder damage. Additionally, instead of casting
) the lightning bolt spell, the wizard casts ice storm.

Human Pyromancer. The wizard's Arcane Staff action and
Arcane Shield reaction deal fire damage instead of light-
ning and thunder damage. Additionally, instead of casting
the gust of wind spell, the wizard casts flaming sphere, and At will: mage hand*, prestidigitation*

instead of lightning bolt, the wizard casts fireball. 1/day each: clairvoyance*, mage armor?, see invisibility 4,
4 sending®

1
"
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HUMAN TRICKSHOT

CR2 Artlllery

Medium Humanoid (Human), Any Alignment 450 XP

Armor Class 14
Hit Points 39 (6d8 + 12)

Speed 30 ft.
STR DEX CON INT WIS CHA
12(+1) 18(+4) 14(+2) 10(+0) 14(+2) 14(+2)

Skills Perception +4, Stealth +6
Senses passive Perception 14
Languages Common
Proficiency Bonus +2

Exploit Opening (3/Day). When the trickshot makes an
attack, they have advantage on the attack roll.

Point Blank Shooting. When the trickshot hits a creature
within 30 feet of them with a ranged weapon attack, they
deal an extra 7 (2d6) piercing damage. Additionally, being
within 5 feet of an enemy doesn't impose disadvantage on
the trickshot's ranged attack rolls.

ACTIONS

Heavy Crossbow. Ranged Weapon Attack: +6 to hit, range
100/400 ft., one target. Hit: 9 (1d10 + 4) piercing damage.

Bayonet. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit: 7 (1d6 + 4) piercing damage.

Ricochet Bolt (Recharge 5-6). The trickshot uses a special
ricocheting bolt to make one Heavy Crossbow attack against
a target within 100 feet of them, then a second Heavy Cross-
bow attack against a different target within 30 feet of the
first target.

CONTENT WARNING: DROWNING

Before using a sea hag, check in with your group to see if
anyone is upset by descriptions of drowning or suffocation.
If so, you can keep the game fun by describing the hag's
Dry Drown action as a dizzying hex that affects creatures

who live on land, instead of describing it as drowning.

Formally known as Terrans because of their unique
relationship to the Mundane World, humans have
no direct connection to their creator-god.

REMAINER

BURNOCK MILL

SEA HAG APPRENTICE
Medium Fey, Any Alignment

Retainer

Armor Class 13 (light armor)

Hit Points Six times their level (number of dé Hit Dice equal
to their level)

Speed 30 ft., swim 30 ft.

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

Saving Throws +PB to all

Skills Deception +3 plus PB, Intimidation +3 plus PB
Damage Resistances cold, lightning

Senses darkvision 60 ft., passive Perception 11
Languages Aquan, Common, Sylvan

Proficiency Bonus (PB) equals the mentor’s bonus

Amphibious. The apprentice can breathe air and water.

Signature Attack (Zap). Melee or Ranged Spell
Attack: +3 plus PB to hit, reach 5 ft. or range 60 ft.,

one target. Hit: 4 (1d8) lightning damage. This spell’s
damage increases by 1d8 when the apprentice reaches
5th level (2d8), 11th level (3d8), and 17th level (4d8).

FEATURES

3rd Level: Wash Away (3/Day). As a bonus action,

the apprentice rides a crashing wave. They make a
signature attack against an enemy within 5 feet of them
and move up to their walking speed without provoking
opportunity attacks. If the attack hits, it deals an extra PB
bludgeoning damage.

5th Level: Ride the Lightning (3/Day). As an action, the
apprentice supercharges their foe's nervous system. The
apprentice makes a signature attack, and if it deals damage to
a creature, the target must make a DC 10 plus PB Constitution
saving throw. On a failed save, the target is incapacitated and
their speed is halved until the end of their next turn.

7th Level: Drown (1/Day). As an action, the apprentice
chooses three creatures the apprentice can see within 60 feet
of them. Each target feels as though their lungs are filling

with water and must make a DC 10 plus PB Constitution
saving throw. A creature who can breathe water or who
doesn't need air automatically succeeds on this saving throw.
On a failed save, a target takes PBd8 force damage, and for

1 minute, they can't speak, their speed is halved, and they are
dazed (save ends at end of turn). On a successful save, the
target takes half as much damage and suffers no other effect.
Another creature within 5 feet of a target can use their action
to make a DC 10 plus PB Strength (Athletics) or Intelligence
(Medicine) check, ending the effect on a success.



https://www.youtube.com/watch?v=We_DLCYDaYw

CAMP FIREFIELD

Optimized for Five 6th-Level Characters

THE BRILLIANT TACTICIAN VARROX TRACES HIS LINEAGE TO
g the first goblin who made an infernal bargain to become
o I ahobgoblin. Varrox’s mother, the great bloodlord Fan-
) oxa, raised him right alongside her army. The only home
Varrox has ever known was a war camp, and his upbring-
ing was conquest and bloodshed. When he witnessed her
defeat and capture at the Battle of Redfields, he vowed to
die an even greater conqueror.

The warlord enthusiastically embraces his legacy,
seeking more power by forging deals with devils. These
fiends demand Varrox capture more territory, which the
devils then offer to greedy nobles in exchange for their
souls and service.

Bloodlord Varrox’s lair exists in a pocket dimension.
Varrox and his vanguard travel with a magical tent that
was gifted to the hobgoblin by an archdevil. The tent con-
tains the rest of his forces—when its stakes are set into the
ground, the tent flaps open into Camp Firefield, a multi-

HOBGOBLINS

Also known as demogoblins, hobgoblins descend from
ancient goblins who made a pact with an infernal power in
exchange for increased size and strength. Each hobgoblin
has fang-like tusks, and one or more horns protrude from
their head.

Like other humanoids, hobgoblins have no special
inclination toward conquest, battle, or cruelty, and they can
be found in all walks of life. But when the wicked among
them fall on desperate times, some use their talents for the
violence and subjugation of others.

level demiplane where Varrox’s forces prepare for conquest.

CAMP FIREFIELD STORY HOOKS

You can use one of the following story hooks to integrate
this lair into an adventure:

Archdevil’s Pupil. A dwarf warlock, Velthor, made a
pact with an archdevil, only to later discover his patron
is also nurturing another protégé—Bloodlord Varrox.
Feeling jealous and betrayed, Velthor approaches the
characters. Pretending to be a scholar concerned by
the destruction wrought by the hobgoblin’s warband,
he asks them to disrupt Varrox’s operations. Velthor

e attempts to appeal to the party’s sense of justice, but if
) they ask for a reward, the warlock offers four diamonds
v (worth 500 gp each).

Hobgoblin Defector. A hobgoblin tactician named
Kerg defects from Bloodlord Varrox’s tyrannical rule,
but his family is captured by Bloodlord Varrox and held
in the great hall (area C6). Kerg asks for the characters’

help rescuing his family.

Scourge of War. Bloodlord Varrox’s war campaign causes
an unprecedented surge of refugees into nearby towns
and cities. A local hobgoblin noble, Lady Yanil, offers
the characters 2,500 gp to infiltrate Camp Firefield and
put a stop to the army’s advance.

CAMP FIREFIELD FEATURES

Unless otherwise noted, each area of Camp Firefield has
the following features:

Gates. Each level of Camp Firefield beyond the first can
be reached through a magic gate. The first time a
creature moves through a gate, it requires a password,
key, or special action to open; a detect magic spell reveals
an aura of conjuration around objects that create or
open gates. Varrox has left clues for new recruits on
how to open these gates. An open gate acts as a two-way
portal and remains open for 1 minute upon activation.
Any creature peering into an open gate can see the
other side as though looking through an open doorway.
Once a creature passes through any given gate, they can
open that gate in the future by standing within 10 feet of
it and activating it with a thought (no action required).

IMlumination. Perpetual twilight hangs in the sky, filling
outdoor areas with dim light. Campfires provide
bright light in a 20-foot radius. The interior of tents
and other structures are filled with bright light from
hanging lanterns.

Outdoor Areas. Most areas of the camp are outdoors.
Grass and dirt cover the ground of these areas.

Spherical Levels. The camp has eight spherical levels,
which Varrox and his troops refer to as circles. However,
from the perspective of a creature walking on the
ground or flying above it, the circle magically appears
flat. Every circle is self-contained and wraps around
because of its spherical nature.

SOLDIERS-AT-ARMS

Camp Firefield is protected by hardened hobgoblin troops.
Unless otherwise noted, they attack intruders and fight to
the death.

Captured Troops. If the characters capture one
of Varrox’s troops, a successful DC 17 Charisma
(Intimidation or Persuasion) check convinces the hobgoblin
to reveal one of the following pieces of information:

¢ How to open the gate in the area where the
characters are.

e The existence of the summoning altar in area C7.

e The location of Varrox in area C8.

Defeated Characters. Varrox is willing to deal
with defeated characters who beg for their lives and have
magic items, particularly weapons and armor, to offer in
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exchange. His soldiers attempt to keep defeated intruders
alive, bind the prisoners in manacles, and drag them to
Varrox for judgment in the camp’s war room (area C8).

RESTING IN CAMP FIREFIELD

Once the characters clear the enemies from an area of the
camp, they can take a short rest there without interruption.
If they take a long rest, there is a 20 percent chance that
eight hobgoblin troopers find them halfway through
their rest.

ENTERING CAMP FIREFIELD

By all outward appearances, Varrox’s lair is a general’s
military tent. Made of goatskin leather, it measures 10 feet
wide on each side. The walls are 9 feet tall, rising to a peak
of 12 feet in the middle. Varrox typically pitches the tent
on an elevation facing a settlement, and a squad of eight
hobgoblin troopers led by a hobgoblin death captain
stand guard outside the tent. The characters can sneak by
them unnoticed with a successful DC 14 group Dexterity
(Stealth) check.

Enchanted Entrance. The tent-flap entrance to Camp
Firefield is enchanted. When a creature opens the flap, they
are instantly teleported to the nowhere gate (area C1).

CAMP FIREFIELD AREAS
The following areas are keyed to the Camp Firefield Map.

C1. NOWHERE GATE (FIRST CIRCLE)
This area has the following features:

e “Under a twilight sky, a vast, desolate plain stretches as
far as the eye can see.”

* (Secret) This circle of the camp is connected to the
Seven Cities of Hell and occasionally watched by cruel
devils who enjoy making others suffer.

* (Secret) The ways to leave this area are hidden, but a
clue is written in the dirt.

Infernal Connection. A creature who succeeds on
a DC 18 Intelligence (Arcana) check knows this desolate
wasteland 1s exactly like those in the Seven Cities of Hell,
and this circle of the camp is connected to that plane’s
infernal power.

Hidden Gates. The character with the highest passive
Wisdom (Perception) score notices Infernal words written
in the dirt. A character who can read Infernal can read the
words, which say “Who acts in stillness finds the way.” If all
nearby creatures choose to remain as still as possible, two
gates appear on the plane within 30 feet of the first creature
to stop moving. One gate leads out of Camp Firefield, the
other leads to the second circle (area C2).

Devil Notary. If the characters can’t find the gates after
being on this plane for 10 minutes, Mixlax (a devil notary)
appears and offers them a deal. In exchange for sending
a character to the second circle, the devil gets to curse the
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target for the duration of their stay at the camp. Mixlax tells
characters interested in the deal that “you must choose
to brave the camp without either Strength, Dexterity,
Constitution, Intelligence, Wisdom, or Charisma.” Any
character who accepts the deal must choose an ability,
then they’re immediately teleported—without other party
members—to the entrance gate in the green route (area C2).
This character is cursed, giving them disadvantage on abil-
ity checks and saving throws made with the chosen ability
for the duration of their stay in Camp Firefield. The curse
ends 3 days after the character leaves the camp, and can’t
be removed through any other means short of a wish spell.
Treasure. Any character who has a passive Wisdom
(Perception) score of 15 of higher notices a skeletal finger
poking out of the dirt near where they entered this area.
The finger is connected to a buried skeleton wearing
rusted armor and a helm of comprehending languages. A
character can unearth the skeleton with 5 minutes of work.
Multiple characters working together reduce the time
proportionally.

C2. GREEN ROUTE (SECOND CIRCLE)
This area has the following features:

e “The entrance gate opens into a dirt footpath that cuts
through a field of 10-foot-tall grass and leads under a
20-foot-high arch of braided plants.”

¢ (Secret) Twelve grilps lurk in the tall grass.

* (Secret) The braided plants mark the location of the
gate to the barracks (area C3).

Grass. The grass 1s difficult terrain.

Grilps. A creature who succeeds on a DC 18 Wisdom
(Perception) check notices the twelve grilps in the grass.

A creature who succeeds on this check by 5 or more notices
one of the grilps has a collar with a polished malachite
on her neck.

A character who speaks Goblin or Infernal who succeeds
on a DC 16 Charisma (Intimidation) check convinces the
grilps to come forward without a fight. The collared grilp,
OKki, speaks for the group. She explains that the characters
need her stone to open the portal. A follow-up successful
DC 12 Charisma (Deception or Intimidation) check
convinces Oki to hand the collar over. If the characters can’t
convince her to give them the collar, the grilps attack.

If the characters don’t notice the grilps, Oki activates
the portal and goes to warn the hobgoblins in the barracks
(area C3) of intruders. When she passes through the portal,
the stone falls off her neck onto the path.

Hidden Gate. When the malachite on Oki’s neck
comes within 5 feet of the arch, the gate to the barracks
(area C3) opens. If a creature is carrying the malachite
as they pass through the portal, the stone disappears
from their possession and falls on the ground in front of
the portal.
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C3. BARRACKS (THIRD CIRCLE)
This area has the following features:

e “Dozens of 5-foot-tall leather tents stand in neat rings
around a raging bonfire.”

* (Secret) The bonfire marks the location of the gate to
the fourth circle (area C4).

* (Secret) Not all the tents are occupied, as some of
Varrox’s forces are always scouting, securing, and
invading new lands.

Soldiers. The camp contains two hobgoblin troopers,
two hobgoblin incendiarists, a hobgoblin firerunner, a
hobgoblin war mage, and twenty hobgoblin recruits. If
Oki (see area C2) didn’t alert them to the characters’ pres-
ence, the troopers and incendiarists patrol the camp while
the rest of the hobgoblins sleep. The characters can sneak
through the camp unnoticed with a successful DC 15 group
Dexterity (Stealth) check. If the patrol notices intruders,
they shout, waking the other hobgoblins and attacking.

If Oki the grilp alerted the hobgoblins to trouble, the
camp is awake. The incendiarists and war mage stand by
the bonfire, while OKki, the recruits, the troopers, and the
firerunner stand near the entrance gate, ready to attack.

Bonfire Gate. A creature who touches the bonfire for
the first time on a turn or starts their turn touching it takes
7 (2d6) fire damage. The bonfire can’t be extinguished
by mundane means. An engraved stone circle surrounds
the bonfire with a slot shaped like a five-sided star, and an
Infernal inscription on it reads, “Light the way ahead.”

A character who studies the fire as an action and suc-
ceeds on a DC 15 Intelligence (Investigation) check, or who
studies the fire for 1 minute (no check required), notices
a red-hot brass pentagram in the bonfire. Placing this
pentagram in the slot on the stone ring turns the flames
of the bonfire into a magic gate that leads to the armory
(area CG4). While the bonfire is an active gate, it doesn’t deal
fire damage.

Treasure. Each tent contains three bedrolls and three
spare uniforms. If the characters take 10 minutes to search
the tents, they also find a potion of healing, 132 cp, 76 sp,
and 17 gp.

C4. ARMORY (FOURTH CIRCLE)
This area has the following features:

e “Fire crackles in a stone forge. Next to it stands a stack
of crates and a wide tent.”

* “The 12-foot-tall tent’s entrance flaps are pulled back,
revealing wooden shelves filled with weapons.”

¢ “A hobgoblin smith stands at the forge, a sword pendant
hanging from her belt. Several other hobgoblins move
about the tent, taking inventory.”

¢ (Secret) The secret to opening the gate to the fifth circle
(area C5) hangs on the blacksmith’s belt.

Hobgoblins. Narine, a hobgoblin incendiarist, is the
blacksmith for Camp Firefield. The sword pendant on her
belt 1s inscribed with a Goblin phrase that reads, “Forge
ahead.” These words are a key to opening the gate to the
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field hospital (area C5). A hidden creature can grab the
pendant from her belt unnoticed with a successful DC 16
Dexterity (Sleight of Hand) check.

A hobgoblin death captain oversees two hobgoblin
troopers taking inventory in the tent.

The characters can sneak around this area unnoticed
with a successful DC 14 group Dexterity (Stealth) check.

Hidden Gate. If a creature holds Narine’s pendant and
says “Forge ahead” aloud in Common, Goblin, or Infernal,
the backside of the forge becomes a magic gate that leads
to the field hospital (area C5). If a creature is carrying
the pendant as they pass through the portal, it disappears
from their possession and falls on the ground in front of
the portal.

Treasure. The crates contain broken weapons in need
of repair and ten sets of manacles with keys. The armory
holds fifty of every suit of light and medium armor and
martial weapon in the core rules, as well as fifty shields, a
thousand arrows, and a thousand crossbow bolts. Narine
carries a set of smith’s tools.

C5. FIELD HOSPITAL (FIFTH CIRCLE)
This area has the following features:

e “Along, 12-foot-high tent stands next to a small, well-
tended garden.”

* “Injured hobgoblins lie on cots in the tent as others
dress their wounds.”

* (Secret) The garden contains the gate to the great hall
(area C6).

Hobgoblins. Six wounded hobgoblin troopers,
each with 9 hit points remaining, lie on cots in the tent.
These wounded soldiers avoid combat and surrender if
threatened. A hobgoblin war mage and eight hobgoblin
brandbearers tend to the wounded. The characters can
sneak around outside the tent without the hobgoblins
noticing them with a successful DC 12 group Dexterity
(Stealth) check.

Garden Gate. The garden contains neat rows of medi-
cal plants and herbs growing around a ring of mushrooms.
At the center lies a mortar and pestle set containing red
and purple pulp. The mortar bears an Infernal inscription
that reads, “The fiend’s fruit opens the path.” A creature
who examines the mortar and pestle and succeeds on a
DC 15 Intelligence check using alchemist’s supplies or
an herbalism kit recognizes that devil’s blossom, a rare
medicinal herb, was recently ground up into the pulp with
these tools.

A creature can identify devil’s blossom in the garden
with a successful DC 15 Intelligence (Nature) check. If the
creature already identified the flower pulp, they automat- (::
ically succeed on this check. If a character fails this check, oM. |
they still find the flower, but it takes them so long that the v
war mage in the tent comes out to the garden, notices the

characters, and orders an attack.
When a creature grinds up a fresh flower using the
mortar and pestle, a magic gate to the sixth circle (area C6)



opens in the mushroom ring. If a creature is carrying the
mortar and pestle as they pass through the portal, these
disappear from their possession and fall on the ground in
front of the portal.

Treasure. Any character who has an herbalism kit and
1s proficient with it can gather enough herbs in the garden
to make one potion of greater healing. They can craft this
potion during a short or long rest.

C6. GREAT HALL (Si1XTH CIRCLE)

The great hall is where Varrox’s troops rest and relax.

It has a 20-foot-high ceiling. Climbing the walls of the
great hall without climbing equipment requires a success-
ful DC 15 Strength (Athletics) check. This area has the
following features:

* “Along mead hall with open doors and a roaring fire
within erupts with sounds of hobgoblins making merry.”

* “Inside, hobgoblins sit at long tables devouring food
and drinking mead. At the room’s center, a group of
hobgoblin cooks turn a boar on a spit over a fire.”

e “Shelves on the walls hold food, herbs, spices, and
kegs of mead.”

* “Opposite the doors, an enormous painting of
Bloodlord Varrox hangs on the wall. Above his visage,
a balcony extends across the room, empty except for a
statue of a hobgoblin with an open mouth.”

* (Secret) A secret door behind the painting hides a
staircase that leads up to the balcony.

* (Secret) The statue on the balcony can activate the
magic gate to the seventh circle (area C7).

Hobgoblins. Thirty hobgoblin recruits, three hob-
goblin incendiarists, and one hobgoblin death captain
are feasting in the hall. The recruits drank too much and
are poisoned as a result. The characters have advantage on
Charisma checks made to influence poisoned recruits.

Cookfire. The cookfire’s flames are 5 feet high. If a
creature touches the fire for the first time on a turn or starts
their turn touching it, they take 7 (2d6) fire damage.

Secret Door. A character notices the outline of the
secret door behind Varrox’s painting with a successful
DC 15 Intelligence (Investigation) check. A character can
use this door to access the balcony.

Statue Gate. An inscription in Goblin on the balcony
statue reads, “Keep your fellow soldiers fed!” When a piece
of food is placed in the statue’s mouth, the statue becomes
a magic gate to the seventh circle (area C7).

Treasure. The shelves hold ten barrels of mead, worth
50 gp each, and six sets of cook’s utensils.

C7. SUMMONING ALTAR (SEVENTH CIRCLE)

This area has the following features:

e “Three hooded hobgoblins chant at a massive stone
altar before an obsidian arch.”

* “Six armed hobgoblins stand back and watch the

proceedings.”

e “The altar area is encircled by pillars carved with
scenes of hobgoblin and devil soldiers conquering
other armies.”

* (Secret) The obsidian archway is the magic gate
leading to the eighth circle (area C7).

* (Secret) A hobgoblin smokebinder hides behind
the archway.

Hobgoblins. Six hobgoblin troopers and a hidden
hobgoblin smokebinder guard three hobgoblin war
mages as they perform a summoning ritual. If all the
mages die, become incapacitated, or move outside the cir-
cle of pillars, the summoning fails. Otherwise, at the start
of the fourth round after the characters arrive, a slaughter
demon appears on the altar. A character who observes the
ritual and succeeds on a DC 18 Intelligence (Arcana) check
knows the hobgoblins are performing a ritual to summon a
slaughter demon.

Any character who has a passive Wisdom (Perception)
score of 17 or higher spots the hidden smokebinder.

Pillars. A creature who examines the pillars and suc-
ceeds on a DC 13 Intelligence (Investigation) check finds an
image that looks like the arch in this area with hobgoblins
kneeling before it (see “Hidden Gate”).

Hidden Gate. If a creature uses an action to kneel
before the arch, a magic gate opens that connects to the
eighth circle (area C8).

C8. WAR ROOM (EIGHTH CIRCLE)
This area is an enclosed chamber with a 10-foot-high
ceiling. It has following features:

* “Resplendent in plate armor, Bloodlord Varrox stands
over a military sand table.”

e “Another six hobgoblins stand at Varrox’s side, hanging
on his every word.”

* “Three wood chests lie beneath the table.”

Hobgoblins. Bloodlord Varrox stands with four
hobgoblin troopers, a hobgoblin firerunner, and a
hobgoblin war mage. Furious the characters have made
it into his inner sanctum on their own, Varrox attacks.
He fights until reduced to 20 hit points, then attempts to
flee through all the levels of the camp.

Treasure. The chests contain Varrox’s treasure.

See “Varrox’s Hoard” for more information.

VARROX'S DEATH

The magic tent that creates Camp Firefield is tied to
Varrox’s life force. If he dies, no creatures can enter the
camp. When no creatures remain in the camp, the demi-
plane and all objects still within it are destroyed.
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VARROX'S HOARD

Varrox’s hoard is full of the spoils of war from conquered
lands. He keeps it in chests in his war room (area C8).
The hoard contains the following items:

* Sands of war (see below)

*  Chime of opening

* Jar of restorative ointment

* 2 potions of healing

* Potion of poison

* Battle Master’s Compendium (see below)

* Plate armor

* 5 casks of wine (worth 50 gp each)

e Ceremonial dagger with a bloodstone in the hilt
(worth 500 gp)

* War mask painted with gold (worth 750 gp)

* 210spand 170 gp

BATTLE MASTER'S COMPENDIUM
Written by Bloodlord Varrox, Battle Master’s Compendium
is a military treatise. Each of its thirteen chapters covers
a different skill related to military strategy and tactics.
The book’s detailed analysis covers military units, weapons,
strategy, rank, discipline, and much more.

When you study a chapter in the book for 1 hour during
a short or long rest, you learn interesting military strategies.
The first time you make an Intelligence or Charisma check
to influence a general, monarch, or other military leader
within the next 48 hours, you have advantage on the check.

Battle Master’s
Compendium

CAMP FIREFIELD

SANDS OF WAR

Wondrous Item, Rare (Requires Attunement)

This sand table is filled with black volcanic sand. It is 15 feet
long, 5 feet wide, and 3 feet tall. While you touch the table,
you have advantage on Intelligence (History) checks to recall
military lore and on Charisma (Intimidation) checks.

When you use an action to speak the table’s command
phrase—“Prepare for war” in Infernal—the table turns into a
10-inch-tall, 3-inch-wide hourglass that weighs half a pound
and 1s filled with black volcanic sand. You can speak the
phrase again as an action to turn the hourglass back into a
table, provided the hourglass has enough space to expand.

While you carry the hourglass, you are resistant to
fire damage.

Additionally, while you hold the hourglass, you can use a
bonus action to flip it and give yourself supernatural tactical
insight. For 10 minutes, when you make an attack roll or
saving throw, you can roll a d4 and add the number rolled
to the attack roll or saving throw. Once this bonus action is
used, it can’t be used again until the following dawn.

A creature in possession of the hourglass can use an
action to smash it on a solid surface. The hourglass is
destroyed, and it explodes in a 30-foot-radius sphere cen-
tered on it. Each creature in that area must make a DC 16
Dexterity saving throw, taking 44 (8d10) fire damage on a
failed save, or half as much damage on a successful one.

SLAUGHTER DEMON
When evil hobgoblins who embrace their fiendish heritage
need to wipe an enemy off the map, their war mages

ritualistically beseech an archdevil for the service of a
grack'tanar, known as a slaughter demon in the Common
tongue. Once summoned, this towering, serpent-bodied,
six-clawed demon slithers to war alongside the hobgoblins
who summoned them.

Devils captured the grack’tanars eons ago. Broken, these
demons wait for a call to war, hungry and frothing in the
Seven Cities of Hell. Their archdevil captors reward loyal
hobgoblins by allowing the mortals to hold a grack'tanar's
reins for a time. These slaughter demons are eager to
kill and please their captors so they might be sent out
again, and they rarely turn on hobgoblins unless they fall
into lethe.




CAMP FIREFIELD STAT BLOCKS
The following stat blocks appear in the lair.

BLOODLORD VARROX

CR 8 Leader
Medium Humanoid (Hobgoblin), Lawful Evil 3,900 XP
Armor Class 18 (plate)
Hit Points 119 (14d8 + 56)
Speed 30 ft.
STR DEX CON INT WIS CHA
18(+4) 11(+0) 18(+4) 11(+0) 14(+2) 15(+2)

Saving Throws Wis +5, Cha +5

Skills Arcana +3, Athletics +7, History +3, Intimidation +5
Damage Resistances fire, necrotic

Senses darkvision 60 ft., passive Perception 12
Languages Common, Goblin, Infernal

Proficiency Bonus +3

Infernal Ichor. When Varrox dies, his corpse unleashes a
spray of burning orange ichor. Each creature within 5 feet of
him takes 5 fire damage.

Infernal Sacrifice (3/Day). When Varrox fails a saving throw,
he can call on Hell to succeed instead. When he does, each ally
within 60 feet of him takes 5 necrotic damage.

ACTIONS

Multiattack. Varrox makes three attacks using Soulsword,
Death Skulls, or both.

Soulsword. Melee Weapon Attack: +7 to hit, reach 5 ft.,

one target. Hit: 11 (2d6 + 4) slashing damage plus 10 (3d6)
necrotic damage. If the target is a creature, they can't regain hit
points until the start of Varrox’s next turn.

Death Skulls. Ranged Weapon Attack: +7 to hit, range
80/320 ft., one target. Hit: 8 (1d8 + 4) piercing damage plus

BLOODLORD VARROX RIDES AGAIN!
If the characters managed to dispatch Bloodlord Varrox, the hobgoblin
could easily return with the help of his infernal patrons to take revenge
on the heroes who killed him. When Bloodlord Varrox returns from
death, he can be more powerful than his previous incarnation, choosing
from or inspired by one of the following options:

+10 bonus to attack rolls and a +7 bonus to damage rolls.

- Varrox returns with 168 hit points and a Strength of 24 (+7). Because
of his new Strength score, he makes Strength (Athletics) checks with
a +10 bonus and makes Soulsword and Death Skulls attacks with a

« Varrox returns as a devil adjudicator (see "ECAS Stat Blocks”).
+ Varrox returns as a vampire (see “Shadowkeep Stat Blocks").

9 (2d8) fire damage, and Varrox can teleport to an unoccupied
space he can see within 5 feet of the target.

BONUS ACTIONS

Advance and Attack. Varrox barks orders at one ally within
60 feet of him who can hear him. That ally can use their reac-
tion to move up to their speed and make a weapon attack.

REACTIONS

An Army from Blood. When a non-minion hobgoblin who
Varrox can see within 60 feet of him takes damage, Varrox
magically summons three hobgoblin recruits who appear in
unoccupied spaces nearest to the damaged hobgoblin.

VILLAIN ACTIONS

Varrox has three villain actions. He can take each action once
during an encounter after an enemy's turn. He can take these
actions in any order but can use only one per round.

Action 1: Uncanny Leadership. Varrox chooses up to six
non-minion allies within 60 feet of him who can see or hear
him. Varrox and each chosen creature gain 10 temporary
hit points and can move up to their speed.

Action 2: Hellish Transport. Varrox and each ally within
60 feet of him can teleport up to 60 feet to an unoccupied
space they can see.

Action 3: | Am Fire and Death. Each enemy within 20 feet
of Varrox must make a DC 15 Constitution saving throw,
taking 11 (2d10) fire damage plus 11 (2d10) necrotic dam-
age on a failed save, or half as much damage on a successful
one. After the explosion, a shroud of black flame covers
Varrox for 1 minute. For the duration, each time another
creature hits Varrox with an attack while within 5 feet of him
or touches him, that creature takes 5 (1d10) fire damage
plus 5 (1d10) necrotic damage.

Bloodlord Varrox stands victorious
over his vanquished enemies.
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DEVIL NOTARY CR 6 Minion makes an attack roll or saving throw before the start of the
Medium Fiend (Devil), Typically Lawful Evil 285 XP notary's next turn, the ally can add a +1 bonus to the roll. This
bonus increases by 1 (maximum bonus of +5) for each notary
who grants an infernal blessing to the creature.

Armor Class 15 (chain shirt)
Hit Points 13

Speed 30 ft. Minion. If the notary takes damage from an attack or as the
o result of a failed saving throw, their hit points are reduced to 0.
1 (2) STR DEX CON INT WIS CHA If the notary takes damage from another effect, they die if the
‘N 11(+0) 15(+2) 14(+2) 12(+1) 14(+2) 16(+3) damage equals or exceeds their hit point maximum; otherwise

they take no damage.

True Name. If a creature the notary can hear within 60 feet
of them speaks the notary’s true name aloud, the notary loses
their damage immunities and Importunity trait for 24 hours.

ACTIONS

Brimstone (Group Attack). Melee or Ranged Spell Attack: +6
to hit, reach 5 ft. or range 30 ft., one target. Hit: 4 fire damage.

s Senses darkvision 120 ft., passive Perception 12
) | Languages Common, Infernal
Proficiency Bonus +3

|

I

| Damage Immunities fire
|

Importunity. At the start of the notary’s turn, they can grant
an infernal blessing to a non-minion ally they can see within
60 feet of them (no action required). The next time that ally

GRILP CR 1/4 Ambusher Shifting Camouflage. The grilp has advantage on Dex-
Tiny Fiend (Devil), Typically Lawful Evil 50 XP terity (Stealth) checks and can hide from creatures who are
Armor Class 13 (natural armor) obschihsthem.

Hit Points 10 (3d4 + 3) ACTIONS

Speed 30 ft, fly 30 ft. Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.

Hit: 4 (1d4 + 2) piercing damage, and if the target is a creature,
S pal o gel Lt L Sl they must succeed on a DC 11 Constitution saving throw or
Ce2 1G2) 12G1) T106:0) 12(+1) 11(:0) gain vulnerability to fire and necrotic damage until the start of

the grilp’s next turn.

Skills Stealth +6, Perception +3
Damage Immunities fire, necrotic Necrotic Mote. Ranged Spell Attack: +3 to hit, range 30 ft.,
Senses darkvision 60 ft., passive Perception 13 one target. Hit: 3 (1d6) necrotic damage.

Languages Goblin, Infernal

Proficiency Bonus +2
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HOBGOBLIN BRANDBEARER CR 5 Minion Minion. If the brandbearer takes damage from an attack or as
Medium Humanoid (Hobgoblin), Any Alignment 225XP the result of a failed saving throw, their hit points are reduced
to 0. If the brandbearer takes damage from another effect,
they die if the damage equals or exceeds their hit point maxi-
mum,; otherwise they take no damage.

Armor Class 13 (hide armor)
Hit Points 12

Speed 30 ft.
Too Hot to Handle. Whenever an enemy takes fire damage
STR DEX CON INT WIS CHA from a non-minion creature, the enemy takes an extra 1 fire
14(+2) 12(+1) 12(+1) 10(+0) 11(+0) 15(+2) damage for each brandbearer within 5 feet of them.
A Senses darkvision 60 ft., passive Perception 10 ACTIONS
(o) Damage Immunities fire Searing Grasp (Group Attack). Melee Spell Attack: +5 to
/' Languages Common, Goblin, Infernal hit, reach 5 ft.,, one target. Hit: 4 fire damage. If three or more
V. Proficiency Bonus +2 brandbearers joined the attack, the target has disadvantage on
: saving throws against powers, spells, and other supernatural
Infernal Ichor. When a creature within 5 feet of the brand- effects that deal fire damage until the start of the brandbear-
bearer reduces the brandbearer to 0 hit points, the brand- S extiturn.

bearer’s corpse unleashes a spray of burning orange ichor.
The creature who reduced the brandbearer to 0 hit points
takes 1 fire damage.
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HOBGOBLIN DEATH CAPTAIN CR 6 Support ACTIONS

Medium Humanoid (Hobgoblin), Any Alignment 2,300 XP Multiattack. The captain makes two Blightblade or two

Armor Class 20 (plate, shield) Eye Fire attacks. They can replace one attack with a use of
Hit Points 90 (12d8 + 36) On My Mark.
Speed 30 ft. Blightblade. Melee Weapon Attack: +7 to hit, reach 5 ft., (Y
one target. Hit: 8 (1d8 + 4) slashing damage plus 7 (2d6) 4
STR DEX CON INT WIS CHA necrotic damage. (o) |

L Ve V) 1o 26 14 (+2) Eye Fire. Ranged Spell Attack: +6 to hit, range 60 ft., one

16
Saving Throws Con +6, Wis +4 target. Hit: 14 (4d6) fire damage. : Y
Skills Athletics +7, History +5, Intimidation +5, Perception +4 On My Mark. The captain commands an ally within 60 feet ! I
Damage Resistances fire of them who can hear them to attack. That ally can make a 5 ( i
Senses darkvision 60 ft.,, passive Perception 14 weapon attack (no action required), dealing an extra 3 (1d6) / |
Languages Common, Goblin, Infernal necrotic damage on a hit. ! \a o
Proficiency Bonus +3 BONUS ACTIONS . , !

| |
Battle Ready. The captain and each ally within 60 feet of Lead the Charge (1/Day). The captain and each ally within { ' |
them who can hear them have advantage on initiative rolls and 30 feet of them who can see them can move up to their speed '
can't be surprised, provided the captain isn't incapacitated. without provoking opportunity attacks. [ o+ ]
Infernal Ichor. When the captain dies, their corpse unleashes REACTIONS .

a spray of burning orange ichor. Each creature within 5 feet of
the captain takes 5 fire damage.

Hidden Gift (3/Day). When an ally the captain can see within
30 feet of them takes damage, the captain magically turns that
ally invisible. The ally remains invisible until the end of their
next turn or until they attack, deal damage, or force another
creature to make a saving throw.

HOBGOBLIN FIRERUNNER CR 4 Skirmisher start. The first time a firerunner lands after a jump on their turn, VAN

Medium Humanoid (Hobgoblin), Any Alignment 1,100 XP each creature within 5 feet of them takes 3 (1d6) fire damage. |

Armor Class 16 (studded leather) Infernal Ichor. When the firerunner dies, their corpse \ ,

Hit Points 78 (12d8 + 24) unleashes a spray of burning orange ichor. Each creature within ,"" \

Speed 40 ft. 5 feet of the firerunner takes 5 fire damage. o X0
ACTIONS

STR DEX CON INT WIS CHA

o) Ao Ge) 12610 1060 Multiattack. The firerunner makes two Fire Scimitar attacks.

Fire Scimitar. Melee Weapon Attack: +6 to hit, reach 5 ft.,

Saving Throws Dex +6 one target. Hit: 7 (1d6 + 4) slashing damage plus 7 (2d6) A
Skills Acrobatics +6 fire damage. NS
Damage Immunities fire : {
Senses darkvision 60 ft., passive Perception 11 f}{aizre Sprgrt Eiecﬁar? 5 SI:i :)' e ﬁrrfrsir;ner;tmokve; uito SN
Languages Common, Goblin, Infernal oh e R e SRl \

creature they come within 5 feet of during this movement
must make a DC 14 Dexterity saving throw, taking 10 (3dé) | B 72
fire damage on a failed save, or half as much damage on a :
successful one.

Proficiency Bonus +2

Fiery Leap. The firerunner’s long jump is up to 30 feet and
their high jump is up to 15 feet, with or without a running

(B O O A S A O A O O A A A O A A A A A O O A S O O A O A O A A O O B A A A O B OV aVaYa |
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HOBGOBLIN INCENDIARIST
Medium Humanoid (Hobgoblin), Any Alignment

CR 1 Artillery
200 XP

Armor Class 15 (studded leather)
Hit Points 33 (6d8 + 6)

Speed 30 ft.
STR DEX CON INT WIS CHA
10(+0) 16(+3) 12(+1) 10(+0) 16(+3) 10(+0)

Skills Perception +5

Damage Resistances fire

Senses darkvision 60 ft., passive Perception 15
Languages Common, Goblin, Infernal
Proficiency Bonus +2

Infernal Ichor. When the incendiarist dies, their corpse
unleashes a spray of burning orange ichor. Each creature within
5 feet of the incendiarist takes 3 fire damage.

ACTIONS

Shortsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 6 (1dé6 + 3) piercing damage.

Blazing Crossbow. Ranged Weapon Attack: +5 to hit, range
100/400 ft., one target. Hit: 8 (1d10 + 3) piercing damage,
and if the target is a creature, they are set on fire. While on
fire, the target takes 3 (1d6) fire damage at the end of each of
their turns, and the target or another creature who can reach
them can use an action to put out the flames. A creature who
is already on fire suffers no additional effect from being set on
fire in this way again.

Fire Mote (Recharge 6). The incendiarist shoots an explosive
mote of fire at a creature they can see within 100 feet of them.
The target must succeed on a DC 13 Dexterity saving throw
or take 7 (2d6) fire damage and, if they are Large or smaller,
fall prone. All other creatures within 15 feet of the target must
succeed on a DC 13 Dexterity saving throw or take 3 (1d6)
fire damage.

. AR ARF ARV ARFARF ALY ARF ARV ARF AR ARF ARV ARF ARV ARV ARF ARV A RN ARV ARV AR ARV AR ARV ARFALFARY ALF ARV ARF ARV ARF ARV A RN A RN ARV AT A BN A B A BF A B 2 TF o T .

HOBGOBLIN RECRUIT CR 1/2 Minion
Medium Humanoid (Hobgoblin), Any Alignment 20 XP

Armor Class 14 (leather armor, shield)
Hit Points 7

Speed 30 ft.
STR DEX CON INT WIS CHA
GG e G0 11E0E 12(:1). S10(0)

Senses darkvision 60 ft., passive Perception 11
Damage Immunities fire

Languages Common, Goblin, Infernal
Proficiency Bonus +2

Infernal Ichor. When a creature within 5 feet of the recruit
reduces the recruit to 0 hit points, the recruit’s corpse

unleashes a spray of burning orange ichor. The creature
who reduced the recruit to 0 hit points takes 1 fire damage.

Minion. If the recruit takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced to 0.
If the recruit takes damage from another effect, they die if the
damage equals or exceeds their hit point maximum; otherwise
they take no damage.

Tactical Positioning. When a non-minion ally attacks a crea-
ture, that ally gains a +1 bonus to the attack roll for each recruit
within 5 feet of the target (maximum bonus of +5).

ACTIONS

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

Right, hobgoblins. These guys are bad. Like, really really bad.
The Society takes on dragons, demons, things from other

worlds, but these guys are dangerous the way we’re dangerous.
We’re lucky they spend most of their time fighting each other.
If they ever get organized, this world is in trouble.

THE SUN, SENIOR PYROKINETIC, THE SOCIETY
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HOBGOBLIN SMOKEBINDER CR 2 Ambusher

Medium Humanoid (Hobgoblin), Any Alignment 450 XP
Armor Class 17 (studded leather, shield)
Hit Points 44 (8d8 + 8)
Speed 30 ft. (fly 30 ft. in smoke form)
STR DEX CON INT WIS CHA
Q7). 131 14(+2)0 12(+1). -10(+0)
Skills Stealth +5

Damage Resistances fire (bludgeoning, piercing, and
slashing from mundane attacks in smoke form)

Condition Immunities (grappled, restrained in smoke form)

Senses darkvision 60 ft., passive Perception 11

Languages Common, Goblin, Infernal

Proficiency Bonus +2

Amorphous (Smoke Form Only). The smokebinder can move
through a space as narrow as 1 inch wide without squeezing.

Infernal Ichor. When the smokebinder dies, their corpse
unleashes a spray of burning orange ichor. Each creature within
5 feet of the smokebinder takes 3 fire damage.

HOBGOBLIN TACTICIAN
Medium Humanoid (Hobgoblin), Any Alignment

Retainer

Armor Class 15 (medium armor)
Hit Points Seven times their level (number of d8 Hit Dice
equal to their level)

Speed 30 ft.
STR DEX CON INT WIS CHA
OGO oG 126D 1663 1261 1060)

Saving Throws +PB to all

Skills Arcana +3 plus PB, History +3 plus PB
Damage Resistances fire

Senses darkvision 60 ft., passive Perception 11
Languages Common, Goblin, Infernal

Proficiency Bonus (PB) equals the mentor’s bonus

Signature Attack (Flame Touch). Melee or Ranged Spell
Attack: +3 plus PB to hit, reach 5 ft. or range 60 ft., one target.
Hit: 5 (1d10) fire damage. A flammable object hit by this spell
ignites if it isn't being worn or carried. This spell's damage

CAMP FIREFIELD

ACTIONS

Toxic Flame. Melee Spell Attack: +5 to hit, reach 5 ft., one
target. Hit: 10 (3d6) fire damage. If the smokebinder has
advantage on the attack roll, the target is poisoned and can't
speak until the end of the target’s next turn.

Choking Bolt. Ranged Spell Attack: +5 to hit, range 60 ft., one
target. Hit: 9 (2d8) fire damage. If the smokebinder has advan-
tage on the attack roll, the target can't speak until the end of
the target's next turn.

BONUS ACTIONS

Smoke Form (1/Day). The smokebinder transforms from flesh
into a magical gray smoke for 1 minute. Any equipment they
are wearing or carrying is also transformed for the duration.

While in smoke form, the smokebinder gains a flying speed
equal to their walking speed, resistance to bludgeoning, pierc-
ing, and slashing damage from mundane attacks, and immunity
to the grappled and restrained conditions.

The smokebinder can revert to their true form as a bonus
action. If the smokebinder becomes incapacitated or dies, they
revert to their true form.

Sneak (Smoke Form Only). The smokebinder takes the
Hide action.

increases by 1d10 when the tactician reaches 5th level (2d10),
11th level (3d10), and 17th level (4d10).

FEATURES

3rd Level: Heat Seeker (3/Day). As an action, the tactician
makes a signature attack but doesn’t make an attack roll for
it. Instead, the attack automatically hits, and each ally within
30 feet of the target can use their reaction to move up to
their speed toward the target.

5th Level: Beacon (3/Day). When the tactician hits with a sig-
nature attack, each creature within 5 feet of the target can use
a reaction to make a melee weapon attack against the target.

7th Level: Explosion (1/Day). As an action, the tactician hurls
a ball of fire at a point they can see within 120 feet of them.
The ball explodes in a 20-foot-radius sphere, forcing each
enemy in that area to make a DC 10 plus PB Dexterity saving
throw. On a failed save, a creature takes PBd12 fire damage
and is pushed 20 feet away from the center of the area. On a
successful save, a creature takes half as much damage and isn't
pushed. The fire spreads around corners and ignites flamma-
ble objects in the area that aren't being worn or carried.
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HOBGOBLIN TROOPER CR 1/2 Soldier
Medium Humanoid (Hobgoblin), Any Alignment 100 XP

Armor Class 16 (ring mail, shield)
Hit Points 18 (4d8)
Speed 30 ft.

STR DEX CON INT WIS CHA
B2 12(+1) 11(+0) 10(+0) 10(+0) 10(+0)

Skills Athletics +4, Perception +2

Damage Resistances fire

Senses darkvision 60 ft., passive Perception 12
Languages Common, Goblin, Infernal
Proficiency Bonus +2

Infernal Ichor. When the trooper dies, their corpse unleashes
a spray of burning orange ichor. Each creature within 5 feet
of the trooper takes 2 fire damage.

ACTIONS

Fire Flail. Melee Weapon Attack: +4 to hit, reach 5 ft., one tar-
get. Hit: 6 (1d8 + 2) bludgeoning damage, and another target
within 5 feet of the first takes 2 (1d4) fire damage.

Brimstone Dagger. Melee or Ranged Weapon Attack: +4 to
hit, reach 5 ft. or range 30/60 ft., one target. Hit: 4 (1d4 + 2)
piercing damage plus 2 (1d4) fire damage.

BONUS ACTION

Fight Me, Coward. The trooper hexes a creature within 5 feet
of them who isn't already hexed by another trooper. The first
time on a turn a hexed creature damages a creature other than
the trooper, the hexed creature takes 5 fire damage. The hex
lasts until the start of the trooper's next turn.
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HOBGOBLIN WAR MAGE

CR 3 Controller

Medium Humanoid (Hobgoblin), Any Alignment 700 XP
Armor Class 15 (chain shirt)
Hit Points 65 (10d8 + 20)
Speed 30 ft.
STR DEX CON INT WIS CHA
10(+0) 15(+2) 15(+2) 18(+4) 14(+2) 16(+3)

Saving Throws Int +6, Cha +5

Skills Arcana +6, History +6

Damage Resistances fire

Senses darkvision 60 ft., passive Perception 12
Languages Common, Goblin, Infernal
Proficiency Bonus +2

Infernal Ichor. When the mage dies, their corpse unleashes
a spray of burning orange ichor. Each creature within 5 feet
of the mage takes 5 fire damage.

ACTIONS

Infernal Teleport. Melee Spell Attack: +6 to hit, reach 5 ft.,
one target. Hit: 11 (2d10) necrotic damage, and if the target

CR 8 Brute
Huge Fiend (Demon, Category 3), 3,900 XP
Typically Chaotic Evil
Armor Class 15 (natural armor)
Hit Points 138 (12d12 + 60)
Souls 2 (1d4)
Speed 40 ft.
STR DEX CON INT WIS CHA
22(+6) 10(+0) 20(+5) 8(-1) 12(+1) 10(+0)

Saving Throws Str +9, Dex +3, Con +8

Skills Athletics +9, Perception +7

Damage Resistances fire

Condition Immunities flanked

Senses darkvision 60 ft., soulsight 30 ft., passive Perception 17
Languages Abyssal, Goblin, Infernal

Proficiency Bonus +3

Lethe. When the demon’s soul count is 0, they have advantage
on attack rolls, disadvantage on saving throws, and their Intel-
ligence score becomes 3 (-4). Additionally, the demon must
use their movement on each of their turns to move as close

as possible to the nearest creature they can sense with their
soulsight, and then if they are able, they must use their action
to attack and attempt to kill that creature. The demon can't act
with any other purpose until they add 1 to their soul count.

Soul Devourer. When the demon reduces a creature who isn't
a Construct or an Undead to 0 hit points or deals damage to
a dying creature, the creature must make a DC 11 Wisdom

CAMP FIREFIELD

is a creature, they must succeed on a DC 14 Charisma saving
throw or be teleported up to 15 feet to an unoccupied space
the mage can see.

Rain Hellfire (2nd-Level Spell). The mage rains fire down on
a point they can see within 60 feet of them. Each creature in

a 10-foot-radius sphere centered on that point must make a
DC 14 Dexterity saving throw, taking 10 (3d6) fire damage on
a failed save, or half as much damage on a successful one. The
fire spreads around corners, and it ignites flammable objects in
that area that aren't being worn or carried.

Unhallowed Ground (3rd-Level Spell; Concentration).
The mage chooses a point on the ground that they can see
within 60 feet of them. A 20-foot square of glowing, unholy
energy appears on the ground centered on that point and
lasts for up to 1 minute. Each enemy in that area is vulnerable
to fire damage.

REACTIONS

Spell Siphon. When a creature the mage can see within 60

feet of them casts a spell, the mage reflects some of the spell's
magical energy back at the caster. The caster must succeed on
a DC 14 Dexterity saving throw or take 3 (1d6) force damage
per level of the triggering spell (minimum 1dé force damage).

saving throw. On a failed save, the demon consumes the crea-
ture’s soul and adds 1 to the demon'’s soul count. A creature
whose soul is consumed in this way immediately dies, and they
can't be restored to life by any means short of a wish spell.

ACTIONS
Multiattack. The demon makes four attacks using Pincer,
Sword, Javelin, or a combination of them. They can replace one

of these attacks with a Tail Spike attack. The demon can burn
1 soul to make a fifth attack using Pincer, Sword, or Javelin.

Pincer. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) bludgeoning damage, and the target is grap-
pled (escape DC 17). While grappled, the target is restrained.
The demon has six pincers, each of which can grapple a target
or wield a weapon.

Sword. Melee Weapon Attack: +9 to hit, reach 10 ft., one
target. Hit: 15 (2d8 + 6) slashing damage.

Javelin. Melee or Ranged Weapon Attack: +9 to hit, reach

10 ft. or range 60/240 ft., one target. Hit: 13 (2d6 + 6)

piercing damage.

Tail Spike. Melee Weapon Attack: +9 to hit, reach 15 ft., one
target. Hit: 11 (1d10 + 6) piercing damage, and the target must
succeed on a DC 16 Constitution saving throw or be poisoned
for 1 minute (save ends at end of turn).

BONUS ACTIONS

Dive Deep (Costs 1 Soul). The demon takes the Disengage
action and gains a burrowing speed equal to their walking
speed until the end of their next turn.
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SHIFTING LIBRARY

Optimized for Five 7th-Level Characters

ONCE A HUMBLE HISTORIAN AND ARCHAEOLOGIST, KioNA
Duemois stumbled across the Codex Mortis, a powerful tome
of necromancy, in her travels. It changed her life forever—
and ended it.

She spent months poring over her discovery, attempt-
ing to decipher the book’s archaic passages. At first, she
only meant to study the tome and record notes on her
findings ... but the codex called to her. Enthralled, Kiona
convinced herself that she should just perform one of the
book’s smaller incantations for posterity. That one spell
destroyed her earthly form and turned her ragged soul into
a twisted, shadowy abomination of dark power.

The Codex Mortis mysteriously disappeared shortly after
Kiona’s death. In her new form, she set out to amass more
power. The once genial archaeologist thirsts for the life of
the living and yearns to hold the Codex Mortis once more.
To those ends, she has built an army of spectral undead
who carry out her every desire. (You can find out more
about the Codex Mortis in Strongholds & Followers.)

Kiona makes her home in the Shifting Library, a
collection of rare tomes stashed in a shadowy demiplane
that overlaps with the Mundane World. Kiona’s spectral
undead servants gather lore and rumors from across the
timescape and bring them back to the library to aid Kiona
in her search for the Codex Mortis.

LIBRARY STORY HOOKS

You can use one of the following story hooks to integrate

this lair into an adventure:

Ancestral Curse. A prominent half-elf noble, Banara
Starweaver, is the latest inheritor of an ancestral curse.
Her trusted sages have tracked down a rare incantation
to finally free Banara and her descendants from the
curse, but the incantation is inscribed on a scroll in the
Shifting Library’s scroll room (area K6). Banara offers
the characters 3,000 gp to recover the scroll.

Missing Mages. Just before their disappearance, human
arcanists Brada and Micus wrote a controversial thesis
on the nature of death, based on recorded fragments
from the Codex Mortis. They left behind a note hinting
that they seck to verify their thesis at the tome’s last
known location—the Shifting Library. In exchange for
bringing back the arcanists or proof of their demise, the
mages of Brada and Micus’s order offer ten spell scrolls
of the characters’ choice. Each scroll must contain a
wizard spell of 4th level or lower that requires no costly
material components.

Spectral Librarian. A wraith has been spotted stealing

tomes from a university library, and the characters are

offered 3,000 gp to stop the thefts. When confronted,
the undead vanishes, leaving behind an unstable portal
to the Shifting Library.

LIBRARY FEATURES

Unless otherwise noted, each area of the Shifting Library
has the following features:

Academic Luxury. The library’s floors and walls are
made of glittering, white-veined black marble inlaid
with brass.

Ceilings. The library’s ceilings are 10 feet high.

Chill of the Grave. The chill of the grave permeates the
library. When a creature who isn’t Undead takes a short
or long rest within the library, they must succeed on a
DC 12 Constitution saving throw to gain the benefits
of that rest. A creature automatically succeeds on this
saving throw if they are wearing cold weather gear or
are resistant or immune to cold damage.

INlumination. Gas lamps on wrought iron stands are
placed at regular intervals, filling each area of the
library with dim light.

Private Collection. The library is a demiplane under
Kiona’s control. If a character carries a book out of
the library, the book crumbles to dust then reappears
on the shelf it was taken from. At the GM’s discretion,
supernatural tomes kept in the library aren’t subject to
this effect.

LIBRARIANS

When the Codex Mortis shattered Kiona’s soul, pieces of her
essence became separate phantoms whom Kiona dubbed
librarians. Each librarian resembles Kiona, a half-orc sage,
at a different point in her life between the ages of twenty
and forty. Their attire varies between adventuring gear,
academic dress, high society formalwear, and casual slacks
and tunics. The Dread Lord surrounds herself with these
spectral undead, who gather and catalog fragments of lore
about the Codex Mortis.

The librarians ignore intruders who leave them be.
If a creature speaks to or otherwise disturbs the librarians,
or if the librarians notice a creature attempting to damage
or take take anything from the library or touch any of the
books, the librarians attack. If a creature attacks a librarian,
any nearby librarians rush to their ally’s defense. The
librarians take advantage of their incorporeal nature to
move through the bookshelves to attack then disappear.

Once they start fighting, the librarians battle until
destroyed. Interrogating them yields no information.
When a librarian is destroyed in the library, they leave
behind a glowing blue ectoplasm.

RESTING IN THE LIBRARY

Provided the characters first deal with any enemies in an
area, they can take a short or long rest in any area with-
out incident.
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ENTERING THE LIBRARY

There are two ways to enter the Shifting Library.

In the Shadows. The librarians frequently move in
and out of the Mundane World, searching for new lore to
add to Kiona’s collection. A librarian can use an action to
leave the Shifting Library and arrive at a destination they
know of in the Mundane World, or vice versa. When they
travel in this way from the Mundane World, a librarian
leaves a shadowy rift in the space they left, which lasts for
30 seconds. A creature who enters this rift arrives in the
library’s entryway (area K1).

Kiona’s Trap. If the characters have knowledge about
the Codex Mortis that Kiona desires, the Dread Lord lays a
magical trap in the form of a cursed tome or scroll. When a
creature reads the text, they must make a DC 20 Charisma
saving throw. On a failed save, the creature teleports
directly to Kiona’s study (area K8), leaving the cursed text
behind. On a successful save, the creature knows that the
text was attempting to transport them somewhere and they
can choose to fail the saving throw instead.

SHIFTING LIBRARY AREAS
The following areas are keyed to the Shifting Library Map.

K1. ENTRYWAY
This room is brightly lit by candles. It has the follow-
ing features:

e “Hundreds of blue-flamed candles in wall niches flood
the room with light.”

e “Against the north wall, two overstuffed leather chairs
sit alongside a sideboard holding a decanter of bloodred
wine and several bottles of liquor.”

* (Secret) Five blood-borne oozes lurk at the bottom of
the wine decanter.

Oozes. Kiona captured five blood-borne oozes,
who she now keeps as guardians in the decanter. The
oozes attack any creature who opens the decanter and
fight to the death. A character who examines the glass-
ware without removing the lid can tell there are creatures
inside with a successful DC 14 Intelligence (Arcana or
Investigation) check.

Lighting. The candles’ blue flames are illusions that
produce no heat. A candle can be carried throughout the
library, but it disappears if a creature removes it from the
demiplane. Each candle sheds bright light in a 10-foot
radius and dim light for an additional 10 feet.

Door Out. The door that leads outside can’t
be opened. When a creature touches the door, they
hear Kiona’s voice in their mind say, “Only the void
lies beyond.”

Treasure. The sideboard contains eight bottles of
spirits (worth 6 gp each).

K2. FOYER
This area has the following features:

* “Alarge, rectangular table made of dark wood occupies
an empty balcony. On one corner of the table sits a
silver service bell and a conical lamp.”

* “Behind the desk, a wrought iron rail overlooks the
library’s ground floor.”

For Whom the Bell Tolls. If the characters ring the
service bell or linger for more than 5 minutes around the
table, the four lightthieves from the ground floor book-
stacks (area K3) arrive and attack. If the characters ring the
bell more than once, the librarians from the upper floor
bookstacks (area K3) also attack.

K3. BOOKSTACKS
Both levels of the library contain bookstacks arranged on
three walls. These areas have the following features:

* “Gas lamps attached to the balcony’s support pillars
dimly illuminate rows of bookshelves.”

* (If the characters haven't already provoked the librarians and
engaged them in combat) “Spectral figures move between
the stacks, replacing and removing books.”

* (Secret) If the characters didn’t attract their attention
in area K2, four lightthieves hide in the lamps on the
bookstacks’ ground floor.

Lightthieves. Four lightthieves escaped the Hell gate
(area K5) and now infest the bookstacks. They make their
homes in the lamps mounted on the ground floor. These
fiends ignore Kiona and the librarians, instead ambushing
and feeding on any creature carrying light sources who
isn’t Undead. If combat against a lightthief lasts more than
3 rounds, or if the characters damage the library during
combat, the librarians on the same level as the battle join
the fray, attacking the characters.

Librarians. Each floor of the bookstacks is haunted by
a group of librarians made up of a wraith, a specter, and
five shades. The librarians pore endlessly through books
while roaming the stacks, hoping to glean new information
about the Codex Mortis to share with Kiona. A character
who succeeds on a DC 14 Wisdom (Insight) check can tell
that disturbing the librarians’ work or touching the books
will be met with violence.

If combat against the librarians on one level of the
library lasts more than 2 rounds, the librarians from the
other level arrive at the start of the third round to aid
their allies.

Gas Lamps. On both levels, each support pillar holds a
gas lamp 5 feet above the floor. A lamp fixture has AC 11,
4 hit points, and immunity to poison and psychic damage.
When a fixture is broken, it releases flammable gas in a
15-foot radius around it that lasts for 1 minute. A creature
who takes fire damage while in the area of the gas takes an
extra 5 (1d10) fire damage.
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Books. Most of the books in the library are about
necromancy. A character who succeeds on a DC 16
Dexterity (Sleight of Hand) check can remove a book from
a shelf without the librarians noticing. The characters can
find books with any of the following information:

* Aritual that opens a portal to the Seven Cities of Hell;
annotations indicate a special place in the library has
been magically prepared for the ritual (this is the Hell
gate in area K5)

* Detailed instructions for ritually creating a lich,
mummy, vampire, or other Undead creature

* A spellbook containing necromancy spells such as
animate dead, bestow curse, blight, false life, or ray of
enfeeblement

* A visual guide to cursed magic items

K4. GROUND FLOOR DESKS
This area has the following features:

* “Alarge table and several writing desks are littered with
open books.”

* “Scattered notes are strewn about, written primarily in
Common, but with smatterings of Infernal and Orc.”

Notes. The books and papers contain notes on the Codex
Mortis and other necromantic lore. When a librarian finds
important information in a tome, they bring it here for
Kiona to collect. A character who spends 1 minute looking
at the notes and makes an Intelligence (Investigation) check,
made with advantage if they can read Infernal or Orc,
learns the following cumulative information based on
the result:

9 or Lower. A half-orc sage named Kiona Duemois
has been studying necromancy related to the Codex
Mortis here. The codex 1s a powerful book that can
reanimate the dead.

10-14. Kiona was killed in an accident attempting to
decipher the Codex Mortis. The ritual shattered her soul,
turned her into an undead creature, and created the
librarians and the library. Kiona lost the Codex Mortis
after the accident. The codex allows its wielder to
command certain Undead.

15-19. Kiona searches for the Codex Mortis so she can raise
an army of spectral undead and enhance the power
of her current form. She sends the librarians out to
the Mundane World to steal rare texts related to the
Codex Mortis and store them in the library, where the
librarians then pore over the pages for any clue about
the infamous codex. The character also finds a hidden
spell scroll (see “Treasure”).

20 or Higher. Kiona has begun sending her librarians into
other worlds for books. The first place she has dared to
send them is the Seven Cities of Hell. In the hands of
a powerful mage, the codex can be used to restore the
forms of destroyed vampires and liches imprisoned in
the Seven Cities.

SHIFTING LIBRARY

The first time a character makes a check to search
these notes, they notice any librarians in the ground floor
bookstacks (area K3) watching them closely. Additional
characters can make another check to search the notes, but
as soon as they do, these librarians attack.

Treasure. In addition to the notes, the first character
who succeeds on a DC 15 Intelligence (Investigation) check
to look through the lore finds a spell scroll of speak with dead
tucked within the stacks of paper.

K5. HELL GATE

A red velvet rope bars the door to this room. Hanging
from the rope is a small placard with “DO NOT ENTER”
printed in polite-but-firm slab serif type.

The door to this room is locked. A character can pick
the lock with a successful DC 20 Dexterity check using
thieves’ tools or break the door open with a successful
DC 12 Strength check. The key to this door is in Kiona’s
office (area K8). The door has AC 15, 18 hit points, and
immunity to poison and psychic damage. Damaging the
door draws the attention of the librarians from both levels
of the library’s bookstacks (area K3). Picking the lock and
opening the door also attracts their attention unless the
character succeeds on a DC 12 Dexterity (Stealth) check.

This room has the following features:

* “The room reeks of decaying flesh with a hint of acrid
woodsmoke.”

* “The wall opposite the entrance is burned black and
engraved with softly glowing red runes.”

* “In the center of the floor lie the shriveled corpses of
two bearded humans in mage robes. Their faces are
frozen in expressions of horror.”

Corpses. To activate the Hell gate in this room,
Kiona sacrificed Brada and Micus, two mages who dared
to enter the library and touch the Dread Lord’s books
while searching for the location of the Codex Mortis. The
bodies have no wounds, and a character who examines the
bodies and succeeds on a DC 13 Intelligence (Arcana) or
Wisdom (Medicine) check knows the mages were killed by
necrotic damage.

Infernal Runes. A creature who can read Infernal
or who examines the runes and succeeds on a DC 17
Intelligence (Arcana) check knows that the runes are part
of a ritual used to open a gate to the Seven Cities of Hell.
As an action, a creature who can reach the runes can
mar them with a weapon or tool, making it impossible to
perform the ritual in this room until the runes are restored.
If the runes are marred, each creature in this room must
make a DC 15 Dexterity saving throw, taking 22 (4d10)
force damage on a failed save, or half as much damage on (::
a successful one. oM. |

Hellgate. Kiona has used this gate twice. The ritual to
reopen the gate is located in the bookstacks (see “Books” in
area K3). To open the gate, a character must perform the

ritual for one uninterrupted hour in this room. The ritual’s



final step requires killing an incapacitated creature who
1sn’t a Construct or Undead.

If the ritual is successful, the wall opposite the door
becomes a swirling orange portal leading to the Seven
Cities that lasts for 1 hour. The exact location the portal
leads to is up to the GM’s discretion. When the portal
opens, there is a 50 percent chance that four hellhounds
come through it, attacking any creatures they come across
and fighting to the death.

Ké. ScrRoLL RooM
This room has the following features:

e “Dozens of hive-like shelves cover the walls of this
chamber, each stuffed with ancient, loose scroll cases.
Some of the cases are sealed with wax or clay.”

e “Two bearded, shadowy figures wearing mage robes
silently arrange the scroll cases on the shelves, dripping
spectral dust behind them.”

* (Secret) A magic ward keeps this room silent.

Wraiths. The two wraiths in this room are Brada and
Micus, adventurers sacrificed to open the Hell gate (see
“Corpses” in area K5). Unlike the librarians, they don’t
resemble Kiona. They attack when they notice intruders,
fighting to the death.

Silence Ward. To prevent the librarians from acciden-
tally casting spells by reading scrolls aloud, Kiona warded
this room with a permanent silence spell. If a character who
has a passive Wisdom (Perception) score of 18 or higher
listens at the door or opens it, they notice no sound comes
from the room. A creature inside this room is immune
to thunder damage, deafened, and can’t cast spells that
include a verbal component. A dispel magic spell cast on the
room ends the effect.

Treasure. Most of the scrolls contain personal accounts
of necromancers doing grim research. A character who
spends 2 minutes searching the scrolls finds a diamond
(worth 300 gp) and three spell scrolls: bestow curse, dimension
door, and speak with dead.

K7. STORAGE
The door to this area is held shut by stacks of books. A
character who succeeds on a DC 11 Strength check forces
the door open. If a character fails this check, the librarians
in the ground floor bookstacks (area K3) attack.

This room has no light sources and the characters only
notice the following features if they have a light or another
way to see in the dark:

* “Every area of this room is piled with books, filling it
with a musty old-book smell.”

* (Secret) Kiona’s old spellbook is hidden among
the tomes.

Treasure. Most of these books—biographies of mages,
arcane history, and similar academic fare—have been
deemed worthless to Kiona’s hunt. However, a character
who searches the piles of books for 10 minutes and

succeeds on a DC 14 Intelligence (Investigation) check finds
the spellbook Kiona used when she was alive. It contains
the following spells: alarm, detect magic, floating disk, identify,
illusory script, locate object, longstrider, magic mouth, rope trick,
suggestion, and web. A small vial of rare ink (worth 150 gp)
is tucked into a space carved into the leather-bound book’s
back cover.

K8. KIoNA's OFFICE

The iron door to this room is locked and has no visible

keyhole. A plaque on the door reads, “The blood of a being

half in this world and half in another can open the door

to knowledge.” A character who is proficient in Arcana or

Religion knows that spectral Undead are often said to have

one foot in the world of the living and another in the world

of the dead.

If a spectral Undead touches the door, or if a creature
coats part of their body in a librarian’s ectoplasm (see
“Librarians”) then touches the door, the door unlocks. The
iron door has AC 19, 27 hit points, and immunity to poison
and psychic damage.

This room has the following features:

* “A spectral half-orc hovers over an iron desk, upon
which a magic lantern swirls with unnatural blue light.
Her face is furrowed with desperation as she examines
the tomes and notes strewn across the desk.”

e “Glass cases on the walls display jeweled rods, staffs,
and wands, interspersed with small metal shelves filled
with books.”

* (Secret) The desk is warded against magic hostile
to Kiona.

Kiona. If the characters reached the library of their
own volition, Kiona the Dread Lord asks why they
disturb her research. A character who succeeds on a DC 15
Charisma (Deception or Persuasion) check convinces
Kiona they have information to share about the Codex
Mortis. If Kiona’s teleportation trap (see “Entering the
Library”) brought the characters there, she asks what they
know about the Codex Mortis.

If a character offers information about the codex’s
whereabouts and can either prove the information’s
veracity or succeed on a DC 17 Charisma (Deception or
Persuasion) check, Kiona gives the characters one item from
her hoard as thanks before using an action to open a portal
to a destination in the Mundane World of the characters’
choosing. If the characters fail to prove their usefulness to
Kiona, she attacks. Any remaining spectral Undead in the
library hasten to the Dread Lord’s side. Undead on the
ground floor join combat immediately, while Undead on
the upper floor appear in the office at the start of the third
round of combat.

Kiona fights until reduced to 30 hit points or fewer, then
she begs the characters for mercy. She opens a portal to
the Mundane World and tells the characters they can take
anything from her hoard, except her books. If the charac-
ters take her books, Kiona fights to the death.
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Warded Desk. When a creature Kiona can see who
isn’t Undead casts a spell within 60 feet of her desk, the
spellcaster must succeed on an Intelligence (Arcana) check
with a DC equal to 10 + the spell’s level or take 2 (1d4)
psychic damage per level of the spell. A dispel magic spell
cast on the desk ends the effect.

Treasure. The display cases, desk, and bookshelves
contain Kiona’s treasure hoard (see “Kiona’s Hoard”).
The books in this room can be removed from the library
without them disappearing. In addition, the characters find
a key to the Hell gate (area Kb5).

MUTUAL DESTRUCTION

If Kiona is destroyed, the following occurs:

e Each book in the library immediately fades—except for
those from Kiona’s office (area K8), which contain her
personal notes—returning to the place the librarians
stole it from.

* A 10-foot-diameter portal immediately opens on both
levels of the bookstacks. The one-way portals lead to
the location the characters were when they entered the
library; creatures can only use the portals to leave the
library, not return to it.

e After | hour, the library breaks apart as its walls and
floors fade into the void. Any creature still in the library
1 minute after it begins to break apart takes 16 (3d10)
psychic damage and is teleported to a random location
in the Mundane World (chosen by the GM).

KIONA'S HOARD

Kiona’s hoard is contained in her office (area K8).

The hoard contains the following items:

o Soul lamp (see below)

o Staff of the python

*  Wand of magic detection

* Potion of resistance (necrotic)

o Spell scroll of raise dead

¢ Kiona’s notes (see below)

e Flask of holy water

e Jasper wand (worth 25 gp)

* 2 smooth black onyx stones (worth 100 gp each)

* 2 longswords with sapphire-studded hilts (worth
150 gp each)

* Ornate golden reliquary (worth 200 gp)

e Pouch of ruby dust (worth 350 gp)

* Emerald wand (worth 500 gp)

* Gold rod set with rubies (worth 500 gp)

* Onyx staff set with black sapphires (worth 750 gp)

e Diamond rod (worth 1,000 gp)

e Velvet pouch containing 9 cp, 41 sp, and 135 gp
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KIONA's NOTES

Kiona has filled nearly thirty books with notes and secrets
about the Codex Mortis. If you spend 80 hours studying
Kiona’s notes, you gain the following benefits:

* You have advantage on Intelligence checks to recall
or understand lore about necromancy and the
Codex Mortis.

* You have advantage on death saving throws.

e When you cast a necromancy spell, the gold piece cost
of the spell’s material components is halved.

SouL LAMP
Wondrous Item, Rare (Requires Attunement)

Swirling soul energy fills the glass globe of this lantern.

The lantern has 6 charges. As an action, you can speak
the lantern’s command word and expend 1 charge to
summon a specter residing within the lantern. The specter
appears in an unoccupied space within 5 feet of you. They
know and can speak any language you know, obey your
verbal commands, and act immediately after you in the
initiative order. The specter is destroyed after 1 hour or
when it drops to 0 hit points. The lamp can only have one
specter summoned at a time.

The lantern regains 1 charge when a creature who isn’t
a Construct or Undead dies within 20 feet of the lantern,
allowing the lamp to draw their soul into it.




LIBRARY STAT BLOCKS
The following stat blocks appear in the lair.

BLooD-BORNE OOZE CR 1/4 Ambusher

Tiny Ooze, Typically Neutral Evil 50 XP
Armor Class 13 (natural armor)
Hit Points 14 (4d4 + 4)
Speed 20 ft.
STR DEX CON INT WIS CHA
S D) () Y L 0G0) 24
Skills Stealth +4

Condition Immunities blinded, charmed, deafened,
exhaustion, flanked, prone

Senses blindsight 60 ft. (blind beyond this radius), passive
Perception 10

Languages —

Proficiency Bonus +2

Amorphous. The ooze can move through a space as narrow as
1 inch wide without squeezing.

False Appearance. While the ooze remains motionless, they
are indistinguishable from a pool of blood.
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ACTIONS

Pseudopod. Melee Weapon Attack: +4 to hit, reach 5 ft,,
one target. Hit: 4 (1d4 + 2) bludgeoning damage plus 2
(1d4) necrotic damage. If the target is a creature who isn't
a Construct or an Undead, they must succeed ona DC 11
Constitution saving throw or the ooze melds into the target's
body. While inside a creature, the ooze has total cover against
attacks and other effects originating outside that host.

If the host creature takes 5 damage or more on a single turn

from a source other than the ooze, the ooze must succeed on
a DC 12 Constitution saving throw at the end of that turn or
exit the host, entering the nearest unoccupied space of the
ooze's choice. A cure ailment power, protection from poison
spell, or lesser restoration spell cast on the host also forces the
ooze out. By spending 5 feet of their movement, the ooze can
voluntarily leave the host's bodly.

Crimson Feast (Inside Host Only). The ooze consumes

their host creature’s bodily fluids. The host must make a DC 11
Constitution saving throw. On a failed save, the host takes

5 (2d4) necrotic damage and is poisoned until the end of their
next turn. On a successful save, the host takes half as much
damage and isn't poisoned.

HELLHOUND
Medium Fiend, Typically Neutral Evil

CR 3 Soldier
700 XP

Armor Class 15 (natural armor; 18 with Hardened by Flame)
Hit Points 76 (9d8 + 36)

Speed 50 ft.
STR DEX CON INT WIS CHA
8y S 17(G3). 19(+4) <140 8=l 10(:0)

Saving Throws Dex +5, Con +6

Skills Perception +3, Stealth +7, Survival +3

Damage Immunities fire

Senses darkvision 60 ft., passive Perception 13

Languages understands Common and Infernal but
can't speak

Proficiency Bonus +2

Hardened by Flame. When the hound is subjected to fire
damage, they take no damage. Instead, their skin darkens and
hardens, and their AC increases to 18 until the end of their
next turn.

Stealthy Hunter. The hound has advantage on Wisdom
(Survival) checks to track other creatures and on Dexterity
(Stealth) checks to hide from creatures who are unaware of
their presence.

ACTIONS

Hellish Bite. Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit: 6 (1d6 + 3) piercing damage plus 4 (1d8)
fire damage.

Hellfire Breath (Recharge 5-6). The hound exhales flame

in a 15-foot cone. Each creature in that area must make a DC 14
Dexterity saving throw, taking 14 (3d6 + 4) fire damage on

a failed save, or half as much damage on a successful one. A
creature who isn't a hellhound who fails the saving throw is

lit on fire for 1 minute (save ends at end of turn), or until the
target or another creature who can reach them uses an action

to extinguish the flames. A creature who is on fire at the start of
their turn takes 7 (2d6) fire damage. If a creature who is already
on fire is set on fire again on a subsequent turn, the damage isn't
cumulative, but the duration of the fire resets to 1 minute.

REACTIONS

Tug of War. When an enemy within 5 feet of the hound hits
the hound with a melee attack, the hound can make a Hellish
Bite attack against that enemy. If the hound’s attack hits, the
enemy is also grappled (escape DC 12), and if the triggering
attack was a weapon attack, the weapon used in the triggering
attack can't be used to make any more attacks while the target
is grappled. The grapple ends if the hound attacks a different
target with Hellish Bite.
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KIONA THE DREAD LORD CR 9 Leader
Medium Undead (Incorporeal), Chaotic Evil 5,000 XP
Armor Class 17 (natural armor)
Hit Points 136 (16d8 + 64)
Speed 0 ft., fly 60 ft. (hover)
STR DEX CON INT WIS CHA
9(-1) 18(+4) 18(+4) 20(+5) 14(+2) 13(+1)

Saving Throws Int +9, Wis +6

Skills Arcana +9, History +9, Perception +6

Damage Resistance acid, cold, fire, lightning, thunder;
bludgeoning, piercing, and slashing from mundane attacks

Damage Immunities necrotic, poison

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

Senses blindsight 60 ft., passive Perception 16

Languages Common, Draconic, Orc

Proficiency Bonus +4

Corrupting Phasing. Kiona can move through other creatures
and objects. Kiona takes 5 (1d10) force damage if she ends
her turn inside an object. A creature takes 9 (2d8) necrotic
damage the first time Kiona passes through them on a turn.

Incorporeal Empowerment. Each incorporeal Undead within
120 feet of Kiona ignores difficult terrain.

Spiritual Sacrifice (3/Day). When Kiona fails a saving throw,
she can lose 15 hit points and choose to succeed instead.

ACTIONS
Multiattack. Kiona makes two Energy Siphon attacks.

Energy Siphon. Melee or Ranged Spell Attack: +9 to hit, reach
5 ft. or range 120 ft., one creature. Hit: 15 (3d6 + 5)

necrotic damage, and the target can't regain hit points until
the start of Kiona's next turn. Kiona gains temporary hit points
equal to half the damage dealt by this attack.

Rise from Death (1/Day). Kiona conjures three shadows,
two specters, or one wraith under her control. Each
summoned creature appears in an unoccupied space within
30 feet of Kiona and acts immediately after her turn on the
same initiative count.

BONUS ACTIONS

Path of Pain. Kiona chooses one other incorporeal
Undead within 120 feet of her who can see her. That
Undead can move up to their speed.
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REACTIONS

Death'’s Breath. When a creature within 5 feet of Kiona
hits her with an attack, she breathes a toxin at the creature.
The creature must succeed on a DC 17 Constitution saving
throw or be poisoned until the end of their next turn.

VILLAIN ACTIONS o |

Kiona has three villain actions. She can take each action once { o5,
during an encounter after an enemy's turn. She can take these [ §
actions in any order but can use only one per round. T\

Action 1: Restrain Them! A 20-foot-radius sphere of
spectral arms emerges from a point Kiona can see within
120 feet of her. Each enemy in that area must succeed on

a DC 17 Dexterity saving throw or be restrained until the : '}" i
end of Kiona's next turn. VA
Action 2: Ruinous March. Kiona and each ally within 60 feet | (o) |
of her can move up to their speed without provoking | ol

opportunity attacks.
Action 3: Vitality Drain. Kiona and each ally within 60 feet
of her can make a melee attack (no action required).
A creature hit by one of these attacks gains a level of
exhaustion.
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LIGHTTHIEF

A lightthief is a fiend who comes to the
Mundane World to feast on soul energy.
They stalk graveyards and tombs, where
they know vulnerable mourners come

in the dark to pay their respects. These
bat-winged creatures resemble flayed
humanoid hands with a bloodshot eye
leering from the palm—though their
victims have little chance to notice them

before darkness falls.

LIGHTTHIEF
Tiny Fiend, Typically Chaotic Evil

CR 2 Ambusher
450 XP

Armor Class 15 (natural armor)
Hit Points 38 (11d4 + 11)
Speed 20 ft., fly 30 ft.

STR DEX CON INT WIS CHA
6(-2) 17(+3) 12(+1) 6(-2) 16(+3) 5(-3)

Skills Perception +5, Stealth +5

Senses blindsight 60 ft., passive Perception 15

Languages understands Abyssal, Common, and Infernal but
can't speak

Proficiency Bonus +2

ACTIONS

Necrotic Drain. Melee Spell Attack: +5 to hit, reach 5 ft., one
target. Hit: 10 (2d6 + 3) necrotic damage, or 13 (3d6 + 3)
necrotic damage if the target can't see the lightthief.

Into the Light (Recharge 6). The lightthief teleports inside a
light source they can see within 15 feet of them that is emitting
bright or dim light. While inside the light source, the lightthief
has total cover against attacks and other effects outside the
light source. If the light source is extinguished by any means
other than the lightthief’s Steal Light action, the lightthief is
forced out, appears in an unoccupied space of their choice
within 5 feet of the light source, and is paralyzed until the

end of their next turn.

Steal Light (Inside Light Source Only). The lightthief can
cause the light they are inside to erupt in a burst of brilliant
radiance. Each creature within 15 feet of the light source
must make a DC 13 Constitution saving throw. On a failed
save, a creature takes 14 (4d6) radiant damage and loses
any darkvision they have for 1 minute. On a successful save,
a creature takes half as much damage and doesn't lose their
darkvision. After this, the light source extinguishes and the
lightthief appears in an unoccupied space of their choice
within 5 feet of the light source.

WHERE EVIL LIVES: THE MCDM BOOK OF BOSS BATTLES
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SHADE CR 1 Minion
Medium Undead (Incorporeal), Typically Chaotic Evil 40 XP

Armor Class 11
Hit Points 8
Speed 0 ft., fly 50 ft. (hover)

STR DEX CON INT WIS CHA
1(-5) 13(+1) 10(+0) 10(+0) 10(+0) 14(+2)

Damage Immunities necrotic, poison

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

Senses darkvision 60 ft., passive Perception 10

Languages the languages they knew in life

Proficiency Bonus +2

Incorporeal Movement. The shade can move through other
creatures and objects as if they were difficult terrain. The
shade is destroyed if they end their turn inside an object.

Minion. If the shade takes damage from an attack or as the
result of a failed saving throw, their hit points are reduced
to 0. If the shade takes damage from another effect, they die
if the damage equals or exceed:s their hit point maximum;
otherwise they take no damage.

Terrifying. If an enemy starts their turn within 5 feet
of three or more shades, the enemy must succeed on
a Wisdom saving throw or be frightened of the shades
until the start of their next turn. The DC for this saving
throw equals 10 plus the number of shades within

5 feet of the enemy. On a successful save, the

enemy is immune to the Terrifying trait of all

shades for the next 24 hours.

ACTIONS

Life Drain (Group Attack). Melee Spell
Attack: +4 to hit, reach 5 ft., one creature.
Hit: 1 necrotic damage.

MAKING INCORPOREAL UNDEAD
Though most incorporeal undead were
once Humanoid, you can easily make
spectral undead from any other creature
type. First, choose the stat block you want
to use for the undead: shade, shadow,
specter, or wraith. Then adjust the stat
block’s size and Intelligence score to match
the original creature’s statistics. That's all
you need to do to make an incorporeal
undead version of a creature.

SHIFTING LIBRARY
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SHADOW
Medium Undead (Incorporeal), Typically Chaotic Evil

CR 1/2 Ambusher
100 XP

Armor Class 12
Hit Points 13 (3d8)
Speed 40 ft.

STR
6(-2)

DEX
14 (+2)

CON
11(+0)

INT
10 (+0)

WIS
10 (+0)

CHA
14 (+2)

Skills Stealth +4

Damage Resistance acid, lightning, necrotic, thunder;
bludgeoning, piercing, and slashing from mundane attacks

Damage Immunities cold, poison

Condition Immunities dazed, exhaustion, frightened,
grappled, paralyzed, petrified, poisoned, prone,
restrained

Senses darkvision 60 ft., passive Perception 10

Languages the languages they knew in life

Proficiency Bonus +2

Chilling Phasing. The shadow can move through other
creatures and objects as if they were difficult terrain. The
shadow takes 5 (1d10) force damage if they end their turn
inside an object. A creature takes 1 cold damage the first
time a shadow passes through them on a turn.

Dark Stalker. While in dim light or darkness, the shadow
has advantage on Dexterity (Stealth) checks.

ACTIONS

Chilling Grasp. Melee Spell Attack: +4 to hit, reach 5 ft.,

one creature. Hit: 6 (1d8 + 2) cold damage, and the target's
Dexterity score is reduced by 2. The target dies if this reduces
their Dexterity to 0. Otherwise, the reduction lasts until the
target finishes a short or long rest.

Freezing Dark (1/Day). The shadow pours magical darkness
out of their hand in a 15-foot cone. A creature with dark-
vision who isn't an incorporeal Undead can't see through

this darkness, and light can't illuminate it. Each creature in

this darkness when it first appears must succeed ona DC 12
Constitution saving throw or take 7 (2d6) cold damage. The
darkness remains in that area for 1 minute or until the shadow
is destroyed.

BONUS ACTIONS

Shadow Bind. The shadow targets one creature they can
see within 15 feet of them who is in bright or dim light. The
target must succeed on a DC 12 Strength saving throw or be
grappled by their own shadow (escape DC 12). The grapple
ends if the target is no longer in bright or dim light, or if the
shadow who used this bonus action is destroyed.
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SPECTER CR 1 Skirmisher
Medium Undead (Incorporeal), Typically Chaotic Evil 200 XP
Armor Class 11
Hit Points 19 (3d8 + 6)
Speed 0 ft., fly 50 ft. (hover)
STR DEX CON INT WIS CHA
1(-5) 13(+1) 14(+2) 10(+0) 10(+0) 15(+2)

Damage Resistance acid, cold, fire, lightning, thunder;
bludgeoning, piercing, and slashing from mundane attacks

Damage Immunities necrotic, poison

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