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"Moi,te, A rel.{-pro€elte,}' {anoot'
pla^ar traveler -ho a{te" polel
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Br%. LANARTRAVELERS OFTEN FIND MIMIRS

ffi*F invaluable in learning about reality and

ffi avoiding doom at the hands, claws, fangs.
-ffi" tentacles, proboscises, ovipositors, and
other appendages of the multiverse's countless
predatory and lethally grumpy inhabitants.

Morte, however, isn'f a mimir.
A floating skull with a penchant for speaking his

mind and claiming expertise, Morte is one of Sigil's
many unique inhabitants and an accomplished ex-
plorer of the planes. For the right amount of coin or
a future favor, Morte is quick to offer his advice, in-
sights, and commentary on the many inhabitants of
the planes. This book contains useful data gleaned
from Morte's stories and ramblings. Still, the
planes are vast and varied, and what Morte experi-
enced as true might not match all circumstances.
Reader beware.

UsrNc e Sret Brocr
This book is a companion to the Monster Manual
and uses a similar presentation. If you are unfa-
miliar with the monster stat block format, read the
introduction of the Monster Manual before proceed-
ing. That book explains stat block terminology and
gives rules for various monster traits-information
that isn't repeated here.

The Stat Blocks by Challenge Rating table sorts
the creatures in this book by challenge rating. Most
of these creatures appear in the "Bestiary Ato Z"
section, but those marked with an asterisk (*) ap-
pear in the "Faction Agents" section.

l]Nusuer, Arracrs AND Macrc
Some creatures have weapons that deal unusual
damage types and spellcasting that functions in an
atypical way. Such an exception is a special feature
of a stat block and represents how the creature uses
its weapon or casts its spells; the exception has no
effect on how a weapon or spell functions for a dif-
ferent creature.

"Whoa, i.ey, heyl Zip )t lhere, b"r)t.

I "lo^'t k^o* who Jof yo, a oiefeciive

,-ir"ir', Chie( b,t i'{.1 fell yo, *haf i
*hat {ror,h€i'e o,f,""

*f1o rie

MrnrrNc Macrc IrBu
PBnBnql{-tqlln_§_ _
If a stat block contains the name of a class in paren-
theses under the creature's name, the creature is
considered a member of that class for the purpose
of meeting prerequisites for magic items.

PnrrrroNERS
Petitioners are former mortals. They've lived,
ceased living, and now exist on the Outer Planes.
They typically inhabit a plane that shares their
alignment or the realm of a deity they worship.
Some, however, become lost and wander the planes
or make new homes for themselves elsewhere on
the Great Wheel.

You can make any creature that isn't a Celestial or
Fiend a petitioner by giving it the following traits:

Plane Locked, The creature's creature type changes to Celestial

or Fiend (DM's choice), and the creature can't Ieave the Outer
Planes. Portals or magic that allow transport beyond the Outer
Planes don't affect this creature.

Soul Shape, A dead petitioner can be returned to life only by

lhetrue resurrection spell or lhewish spell. lf affected bythese
spells, a petitioner chooses whether to return in its original
mortal form or as a petitioner.

Dnern AND THE PrRNns
Mortals that die eventually have their souls return
as petitioners in far-flung reaches of the Outer
Planes. There, they manifest as idealized versions
of themselves. These forms might be similar to the
forms they had in life or be those of entirely differ-
ent creatures. A petitioner or another Celestial or
Fiend that is destroyed can reconstitute on a plane
that shares its alignment after 100 years, or it might
choose to become one with that plane and never re-
turn. A creature that re-forms on the planes multiple
times becomes increasingly dissimilar from its orig-
inal mortal form.
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Srnr BlocKs BY CHALLENGE Rlrrruc
CR Stat Block Creature Type

0 Cranium rat squeaker Aberration

0 Sunfly Celestial

I Swarm of sunflies Celestial

I Vargouille reflection Fiend

2 Dabus Celestial

2 Lantern archon Celestial

2 Musteval guardinal Celestial

3 Bariaur wanderer Celestial

3 Bleak Cabal void soother" Humanoid

3 Cithzerai traveler Aberration

3 Harmonium peacekeeper" Humanoid

3 Society of Sensation muse" Humanoid

3 Transcendent Order instinct" H umanoid

4 Hands of Havoc fire starter" Humanoid

4 Heralds of Dust rem nant't H umanoid

4 Hound archon Celestial

4 Mind's Eye matter smith'k Humanoid

5 Athar null'\- Humanoid

5 Cranium rat squeaker swarm Aberration

5 Fated shaker,. Humanoid

5 Time dragon wyrmling Dragon

6 Doomguard rot blade,: Humanoid

6 Eater of knowledge Aberration

6 Equinal guardinal Celestial

7 Cilhzerai uniter Aberration

7 Mercykiller bloodhound,r Humanoid

8 Decaton modron Celestial

8 Harmonium captain" Humanoid

8 Transcendent Order conduit'r Humanoid

8 \X/arden archon Celestial

9 Avoral guardinal Celestial

9 Ferrumach rilmani Celestial

9 Fraternity of Order law bender,' Humanoid

9 Cithzerai futurist Aberration

l0 Darkweaver Aberration

l0 Maelephant Fiend

l0 Nonaton modron Construct

I I Farastu demodand Fiend

ll Octon modron Construct

I I Young time dragon Dragon

12 Cuprilach rilmani Celestial

12 Doomguard doom lord,? Humanoid

12 Septon modron Construct

l3 Hexton modron Construct

13 Kelubar demodand Fiend

14 Shemeshka Fiend

26 Ancient time dragon

"Appears in the "Faction Agents" section

Creature Type

Fiend

Celestial

Fiend

Dragon

Co n struct

Celestial or

l- rend

Dragon

,

€
CR Stat Block

16 Shator demodand

17 Aurumach rilmani

17 Baernaloth

l8 Adult time dragon

20 l(olyarut

22 Planar incarnate

SuNprrgg rNFLUäNCEs aY

vÄai0us Sursg Pi.aNes rNHrtrair

§YEftY (cqNEa or;qt üurrar,tss.

)



NAR INTTUENCES
The Outer Planes afe home to powerful forces of
good and evil chaos and order, Over time, theSE

forces can alter creature expo sed to them. Due to

their proximity Outer Planes, the inhabitantsto the
of the Outlands' gate-towns and nearby regions

often exhibit traits associated with specific Outer
Planes. Creatures might also have such traits if they

dwell in other realms steeped in the energy of an

Outer Plane-whether such a place be in the Out-

lands, on the Material Plane, or elsewhere.
This section provides customization options for

creatures exposed to the energies ofthe Outer
Planes for months or years. Creatures influenced by

a plane can have as many or as few of these traits as

you choose.

PreNln ArrcNunNr
In addition to the plane-specific traits you can grant

a creature, the influence of a plane changes a crea-

ture's alignment to match the plane's alignment,
as shown on the Outer Plane Alignments table. If
a plane a creature is influenced by has more than
one alignment, you choose the creature's alignment
from the options listed.

Ouren Plarue AllcttMENTs
Outer Plane Alignment

The Abyss CE

Acheron LN, LE

Arborea CC

Arcadia LN, LC

The Beastlands NC, CC

Bytopia NC, LC

Carceri N E, CE

Elysium NC

Cehenna NE, LE

Hades NE

Limbo CN

Mechanus LN

Mount Celestia LC

The Nine Hells LE

Pandemonium CN, CE

Ysgard CN, CC

"A^yfhi^.1 Yo" thi^i< Yo, k^oa ?bo,t

tritlert {ror^ the Material Fi"a.e "loel^'t
appLy i. the S"fi.a^dr, Lhie€. Yo"r "io1

back hor"e ai'if ^ott'i"1 Like a ho""oi

{ran the l'{i"e HELLr uv lvls,.t Cei.ertia.

0^Ly fhi.1 thoie fLaaar ,ori, have i^

cor4r4oh il tl"at "€ifh€r xa"ff fo heär

äbout ho* yo,'re ttofelly 
a .lo1 Per'to.."'

*Ytarle

Tnn AsYss
Creatures influenced by the Abyss gain demonic
features, such as horns, scales, and black blood. A
creature influenced by the Abyss also gains one or
more of following traits of your choice:

Entrcpy ofthe Abyss. Whenever the creature deals bludgeon-

ing, piercing, or slashing damage, it can change the damage

type to necrotic.

Poison Tolerant. The creature has advantage on saving throws

it makes to avoid or end the poisoned condition on itself'

Siege Monster. The creature deals double damage to objects

and structures.

AcHsnoN
Creatures influenced by Acheron have rough,
scarred skin that resembles armor or pitted metal.
A creature influenced by Acheron also gains one or
more of following traits of your choice:

Battle Lust. Whenever the creature reduces another creature to

0 hit points with a melee attack on its turn, it gains 10 tempo-

rary hit points, and it can take a bonus action to move up to its
speed without provoking opportunity attacks.

Corrosive Death.When the creature drops to 0 hit points, it

turns into a pile of rust. Any equipment it was wearing or cafty-

ing is unaffected.

PackToctics.The creature has advantage on an attack roll

against a target if at least one of the creature's allies is within

5 feet ofthe target and the ally doesn't have the incapacitated

condition.

Ansonne
Creatures influenced by Arborea change color to
match the season, and their eyes glint with vibrant
hues. A creature influenced by Arborea also gains

one or more of following traits of your choice:

Merry Music. Whenever the creature casts a spell or makes a

spell attack, the faini sound of merry music can be heard by it
and those affected by its magic.

Recklessness. At the start ofits turn, the creature can gain ad-

vantage on attack rolls during that turn, but attack rolls against

the creature have advantage until the start ofits next turn.
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Ancanre
Creatures influenced byArcadia gain perfectly
symmetrical features and appear eternally youthful
or vigorous. A creature influenced by Arcadia also
gains one or more of following traits of your choice:

Arcadian Perfection (1/Doy). lfthe creature fails a Strength,
Dexterity, or Constitution saving throw, it can choose to suc-

ceed instead.

Unshakable Resolve. An invisible, magical aura of confidence
and hope surrounds the creature. When another creature that
has the frightened condition starts its turn within 5 feet ofthe
creature, the frightened condition affecting it is suppressed for
I minute. When this suppression ends, the condition resumes
if its duration hasn't expired.

Tnn BnasTLANDS
Creatures influenced by the Beastlands gain wilder
or more animalistic features, such as larger eyes,
thicker fur, or more prominent canine teeth. Beasts
influenced by the Beastlands are often affected per
the awaken spell-though normal Beasts also typi-
cally range through these areas in large numbers.
A creature influenced by the Beastlands also gains
one or more of following traits of your choice:

Speech ofBeast and Leaf (Requires the Ability to Speak ot
Leasl One Longuage). This creature can comprehend and ver-

bally communicate with Beasts and Plants.

Tracker's Eye,fhe creature can see invisible creatures and ob-
jects as if they were visible.

Trackless. The creature leaves no tracks to indicate where it has

been or where it's headed.

BvroprR
Creatures influenced by Bytopia appear carved, con-
structed, or sculpted by an expert artisan. A crea-
ture influenced by Bytopia also gains one or more of
following traits of your choice:

Phantasmal Dweomer (1/Doy), After being in continr.tous phys-

ical contact with a Tiny nonmagical object for I minute, the
creature can imbue the object with one of the following magical
properties (choose one or roll a d6):

1-3: Light. The object sheds bright light in a 5-foot radius and
dim light for an additional 5 feet.

4-6: Sound. The object continuously emits the creature's
choice ofa nonverbal sound (wind, waves, chirping, or
the like). The chosen phenomenon is perceivable up to 10

feet away.

The magical property lasts for 24 hours.

Sounds of Work. Whenever the creature casts a spell or makes

a spell attack, the faint sounds of hammering and sawing can

be heard by it and those affected by iis magic.
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CencrBr
Creatures influenced by Carceri appear as if they'd
been imprisoned underground for a long period;
their hair is matted, their nails or claws are long
'and dirty, and they have marks as if they were
bound by chains or rope. A creature influenced by
Carceri also gains one or more of following traits of
your choice:

Burden of Hopelessness. An invisible, magical aura of hope-
lessness surrounds the creature. Any other creature that
starts its turn within 5 feet ofthe creature has its speed re-

duced by l0 feet until it is reduced to 0 hit points, regains hit
points, or gains temporary hit points. This reduction never
exceeds l0 feet.

Torturous Teleport. An invisible, magic-disrupting aura sur-
rounds the creature. Any creature that teleports into or out ofa
space within 20 feet of the creature must make a DC l5 Consti-
tution saving throw, taking 16 (3d.l0) force damage on a failed
save, or halfas much damage on a successful one.

Ervsruru _ _ _

Creatures influenced by Elysium have seasonal
flowers sprouting from their heads, and they faintly
smell of herbs or spices. A creature influenced by
Elysium also gains one or more of following traits of
your choice:

Hordy Body. The creature no longer needs food or water, and

the creature can have no more than 4 levels ofexhaustion.

Peaceful Presence. An invisible, magical aura ofpeace sur-

rounds the creature. Any other creature that starts its turn
within 5 feet ofthe creature has disadvantage on attack rolls
unt;l it is attacked, takes damage, or witnesses an ally be-

ing harmed.

GnHnNNe
Creatures influenced by Gehenna appear haggard
and have long, crooked limbs. A creature influenced
by Gehenna also gains one or more of following
traits ofyour choice:

Treasure Sense. The creature can pinpoint, by scent, the loca-
tion of precious metals and stones, such as coins and gems,
within 50 feet of itself.

VitalityTheft. An invisible, magical aura surrounds the crea-

ture. Whenever another creature regains hit points within 5

feet ofthe creature, halfofthose regained hit points (rounded
down) go to the creature generating the aura instead.

Hepns
Creatures influenced by Hades often have dour, gray
features and feel cold to the touch. A creature influ-
enced by Hades also gains one or more of following
traits ofyour choice:
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Aura of Gloom. An invisible, magical aura surrounds the crea-
:-'e. Colors are muted within 30 feet of the creature, and other
:-::tures in that area have disadvantage on Charisma checks
=-: Charisma saving throws.

Extinguish ligfit. Nonmagical flames within l0 feet of the crea-
:--: are extinguished.

r-arval Rebirth. When the creature dies, it re-forms some-
.. -ere in Hades as a larva (see the Dungeon Master,s Guide) in':-0 days.

Shadowy Form.Whenever the creature is fully in darkness or
: - light, it becomes semi-incorporeal and gains resistance
:: : udgeoning, piercing, and slashing damage. lfthe creature
..<es radiant damage, its Shadowy Form trait is suppressedt:' I hou r.

I-rrrno
Creatures influenced by Limbo have their appear-
ance shift at each dawn. Their skin might change
color, or their features might morph into unnatural,
even abstract, configurations. A creature influenced
by Limbo also gains one or more of following traits
ofyour choice:

Chaotic Magic.fhe creature can cast the thaumaturgy cantrip,
choosing a magical effect at random. Charisma is the spellcast-
ing ability for this spell.

Churning Chaos. \Uhen the creature scores a critical hit or takes
a critical hit, chaotic energy bursts from the creature, creating
one the following effects (choose one or roll a d6):

1-2: Melting Terrain. For I minute, the ground within 20 feet
of the creature melts into a mud-like texture, becoming diffi-
cult terrain.

3-4: Miraculous Resilience. This creature gains temporary
hit points equal to half the damage the critical hit dealt
(rounded up).

5-5: Disrupted Gravity. Each creature within 20 feet of the crea-
ture must succeed on a DC l5 Constitution saving throw or
rise vertically, up to 20 feet, and remain magically suspended
there for I minute. While suspended in this way, a creature
has the restrained condition.

Hidden Slood.When the creature dies, a slaad tadpole bursts
from the creature's chest.

MncneNus
Creatures influenced by Mechanus have angular,
symmetrical features, and their skin gains a metal-
lic sheen. A creature influenced by Mechanus also
gains one or more of following traits of your choice:

Lightning Rod. Lightningdamage can,t reduce the creature be-
low I hit point. Whenever the creature takes lightning damage,
one other creature within 5 feet of it (determined randomly)
takes half as much damage.

Structurol Repair (1/Doy). After being in continuous physical
contact with a nonmagical object for I minute, the creature
can magically repairthe object as though it had cast a mending
spell on it.
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Creatures influenced by Mount Celestia gain angelic
features, such as gold- or platinum-colored skin,
eyes, or hair. Spectral feathers might rise from a
creature's back, or a halo might crown its head. A
creature influenced by Mount Celestia also gains
one or more of following traits of your choice:

HealingOrb. When the creature dies, its body releases a spec-

tral orb that hovers in the same space and lasts for I minute.
Any good-aligned creature that starts its turn within 5 feet of
the orb regains 1d5 hit points.

Light,lhe creature sheds bright light in a l0-foot radius and

dim light for an additional 10 feet. As a bonus action, the
creature can suppress this Iight or cause it to return. The light
winks out if the creature dies.

Tuu NrNE HELLs
Creatures influenced by the Nine Hells gain devilish
features, such as horns, a forked tail, or the faint
odor of sulfur or smoke. A creature influenced by
the Nine Hel1s also gains one or more of following
traits ofyour choice:

Flames of the Nine. Whenever the creature deals bludgeon-

ing, piercing, or slashing damage, it can change the damage

type to fire.

Viper Nest. When the creature dies, its body disgorges a swarm

ofpoisonous snakes in the same space.

A creature influenced by Pandemonium appears as

though it were exposed to cold air for a long time,
its skin dry and cracked. Its hair might blow in a
phantom wind. A creature influenced by Pandemo-
nium also gains one or more of following traits of
your choice:

HinderingWinds. Cold winds sweep around the creature. Any

other creature that enters a space within 20 feet ofthe creature

or starts its turn there has its flying speed halved until the start
ofits next turn.

WoilingScreams. \Uhenever the creature casts a spell or makes

a spell attack, the faint sound ofcrying and screams can be

heard by it and those affected by its magic.

Ysceno
A creature influenced by Ysgard becomes hearty
and muscular. Its scars always appear fresh. When
the creature senses danger, it can't help but express
joy. A creature influenced by Ysgard also gains one
or more of following traits of your choice:

Worrior'sWrath.fhe creature has advantage on melee attack
rolls against any target missing at least half its hit points.

Ysgardion Stand (2/Day). lfthe creature has the prone condi-
tion at the start ofits turn, it can, at that time, end the prone

condition on itself and stand up without expending any move-

ment. The creature can't use this trait while it has the incapaci-

tated condition.
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DENrzuNs oF THE
OurunNDs
As the Outlands are the crossroads of the Outer
Planes, travelers in that realm might encounter
any creature in existence, many of which have been
influenced by other planes. The following sections
detail the various creature types likely to be encoun-
tered in the Outlands. Use the tables in these sec-

tions to inspire encounters and whole adventures in
the Outlands.

AnnnnRuoNs
With their inscrutable biologies and agendas, Ab-
errations might journey to the Outlands pursuing
all manner of schemes or sustenance. Slaadi from
Limbo are among the most common Aberrations
found on the Outlands.

Ourlaruos Asennlrrorus
d4 Encounter

I An aboleth travels in a muck-filled, orbicu-

lar carriage, seeking to better understand

the Outer Planes in preparation for a future

world-domination scheme.

2 A beholder influenced by the Abyss has com-

pound eyes and looks like a floating, cyclopean fly

head. lt promises not to destroy the characters if
they bring it a corpse it has never tasted before.

3 A dejected red slaad wishes to be reunited with

its slaad tadpole, but it isn't certain where-or in

what-it implanied its egg.

4 A hirsute, axe-wielding flumph influenced by

Ysgard quests across the land, seeking legendary

beasts to slay and epic songs to sing.

Bnasrs
Varied Beasts roam the Outlands, with many spe-
cies being long extinct on Material Plane wodds.
Plane-influenced creatures and gigantic or idealized
animals from the Beastlands are common.

Ourllru Ds BEAsrs
d4 Encounter

I An awakened giant scorpion owns a custom-made

boat and runs a ferry business along a prominent

river. lt offers its services to characters in need.

2 Atriceratops influenced by Mechanus and com-

posed of simple geometric shapes charges crea-

tures that enter the angular canyons it inhabits. lt

moves only in straight lines and turns only at right

angl es.

d4 Encounter

3 Stirges drawn from countless worlds congregate

in a tornado-sized, bloodsucking cloud that

threatens a gate-town.

4 A desiccated giant frog influenced by

Pandemonium screams whenever it opens its

mouth. lts interior is even noisier.

Cnrnsrrars
Various Celestials watch over the Outlands, partic-
ulady those reaches that border the Upper Planes.
Angels and archons (presented later in this book)
are particularly common. Some seek to prevent
fiendish incursions into the plane, while others try
to align the Outlands closer to goodly philosophies.

Ourlluos Crlesrtlls
d4 Encounter

I An empyrean calls for aid in taking back a corner

of the Outlands overrun by demons.

2 Wearing grim armor and displaying a rust-colored

horn, a unicorn influenced by Acheron challenges

all it encounters to mortal combat.

3 A fallen deva, now neutral aligned, is on perma-

nent vacation. The mellow angel is a font of multi-

versal secrets, but it shares them only with strang-

ers who prove themselves more relaxed than it.

4 A couatl influenced by Limbo has color-changing

wings and insists passersby convince it that

they're worthy ofexisting. lfthe couatl isn't con-

vinced, it has a 50 percent chance ofeither attack-

ing or wandering off.

E

Puunn Exeupuns
Some creatures originate on specific Outer Planes. Just
as flesh and blood are fundamental to many creatures
from the Material Plane, the forces of these creatures'
home planes are fundamental to their being. These
creatures are manifestations of a plane itself and are

altered by other planar influences only under unusual
circumstances. The archons of Mount Celestia, the
demons of the Abyss, the devils of the Nine Hells, the
modrons of Mechanus, and the slaadi of Limbo are
just a few examples of such children of the planes.

As a result, it's rare to encounter a group of modrons
embracing the chaos of Limbo or devils awash in the
natural energy ofthe Beastlands. lt's up to you to
decide what creatures are exemplars of their home
planes and under what circumstances they might be

influenced by other planes.
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CoNsrnucrs DnecoNs
Constructs in the Outlands might be the remflants
of forgotten civilizations, servants of plane-walking
magic-users, or creations with varied important or
ridiculous purposes. Among the most commofl are
modrons, mechanical denizens of Mechanus that
seek to enforce order on the plane.

All varieties of Dragons can be found in the Out-
lands, though many dwell in isolated reaches away
from the plane's gate-towns. Some remain aloof
due to their territorial natures, while others seek to
avoid the Mausoleum of Chronepsis, home to the
legendary dragon Chronepsis (see Si§il and the
Outlands for details).

Oururuos Corusrnucrs
d4 Encounter

1 A tyrannical homunculus rules over the small do.

main of its long-lost archmage master.

2 A beautiful but vain flesh golem influenced by

Arborea insists on following a character until the

character sketches, sculpts, or otherwise artisti-

cally renders it.

3 A gang of inquisitive monodrones and its

duodrone leader insist on following a character,

saying they expect that individual's doom to be

"statisiically noteworthy."

4 A clay golem influenced by the Beastlands has

been transformed into the walking hive that's

home to numerous swarms of insects (wasps).

Ourllnos Dnlcor.rs
d4 Encounter

I An ancient gold dragon disguised as a canary

gives the characters a nonmagical item and offers

them Bahamut's best wishes.

2 A lawful good faerie dragon with wings like

stained glass has been influenced by Mount Ce-

lestia. lt seeks the characters' aid in recovering a

stolen holy avenger.

3 A time dragon wyrmling (presented later in this

book) wants help constructing a magical struc-

ture that will be important in the future.

4 A neutral evil adult silver dragon with dull, gray

scales has been influenced by Hades. lt demands

a toll from any who crosses its domain.
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ErnunNrers
Elementals of all varieties can be found in the Out-
lands. Mephits are common and often serve more
powerful creatures as messengers.

OurllruDs ELEMENTALS

d4 Encounter

I Water elementals travel in a group that looks like

a long, wandering river.

2 Some skull-headed azers have been influenced by

the Nine Hells. They escort a heavily armored car-

avan of rare ore to the gate-town of Ribcage.

3 A wounded mud mephit asks the characters to
help it deliver a sealed package to a leader in a

nearby gate-town.

4 A wealthy dao that glistens with gemstones has

been influenced by Arborea. lt leads a parade of
glimmering galeb duhr between gate-towns as

part ofa shopping spree for precious rocks.

Fry
Being close to nature-even the surreal nature of
the Outer Planes-Fey dwelling in the Outlands are
often influenced by other planes. Fey encountered
near a gate-town typically exhibit influences from
the town's associated Outer Plane.

Ourllruos Fey

d4 Encounter

I Revelers joined a group of satyrs in their festivi-
ties. As the satyrs' celebration has continued for
over a year, the revelers seek the characters' help

in extricating themselves without offending their
hosts.

2 A kindly green hag influenced by Elysium invites

passersby to join her for tea in her cottage made

of sweets. She makes some of the best cookies in

the Outlands.

3 A pack ofblink dogs tracks a band ofmaelephants
(presented later in this book) to prevent them
from spoiling lands influenced by the Upper

Planes.

4 A gnarled dryad influenced by Carceri seeks to en-

trap creatures within the root-snarled, prison-like

cavern beneath her grove.

FrrN»s
Denizens of the Lower Planes regularly invade the
Outlands, seeking to shift the balance of the realm
toward evil. The Blood War, the endless conflict
between demons and devils, regularly spills onto the
plane and can devastate whole regions.

OurlanDs FTENDs

d4 Encounter

I A nycaloth seeks to capture several monochro-

matic hell hounds influenced by Cehenna. The

yugoloth seeks to sell the hounds to Fiends par-

ticipating in the Blood War.

2 After being ambushed by a rival, a night hag mer-

chant offers a reward to characters who help her

recover her lost inventory: several dozen stray

larvae (see the Dungeon Master's Cuide).

3 A hero requests the characters' help in gaining

the aid of a legendary steed called a nic'epona, a

nightmare influenced by one ofthe Upper Planes.

4 Rival incubi seek to recruit the characters to serve

either a balor warlord or a pit fiend general whose

fiendish armies are prepared to clash nearby.

GreNrs
Giants are common in the Outlands. Many gravitate
toward regions influenced by planes corresponding
with their alignments, but others seek to find the se-
cret realm of the giant god Annam (see Sisil and the
Outlands for details).

OurlarDs GTANTs

d4 Encounter

I Several cyclopes refuse to Iet the characters pass

through a region where they're constructing

a massive ring of beautifully carved standing

stones.

2 An ettin influenced by the Beastlands has one

head with bovine features and one head with
lupine features. lt desperately needs help finding
something both heads are willing to eat.

3 A storm giant seeks the characters' help in finding
an offering of significant worth and size to im-

press the god Annam.

4 Ajade-skinned oni from Bytopia has become sep-

arated from the spirit she was bound to protect.

She requests aid in catching up to her lost ward.
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OozBsHulraxor»s
Humanoids from across the planes travel the Out-
lands and number among the most common inhabi-
tants of the gate-towns.

Ourllruos Huunruotos
d4 Encounter

I The characters need to 6nd a wandering priest

who alone knows the ritual necessary to open a

specific portal.

2 Several gnome mages seek help recovering

their walking castle from a band ofaggressive,

spine-covered lizardfolk influenced by the Abyss.

3 The characters stumble across a youthful or

elderly commoner who doesn't know how they

came to be in the Outlands and who wants only

io go home.

4 A bandit captain and his gang seek the characters'

help as they plan a heist in the realm of an im-

mortal being, like the Realm of the Norns or Won-

derhome (see Sigll and the Outlands for details on

both locations).

MoNsrnosITIES
Monstrosities are common in the Outlands. Due to
the influence of the Outer Planes, many behave dif-
ferently than they might on the Material Plane.

OurllruDs MoNsrRostrrEs
d4 Encounter

I The characters are hired to recover cargo from a

crashed vessel brimming with rare technology,

but the wreckage is overrun with rust monsters.

2 The characters have to retrieve a treasure from a

group of mischievous sprites. The sprites are se-

cretly defended by mimics influenced by Elysium

that take the form of tiny, whimsical cottages.

3 A pride ofdisplacer beasts stalks a band oftrav-

eling merchants. The merchants seek protection

from the predators hunting them for sport.

4 A drider influenced by Arborea runs a giant spider

ranch. She hires the characters to hunt a rare

breed ofsunfly (detailed later in this book) that,

when fed to her spiders, will allow them to pro-

duce a remarkable type of silk.

Oozes often appear in swampy or subterranean
reaches of the Outlands or in regions influenced by
the Lower Planes.

OurllruDs OozEs
d4 Encounter

1 A yugoloth arms dealer has captured a hundred

gray oozes and seeks to sell them in the gate-

town of Rigus as a weapon capable of destroying

Acheron's floating cubes. A rival hires the charac-

ters to steal and dispose ofthe oozes.

2 Within a gelatinous cube influenced by Cehenna

floats a gigantic fiendish skull. Numerous Fiends

revere the cube and interpret depraved schemes

and threatening orders from its quivering. A Ce'

lestial seeks aid in destroying the cube.

3 A bog in a region influenced by Carceri is

swamped with countless black puddings. The

characters are hired to recover a lost relic from

the bottom ofthe bog.

4 A chef in the gate-town of Tradegate wants the

characters to retrieve royal jelly from a hive of
giant bees (use the giant wasp stat block). He

doesn't note that the hive's honey takes the form

of sweet-tasting ochre iellies.

PreNrs
Plants in the Outlands often grow to incredible size,
produce remarkable flowers or fruit, and exhibit
bizare shapes and colors. Regions influenced by
other planes are typically first recognizableby Ihe
effect those planes have on vegetation.

Ourllruos Plaurs
d4 Encounter

1 A young treant wants to put down roots. lt asks

the characters to help it travel around the Out-

lands so it can find a suitable place to call home.

2 A myconid sovereign has convinced a group of
githzerai monks to abandon their teachings and

follow its path to serenity. Another githzerai hires

the characters to oust the fungal guru.

3 An herbalist has cultivated a unique breed of gas

spores. She hires the characters to convey the

spores to her buyer without setting offthe fungi.

4 A resident cf the gate-town of Ecstasy is missing.

His garden of twig blights-influenced by Elysium

to resemble topiary sculptures-haven't been fed

and now sow chaos in town.



UNnne»
Undead often lurk in the dismal reaches of the Out-
lands, but some wander the land, either seeking
places to spend eternity or preying on the living.

OurlaruDs UNDEAD

d4 Encounter

I The characters find a trapped crawling claw. Rather

than attacking, the severed hand can lead the char-

acters to the thankful immortal who lost it.

2 A banshee influenced by Acheron appears as a

fallen knight-commander with a legion of specters.

Cuardians of the gate-town of Rigus hire the char-

acters to help banish the phantom army.

3 A lich seeks to dominate the gate-town of Hope-

less and see it dragged into Hades with himself as

its ruler. Citizens of the gate-town entreat the char-

acters to keep the gate-town hopeful enough that

it doesn't fall into the Lower Plane.

4 Several confused ghost petitioners (see the intro-

duction to this book) have become lost. They seek

someone to pass judgment on their lives and de-

liver them to the proper planes.
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This section presents stat blocks in alphabetical

order for creatures suited to planar campaigns.

AncnoNs
Archons are denizens of the Seven Heavens of
Mount Celestia. Created by the powers of order and

benevolence, archons defend their home from fiend-

ish incursions and safeguard those threatened by

wicked forces. Archons are skilled communicators,
able to speak all the languages of the multiverse.

When pushed into combat, they prefer to subdue

foes. However, against Fiends, archons are wrathful
combatants, manifesting the righteous vengeance of
Mount Celestia to strike down the wicked.

Each archon's form corresponds to its place

within the Celestial hierarchy. When faced in battle,

archons radiate the full fury of the Upper Planes,

bolstering their allies and cowing their foes.

HouN» AncnoN
Hound archons are the foot soldiers of Mount
Celestia, tasked with protecting the innocent and

helpless. Loyal defenders, these bipedal warriors
wield blades of shining radiance and can assume

canine forms, allowing them to inconspicuously
guard peaceable communities as dogs and wolves

Hourqn AncHoN
Medium Celestial, Typically Lawful Cood

Armor Class 15 (natural armor)
Hit Points 65 (.I0d8 + 20)

Speed 40 ft.

Acrtorus
Multiattock, The archon makes two Bite attacks. lt can replace

one ofthe attacks with a Shining Blade attack.

Bite. Melee V/eapon Attack: +6 to hit, reach 5 ft., one target'

Hit:7 (1d6 + 4) piercing damage. lf the target is a Large or

smaller creature, it must succeed on a DC i4 Strength saving

throw or have the prone condition.

Shining Blade (True Form Only). Melee Weapon Attack: +6 Io

hit, reach 5 ft., one larget. Hit: ll (2d6 + 4) radiant damage.

Spellcasting. The archon casts one ofthe following spells,

requiring no material components and using Charisma as the

spellcasting ability:

At will: detect evil and good

1/day each: aid, continual Jlame

Teleport. The archon teleports, along with any equipment it is

wearing or carrying, to an unoccupied space it can see within

I 20 feet of itself.

Bor.tus Acrtons
Change Shape.fhe archon magically transforms into any Me-

dium or Large dog or wolf while retaining its game statistics

(other than its size and losing its Shining Blade attack). The

archon reverts to its true form if reduced to 0 hit points or if it

uses a bonus action to do so.
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STR

18 (+a)

DEX
l2 (+l)

coN
]s (+2)

INT
ll (+0)

wrs
1a $2)

CHA
15 (+2)

Saving Throws lnt +2, Wis +4

Skills lnsight +4, Perception +6, Stealth +3

Damage lmmunities lightnin g

Condition lmmunities exhaustion, paralyzed

Senses darkvision 120 ft., passive Perception 16

Languages all

Challenge 4 ('l,,l00 XP) Proficiency Bonus +2

Aura of Menaca. As long as the archon doesn't have the inca-

pacitated condition, each creature ofthe archon's choice that

starts its turn within 20 feet of the archon must make a DC

l2 Wisdom saving throw. On a failed save, the creature has

the frightened condition until the start of its next turn- On a

successful save, the creature is immune to all archons'Aura of

Menace for 24 hours.
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LnNrrBN AncnoN
The lowest-ranked archons, lantern archons greet
newly arrived souls to Mount Celestia and light the
path for those who traverse the plane with rever-
ence and respect. They appear as glowing, winged
balls of vaporous light wrapped in a gleaming metal
lattice, although they have no more physical sub-
stance than smoke.

When confronting those who approach with ill
intentions, lantern archons strike with searing bolts
of focused light, flitting from place to place between
blasts to confound their foes.

"Icroe io,l.r'lL olo ant'rlrinl a 6i.yi"1
kead *iih a caoclle felll ther"" Nor

lha f I'o{ k^o- a*'7 r1nin3 abo,l rhät.

* P1orfe

§ LlNrrnN AncHotI
Small Celestial, Typically Lawful Cood

Skills Perception +3

Damage Resistances bludgeoning, piercing, and slashing from
nonmagical attacks

Damage Immunities lightning, radiant
Condition Immunities exhaustion, gr appled, paralyzed, prone,

restrained
Senses darkvision 

.l20 ft., passive Perception 13

Languages all
Challenge 2 (450 XP) Proficiency Bonus +2

Aura ofMenace. As long as the archon doesn't have the inca-
pacitated condition, each creature ofthe archon's choice that
starts its turn within 20 feet of the archon must make a DC

lllumination. The archon sheds bright light in a 30-fooi radius

and dim light for an additional 30 feet.

lncorporeal Movement. The archon can move through crea-

tures and objects as if they were difficult terrain. lf it ends its

turn inside an object, it takes 5 (1d10) force damage.

Acrrorus
Multiottack. The archon makes two Radiant Strike attacks. lt
can replace one attack with a use ofTeleport.

Radiant Strike. Melee or Ranged Weapon Attack: +5 to hit, reach

5 ft. or range 60 ft., one target. Hit:6 (ld6 + 3) radiant damage.

Spellcasting. The archon casts one ofthe following spells,
requiring no material components and using Charisma as the
spellcasting ability:

At will: detect evil and good
1 I day: aid

Teleport, The archon teleports, along with any equipment it is
wearing or carrying, to an unoccupied space it can see within

Armor Class l3
Hit Points 22 (5d6 + 5)

Speed 0 ft., fly 60 ft. (hover)

STR

1 (-s)
DEX

l6 (+3)

coN
l2 (+1)

INT
6 (-2)

wts
l2 (+l)

CHA
l3 (+l)

.I20 
feet ofitself.

Bor.rus Acrrorus
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ll Wisdom saving throw. On a failed save, the creature has Shift Rodionce. The archon reduces its lllumination to shed
the frightened condition until the start of its next turn. On a only dim light in a 5-foot radius, or it returns the light to full
successful save, the creature is immune to all archons'Aura of intensity.
Menace for 24 hours.
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WeBnnN AncnoN
Warden archons are vigilant, ursine guardians of
portals and paths connected to goodly realms. They

have powerfully built, bipedal bodies with the heads

of great bears and eyes like pools of silvery light'
When warden archons speak, glimmering radiance

shines from within their mouths, punctuating their
deep, resonant voices.

A warden archon knows when a creature uses a

portal the archon is tasked to guard, and it moves

swiftly to interrogate any who cross that planar

boundary. If an invader enters the archon's plane,

the warden strikes with claw and tooth, using its
powerful bite to magically mark the intruder, which
the archon pursues relentlesslY.
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'W'annnN AnCffON Eternolvigil' The archon can't be surprised' Moreover' it

Large Celestial,Typicalty Lawful cood l<nows when any creature uses a portal it is assigned to guard'

- Acrtorus

Hit Points 136 (l6dl0 + 48) Multiottack' The archon makes two Claw attacl<s and one

Speed 30 ft., climb 30 ft. Tracker's Bite attack'

- Claw' Melee Weapon Attack: +8 to hit' reach 10 ft ' one target'

STR DEX CON INT \(lS CHA Hit:12 (2d6 + 5) slashing damage. lf the target is a Medium or
20 (+5) l0 (+0) 17 (+3) l5 (+2) 18 (+a) 18 (+a) smaller creature, the target has the grappled condition (escape

_.DCl8),Thearchoncanhaveonlyonecreaturegrappledinthis
Saving Throws Con +6, Wis +7

Skills Arcana +5, Athletics +8, Perception +10

Damage lmmunities lightning
Condition lmmunities charmed, exhaustion, frightened,

paralyzed
Senses darkvision 'l20 ft., truesight 30 ft., passive Perception 20

Languages all

Challenge 8 (3,900 XP) Proficiency Bonus +3

Auro ofMenace. As long as the archon doesn't have the inca-

pacitated condition, each creature ofthe archon's choice that

starts its turn within 20 feet of the archon must make a DC

l5 Wisdom saving throw. On a failed save, the creature has

the frightened condition until the start of its next turn. On a

successful save, the creature is immune to all archons'Aura of
Menace for 24 hours.

way at a time.

Tracker's Bite, Melee Weapon Attack: +8 to hit, reach 5 ft., one

target. Hit: l5 (3d6 + 5) piercing damage. lf the target is a crea-

ture, for the next 24 hours, the archon knows the distance and

direction to the target while they are both on the same plane of

exi ste n ce.

Spellcasting. The archon casts one ofthe following spells,

requiring no material components and using Charisma as the

spellcasting ability lspell save DC 1 5):

At will: detect evil and good

1/day each: aid, continual Jlame, protection from evil and good,

scrying (as an action)

Teleport, The archon teleports, along with any equipment it is

wearing or carrying, to an unoccupied space it can see within
,l20 

feet of itself.
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BannNALorH
Baernaloths are tall, gaunt yugoloths who keep to
the Gray Wastes of Hades. Their gray, desiccated
skin stretches over their bones, and their heads re-
semble horned equine skulls with ember-like eyes.
Sages endlessly debate the nature of baernaloths,
and the Books of Keepin§-ancient tomes detail-
ing the true names of the first yugoloths-report
no mention of baernaloths within. Some posit that
these enigmatic yugoloths were created by a primal
evil power before other yugoloths or that they come
from an epoch before the current manifestation
of the planes. Baernaloths refuse to say, but most
obsess over secrets and obscene lore regarding the
far-flung past and inscrutable future of the multi-
verse. Many of these rare scholars of the profane
seek to manipulate reality on a grand scale, while
others unleash horrific experiments on the planes.
It's said the first demodands of Carceri were created
by baernaloths.

Baernaloths spread discord and despair among
any creatures they meet. They use their breath,
thick with the gloom of Hades, to turn friends
against each other and then savor the horror that
rises when their victims realize how they've be-
trayed one another. Baernaloths use their wicked
power to keep mortally wounded foes alive, some-
times indefinitely, to prolong their suffering. Even
striking against a baernaloth brings misery-they
can cause an attacker's old wounds to painfully
reopen. All the while, baernaloths are disturbingly
detached, observing their victims' agony with-
out emotion.

A BmnNALorH's LarB
Whether in the hopeless realms of Hades or on the
rare occasion they lurk on some other plane, baer-
naloths lair in remote mountain crags and secluded
caves. Their lairs have ample places to house and
restrain "guests," particularly those the baernaloths
keep hovering at death's door.

The challenge rating of a baernaloth is 18 (20,000
XP) when it's encountered in its lair.

LarnAcrrons
On initiative count 20 (losing initiative ties), a baer-
naloth can take one of the following lair actions;
the baernaloth can't take the same lair action two
rounds in a row:

Consume Suffering. Until initiative count 20 on the
next round, when a creature in the baernaloth's
lair other than the baernaloth takes necrotic or
psychic damage or drops to 0 hit points, the baer-
naloth regains 10 (3d6) hit points.
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Discover Secrets. The baernaloth uses Spellcast-

ing to cast detect thou§hts. A creature targeted

by the spell cast in this way takes 13 (3d8) psy-

chic damage.
RecurringWound. A creature that doesn't have

all its hit points and that the baernaloth can see

in its lair must make a DC 19 Constitution sav-

ing throw, taking 22 (4dl}) necrotic damage on

a failed save, or half as much damage on a suc-

cessful one.

RncroNer Enrncrs
A region containing a baernaloth's lair becomes

warped by the creature's unnatural presence' which

creates one or more of the following effects:

Persistent Anguish. Within 10 miles of a baer-

naloth's lair, when a creature casts a spell that ei-

ther restores hit points or removes the charmed or

frightened condition, the spell fails and is wasted

unless the caster succeeds on a DC 19 saving

throw using its spellcasting ability. Once a crea-

ture succeeds on the saving throw, it is immune to

this regional effect for 24 hours.

Slow Healing. Within 10 miles of a baernaloth's

lair, a creature other than the baernaloth regains

only hit points equal to half its hit point maximum

when it finishes a long rest, and it regains only

half the usual number of hit points when it spends

Hit Dice during a short rest.

If the baernaloth dies, these effects end

immediately.

"Like I ai.-ayr fay: '11^or"a.* a.d
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Armor Class 17 (natural armor)

Hit Points 256 (27d'10 + 
.108)

Speed 40 ft.

BannNeLorH
Large Fiend (Yugolorh), Typically Neutral Evil

ofitself. The vapors fill a 20-foot-radius sphere centered on

that point, then vanish. Each non-yugoloth creature in that area

musi mal.e a DC l9 Wisdom saving throw. On a failed save, the

creature takes 35 (10d6) psychic damage and has the charmed

condition until the end of its next turn. A creature charmed in

this waytreats its allies as foes, and the colors of its body and

equipment become shades ofgray. On a successful save, the

creature tal<es half as much damage only.

Spellcasting.The baernaloth casts one ofthe following spells,

requiring no material components and using lntelligence as the

spellcasting ability (spell save DC 20):

At will: detect thoughts, phantasmal force, suggestion

1/day each: ctoudkill, plane shift (selfonly), scrying (as an action)

Summon Yugoloth (1/Day). The baernaloth has a 50 per-

cent chance of summoning its choice of ld4 mezzoloths,

I arcanaloth, or I baernaloth (the mezzoloth and arcanaloth

appear in lhe Monster Manual). A summoned yugoloth apPears

in an unoccupied space within 60 feet ofthe baernaloth, acts

as an ally of the baernaloth, and can't summon other yugo-

loths. lt remains for 1 minute, until it orthe baernaloth dies, or

until the baernaloth dismisses it as an action.

Teleport, The baernaloth teleports, along with any equipment

it is wearing or carrying, up to 120 feet to an unoccupied space

it can see.

STR DEX

19 (+4) la (+2)

CON INT
18 (+a) 22 (+6)

wrs
l6 (+3)

Saving Throws Con +10, Wis +9

Skills Arcana +12, lnsight +9, Perception +9

Damage Resistances cold, fire, lightning, necrotic, psychic;

bludgeoning, piercing, and slashing from nonmagical attacks

Damage lmmunities acid, Poison
Condition lmmunities charmed, frightened, poisoned

Senses truesight 
,]20 ft., passive Perception 19

Languages all, telePathY l20 ft.
Challenge 17 (IS,OOO XP) Proficiency Bonus +6

Legendary Resistance (/Doy). lfthe baernaloth fails a saving

throw, it can choose to succeed instead.

Magic Resistance. The baernaloth has advantage on saving

throws against spells and other magical effects.

AcrroNs
Multiattack.The baernaloth makes one Anguishing Bite attack

and one Claw attacl<. lt can also use Teleport.

Anguishing Bite. Melee Weapon Atlack: +10 to hit, reach 5 ft',

one target. Hit: 9 (1d10 + 4) piercing damage plus l0 (3d6)

psychic damage. lf the target is a creature, it can't regain hit

points until the start ofthe baernaloth's next turn.

Claw, Melee Weapon Attack: +10 to hit, reach l0 ft , one

Iarget. Hit:11 (2d6 + 4) slashing damage plus 17 (5d5) ne-

crotic damage.

Miasma of Discord (Recharge 5-6),Ihe baernaloth exhales

gray vapors that coalesce at a point it can see within 
,l20 

feet

Rrecrto n s

The baernaloth can take up to three reactions per round but

only one per turn.

Afilict Despair. When a creature that the baernaloth can see

within 60 feet of itself hits with an attack roll or succeeds on

a saving throw, the baernaloth forces the creature to reroll the

d20 and use the new result.

lnescapable Pain,When the baernaloth is damaged by another

creature, that creature must make a DC l9 Constitution saving

throw, taking l4 (4d6) necrotic damage on a failed save, or half

as much damage on a successful one.i
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Banraun'WaNoERER
Medium Celestial, Typically Chaotic Cood

Armor Class l4 (studded leather)
Hit Points 71 (11d8 + 22)
Speed 40 ft.

:

i

STR

l8 (+a)
DEX

14 (+2)
INT

ll (+0)
wts

]s (+2)

CHA
l0 (+0)

I

Bapraun \MnNnERER
Hailing from Ysgard, bariaurs are centaur-like Ce-
lestials with the lower bodies of goats, humanoid
torsos, and curved horns. Some bariaurs sate their
wandedust by exploring their home plane, the Out-
1ands, and the Great Wheel beyond. These bariaur
wanderers often serve as guides in the Outlands,
assisting visitors by eagerly suggesting gate-town
attractions and other points of interest. Throughout
their travels, these hardy wanderers absorb ambient
planar energies, adapting to the vast and varied ter-
rains of the Outer Planes and frequently taking on
aspects ofthose planes (see the "Planar Influences"
section in this book's introduction).

Saving Throws Str +6, Dex +4
Skills Athletics +6, Perception +4, Stealth +4, Survival +6
Senses darkvision 60 ft., passive Perception 14

Languages Celestial, Common
Challenge 3 (700 XP) Proficiency Bonus +2

Portal Sense. The bariaur can sense the presence ofportals
within 30 feet of itself, including inactive portals, and instinc-
tively knows the destination ofeach one. The bariaur knows
the distance and direction to the last portal it used as long as

they're on the same plane.

AcrroNs
Multiattack. The bariaur makes two Barbed Javelin or Short-
bow attacks.

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

5 ft. or range 301120 ft., one target. Hit; 9 (ldl0 + 4) piercing
damage. lfthe target is a creature, its speed is reduced by 10

feet until the start ofthe bariaur's next turn.

Ram. Melee Weapon Attack: +6 to hit, reach 5 ft., one target.
Hlt:8 (1d8 + 4) bludgeoning damage. lf the bariaur moved at

least 20 feet straight toward the target immediately before the
hit, the target takes an extra l0 (3d6) bludgeoning damage, and

the target must succeed on a DC 14 Strength saving throw or
have the prone condition.

Shortbow. Ranged Weapon Attack: +4 to hit, range 801320 ft.,
one target. Hit:5 (1d6 + 2) piercing damage, plus 4 (1d8) pierc-

ing damage if the target doesn't have all its hit points.

Spellcasting. The bariaur casts one of the following spells,
requiring no material components and using Wisdom as the
spellcasting ability:

At will: dancing lights, druidcraft
1 /d ay each: goodberry, pass without trace, tongues

BoNus AcrroNs
Mighty Leap. The bariaur jumps a distance up to its
walking speed.

coN
l s (+2)

l



CneNruu Rer SqunaKERS
The cranium rats squeakers of Sigil have no con-

nection to the mind flayers that created their pro-

genitors. Rather, these magical rodents cooperate

with the residents of the City of Doors, whether by

simply living together or by pursuing greater am-

bitions. When squeakers collect in large numbers,

their swarms merge into a single intelligence with
enhanced psionic abilities and the accumulated

memories of its constituents.

Cnaxrurvr Ret Squnn rER SwARM
Medium Swarm of Tiny Aberrations, Typically Neutral

STR
2 (-4)

Senses darkvision 30 ft., passive Perception 10

Languages telepathy 30 ft. (emotions only)

Challenge O (10 XP) Proficiency Bonus +2

Shored Telepathy, Any creature touching the cranium rat can

use the rat's telepathy ifthe rat allows it. lfthe creature knows

any language, the creature can use the telepathy to communi-

cate words and emotions.

Telepathic Shroud.fhe cranium rat is immune to any effect

thatwould sense its emotions or read its thoughts, as well as

to divination spells.

Bite. MeleeWeopon Attack: +4 to hit, reach 5 ft., one target.

Hif: 1 piercing damage.

Borrtus AcrloNs
tllumination, The cranium rat sheds dim light fro m its exposed

brain in a 5-foot radius or extinguishes the light.

Armor Class l2
Hit Points 76 (,l7d8)

Speed 30 ft

STR

e (-t)

Damage Resistances bl ud geon i n g, piercin g, slash i n g

Condition lmmunities charmed, frightened, grappled,

paralyzed, petrified, prone, restrained, stunned

Senses darkvision 30 ft., passive Perception l0
Languages telepathy 30 ft.
Challenge 5 (1,800 XP) Proficiency Bonus +3

Psychic Messenger. The swarm can use its sending spell to tar-

get someone familiar to a creature in telepathic contact with

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 rat. The swarm can't regain hit points or gain

temporary hit points.

Telepathic Shroud. The swarm is immune to any effect that

would sense its emotions or read its thoughts, as well as to

divination spells.

Bites, Melee Weapon Attack: +5 to hit, reach 0 ft., one target in

the swarm's space. Hit: l4 (4d6) piercing damage, or 7 (2d6)

piercing damage if the swarm has half of its hit Points or fewer,

plus 22 (5d8) psychic damage.

Spellcosting (Psionics). The swarm casts one of the following

spells, requiring no spell components and using lntelligence as

the spellcasting ability (spell save DC 13):

Al will: c o m m a n d,'x d et e ct t h o u ghts,'x s e n d i n gt'

1/day each: confusion j' dominate monster':'-

'kTo cast this spell, the swarm must have more than half its hit

points remaining.

Boruus Acrtorus
llluminotion.The swarm sheds dim light from its brains in a

5-foot radius, increases the illumination to bright light in a 5- to

2O-foot radius and dim light for an additional number of feet

equal to the chosen radius, or extinguishes the light.

DEX CON INT
la (+2) 10 (+0) 15 (+2)

wts
I I (+0)

CHA
la (+2)

Armor Class l2
Hit Points 2 (1d4)

Speed 30 ft.

DEX
14 (+2)

coN
l0 (+0)

INT
4 (-3)

wls
l1 (+0)

CHA
8 (-l)
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Dnnus
Medium Celestial, Typically Lawful Neutral

Armor Class l2
Hit Points aa (8d8 + 8)

Speed 20 ft., fly 30 ft. (hover)

STR

8 (-r)
DEX

14 (+2)

coN
12 (+l)

INT
l6 (+3)

wts
15 (+2)

CHA
1a $2)

Dlsus
Among the bustling throngs of Sigil's streets float
gray-skinned, vaguely humanlike figures with curled
horns. Where they travel, cracks in the mortar seal
shut, stray bricks float back into place, and ruined
city blocks are restored. These are dabus, the si-
lent caretakers of Sigil and loyal servants of the
Lady of Pain.

Dabus patrol the City of Doors to maintain pub-
1ic buildings, portals, and utilities. They use their
innate ability to manipulate Sigil's infrastructure
not only to effect repairs but also to combat indi-
viduals who disrupt the city's operations or violate
the Lady's edicts, hurling bricks at troublemakers
and subduing them by causing the streets to sprout
grasping cobblestone hands.

When dabus communicate, rather than speak-
ing or signing words, they create esoteric illusory
images and symbols in front of themselves. Schol-
ars have yet to determine the origin of dabus's
difficult-to-comprehend rebuses, though some spec-
ulate their etymology predates Sigil itself.

Saving Throws lnt +5, Wis +4
Skills lnsight +4, Perception +5
Condition lmmunities exhaustion
Senses darkvision 60 ft., passive Perception 1 5

Languages understands all languages but can't speak;
communicates via Symbol Speech

Challenge 2 (450 XP) Proficiency Bonus +2

Physical Restraint. The dabus doesn't make melee attacks or
opportunity attacks, even in self-defense.

Symbol Speech. A dabus communicates by creating illusory
symbols and pictures that float in the air in front of itself and

disappear a few seconds later. A creature that can see such a

message can decipher it with a successful DC 10 lntelligence
(lnvestigation) check (no action required).

AcrroNs
Multiottock. The dabus makes two Flying Brick attacks.

Flying Brick. Ranged Spell Attack: +5 to hit, range 90 ft., one
target. Hit:7 (ld8 + 3) bludgeoning damage.

GraspingGround (Rechorge 5). The dabus causes a 20-foot-
square area of ground it can see within 60 feet of itself to
sprout clutching appendages made ofstone. Each creature of
the dabus's choice in that area must succeed on a DC l3 Dex-

terity saving throw or take 9 (2d8) bludgeoning damage and

have the grappled condition (escape DC l3). While grappled in
this way, the creature has the restrained condition. The append-
ages vanish after I minute or ifthe dabus's concentration ends
(as ifconcentrating on a spell).
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DenrwEArrER
Arachnid predators of the Shadowfell, darkweavers
inhabit caves, dungeons, and other dark locales
throughout the multiverse, including Undersigil and

the windswept darkness of Pandemonium. A dark-
weaver lurks in the shadows of its lair, waiting for
hapless prey to pass by. When a target approaches,

the darkweaver fires webs of pure shadow at its
quarry, then drags the victim into the darkness'

Darkweavers are fascinated by sensations-par-
ticularly taste-and how creatures from across the
planes experience reality. For them, the act of eating
is an experience to be drawn out and savored, with
every meal considered in all its facets. Whether its
fare is a demon, an archon, a struggling halfling,
or a catatonic mule, all such meals are culinary de-

lights for a darkweaver, served up from the cosmic
kitchen that is the multiverse. These spider-like ter-
rors appreciate second-hand descriptions of sensa-

tions, especially those they're unlikely to experience
in their home environment. A darkweaver's captive
might delay being consumed by sharing tales of
its experiences, particulady great meals, with the
monster. Some might even convince a darkweaver
to release them if they promise to return with rare
spices or one-of-a-kind meals. Those who manage

to escape a darkweaver should think twice about
returning to the creature's lair, though, as darkweav-
ers prioritize their appetites over bargains.

A DenTwEAVER's Lern
Darkweavers dwell in lightless caverns, preferring
locations touched by pitch-black planes, such as

Pandemonium or the Shadowfell. Darkweavers tend
to inhabit isolated sites where they can weave webs

of shadow undisturbed.
A darkweaver encountered in its lair has a chal-

lenge rating of 11 (7,200 XP).

LarnAcrroNs
On initiative count 20 (losing initiative ties), a dark-
weaver can take one of the following lair actions;
the darkweaver can't take the same lair action two
rounds in a row:

Extinguish. All nonmagical flames within 30 feet
of the darkweaver are extinguished. In addition, if
this area ovedaps with an area of light created by
a spell of 2nd level or lower, the spell that created
the light is dispelled.

Shadow Fears. The darkweaver instills frightful
magic into its webs. Each creature grappled by the
darkweaver's ShadowWeb must make a DC 15

Wisdom saving throw. On a failed save, the crea-

ture has the frightened condition until the end of
. its next turn.

Shadow Step. If the darkweaver is in dim light or
darkness, it teleports, along with any equipment it
is wearing or carrying, to an unoccupied space it
can see within 60 feet of itself that is in dim light
or darkness.

DenrwnAVER Wnns
A darkweaver's web has a 50 percent chance of hav-

ing 1d6 cocoons. Roll on the Darkweaver Cocoon
Contents table to determine what might be inside
each of these shadowy masses.

DlnxwenvER CocooN Corurerurs
d6 Contents

I Roll a die. lf you roll an even number, the cocoon

contains the bones of a Humanoid. lf you roll an

odd number, the cocoon contains the bones ofa

non-Humanoid creature, such as a flumph or a

mule.

2 A swarm of insects that might be a darkweaver's

young

3 A corpse holding a iar of universal solventwith a

slightly stuck lid

4 A collection of menus from restaurants in Sigil

5 4d12 gold pieces amid a digested slurry

6 A halfling commoner or musteval guardinal (de-

tailed later in this book) that the darkweaver forgot

abo ut
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DanrwnAVER
Medium Aberration, Typically Chaotic Evil

Armor Class 16 (natural armor)
Hit Points 149 (23d2 + 46)
Speed 50 ft., climb 50 ft. Multiattack. The darkweaver makes two Shadow Web attacks

and one Bite attack. lt can use Reel after any ofthese attacks.

Bite. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit:13 (3d6 + 3) piercing damage plus 17 (5d6) necrotic dam-
age, and ifthe target is a creature, the target's hit point max-

imum is reduced by an amount equal to the necrotic damage
taken. This reduction lasts until the target finishes a long rest.
The target dies if its hit point maximum is reduced to 0.

Shadow Web. Ranged Weapon Attack: +7 to hit, reach 
.i20 

ft.,
one creature. Hllr l6 (3d.I0) necrotic damage, and the target
has the grappled condition (escape DC 15). The shadow web
can be attacked and destroyed (AC l6;20 hit points; vulnera-
bility to radiant damage; immunity to bludgeoning, necrotic,
poison, and psychic damage). The darkweaver can grapple up

to six creatures at a time using its shadow web.

Reel.fhe darkweaver pulls each creature it has grappled up to
60 feet toward itself.

STR DEX CON INT WIS CHA
10 (+0) 17 (+3) 1a (\ 17 (+3) 1a $\ rs (+2)

Saving Throws Dex +7, Wis +6
Skills Perception +6, Stealth +7
Damage Resistances cold
Damage lmmunities necrotic
Senses darkvision 

.l20 
ft., passive Perception 16

Languages Abyssal, Deep Speech, telepathy 120 ft.
Challenge l0 (5,900 XP) Proficiency Bonus +4

Shadowy Form. While the darkweaver is in dim light or dark-
ness, attacl< rolls against it are made with disadvantage unless
the darkweaver has the incapacitated condition.

Spider Climb. The darkweaver can climb difficult surfaces, in-
cluding upside down on ceilings, without needing to mal<e an

ability check.
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Sunlight Hypersensitivity. The darkweaver takes l0 radiant
damage when it starts its turn in sunlight. While in sunlight, it
has disadvantage on attack rolls and ability checks.

AcrroNs
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DnuopANDs
Demodands, also called gehreleths, are Fiends '

from the Tarterian Depths of Carceri. Cast into

the prison plane long ago for forgotten trans-
gressions, these bitter, wicked creatures have

appointed themselves the jailers of the plane'

Demodands viciously defend the few known
portals that lead out of Carceri and ruthlessly
torment other creatures trapped there.

Demodands that manage to leave Carceri

know they're doomed to return; a demodand that

dies outside Carceri re-forms there in a tortur-
ous process that takes 2d20 days. Even those who

survive on other planes find themselves eventually

dragged back, pulled by some planar tether.

Fnusru DrrvrooeN»
Farastus, also known as tarry demodands, are the

least of the demodands. These violent Fiends ooze

thick, sticky tar that sticks to anything it touches'

Arrogant and cruel, farastus delight in tormenting
those weaker than themselves. Due to their sharp

senses and vicious streaks, farastus sometimes

work as hunters that track down those who es-

cape Carceri.

Fhnesru DruooeNP
Medium Fiend, Typically Neutral Evil

Spider Climb. The farastu can climb diffcult surfaces, including

upside down on ceilings, without an ability check'

Armor Class 17 (natural armor)

Hit Points 195 (26d8 + 78)

Speed 40 ft., climb 40 ft,

Saving Throws Dex +5, Wis +5

Skills Perception +9, Stealth +5, Survival +5

Damage Resistances cold, fire

Damage lmmunities acid, Poison
Condition lmmunities paralyzed, poisoned, restrained

Senses darkvision 
,120 ft., passive Perception 19

Languages Abyssal, Demodand, telepathy t20 ft.
Chailenge ll (7,200 XP) Proficiency Bonus +4

Boundless Movement. The farastu ignores difficult terrain, and

magical effects can't reduce its speed. lt can spend 5 feet of

movement to automatically remove the grappled condition

from itself.

Mogic Resistance. The farastu has advantage on saving throws

against spells and other magical effects.

AcrtoNs
Multiattack. The farastu makes two Claw attacks and one

Bite attack.

Claw, Melee Weapon Attack: +9 to hit, reach 5 ft., one target'

Hit: l6 (2d10 + 5) slashing damage. lf the target is a Large or

smaller creature, it has the grappled condition (escape DC 15'

with disadvantage). The farastu has two claws, each of which

can grapple one creature.

Bite, Melee Weapon Attack: +9 to hit (with advantage against a

creature the farastu is grappling), reach 5 ft., onetarget' Hit:12

(2d6 + 5) piercing damage plus 24 (7d6) acid damage'

Spellcasting. The farastu casts one ofthe following spells,

requiring no material components and using Charisma as the

spellcasting ability:

Atwill: invisibillty (self onlY)

1/day each: dispel magic,fogcloud

Summon Demodand (1/Doy),The farastu has a 40 percent

chance of summoning I farastu demodand. A summoned de-

modand appears in an unoccupied space within 60 feet ofthe

farastu, acts as an ally of the farastu, and can't summon other

demodands. lt remains for 1 minute, until it or the farastu dies,

or until the farastu dismisses it as an action.

..

STR
20 (+5)

DEX
13 (+l)

coN
16 (+3)

INT
8 (-t)

wts
l2 (+1)

CHA
16 (+3)
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Krrusan Dnuo»eNo
Kelubars, sometimes called slimy demodands, are
the bureaucrats of Carceri, existing as intermediar-
ies between farastus and shators. They are squat,
and their skin drips with a foul-smelling,
acidic slime. Kelubars revel in the sub-
servience of others, and they prefer
to do battle with words-or at least to
send in their farastu minions-rather
than fight directly.

SHlron Dnuo»nNo
Shators, known as shaggy demodands, dominate
demodand society, ruthlessly commanding their
lesser kin. They are hulking creatures covered in
fungal growths. Shators are the self-appointed war-
dens of Carceri, and they keep meticulous records
of their subordinates and the prisoners they claim.
On the rare occasions that shators find themselves
on the Material Plane, they manipulate mortal lead-
ers and philosophers, using them as mouthpieces
to spread poisoned words and tempt souls toward
Carceri's waiting chains.

Knrunn R DEMoDAND
Medium Fiend, Typically Neutral Evil

Armor Class 18 (natural armor)
Hit Points 

,i87 
(22d8 + 88)

Speed 30 ft., fly 60 ft.

Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., one target.
Hit: 11 (1d10 + 6) piercing damage plus l8 (4d8) acid damage.

Spellcasting. The kelubar casts one of the following spells,
requiring no material components and using Charisma as the
spellcasting ability (spell save DC 17):

Atwill invisibillty (self only)
1/day each: dispel magic, scrying (as an action)

Spit Acid. The kelubar spits acid in a line 60 feet long and 5 feet

wide. Each creature in that area must make a DC l7 Dexterity
saving throw, taking2T (6d8) acid damage on a failed save, or
halfas much damage on a successful one.

Summon Demodand (1/Day). The kelubar has a 40 percent
chance of summoning its choice of ld2farastu demodands or
I kelubar demodand. A summoned demodand appears in an

unoccupied space within 60 feet ofthe kelubar, acts as an ally
of the kelubar, and can't summon other demodands. lt remains
for I minute, until it or the kelubar dies, or until the kelubar
dismisses it as an action.

BoNus AcrroNs
Acid Fog (Recharge 6J, The kelubar magically creates a cloud
ofgreenish fog that fills a 20-foot-radius sphere centered on a

point within 
.I20 

feet of itself. The cloud remains for I minute
or until the kelubar uses this bonus action again. The cloud is

heavily obscured and difficult terrain. Any creature that starts
its turn in the cloud or enters the cloud for the first time on a
turn must succeed on a DC l7 Constitution saving throw or
have the poisoned condition until the end of its next turn.

STR

22 (+6)
DEX

13 (+l)
coN

18 (+4)
INT

la (+2)
wts

15 (+2)
CHA

l8 (+a)
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Saving Throws Dex +6, Wis +7
Skills lnsight +7
Damage Resistances cold, fire
Damage lmmunities acid, poison
Condition lmmunities paralyzed, poisoned, restrained
Senses darkvision 

,i20 
ft., passive Perception 12

Languages Abyssal, Demodand, telepathy 120 ft.
Challenge 13 (10,000 XP) Proficiency Bonus +5

Acidic Secretions, A creature that touches the kelubar or hits
it with a melee attack while within 5 feet of it takes 5 (2d4)
acid damage.

Boundless Movement, The kelubar ignores difficult terrain,
and magical effects can't reduce its speed. lt can spend 5 feet
of movement to automatically remove the grappled condition
from itself.

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

AcrroNs
Multiattack. The kelubar makes two Bite attacks
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Snnron Dnnro»aNo
Large Fiend, Typically Neutral Evil

Saving Throws Dex +7, Wis +8
Skills Perception +13, Stealth +7

Damage Resistances cold, fire
Damage lmmunities acid. poison

Condition I mmunities charmed, fri ghtened, par alyzed,

poisoned, restrained
Senses truesight 

.120 ft., passive Perception 23

Languages Abyssal, Common, Demodand, lnfernal,
telepathy 120 ft.

Challenge 16 (.15,000 XP) Proficiency Bonus +5

Boundless Movement. The shator ignores difficult terrain, and

magical effects can't reduce its speed. lt can spend 5 feet of
movement to automatically remove the grappled condition
from itself.

Joiler (1/Day). The shator can cast lhe imprisonmen, spell, re-

quiring no material components and using lntelligence as the

spellcasting ability (chaining effect only; spell save DC 18).

Liquefaction Ritual.The shator can perform a l-minute ritual

that turns all willing farastus and kelubars of its choice within

60 feet of itself into a living liquid form. Each liquefied de-

modand becomes enough liquid to fill a flask. A demodand's
liquefaction lasts until a shator uses an action to end it or a

creature opens a container holding the liquid. While liquefied

in this way, a demodand has the paralyzed condition, it has im

munity to all damage, and any curse affecting it is suspended.

Magic Resistonce. The shator has advantage on saving throws

against spells and other magical effects.

Numbing Secretions. A creature that touches the shator or hits

it with a melee attack while within 5 feet of it must succeed on

a DC 17 Dexterity saving throw or have disadvantage on attack

rolls and its speed halved until the end ofits next turn.

AcrroNs
Multiattack. The shator makes one Bite attack and two Ener-

vating Trident attacks.

Bite. MeleeWeapon Attack: +12 to hit, reach 5 ft., one target.

Hit: 17 (3d6 + 7) piercing damage plus 26 $d12) acid damage.

lf the target is a creature, it must succeed on a DC l6 Constitu-

tion saving throw or have the paralyzed condition until the start

ofthe shator's next turn.

EnervotingTrident, MeleeWeapon Attack: +12 to hit, reach l0
ft., one target. Hit: 18 (2d10 + 7) necrotic damage.

lnhibitory Spray (Recharge 5-Q.fhe shator exhales a spray

of slime in a line '100 feet long and 5 feetwide. Each creature

in that area must make a DC l6 Dexterity savingthrow. On a

failed save, a creature takes 40 (9d8) acid damage and has the

paralyzed condition for I minute. The creature repeats the sav-

ing throw at the end ofeach ofits turns, ending the effect on

itselfon a success. On a successful save, a creature takes half

as much damage only.

Spellcosting. The shator casts one of the following spells,

requiring no material components and using lntelligence

as the spellcasting ability (spell save DC 18, +-l0 to hit with

spell attacks):

Atwill invisibtllty (self only), suggestion

l/day each: dispel magic, plane shift (to Carceri only), scrying (as

an action)

Summon Demodand (1/Doy), The shator has a 50 percent

chance of summoning its choice of ld4 farastu demodands,

ld2 kelubar demodands, or I shator demodand. A summoned

demodand appears in an unoccupied space within 60 feet of
the shator, acts as an ally of the shator, and can't summon

other demodands. lt remains for 1 minute, until it or the shator

dies, or until the shator dismisses it as an action.

ArmorClass 19 (natural armor)
Hit Points 

.195 
(23d.l0 + 69)

Speed 30 ft., fly 60 ft.

STR DEX

24 (+7) ls (+2)
coN
l7 (+3)

INT
2l (+5)

wts cHA
16 (+3) 20 (+5)
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Eernn or KNowLEDGE
Large Aberration, Typically Neutral Evil

ArmorClass 15 (natural armor)
Hit Points 

.l02 
(12d10 + 36)

Speed 40 ft.

STR

l8 (+a)
INT

l8 (+a)

Eernn oF KNowLEDGE
Originally created by the mind flayer god-brain
Ilsensine and now produced by some of that god's
followers, eaters of knowledge are lumbering, bi-
pedal masses of squelching muscles and exposed
brain matter. These rugose hulks collect informa-
tion from others by devouring brains before return-
ing to their masters with delicious secrets. Unlike
illithids, which overwhelm their foes with psionic
power, eaters of knowledge use their physical
strength to hold prey while burly feeding tentacles
crack free their victims' brains. Consuming brains
fuels these brutes' psionic power, making eaters of
knowledge deadlier with each brain devoured.

"ßert fo )"tt {or1et every idior.
y§,'ve €vel. Leär,^ed, Chie{. for

exa."P{.ei i^ fhe O,ti.a^oll, 
tbrai. 

foo"l'

TrobabLy ^4eaht Ya,.r'
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Saving Throws Str +7, I nt +7

Skills Arcana +7, Perception +6
Damage lmmunities psychic
Condition lmmunities charmed, frightened
Senses passive Perception 16

Languages telepathy 120 ft.
Challenge 6 (2,300 XP) Proficiency Bonus +3

Brains Devoured.When the eater of knowledge is first en-

countered, roll ldl0 to determine the number of brains it has

already consumed.

Mogic Resistance. The eater ofknowledge has advantage on
saving throws against spells and other magical effects.

AcrroNs
Multiattock. The eater of knowledge makes two Slam attacks.
lf both attacks hit the same creature and the target is Large

or smaller, it has the grappled condition (escape DC 14) and

must succeed on a DC '15 lntelligence saving throw or have the
stunned condition until the grapple ends.

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

Exlract Brain. Melee Weapon Attack: +7 to hit, reach 5 ft., one
Humanoid with the incapacitated condition. Hlt: a5 (,l0d8)
piercing damage. lf this damage reduces the target to 0 hit
points, the eater of knowledge kills the target by extracting and

consuming its brain.

Spellcasting (Psionics). The eater of knowledge casts one of
the following spells, requiring no spell components and using
lntelligence as its spellcasting ability (spell save DC l5). lt must
have consumed the requisite number of brains to cast the spell,
as indicated:

1/day each: plane shift (self only, 0 brains), detect magic (1

brain), silent image (2 brains), invisibility (3 brains), hypnotic
pattern (4 brains), major image (5 brains), telekinesis (6
brains), arcane eye (7 brains), mislead (8 brains), greater invisi-
bitiry (9 brains), mass suggestion (10 or more brains)
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GrrrrzrRAI
Githzeraidescend from an ancient people who were

also the progenitors of the githyanki-all of whom

were destroyed or transformed by mind flayers'

Many githzerai dwell in Limbo, honing their psionic

powers by shaping their homes on that chaotic
plane. The githzerai described here oftentimes

traverse the planes, crossing between them via the

portals in Sigil and the Outlands. To learn more

about other githzerai, see the Monster Manual'

,i*l- t'il:r;Ä,.,,'
i,FFa rc Rrarr: §rtalae;l T:{,:Egl*;?,

Glrsteaat i..Jil;:ra, lua Gl;+ae qi: Fi;ilt:::

GrrnznnAr FuruRrsr
Gilhzer ai futurists have transcended their limits
through focused meditation and can now catch

glimpses of the future' They foresee the possible

outcomes of battles, using those portents to tilt the

balance in their favor.

.j

ri

GrtnznRAr FuruRrsr
Medium Aberration (Cith), Any Alignment

Armor Class 16 (Psychic Defense)

Hit Points 
,l49 

(23d8 + 46)

Speed 40 ft.

STR DEX CON INT WIS CHA

lJnarmed Strike. Melee Weapon Attack: +7 to hit, reach 5 ft ,

one target. Hit:12 (2d8 + 3) bludgeoning damage plus 11

(2d10) psychic damage.

Psychic Bolt. Ranged Spell Attack: +7 to hit, range 60 ft', one

creature. Hit:21 (4dB + 3) psychic damage'

Spellcasting (Psionics).The githzerai casts one ofthe following

spells, requiring no spell components and using Wisdom as

the spellcasting ability (spell save DC l5):

Atwill: dispel magic, levttate (self only), mage hand (the hand is

invisible), see invisibiliNY

1/day eaclr: plane shift (selfonly), scrytng (as an action), s/ou:'

M (+2) 17 (+3) ls (+2) 17 (+3) 17 (+3) 13 (+l)

Saving Throws Str +6, Dex +7, Int +7, Wis +7

Skills Arcana +7, lnsight +7, Perception +7

Senses truesight 30 ft., passive Perception 17

Languages Common, Cith
Chailenge 9 (5,000 XP) Proficiency Bonus +4

telekinesis

ReRcrtons

Psychic Defense, While the githzerai is wearing no armor and

wielding no shield, its AC includes its Wisdom modifier'

Multiattack,The githzerai makes three Unarmed Strike or Psy-

chic Bolt attacks.

Future lnsight (3/Day). When the githzerai or a creature it can

see .akes-an attack roll, a saving throw, or an ability check'

the githzerai can cause the roll to be made with advantage or

disadvantage.
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GrrnznRAr TRAvELER
Medium Aberration (Gith), Any Alignment

Armor Class 15 (Psychic Defense)
Hit Points aa (8d8 + 8)
Speed 30 ft.

STR

GrrrrzrBAr TRAVELER
Gilhzerai travelers wander the multiverse to train
and pursue cosmic enlightenment. These githzerui
learn to manipulate planar energies to create won-
drous effects.

GrrlrznnAr UNTTER
Githzerai uniters espouse wisdom and unity rather
than violence. Many uniters are members of the
Sha'sal Khou, a group of githyanki and githzerai
who band together to reunify the gith people. Capa-
ble martial artists, uniters are more inclined to dis-
arm and subdue their opponents than destroy them.

GrrnzrRAr I-INrrER
Medium Aberration (Cith), Any Alignment

Armor Class i6 (Psychic Defense)
Hit Points 

.l23 
(.I9d8 + 38)

Speed 40 ft.

DEX CON
15 (+2) 12 (+l)

INT
u (+2)

wts
16 (+3)

CHA
l0 (+0)I2 (+l)

Saving Throws Str +3, Dex +4, lnt +4, Wis +5
Skills Perception +5, Survival +5
Senses passive Perception 15

Languages Common, Gith
Challenge 3 (700 Xp) Proficiency Bonus +2

Psychic Defense. While the githzerai is wearing no armor and
wielding no shield, its AC includes its Wisdom modifier.

AcrroNs
Multiottock. The githzerai makes three Unarmed Stril<e attacks

Unarmed Strike. Melee Weapon Attack: +4 to hit, reach 5 ft.,
one target. Hit:6 (1d8 + 2) bludgeoning damage plus a (ld8)
psychic damage.

Spellcasting (Psionics). The githzerai casts one ofthe following
spells, requiring no spell components and using Wisdom as

the spellcasting ability (spell save DC 13):

Atwill: mage hand (the hand is invisible)
l lday each: jump, plane shrft (self only) , see invisibility

Boruus Acrrorus
Matter Monipulation (Recharge 4-Q.fhe githzerai manipu-
lates the energy ofthe plane ofexistence it's on to produce one
of the following effects (choose one or roll a d6):

'l-2: Astral Step. The gilhzerai can teleport, along with any
equipment it is wearing or carrying, up to 40 feet to an un-
occupied space it can see. ln addition, its walking speed in-
creases to 40 feet until the start of its next turn.

3-4: Growth. Flowers and vines grow around the githzerai
until the start ofits next turn, then vanish; the ground within
I 5 feet ofthe gilhzerai is difficult terrain for other creatures
while the flowers and vines are present.

5-5: Retaliating Light. Multicolored lights surround the githze-
rai until the start ofits next turn. For the effect's duration,
whenever a creature within 5 feet of the gilhzerai hits it with a

melee attack roll, that creature takes 3 (ld6) force damage, as

magic lashes out in retribution.

Saving Throws Str +4, Dex +6, lnt +5, Wis +6
Skills lnsight +6, Perception +6
Senses passive Perception 16

Languages Common, Cith
Challenge 7 (2,900 XP) Proficiency Bonus +3

Psychic Defense. !(hile the githzerai is wearing no armor and
wielding no shield, its AC includes its Wisdom modifier.

AcrroNs
Multiattock. The githzerai makes three Unarmed Strike or Psy-

chic Bolt attacks. lt can replace any ofthese attacks with one
use of its Pacifying Touch.

Unarmed Strike. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit: 7 (1d8 + 3) bludgeoning damage plus l0 (3d6)
psychic damage.

Psychic Bolt, Ranged Spell Attack: +6 to hit, range 60 ft., one
creature. Hit:17 (5d6) psychic damage.

PacifyingTouch.fhe githzerai touches one creature it can see
within 5 feet of itself. The target must succeed on a DC l4 ln-
telligence saving throw, or the githzerai chooses an action for
that target: Aitack, Cast a Spell, or Dash. The affected target
can't take that action for I minute. At the end ofeach ofthe tar-
get's turns, it can repeat the saving throw, ending the effect on
itselfon a successful save. A target that succeeds on the saving
throw becomes immune to this githzerai's Pacifying Touch
for 24 hours.

STR
13 (+l)

DEX
l7 (+3)

CON INT
15 (+2) ls (+2)

wts cHA
17 (+3) 16 (+3)
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Spellcasting (Psionics). The githzerai casts one ofthe following
spells, requiring no spell components and using Wisdom as

the spellcasting ability (spell save DC 14):

At will: mage hand (the hand is invisible), see invisibility
1/day each: plane shift (selfonly), telekinesis
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Gunn»rNALs
Nomadic and peaceful, guardinals are animalistic
Celestials who hail from Elysium. Guardinals re-

semble Humanoids with bestial traits. Ifl their daily
interactions, guardinals embody the beauty, calm,

and righteousness of their home plane. Guardinals
can be found throughout the Outlands, especially
in Ecstasy, the gate-town to Elysium, and in Faunel,

the gate-town to the Beastlands.
While guardinals are usually friendly and slow to

anger, their supernatural virtue puts them at odds

with the evil beings of the Lower Planes' Guardi-
nals abhor wickedness and strike out against injus-
tice and villainy without hesitation, determined to

eradicate forces that threaten beauty and peace.

Avonar GuRnnrNel
Avorals are eagle-like bipeds with winged arms and

keen, golden eyes. Prone to wander, these avian
Celestials leave Elysium more frequently than their
counterparts, meandering across the Outlands
to wherever the winds might take them. Solitary
scouts and skirmishers, avorals are nimble aerial
combatants, able to swiftly dive at foes from the
heavens and tear into them with razor-sharp talons.

Egu INAL GURN»TNEI,

The horselike equinals are among the stron-
gest of the guardinals. Equinals have long faces

and crested manes, and their powerful, hocked
legs carry them over great distances. These
good-natured, boisterous Celestials boast their
might in contests of strength and rarely back down
from a challenge. Tough and courageous, they use

their iron-hard fists to pound evil to a pulp. Equinals
can also bellow a mighty shout that stops their foes

in their tracks.

Musrsver GulnprNAL
Mustevals are small, mousy guardinals skilled
at evading danger. Their speed, stealthy nature,
and illusion magic make them adept spies, scur-
rying through the multiverse to serve greater

forces of good.

Avoner GuenprNÄL
Medium Celestial, Typically NeutraI Cood

Armor Class 15 (natural armor)
Hit Points 172 (23d8 + 69)
Speed 30 ft., fly 50 ft.

:

:'

:

STR

l6 (+3)

DEX
l9 (+4)

coN
l7 (+3)

INT
16 (+3)

wrs
l6 (+3)

CHA
18 (+a)

Saving Throws Dex +8, Cha +8
Skills Perception +11, Religion +7

Damage Resistances rad iant

Condition lmmunities fri ghtened

Senses darkvision 
.l20 ft., passive Perception 21

Languages Celestial, Common
Challenge 9 (5,000 XP) Proficiency Bonus +4

Dive Attack. lfthe avoral is flying, dives at least 30 feet in a

straight line toward a Medium or smaller creature, and ends

within 5 feet of it, that creature must succeed on a DC l5
Strength saving throw or take l4 (4d6) piercing damage and

have the prone condition.

Flyby.fhe avoral doesn't provoke an opportunity attack when it

flies out ofan enemy's reach.

Acrrorus
Multiattock. The avoral makes two Talon attacks. It can replace

one attack with a use of Spellcasting.

Talon. Melee Weapon Attack: +8 to hit, reach 5 ft., one tar-

get. Hit: ll (2d6 + 4) piercing damage plus 13 (2d12) radi-

ant damage.

Spellcasting. The avoral casts one ofthe foltowing spells, re-

quiring no material components and using Charisma as the

spellcasting ability (spell save DC 16):
:
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EgurNar GuanorNAL
Large Celestial, Typically Neutral Cood

Armor Class 15 (natural armor)
Hit Points 93 (lldl0 + 33)

Speed 50 ft.

Musrrvar GuenorNAL
Small Celestial, Typically Neutral Good

STR

23 (+6)
DEX

16 (+3)

coN
l7 (+3)

INT
l s (+2)

wrs
14 (+2)

CHA
l2 (+l)

Armor Class l3
Hit Points 38 (lld6)
Speed 35 ft.

Saving Throws Str +9, Con +6
Skills Athletics +9, Perception +5, Religion +5
Damage Resistances rad iant
Condition lmmunities charmed, frightened
Senses passive Perception 15

Languages Celestial, Common
Challenge 6 (2,300 XP) Proficiency Bonus +3

Headfirst Charge. lf the equinal moves at least 30 feet in a

straight line toward a creature and ends within 5 feet of it,
that creature must succeed on a DC 1 7 Strength saving throw
or take l4 (4d6) bludgeoning damage and have the prone
co nd ition.

AcrroNs
Multiottack, The equinal makes two Fist attacks.

Fist, MeleeWeapon Attack: +9 to hit, reach 5 ft., one target. Hit:
l3 (2d6 + 6) bludgeoning damage plus 3 (ld6) radiant damage.

Rock. Ranged Weapon Attack: +9 to hit, range 60/1 80 ft., one
target. Hit:22 (3d10 + 6) bludgeoning damage. tf the target is a

creature, it must succeed on a DC 17 Strength saving throw or
have the prone condition.

Shout (Recharge 5).fhe equinal lets out a booming shout. Each

creature within 30 feet of the equinal must succeed on a DC l4
Constitution saving throw or have the stunned condition until
the end ofthe equinal's next turn.

Saving Throws Dex +5, Cha +4
Skills Perception +6, Stealth +7
Damage Resistances radiant
Condition lmmunities frightened
Senses passive Perception 16

Languages Celestial, Common
Challenge 2 (450 XP) Proficiency Bonus +2

Acrrorus
Multiattock. The musteval mal<es two Bone Blade attacks.

Bone Blade, Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit:5 (ld6 + 3) slashing damage plus 3 (1d6) radi-
ant damage.

Spellcasting, The musteval casts one of the following spells,
requiring no material components and using Charisma as the
spellcasting ability:

At will: dancing lights
1/day each: disguise self, invisibility

REacrrorus
Skirmish Movement. When a creature ends its turn within

coN
I I (+0)

INT
la $2)

wrs cHA
15 (+2) la $2)

.:

.

l:

l

5 feet of the musteval, the musteval can move up to half its
speed. This movement doesn't provoke opportunity attacks

.{-4.

STR DEX
12 (+1) 16 (+3)
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KorvaRUT
Created by Primus, the leader of the modrons, the

Kolyarut is a wondrous machine capable of forging
binding contracts between parties. From the Hall of
Concordance in Sigil, the Kolyarut judges the needs

of planar beings seeking uniquely binding terms
and forges ironclad agreements. Those who break
these contracts are pursued by maruts (detailed

in Mordenkainen Presents: Monsters of the Multi'
verse) and punished in brutally decisive fashion.

In cases where the terms of a contract or a founda-

tional truth of an agreement come into question, the

Kolyarut sends a component part of itself into the

planes to seek the truth. Also known as kolyaruts,
these manifestations of the great machine function
as multiversal investigators and pursue answers to

specific quandaries. Once their questions have been

satisfied, they report back to their creator, allowing
the Kolyarut to impose accurate judgments.

Kolyaruts are four-armed beings of magic and

machinery. Like maruts, they are inevitables, beings
dedicated to the smooth exaction of laws across
the planes. Kolyaruts wield blades with deadly
effrciency, allowing them to defend themselves on

their excursions and slice through any who obscure
the truth.

Occasionally, the Hall of Concordance loans kol-
yaruts to lawful beings who have inherent interest
in the orderly functioning of the multiverse, aiding
them in seeking answers of planar importance.

throw, it can choo

Mogic Resistance.

against spells and

AcrroNs
Multiattock. The kolyarut makes four Unerring BIade attacks.

tJnerring Blade. Melee Weapon Attack: automatic hit, reach 5

ft., one target. Hit:24 force damage plus one of the following

effects (choose one or roll a d5):

1-2: Disarm. The target drops one item it is holding of the kol-

yarut's choice.
3-4: lmbalance. The target can't take reactions until the start of

the kolyarut's next turn.
5-5: Push. lfthe target is Large or smaller, the target is pushed

up to 1 5 feet away from the kolyarut.

Edict of Blades (Recharge 5-6).The kolyarut moves up to its

speed without provoking opportunity attacl<s and can make

one Unerring Blade attack against each creature it moves past.

Whenever it hits a creature with an Unerring Blade attack

during this movement, each spell of 5th level or lower on the

creature ends, and the creature has the incapacitated condition

until the end ofthe kolyarut's next turn.

Plone Shft (3/Day). The kolyarut casts plane shtft, requiring no

material components and using lntelligence as the spellcasting

ability. The kolyarut can cast the spell normally, or it can cast

the spell on an unwilling creature it can see within 60 feet of
itself. lf it uses the latter option, the targeted creature must

succeed on a DC l8 Charisma saving throw or be sent to a tele-

portation circle in the Hall of Concordance in Sigil.

RERcrrons
Parry,fhe kolyarut adds 6 to its AC against one attack roll that

would hit it. To do so, the kolyarut must see the attacker and be

wielding a melee weapon

l
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MenTnPHANT
Respected as guardians by villains across the multi-
verse, maelephants are Fiends with pachyderm-like
heads. They can exhale toxic fumes that cause foes
to temporarily forget their combat training, spell-
casting abilities, and other skills.

Maelephants strike bargains with wicked spell-
casters and entities of the Lower Planes, pledging to
guard a site or object for decades. The Fiends fulfill
their end of the bargain with unwavering loyalty,
steadfastly tending to their posts per the terms of
their agreement.

MenrnpHANT
Large Fiend, Typically Lawful Evil

Saving Throws Str +8, Con +8
Skills Perception +7

Damage Resistances acid, fire, lightning
Damage lmmunities poison
Condition lmmunities frightened, poisoned
Senses darkvision '120 ft., passive Perception 17

Languages I nfernal
Challenge l0 (5,900 XP) Proficiency Bonus +4

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

Acrrorus
Multiattack. The maelephant makes one Barbed Trunk attacl<

and two Claive attacks.

Barbed Trunk. Melee Weapon Altack: +8 to hit, reach l0 ft., one
tatget. Hit: l3 (2d8 + 4) piercing damage plus 13 (2d12) poison
damage. lf the target is a Medium or smaller creature, it has

the grappled condition (escape DC 14). Until this grapple ends,
the target has the restrained condition. While it is grappling a

creature, the maelephant can't use its barbed trunk to attacl<

other creatures.

Glaive, Melee Weapon Attack: +8 to hit, reach 10 ft., one target.
Hit: l5 (2d,l0 + 4) slashing damage.

Mind Poison (Recharge 5-6).f he maelephant expels poison-
ous gas from its trunk in a 60-foot cone. Each creature in that
area must make a DC l6 Constitution savingthrow. On a failed
save, a creature takes 39 (6d12) poison damage and has the
poisoned condition. While poisoned in this way, the creature
loses all weapon and skill proficiencies, it can't cast spells, it
can't understand language, and it has disadvantage on lntel-
ligence saving throws. The target can repeat the saving throw
at the end ofeach ofits turns, ending the effect on itselfon a

success. On a successful save, the target takes halfas much
damage only and is immune to this maelephant's Mind Poison
for 24 hours.

Armor Class 15 (half plate armor)
Hit Points l6l (l7dl0 + 68)
Speed 40 ft.

STR

l9 (+a)
DEX

l0 (+0)
coN

'18 (+a)
INT

l0 (+0)
wts

l6 (+3)
CHA

12 (+l)
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MopnoNs
Constructed on the plane of Mechanus, modrons
are partially mechanical beings that belong to a

strict hierarchy. Each modron dutifully obeys com-

mands from the rank directly above it and in turn
acts as the superior to the rank directly below it,
passing down commands from paragons of law
to the lowliest monodrone. While most modrons
are the lower-ranked base modrons-mono-
drones, duodrones, tridrones, quadrones, and
pentadrones-the upper-tier hierarch modrons hold
leadership positions, maintaining order in Mecha-

nus and the realms beyond. For more information
on modrons, see the Monster Manual.

Dncarox MoonoN
The least of the hierarchs, decatons monitor the
physical well-being of base modrons. Two stubby
legs support their spherical bodies, and ten mechan-

ical tentacles sprout out from their rounded frames
in all directions. Their heads contain ten eyes to

readily observe the operations of surrounding base
modrons. In emergencies, a decaton can discharge
a bolt ofelectricity from each ofits ten eyes, syn-

chronizing them to deadly effect.
"ls;e;r+ i,4**qt:N

DBceroN MonnoN
Large Construct, Typically Lawful Neutral

Saving Throws lnt +5, Wis +5

Skills Perception +8
Condition lmmunities charmed, frightened
Senses truesight 

.l20 ft., passive Perception 18

Languages Modron, telepathy 120 ft.
Challenge S (3,900 XP) Proficiency Bonus +3

Axiomatic Mind.fhe decaton can't be compelled to act in a

manner contrary to its nature or its instructions.

Combat Ready.The decaton has advantage on initiative rolls.

Disintegration lfthe decaton dies, its body disintegrates into

dust, leaving behind anything it was carrying.

AcrroNs
Multiattock. The decaton makes three Tentacle attacks.

Tentacle. Melee Weapon Attack: +7 to hit, reach l0 ft., one tar-

get. Hit: l5 (2d,l0 + 4) piercing damage, and if the target is a

Medium or smaller creature, it has the grappled condition (es-

cape DC l4). Until this grapple ends, the decaton can't use this

tentacle against other targets. The decaton has ten tentacles,

each ofwhich can grapple one target.

Lightning Rays (Rechorge 5). The decaton unleashes a barrage

oflightning bolts from its eyes. Each creature within 30 feet of
the decaton must make a DC l3 Dexterity saving throw, taking

3S (7dlO) lightning damage on a failed save, or half as much

damage on a successful save.

Spellcasting. The decaton casts one ofthe following spells,

requiring no material components and using lntelligence as the

spellcasting ability (spell save DC 13):

Atwill: detect magic, dispel magic, mending (as an action)

1/day each: plane shift (self only), protection from evil and good

Armor Class 16 (natural armor)
Hit Points 'l44 ('l7d10 + 5l)
Speed 30 ft., fly 30 ft. (hover)

STR

18 (+a)
DEX

l2 (+1)

wrs
]s (+2)

CHA
1l (+0)

CON INT
16 (+3) 15 (+2)
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HnxroN MopnoN
When the armies of Mechanus mobilize against
the forces of chaos, hextons are the field generals
who command modron troops. These hulking hier-
archs lead groups of modrons in endeavors outside
Mechanus, with the most notable example being the
Great Modron March. Hextons have solid frames
that bristle with six shining flanges. They boast a
pair of arms and tentacles, both of which end in
powerful pincers.

"Yo, *ao.ä leäl'^ f{orll"r:*? Yeah,

i lpeak lf. LErro. o*er'bcep borp.'
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--Hcr.i€, ar^i,l f"rc{.y innoC€^f l"ickcri"l

Armor Class 17 (natural armor)
Hit Points 2A9 Q2d12 + 66)
Speed 40 {t.,fly 40 ft. (hover)

HrxroN Mo»noN
Huge Construct, Typically Lawful Neutral

Pincer. Melee Weapon Attack: +9 to hit, reach 10 ft., one target.
Hit: 13 (2d8 + 4) bludgeoning damage plus 10 (3d6) force
damage. lf the target is a creature, it must succeed on a DC l7
Constitution saving throw or have the incapacitated condition
until the end of its next turn.

Tentacle. Melee Weapon Attack: +9 to hit, reach l0 ft., one tar-
get. Hit: l5 (2d.l0 + 4) piercing damage, and if the target is a

Medium or smaller creature, it has the grappled condition (es-
cape DC l4). Until this grapple ends, the hexton can't use this
tentacle against other targets. The hexton has six tentacles,
each ofwhich can grapple one target.

Spellcosting. The hexton casts one ofthe following spells, re-
quiring no material components and using lntelligence as the
spellcasting ability (spell save DC 17):

Atwill: detect magic, dispel magic, mending (as an action)
1/day each: plane shift (selfonly), protectionfrom evil and good

Rracrrorus
The hexton can tal<e up to three reactions per round but only
one per turn.

Countü Magic.Ihe hexton attempts to interrupt a creature it
can see that is casting a spell. lf the spell is 3rd level or lower,
it fails and has no effect. lf the spell is 4th level or higher, the
hexton makes an lntelligence check (DC l0 + the spell,s level)
On a success, the spell fails and has no effect.

Lightning Rebuke. When a creature within .l20 
feet of the hex-

ton damages it, the hexton magically retaliates with an arc of
lightning. The creature must mal<e a DC l7 Dexterity saving
throw, taking ll (2d'i0) lightning damage on a failed save, or
halfas much damage on a successful one.

DEX
16 (+3)

coN
l7 (+3)

INT
l9 (+a)

wrs
I7 (+3)

CHA
l s (+2)

Saving Throws lnt +9, Wis +8
Skills Percepiion +13

Damage Resistances lightning, psychic
Condition lmmunities charmed, frightened
Senses truesight 120 ft., passive Perception 23
Languages all, telepathy 120 ft.
Challenge 13 (10,000 XP) Profciency Bonus +5

Axiomatic Mind,fhe hexton can't be compelled to act in a

manner contrary to its nature or its instructions.

Combat Ready.lhe hexton has advantage on initiative rolls.

Disintegration lfthe hexton dies, its body disintegrates into
dust, Ieaving behind anything it was carrying.

Legendary Resisiance (/Day). lfthe hexton fails a saving
throw, it can choose to succeed instead.

Acrrorus
Multiattock. The hexton makes one Pincer attacl< and two Ten
tacle attacks.

r*-

&e

STR
19 (+4)
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NoNanoN MoDRoN
When modrons act against the will of Primus, nona-

tons are charged with bringing those rogue units
into line. These inspectors also interrogate captured
trespassers of Mechanus. Nonatons have wormlike
bodies studded with nine mechanical arms.

"i've k*o** * {E* i*c"irc*i in ,*y
aay. P1*i? ä,,e 1"1{.ibi"*} h;rr*{"ert ,orlt.
ldttch o*f €ar thr*s l',iei'a,"cl, r"*oll'r*i,
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*Mtris

NoNaroN Mo»noN
Large Construct, Typically Lawful Neutral

STR
18 (+a)

Saving Throws lnt +7, Wis +7

Skills lnvestigation +7, Perception +11

Senses truesight 
.l20 

ft., passive Perception 21

Languages Modron, telepathy 120 ft.
Challenge l0 (5,900 XP) Proficiency Bonus +4

Axiomotic Mind.fhe nonaton can't be compelled to act in a

manner contrary to its nature or its instructions.

Combat Ready.fhe nonaton has advantage on initiative rolls

Disintegration lfthe nonaton dies, its body disintegrates into

dust, leaving behind anything it was carrying.

AcrroNs
Multiattack, The nonaton makes three Arm attacks and uses

Pillar of Truth or Spellcasting.

Arm. Melee Weapon Attack: +8 to hit, reach 10 ft., one target.

Hit:13 (2d8 + 4) piercing damage, and if the target is a Me-

dium or smaller creature, it has the grappled condition (escape

DC l4). Until this grapple ends, the nonaton can't use this
arm against other targets. The nonaton has nine arms, each of
which can grapple one target.

Pillar ofTruth. The nonaton chooses a point on the ground

that it can see within 60 feet of itself. A 60-foot-tall, 20-foot-ra-

dius cylinder of magical force rises from that point. Each crea-

ture in that area must make a DC 15 Dexterity savingthrow.
On a failed save, a creature takes 2l (6d6) force damage, and

the creature reverts to its original form (if it's in a different
form) and can't assume a different form until the end of its

next turn. On a successful save, a creature takes halfas much

damage only.

Spellcasting. The nonaton casts one ofthe following spells,

requiring no material components and using lntelligence as the

spellcasting ability (spell save DC 1 5):

Alwill: detect magic, dispel magic, mending (as an action)
l/day each: plane shift (selfonly), protectionfrom evil and good

ArmorClass 16 (natural armor)
Hit Points l6l (l9dl0 + 57)

Speed 30 ft., fly 30 ft. (hover)

DEX
l3 (+l)

coN
16 (+3)

tNT WIS
16 (+3) 16 (+3)

CHA
l3 (+l)
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OcroN Mo»noN
At the head of Mechanus's sectors are the octons, hi-

erarch modrons that oversee daily governance' They

provide data to other hierarchs, such as productivity

ieports to septons and diagnostic data to decatons'

Octons have eight mechanical tentacles which they

use to manipulate objects and defend themselves,

spinning them in a bludgeoning whirlwind'

SnproN MoPnoN
Septons are auditors of base modrons in Mechanus'

recording the activities in each of the plane's sectors

to ensure operations are in perfect order' They are

easily identified by their seven flexible limbs'

OcroN MoPnoN
Large Construct, Typically Lawful Neutral

Armor Class 18 (natural armor)

Hit Points 
.l87 

(22d10 + 66)

Speed 30 ft., fly 30 ft. (hover), swim 30 ft'

"yü, ev€i. *riic* ho* tei'tat*
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SnptoN MoPnoN
Large Construct, Typically Lawful Neutral

Armor Class 17 (natural armor)

Hit Points 2A4 Q4d10 + 72)

Speed 30 ft., fly 30 ft. (hover), swim 30 ft

STR

18 (+4)

DEX
l s (+2)

coN
17 (+3)

INT
18 (+a)

wrs
l6 (+3)

CHA
14 (+2)

Saving Throws lnt +7, Wis +7

Skills Perception +11

Damage Resistances PsYchic
Senses truesight 

.I20 ft., passive Perception 21

Languages Modron, telepathy 120 ft.
Chalenge 11 (7,200 XP) Proficiency Bonus +4

Axiomatic Mind,The octon can't be compelled to act in a man

ner contrary to its nature or its instructions'

Combot Ready.fhe octon has advantage on initiative checks'

Disintegration lfthe octon dies, its body disintegrates into

dust, leaving behind anything it was carrying'

Acrtorus

Saving Throws lnt +8, Wis +7

Skills Perception +11

Damage Resistances lightning, psychic

Senses truesight 120 ft., passive Perception 21

Languages all, telePathY 120 ft.
Chailenle 12 (8,400 XP) Proficiency Bonus +4

Axiomotic Mind.fhe septon can't be compelled to act in a

manner contrary to its nature or its instructions'

Combot Ready.fhe septon has advantage on initiative checks

Disintegration lfthe septon dies, its body disintegrates into

dust, leaving behind anything it was carrying'

AcrroNs

STR

l8 (+a)

DEX
M (+2)

wrs
16 (+3)

CHA
la (+2)

CON INT
17 (+3) 17 (+3)

Multiottack. The octon mal<es three Tentacle attacks'

Tentacle, Melee Weapon Attack: +8 to hit, reach l0 ft , one

target. Hit: l4 (3d6 + 4) bludgeoning damage plus 9 (2d8) light-

ning damage.

Whirtwind of Tentacles (Recharge 5-5). The octon rapidly ex-

tends and spins its ring oftentacles. Each creature within 20

feet ofthe octon must succeed on a DC 16 Strength saving

throw or be pulled up to 10 feet in a straight line toward the oc-

ton. Then, the octon makes two Tentacle attacl<s against each

creature within 10 feet of itself.

Spellcasting. The octon casts one of the föllowing spells, re-

qliring no material components and using lntelligence as the

spellcasting ability (spell save DC 1 5):

Atwill: detect magic, dispel magic, mending (as an action)

1/day each: plane-shift (self only), protection from evil and good

Multiottack.The septon makes four Tentacle attacks and uses

Lightning Network or Spellcasting

Tentacle. MeleeWeapon Attack: +8 to hit, reach l0 ft', one tar-

get. Hit: l5 (2d,l0 + 4) piercing damage, and if the target is a

i/edium or smaller creature, it has the grappled condition (es-

cape DC 14). Until this grapple ends, the septon can't use this

tentacle against other targets. The septon has seven tentacles'

each ofwhich can grapple one target.

Lightning Network, The septon conjures a field of electricity

that fills i :O-foot cube originating from itself before dissipat-

ing. Each creature in that area must make a DC l6 Dexterity

sa"ving throw. On a failed save, a creature takes 33 (6d.l0) light-

ning Jamage and has the stunned condition for I minute' On a

suciessful save, a creature takes halfas much damage only A

stunned creature can repeat the saving throw at the end ofeach

of its turns, ending the effect on itself on a success'

Spellcasting, The septon casts one ofthe following spells, re-

qriring no material comPonents and using lntelligence as the

spellcasting ability (spell save DC 16):

Alwill detect magic, dispel magic, mending (as an action)

1/day each: plane-shift (selfonly), protectionfrom evil and

good, sending
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PraNen INcaRNATE
The Upper and Lower Planes are fundamental man-
ifestations of good and evi1, law and chaos. In the
most dire and fateful circumstances, these planes
can manifest primal embodiments of their might.
These expressions of a plane's power are called pla-
nar incarnates, and they appear as roiling energies
with features distinct to the plane that created it.
They protect their home from destructive or other-
wise antithetical forces, then merge back into their
plane of origin.

Planar incarnates are akin to natural disasters
that wqrk to protect and further the virtues and
vices of the planes they originate upon. Those from
the Lower Planes might appear as roiling waves of
fiendish flames or other sinister forms, while those

from the Upper Planes often appear
as blooms of light and wild growth 

J

or similarly majestic shapes. On the i
rare occasions that planar incarnates
appear on another plane, they might
take either form or appear as unique
manifestations of the philosophies
they embody.

Armor Class 20 (natural armor)
Hit Points 333 ('I8d20 + 

.I44)

Speed 40 ft., fly 40 ft.

PreNan INcenxarr
Cargantuan Celestial or Fiend, Any Alignment

Acrrorus
Multiattock, The incarnate makes two Slam or Energy

Bolt attacks.

Slam. MeleeWeapon Attack: +15 to hit, reach 15 ft., one target.
Hit:27 (3d12 + 8) force damage.

Energy Bolt. Ranged Spell AtNack: +12 to hit, range '120 ft., one
targel. Hit:32 (5d12) necrotic damage if the incarnate is a

Fiend or radianl damage if the incarnate is a Celestial.

Plonor Exholation (Recharge 5-5). The incarnate exhales con-
centrated energy native to its plane in a 60-foot cone. Each

creature in that area must make a DC 23 Constitution saving
throw. On a failed save, a creature takes 52 (8d12) necrotic
damage if the incarnate is a Fiend or radiant damage if the
incarnate is a Celestial, and the creature has the blinded condi-
tion until the end ofthe incarnate's next turn. On a successful
save, a creature takes half as much damage only.

Rrncrrorus
The incarnate can take up to three reactions per round but only
one per turn.

Searing Caze. ln response to being hit by an attack roll, the
incarnate turns its magical gazetoward one creature it can see

within 'l20 feet of itself and commands it to combust. The tar-
get must succeed on a DC 20 Wisdom saving throw or tal<e l6
(3d10) fire damage.

Teleport. lmmediately after a creature the incarnate sees ends
its turn, the incarnate teleports up to 60 feet to an unoccupied
space it can see.

t

Skills Perception +12
Damage lmmunities necrotic, poison, radiant; bludgeoning,

piercing, and slashing from nonmagical attacks
Condition lmmunities charmed, exhaustion, frightened,

grappled, paralyzed, petrified, poisoned, restrained, stunned,
unconscious

Senses truesight 
.l20 

ft., passive Perception 22
Languages all
Challenge 22 (4.I,000 XP) Proficiency Bonus +7

Legendary Resistance (3/Doy). lfthe incarnate fails a saving
throw, it can choose to succeed instead.

Magic Resistonce. The incarnate has advantage on saving
throws against spells and other magical effects.

Planar Form. An incarnate on the Upper Planes is a Celestial.
An incarnate on the Lower Planes is a Fiend.

Siege Monster. The incarnate deals double damage to objects
and structures
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Travelers of Sigil and the Lower Planes take care
to avoid razorvite, a creeping plant named for its
prickly stems and cutting leaves. While razorvine is
normally a mere environmental nuisance or deter-
rent, razorvine that absorbs the blood of a vampiric
passerby can awaken into a terror known as arazor-
vine blight.

Razorvine blights lay ambushes on well-traveled
paths by standing still to appear as ordinary razor-
vine. When unassuming travelers pass by the seem-
ingly inanimate plant, the blight strikes, revealing
its twisted, humanlike form and lashing out with
razor-sharp vines to feed its bloodlust.

While razorvine blights are usually dangerous,
in Sigil they sometimes mimic the behaviors of the
ci§'s other inhabitants-for better or worse. At least
one blight, known as Patch, spreads copies of itself
:Acioss the city, creating a spy network of copies with

"folki h*fe r'äzrrvin€, b"t it'l realiy
o"ly ä frabler" i{ yoo'ue 1of lki*."

*Pfui.te

RazonvINE BLTGHT
Medium Plant, Typically Neutral Evil

Armor Class I2
Hit Points 27 (5d8 + 5)

Speed 30 ft., climb 30 ft.

STR DEX CON INT WIS CHA
l0 (+0) ls (+2) 13 (+l) s (-3) r0 (+0) 3 (-4)

Skills Stealth +4
Condition lmmunities blinded, deafened
Senses blindsight 60 ft. (can't see beyond this radius),

passive Perception I0
Languages understands Common but can't speak

Challenge I (200 XP) Proficiency Bonus +2

False Appearance. l{ lhe blight is motionless at the start of
combat, it has advantage on its initiative roll. lf a creature

hasn't observed the blight move or act, that creature must suc-

ceed on a DC l8 lntelligence (lnvestigation) check to discern

that the blight is animate.

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

ability check.

AcrroNs
Multiottock. The blight makes two Claw attacks.

Claw, Melee Weapon Attack: +4 to hit (with advantage if the tar-
get is missing any of its hit points), reach l0 ft., one target. Hli:
5 (ld6 + 2) slashing damage.

Life-DrainingVines (Recharge 6), Snaking vines erupt from
the blight. Each creature within l0 feet of it must make a DC

l2 Dexterity saving throw, taking 9 (2d8) slashing damage on

failed save, or half as much damage on a successful one. lf at

least one ofthe creatures that failed this save isn't a Construct
or an Undead, the blight regains t hit points.
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RrrueNr
Rilmani protect the balance between the forces and
philosophies of the multiverse. They seek to main-
tain planar equilibrium, assuring that good, evil,
law, or chaos never grow too powerful or too weak.
Tö the rilmani, each of these forces is fundamental
to the multiverse's existence. Whenever one threat-
ens to tip the balance in its favor or a plane is on the
verge of collapse, the rilmani act to even the odds.

While the rilmani might be found anywhere,
they're most frequently encountered on their home
plane, the Outlands, where they work to ensure
that no force overexerts itselfon the Concordant
Opposition.

Rilmani are bipedal, with bodies of living metal
that ranges in appearance from cold iron to brilliant
gold. Most have smooth faces with few features, and
their extraordinary anatomies often act in defiance
of natural forces.

AunuuecH RILMANI
From redoubts near the Spire in the Outlands,
aurumachs oversee the preservation of the cosmic
status quo, serving as leaders and strategists ofthe
rilmani. Employing mysterious magic, occult cal-
culations, and networks of informants, aurumachs
monitor forces across the planes. Only when planar
balance is under threat of total collapse do these
elusive, gold-skinned beings leave the Outlands,
manifesting gleaming blades to destroy those that
threaten multiversal stability.

Cupnrr,ecH RTLMANT

Cuprilachs infiltrate places of power throughout the
multiverse, serving as spies and assassins. They
strike surgically, following the orders of aurumachs
without question or emotion.

Cuprilachs have wiry copper frames, with torsos
that float above their waists, separated by a hov-
ering, polished sphere. Agile and armed with an
arsenal of deceptive magic, cuprilachs do whatever
they must to complete their missions.

Fnnx.urraAcH RILMANI
Ferrumachs are the foot soldiers of the rilmani,
preserving the balance between the planes through
martial force. They vigilantly defend the Spire and
fight at the command of aurumachs to protect the
neutrality of the multiverse. Ferrumachs gleam
with the sheen of bare iron. Their bodies are honed
to razor edges, and from it they can fling bolts of
sharpened metal.

AunuuacH RTLMANT
La rge Cel esti a l, Ty p i ca I ly N eutra I

Armor Class 18 (natural armor)
Hit Points 285 (30d.l0 + 

,l20)

Speed 0 ft., fy a0 ft. (hover)

STR DEX
20 (+5) 2l (+s)

coN
l8 (+a)

INT
2l (+s)

wrs
l8 (+a)

CHA
l6 (+3)

Saving Throws Dex +l I , I nt +l I
Skills Arcana +11, History +l'l , Perception +10

Damage Resistances psychic; bludgeoning, piercing, and

slashing from nonmagical attacks
Senses truesight 120 ft., passive Perception 20

Languages all, telepathy 120 ft.
Challenge 17 (18,000 XP) Proficiency Bonus +6

AcrroNs
Multiattack. The aurumach makes three Manifested Blade or
Cleaming Ray attacks.

Manifested Blade. Melee Weapon Attack: +11 to hit, reach l0 ft.,
one target. Hit: 23 (4d8 + 5) force damage.

Gleaming Roy. Ranged Spell Attack: +ll to hit, range 120 ft.,

one target. Hit:24 (3d12 + 5) force damage.

Spellcasting. The aurumach casts one of the following spells,
requiring no material components and using lntelligence as the
spellcasting ability (spell save DC 19):

At will detect magic, detect thoughts
1 lday each: Jly, geas (as an action), slow, suggestion

Bor.tus AcrroNs
Aura of Blodes. The aurumach manifests a spectral, golden

aura of blades around itself. While this aura is manifested,
each creature that starts its turn within l0 feet ofthe aurumach
must make a DC l9 Dexterity saving throw, taking l6 (3d.l0)
force damage on a failed save, or half as much damage on a

successful one. The aura disappears after I minute, when the

aurumach has the incapacitated condition or dies, or when the

aurumach uses a bonus action to end it.

lnvoke Weakness (Recharge 5-6).Ihe aurumach attempts to
use its magic to weal<en the defenses of a creature it can see

within 
,120 

feet of itself. The target must succeed on a DC l9
Wisdom saving throw or become cursed until the end of the
aurumach's next turn. The next time the aurumach hits the
cursed target with a Manifested Blade or Cleaming Ray attack,
the target takes an exlra 27 (6d8) force damage.

I
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CupnrracH Rrruraur
Medium Celestial, Typically Neutral

ArmorClass 16 (natural armor)
Hit Points 202 (27d8 + 81\
Speed 40 ft.

FnnnurvrAcH RrruaNr
M edi u m Celestia[, Typically Neutral

Armor Class 18 (natural armor)
Hit Points 136 (15d8 + 64)
Speed 30 ft.

STR DEX

12 (+l) 20 (+s)
CON INT

16 (+3) 16 (+3)
wts cHA

ls (+2) 14 (+2\
STR DEX

19 (+a) la (+2)
coN

l8 (+a)

Saving Throws Dex +9, Cha +6
Skills Perception +6, Stealth +.l3
Damage Resistances psychic
Senses truesight 

.l20 ft., passive Perception 16

Languages any four languages, telepathy 120 ft.
Challenge 12 (8,400 XP) Proficiency Bonus +4

AcrroNs
Multiattack. The cuprilach makes three Burnished Blade or
Bolt attacl<s.

Burnished Blade. Melee Weapon Attack: +9 to hit, reach 5 ft.,
one target. Hit:8 (1d6 + 5) piercing damage plus l3 (2d12)
psychic damage.

Bolt, Ranged Weapon Altack: +9 to hit, range 20160 fI., one
target. Hit:7 (1d4 + 5) piercing damage plus l3 (2d12) psy-

chic damage.

Spellcosting. The cuprilach casts one of the following spells,
requiring no material components and using lntelligence as the
spellcasting ability (spell save DC 15):

Atwill: detect magic, disguise self
1/day each: alter self, fog cloud, silence

Boruus Acrrorus
Assassin's Agility. The cuprilach takes the Dash or Disengage
action, or it mal<es one Burnished Blade attack.

ReRcrrorus
Unconny Dodge.fhe cuprilach halves the damage it takes from
an attack that hits it, provided it can see the attacker.

Saving Throws Str +8, Con +8
Skills Athleiics +8, Perception +6
Damage Resistances psychic
Senses truesight 120 ft., passive Perception 16

Languages any two languages, telepathy 120 ft.
Challenge 9 (5,000 XP) Proficiency Bonus +4

Bladed Edges. A creature takes l0 (3d6) slashing damage ifit
starts its turn grappling or being grappled by the ferrumach.

Skewering Charge. lf the ferrumach moves at least 20 feet in a

straight line toward a Large or smaller creature and ends within
5 feet of it, that creature must succeed on a DC 1 6 Strength
saving throw or have the grappled condition (escape DC 18)

and take l0 (3d6) piercing damage.

Acrrorus
Multiattack, The ferrumach makes three Sharpened Limb or
Bolt attacks.

Shorpened Limb. Melee Weapon Attack: +8 to hit, reach l0 ft.,
one target. Hlr;9 (1d10 + 4) slashing damage plus ll (2d'l0)
psychic damage.

Bolt. Ranged Weapon Attack: +8 to hit, range 20160 ft., one
target. Hit:7 (ld6 + 4) piercing damage plus 11 (2d10) psy-

chic damage.

Spellcasting. The ferrumach casts one of the following spells,
requiring no material components and using lntelligence as the
spellcasting ability (spell save DC 14):

At will: detect magic
1/day each: dispel magic, ice storm

w§
§s lä:
*hl a::r 1

INT WIS CHA
ls (+2) 14 (+2) l0 (+0)
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SHnursHKA
Shemeshka the arcanaloth is one of Sigil's most am-
bitious and notorious crime bosses. From her mul-
tiplanar casino, Fortune's Whee1, she manipulates
secrets and fates across the planes. Shemeshka and
her plots are further detailed in the adventure Tirn
of Fortune's Wheel.

SHnunsHKA
Medium Fiend (Yugoloth), Neutral Evil

Armor Class 17 (natural armor)
Hit Points 

.I62 
(25d8 + 50)

Speed 30 ft., fly 30 ft. (hover)

STR

20 (+s)
DEX

la $2)
coN
u (+2)

INT
2l (+s)

wts
l6 (+3)

CHA
l8 (+a)

Saving Throws Dex +7, lnt +10, Wis +8, Cha +9

Skills Deception +9, lnsight +8, Perception +8
Damage Resistances cold, fire, lightning; bludgeoning, piercing,

and slashing from nonmagical attacks
Damage lmmunities acid. poison
Condition lmmunities charmed, poisoned
Senses truesight 

,l20 
ft., passive Perception 18

Languages all, :elepathy l20 ft.
Challenge 14 (,1.l,500 XP) Proficiency Bonus +5

Legendory Resistance (/Day), lf Shemeshka fails a saving
throw, she can choose to succeed instead.

Magic Resistonce. Shemeshka has advantage on saving throws
against spells and other magical effects.

Speciol Equipment, Shemeshka carries a magic crown
called the Razorvine Tiara. ln the hands of anyone other than
Shemeshka, the Razorvine Tiara funclions as a tentacle rod that
deals slashing damage instead of bludgeoning damage.

AcrroNs
Multiattock, Shemeshka uses Arcane Flux or Spellcasting.
She then makes one Claw attack or one attack wilhher Razor-

vine Tiara.

Arcane Flux. Shemeshl<a causes a surge ofarcane energy to
burst around one creature she can see within 'l20 feet ofher-
self. The target must make a DC 18 Dexterity saving throw. On
a failed save, the target takes 45 (7d12) lorce damage and has

the incapacitated condition until the end of its next turn. On a

successful save, the target takes halfas much damage only.

Clow. MeleeWeapon Attack: +10 to hit, reach 5 ft., one tar-
get. Hit:10 (2d4 + 5) slashing damage plus l4 (4d6) poi-
son damage.

Razorvine Tiara. Melee Weapon Attack: +10 to hit, reach l5 ft.,
one target. Hit: l0 (3d6) slashing damage plus 9 (2d8) necrotic
damage. If the target is a creature, it must succeed on a DC

l5 Constitution savingthrow, or its speed is halved and it has
' disadvantage on attack rolls and saving throws until the end of

its next turn.

Spellcasting. Shemeshka casts one of the following spells, re-

quiring no material components and using lntelligence as the

spellcasting ability (spell save DC 18):

At will: alter self, darkness, invisibility (self only), mage hand,

presti digitation
2lday each: detect thoughts, dimension door, suggeslion

1/day each: banishment, contact other plane (as an action),
mind blank

BoNus Acrtorus
Teleport, Shemeshka teleports, along with any equipment she

is wearing or carrying, up to 60 feet to an unoccupied space

she can see.

RrncrroN s

Fell Counterspell (3/Day). Shemeshka utters a magical word

to interrupt a creature she can see that is casting a spell. lfthe
spell is 5th level or lower, it fails and has no effect. lf the spell

is 6th level or higher, Shemeshl<a makes an lntelligence check

(DC 10 + the spell's level). On a success, the spell fails and has

no effect. Whatever the spell's Ievel, the caster gains the poi-

soned condition until the end ofits next turn.



SuNrrrns
Sunfl ies are whimsic al, buzzing
inhabitants of the Outer Planes.
They travel widely and are import-
ant indicators of the health of the
realms in which they reside; when
sunflies struggle, so do the places
they inhabit. Sunflies have stingers
that they use to inject natural toxins
into other creatures. Planar magic
can alter a sunfly's toxin so that its
effect is different depending on which
Outer Plane the sunfly is on.

Many inhabitants of the planes have
strong feelings about sunflies, viewing them
as loathsome pests or adorable pets. Sunflies in
Sigil are often the pets of doting, highly protec-
tive owners.

"I,ioi yo, k*r* th*t i{ yo" l"rl"l
a lu"fly uf fo yc*r' €är', fou {än

l.aar. -haf iti iiiue ta be Iio*.r
bv ä l"^lly/
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SuNrrv
Tiny Celestial, Typically Chaotic Good

Armor Class l3
Hit Points 2 (1d4)
Speed 10 ft., fly 40 ft.

Swanu oF SUNFLTES
Medium Swarm of Tiny Celestials, Typically Chaotic Cood

Armor Class l3
Hit Points 22 (5d8)
Speed 101t., lly 40ft.

STR
6 (-2)

DEX
l7 (+3)

coN
10 (+0)

INT WIS CHA
4 (*3) l0 (+0) 6 (*2)

STR

4 (-3)
DEX

l7 (+3)
coN

l0 (+0)

Senses passive Perception 10

Languages understands Celestial but can't speak
Challenge 0 (.l0 XP) Proficiency Bonus +2

Sting, Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 2 (1d4) piercing damage. Additionally, if the sunfly is on
an Outer Plane, it injects the target with a toxin, the effect of
which is determined by the sunfly's location:

Upper Plane. The target sheds bright Iight in a 5-foot radius
until the end of its next turn.

Neutral Plane. lf the target is concentrating on a spell or similar
effect, it makes the Constitution saving throw with disadvan-
tage to maintain its concentration.

Lower Plane, The target's speed is reduced by 5 feet until the
end of its next turn.

BoNus Acrrorus
llluminotion. The sunfly sheds bright light in a 5-foot radius
and dim light for an additional 5 feet, or it uses a bonus action
to extinguish the light.

Senses passive Perception l0
Languages understands Celestial but can't speak
Challenge I (200 XP) Proficiency Bonus +2

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

AcrroNs
Stings, Melee Weapon Atlack: +5 to hit, reach 0 ft., one creature
in the swarm's space. Hif; l0 (3d4 + 3) piercing damage, or 5

(lda + 3) piercing damage if the swarm has half of its hit points
orfewer. Additionally, if the swarm is on an Outer Plane, it in-
jects the target with a toxin, the effect of which is determined
by the swarm's location:

Upper Plane. The target sheds bright light in a 5-foot radius
until the end of its next turn. During that time, the invisible
condition has no effect on it.

Neutral Plane. lf the target is concentrating on a spellor similar
effect, it loses its concentration.

Lower Plane. The target's speed is reduced by 10 feet until the
end ofits nextturn.

Dazzling Lights (Recharge 6).The swarm shines its lights in
a dazzling display. Each creature within l5 feet of the swarm
must succeed on a DC l0 Constitution saving throw or have
the stunned condition for I minute. A creature can repeat the
saving throw at the end ofeach ofits turns, ending the effect
on itself on a success.

Borvus AcrroNs
lllumination. The swarm sheds bright light in a l5-foot radius
and dim lightfor an additional l5 feet, or it uses a bonus action
to extinguish the light.

tNT WtS
4 (-3) 10 (+0)

CHA
6 F2)
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TIME DRAGoNS
These sleek dragons harness the power of time

, , ' to manipulate the past, present, and future. Time
. dragon wyrmlings are born with shining scales

i and have horns that are bareiy more than nubs. As

branching, rainbow-hued veins suggestive of time's
paths and possibilities.

Ancient time dragons can create temporal gates
connected to specific times and places in the mul-
tiverse. Using these, they and allied creatures can
travel anywhere in time to affect fate-determining
moments or to banish threats beyond the flow of
time. As a result of their ability to travel between
ages, time dragons often seem unstuck from the
usual flow of time and have a flexible view of what
is, what was, and what will be.

Time dragons prize historical records, objects
representative of lost cultures, and treasures
from long-gone creators. They are fascinated by
time-manipulation magic and forgotten knowledge.

Those who stumble upon a time dragon's hoard
might find invaluable historical information from
eras past.

A Trun DBlcoN's Lern
Time dragons often lair in the ruins of ancient civili
zations or temples to dead gods and do their utmost
to preserve these historical sites. A time dragon's
insatiable desire for knowledge means it's likely to
have more than one such lair.

The challenge rating of an ancient or adult time
dragon increases by 1 when it's encountered
in its lair.

"fu*f pick {iihtl *rtl^ .|,a1onI, anci

etperiaLiy not on€.{ thai aLrea"ly
renefiber €äii*1 yc,."

.-f,crie

Armor Class 22 (nalural armor)
Hit Points 536 (29d20 + 232)
Speed 40 ft., climb a0 ft., fly 80 ft

ANcrnNr Trun Dnecox
G a rga ntu a n D rago n, Ty p i ca I ly N eutra I

state, attack rolls against it have advantage, it has the poisoned
condition, and other creatures have resistance to all damage
it deals. On a successful save, the creature takes halfas much
damage only. A weakened creature can repeat the saving throw
at the end ofeach ofits turns, ending the effect on itselfafter it
succeeds on three ofthese saves.

Time Gate (1/Day). The dragon conjures a 20-foot-diameter,
circular portal in the space between its horns or in an unoccu-
pied space it can see within 30 feet of itself. The portal links to
a precise location on any plane of existence at a point in time
up to 8,000 years from the present, whether past or future. The
portal lasts for 24 hours or until the dragon's concentration
ends (as ifconcentrating on a spell). The portal has a front and

a back on each plane where it appears. Travel through the por-
tal is possible only by moving through its front. Anything that
does so is transported to the destination, appearing in the un-
occupied space nearest to the portal. Deities and other planar
rulers can prevent portals created by the dragon from opening
in the rulers' presence or anywhere within their domains.

Rencrr o N s

The dragon can take up to three reactions per round but only
one per turn.

Reactive Rend, Alter using Legendary Resistance or in re-

sponse to being hit by an attack roll, the dragon makes one
Rend attack.

SIow Time. lmmediately after a creature the dragon can see

ends its turn, the dragon targets a creature it can see within
90 feet of itself that is weakened by its Time Breath. Untilthe
weakened effect ends on the target, its speed becomes 0, and

its speed can't increase.

Time Slip. The dragon halves the damage it takes from an

attack made against it, provided it can see the attacker. The
dragon can then immediately teleport, along with any equip-
ment it is wearing or carrying, up to 60 feet to an unoccupied
space it can see.

STR

28 (+9)
DEX

1a (2)
coN

26 (+8)
INT

27 (+8)
wts

l8 (+a)
CHA

23 (+6)
:

I

.i

Saving Throws Dex +'I0, Con +16, Wis +12, Cha +.l4
Skills Arcana +1 6, H istory +24, Perception +20, Stealth +.l8
Senses blindsight 60 ft., darkvision 

.120 
ft.,

passive Perception 30
Languages all
Challenge 25 (90,000 XP) Proficiency Bonus +8

Cycle ofRebirtft, lfthe dragon dies, its soul coalesces into a

steely egg and teleports to a random plane ofexistence. The
egg is immune to all damage and hatches into a time dragon
wyrmling after 1dl00 years. The dragon retains all memories
and knowledge it gained in its previous life.

Legendory Resistance (s/Day). lfthe dragon fails a saving
throw, it can choose to succeed instead.

Acrrorus
Multiattack, The dragon makes three Rend attacks.

Rend, Melee Weapon Attack: +17 to hit, reach 15 ft., one target.
Hit:22 (3d8 + 9) slashing damage plus l0 (3d6) force damage.

Time Breath (Recharge 5-Q.fhedragon exhales a wave of
shimmering light in a 90-foot cone. Nonmagical objecis and

. vegetation in that area that aren't being worn or carried crum-
, ble to dust. Each creature in that area must make a DC24

Constitution saving throw. On a failed save, a creature takes 52

(8d12) force damage and is magically weakened as it is desyn-
chronized from the time stream. While the creature is in this
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Aourr Tiun DnacoN
Huge Dragon, Typically Neutral

Armor Class 19 (natural armor)
Hit Points 250 (20d12 + 

.l20)

speed 40 ft., climb 40 ft., fly 80 ft.

STR

2s (+7)
DEX

M (+2)

coN
23 (+6)

INT
23 (+6)

wrs
l6 (+3)

CHA
20 (+s)

Saving Throws Dex +8, Con +12, Wis +9, Cha +l I
Skills Arcana +12, History +18, Perception +l 5, Stealth +14

Senses blindsight 60 ft., darkvision 
.l20 

ft.,
passive Perception 25

Languages all
Challenge 18 (20,000 XP) Proficiency Bonus +6

Legendary Resistonce (3/Day). lfthe dragon fails a saving
throw, it can choose to succeed instead.

AcroNs
Multiattack. The dragon makes three Rend attacks,

Rend. MeleeWeapon AtNack: +13 to hit, reach l0 ft., on e ta rgel
Hit:14 (2d6 + 7) slashing damage plus 7 (2d6) force damage.

Time Breath (Recharge 5-Q.f he dragon exhales a wave of
shimmering light in a 60-foot cone. Nonmagical objects and

vegetation in that area that aren't being worn or carried crum-
ble to dust. Each creature in that area must make a DC 20

Constitution saving throw. On a failed save, a creature takes 36

(8d8) force damage and is magically weakened as it is desyn-
chronized from the time stream. While the creature is in this
state, attack rolls against it have advantage, and it has the poi-
soned condition. On a successful save, a creature takes halfas
much damage only. A weakened creature can repeat the saving
throw at the end ofeach of its turns, ending the effect on itself
after it succeeds on three ofthese saves.

Rrecrr o ru s

The dragon can take up to three reactions per round but only
one per turn.

Reactive Rend. After using Legendary Resistance or in re-

sponse to being hit by an attack roll, the dragon makes one
Rend attack.

Slow Time. lmmediately after a creature the dragon can see

ends its turn, the dragon targets a creature it can see within
60 feet of itself that is weakened by its Time Breath. Until the
weal<ened effect ends on the target, its speed becomes 0, and

its speed can't increase.

Time Slip. The dragon halves the damage it takes from an

attacl< made against it, provided it can see the attacker. The
dragon can then immediately teleport, along with any equip-
ment it is wearing or carrying, up to 30 feet to an unoccupied
space it can see.

i

i



Larn Acrroxs
On initiative count 20 (losing initiative ties), the
dragon can take one of the following lair actions;
the ancient or adult dragon can't take the same lair
action two rounds in a row:

Temporal Fling. The dragon attempts to fling a

creature it can see within 60 feet of itself forward
through time. The target must succeed on a DC
18 Wisdom saving throw or take 26 (4d12) psychic
damage and move 1 round forward in time. A tar-
get moved forward in time vanishes for the dura-
tion. When the effect ends, the target reappears in
the space it left or in an unoccupied space nearest
to that space if it's occupied.

Temporal Lag. The dragon slows time for each
creature within 60 feet of itself. Until initiative
count 20 of the next round, the affected creature
can move or take an action on its turn, not both.
The creature also can't take a reaction or a bo-
nus action.

YouNc Trun DnacoN
Large Dragon, Typically Neutral

Armor Class 18 (natural armor)
Hit Points 2.l0 (20d'l0 + 

,l00)

speed 40 ft., climb 40 ft., fly 80 ft

STR DEX CON INT WIS CHA

Timeline Divergence. The dragon chooses a
space it can fit into within its lair. The dragon
exists simultaneously in its space and the chosen
space until initiative count 20 on the next round.
Whenever it moves or takes an action, the dragon
chooses which version is moving or acting. If
an effect or attack can target both the dragon's
spaces at the same time, the dragon is affected
only once.

RncroNer Errncrs
The region surrounding an ancient or adult time
dragon's lair is altered by the dragon's magic, creat-
ing one or more of the following effects:

Time Dilations. Time fluctuates within 3 miles of
the lair. Short rests taken within this area take 10

minutes or 2 hours (your choice).
Timelessness. Beasts, Humanoids, and Plants

within 3 miles of the lair age only 1 year for every
10 years that pass.

Ifthe dragon dies, these effects fade over the course
of 1d10 days.

Tiun DnacoN Wvnurrrxc
Medium Dragon, Typically Neutral

Armor Class 17 (natural armor)
Hit Points 75 (.l0d8 + 30)
speed 30 ft., climb 30 ft., fly 60 ft.

STR INT WIS CHA20 (+5) 12 (+l) 20 (+s) 20 (+s) ls (+2) 17 (+3)

19 (+a) l0 (+0) 17 (+3) 17 (+3) 13 (+1) 17 (+3)

Saving Throws Dex +5, Con +9, Wis +6, Cha +7

Skills Arcana +9, History +13, Perception +10, Stealth +9

Senses blindsight 30 ft., darkvision 
,l20 

ft.,
passive Perception 20

Languages Draconic plus any four languages
Challenge ll (7,200 XP) Proficiency Bonus +4

AcrroNs
Multiattock, The dragon makes three Rend attacks.

Rend. MeleeWeapon Attack: +9 to hit, reach 10 ft., one target.
Hit:12 (2d6 + 5) slashing damage plus 7 (2d6) force damage.

Time Brealh (Recharge 5-6).Ihe dragon exhales a wave of
shimmering light in a 3O-foot cone. Nonmagical objects and

vegetation in that area that aren't being worn or carried crum-
ble to dust. Each creature in that area must make a DC l7
Constitution saving throw. On a failed save, a creature takes 3l
(7d8) force damage and is magically weakened as it is desyn-
chronized from the time stream. While the creature is in this
state, attack rolls against it have advantage. On a successful
save, a creature takes half as much damage only. A weakened
creature can repeat the saving throw at the end ofeach of its

. turns, ending the effect on itselfafter it succeeds on two of
these saves.

Saving Throws Dex +3, Con +6, Wis +4, Cha +6
Skills Arcana +6, History +9, Perception +7, Stealth +6

Senses blindsight l0 ft., darkvision 'l20 ft.,
passive Perception 17

Languages Draconic plus any two languages
Challenge 5 (.),800 XP) Proficiency Bonus +3

AcrroNs
Multiattack, The dragon makes three Rend attacks.

Rend. MeleeWeapon A|tack: +7 to hit, reach 10 ft., one target.
HiN:7 (1d6 + 4) slashing damage plus 3 (ld6) force damage.

Time Breath (Rechorge 5-5). The dragon exhales a wave of
shimmering light in a l5-foot cone. Nonmagical objects and

vegetation in that area that aren't being worn or carried crum-
ble to dust. Each creature in that area must make a DC l4
Constitution saving throw. On a failed save, a creature takes 27

(6d8) force damage and is magically weakened as it is desyn-

state, attack rolls against it have advantage. On a successful '
save, a creature takes half as much damage only. A weakened
creature can repeat the saving throw at the end ofeach ofits l

turns, ending the effect on itselfon a success.
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Vancourlln RnrrncrroN
Vargouilles are flying Fiends that resemble disem-
bodied Humanoid heads with wings. While most
vargouilles roam the planes to curse Humanoids
and create more vargouilles, a variant known as the
vargouille reflection resides in Undersigil. When
a vargouille reflection spots a Humanoid target, it
takes on that creature's visage, terrifying that crea-
ture by appearing as its own disembodied head.

VnncourllE Rnrlncrrow
Tiny Fiend, Typically Chootic Evil

Armor Class I2
Hit Points 22 (5d4 + l0)
Speed 5 ft., fly 40 ft.

(,

STR

6 F2)
DEX

15 (+2)

coN
14 (+2)

INT WIS
6 (-2) l0 (+0)

CHA
2 (-4)

Damage Resistances cold, fire, lightning, psychic
Damage lmmunities poison
Condition lmmunities poisoned
Senses darkvision 60 ft., passive Perception 10

Languages understands Abyssal, lnfernal, and any Ianguages it
knew before becoming a vargouille, but it can't speak

Challenge I (200 XP) Proficiency Bonus +2

Magic Resistance.fhe vargouille has advantage on saving

throws against spells and other magical effects.

AcroNs
Bite. MeleeWeapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 5 (1d6 + 2) piercing damage plus l0 (3d6) psychic damage.

Abyssal Curse.The vargouille targets one Humanoid within 5

feet of itselfthat has the incapacitated condition. The target
must succeed on a DC l2 Charisma saving throw or become

cursed. The cursed target's Charisma decreases by 1 after each

hour, as its head takes on fiendish aspects, and its Charisma

can't increase. The curse doesn't advance while the target is

in sunlight or the area of a daylight spell. When the cursed tar-
get's Charisma becomes 2, the target dies, and its head tears

from its body and becomes a new vargouille reflection. Casting
remove curse, greater restoration, or a similar spell on the target
before the transformation is complete ends the curse and re-

stores the target's Charisma.

Horrific ReJlection (Recharge 5-Q,fhe vargouille's head mim-
ics that of a Humanoid the vargouille can see within 

,l20 
feet

of itself. The target must succeed on a DC 12 Wisdom saving

throw or take 10 (3d6) psychic damage and have the frightened
condition for I hour or until the vargouille loses concentration
(as ifconcentrating on a spell). lfthe target's saving throw is

successful or if the effect ends on it, the target is immune to
the Horrific Reflection of all vargouille reflections for I hour.
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FecuoN AcENTs
This section presents stat blocks in alphabetical
order for members of Sigil's twelve ascendant fac-
tions. These groups and a summary of their beliefs
appear on the Ascendant Factions of Sigil table. All
are detailed further in Si§il and the Outlands.

Asceruolrur FncrroNs oF Stcn-
Name Summary

Athar Claim the gods are frauds

Bleak Cabal Find no sense in the multiverse

Doomguard Celebrate destruction

Fated Take all they can

Fraternity of Order Discover laws to find truth

Hands of Havoc Free society through chaos

Harmonium Enforce peace through might

Heralds of Dust Believe we're already dead

Mercykillers Bringers of merciless justice

Mind's Eye Seekers of godhood

Society ofSensation Find truth through experience

Transcendent Order Act unfettered by thought

Arnen Nuu
The Athar deny the legitimacy of gods, believing the
so-called deities are merely powerful spellcasters.
To combat false gods, Athar nulls train to negate the
powers of those with magic. Nulls work in the shad-
ows, serving as assassins and spies for the Athar.

Brrer Ceser Voro SoornnB
A void soother cares for creatures struck by curses
and the negative effects of the planes. These war-
riors go to dangerous planes and areas torn by con-
flict to provide reliefto those they find there.

DoovrcuARD Doovr Lon»
Doom lords are the highest-ranking members of
the Doomguard, embodying the multiverse's inevi-
table collapse into dust. Doom lords' mere presence
snuffs the life from weaker foes, and the stoutest
walls crumble before them.

"5j.1ll'r facfio.t e,,€h't ai"L ai.lke, tt re{"
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faLk Yr"i' ear"f off irngcrfa*f

"lif{er"e*ce thEre."
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Arnan Nurr
Small or Medium Humanoid, Any Alignment

Armor Class 14 (leather armor)
Hit Points 8a (.l3d8 + 26)

Speed 30 ft.

STR DEX
12 (+l) 16 (+3)

CON INT WIS CHA
u (+2) ]s (+2) 14 (+2) l0 (+0)

:

il

i
i

Z

Saving Throws Dex +6, Wis +5

Skills Investigation +8, Perception +5, Stealth +6
Senses passive Perception 15

Languages Common plus two more languages
Challenge 5 (1,800 XP) Proficiency Bonus +3

Avoidance. lfthe null is subjected to an effect that allows it to
make a saving throw to take half as much damage, it instead
tal<es no damage if it succeeds on the saving throw, and half as

much damage if it fails.

Acrrorus
Multiottack. The null makes two Force Dagger attacks.

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

5 ft. or range 20160 {t., one target. Hir: 5 (1d4 + 3) piercing
damage plus l3 (3d8) force damage. Hit or Miss: The dag-

ger magically returns to the null's hand immediately after a

ranged attack.

Boruus AcrroNs
Defier'sWhim.fhe nulltakes the Dash, Disengage, or Use an

Object action.

Rrncrrorus
Nullify Spell (3/Day). The null utters a magical word of cancel-
ation to interrupt a creature it can see that is casting a spell.
lf the spell is 3rd level or lower, it fails and has no effect. lf the
spell is 4th level or higher, the null makes an lntelligence check
(DC 10 + the spell's level). On a successful check, the spell fails
and has no effect.

il";
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DoorucuARD Doou Lono
Small or Medium Humanoid, Any Alignment

Brrnr Caner Vorn Soornrn
Small or Medium Humanoid, Any Alignment

Armor Class 16 (breastplate)
Hit Points 55 (.l0d8 + l0)
Speed 30 ft.

Armor Class 18 (plate armor)
Hit Points 202 (27d8 + 81)

Speed 30 ft.

STR
20 (+s)

DEX
'12 (+l)

coN
l6 (+3)

INT
15 (+2)

wrs
u (+2)

CHA
18 (+a)

STR DEX
16 (+3) 14 (+2)

Saving Throws Con +3, Wis +4
Skills Medicine +4
Senses passive Perception 12

Languages Common plus one more language
Challenge 3 (700 XP) Proficiency Bonus +2

Acrrorus
Multiattack, The void soother makes two Mace or Void
Bolt attacks.

Mace. MeleeWeapon Attack: +5 to hit, reach 5 ft., one tar-
get. Hit:6 (ld6 + 3) bludgeoning damage plus 3 (ld6)
force damage.

Void Bolt. Ranged Spell Attack: +4 to hit, range 90 ft., one tar-
get. Hit:9 (2d8) force damage.

Spellcasting. The void soother casts one ofthe following spells,
using Wisdom as the spellcasting ability (spell save DC 12):

At will guida nce, light
'l/day 

each: calm emotions, lesser restoration, remove curse, pro-
tection from energy

BoNus AcrroNs
SoothingWord (3/Day). The void soother speaks a magical

word of mercy, healing one creature it can see within 60 feet of
itself. The target regains 4 (1d4 + 2) hit points.

Saving Throws Str +9, Con +7

Skills Perception +6
Damage lmmunities necrotic
Senses passive Perception 16

Languages Common plus three more languages
Challenge 12 (8,400 XP) Proficiency Bonus +4

Aura of Doom. Any creature that starts its turn within l0 feet of
the doom lord must make a DC l5 Constitution saving throw,
taking 18 (4d8) necrotic damage on a failed save, or half as

much damage on a successful one. lf the doom lord doesn't
have the incapacitated condition, it can suppress or resume

this aura at the start of its turn (no action required).

Siege Monster. The doom lord deals double damage to objects
and structures.

AcrroNs
Multiottack. The doom lord makes two Entropic Greatsword or
Entropic Javelin attacks.

Entropic Greatsword. Melee Vy'eapon Attack: +9 to hit, reach 5

ft., one target. Hit:12 (2d6 + 5) slashing damage plus l0 (3d6)

necrotic damage. A creature killed by this attack has its body
and everything it is wearing or carrying, except for magic items,
reduced to ash.

EntropicJavelin. Melee or Ranged Weapon Attack: +9 Io hit,
reach 5 ft. or range 301120ft., one target. Hit;8 (ld6 + 5) pierc-

ing damage plus l4 (4d6) necrotic damage. A creature killed by

this attack has its body and everything it is wearing or carrying,

except for magic items, reduced to ash.

coN
12 (+l)

CHA
10 (+0)

:
f
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DooucuARD Ror Brn»n
Rot blades are the entropic levers through which
the Doomguard quickens the natural decay of the
multiverse. These members wield weapons im-
mersed in necrotic energy, which can turn their
enemies to ash.

Enrn» Snarun
Fated shakers are bullies who shake down those
indebted to the faction's tax collectors and evictors.
These enforcers use their magic to intimidate and
subjugate those who try to stand up to them.

FBarnnNrrY or Onorn
Law BnNonn
Members of the Fraternity of Order find and exploit
loopholes in the laws of the multiverse. Law benders
are magistrates who skirt the rules of probability
and space, moving freely and manipulating the out-
comes of actions around them.

DoourcuARD Ror Brapn
Small or Medium Humanoid, Any Alignment

Armor Class 18 (plate armor)
Hit Points 97 ("l3d8 + 39)

Speed 30 ft.

"rid i "ne^fio. 
fhe {acfio*l tl"ai rkip

fhe faLki"l a"'i j"it ti.,b Yoo? Yo'
.1otta relpect thE e{frcjency fhere."
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Ferro Ssernn
Small or Medium Humanoid, Any Alignment

Armor Class l3 (-l6 with mage armor)
Hit Points 76 (17d8)
Speed 30 ft.

STR

l0 (+0)
DEX

16 (+3)
coN

l0 (+0)
INT

l s (+2)
wrs

l6 (+3)
CHA

l s (+2)

STR
l8 (+a)

coN
16 (+3)

INT
l2 (+l)

wrs
l0 (+0)

CHA
l s (+2)

Saving Throws Str +7, Con +6
Skills Perception +3

Damage Resistances necrotic
Senses passive Perception 13

Languages Common plus two more languages
Challenge 6 (2,300 XP) Proficiency Bonus +3

AcrroNs
Multiattack. The rot blade makes two Entropic Blade or Entro-
pic Javelin attacks.

Entropic Blade. MeleeWeapon Attack: +7 to hit, reach 5 ft., one
target. Hit:9 (ldl0 + 4) slashing damage plus 7 (2d6) necrotic
damage. A creature killed by this attack has its body and every-
thing it is wearing or carrying, except for magic items, reduced
to ash. Hit or Miss: The rot blade can cause the blade to emit a

burst of entropic magic in a l0-foot-radius sphere centered on
the weapon. Each creature in that area other than the rot blade
must succeed on a DC l3 Constitution saving throw or take 6

(1d'12) necrotic damage. The blade can emit entropic magic in

this way only once per turn.

EntropicJavelin. Melee or Ranged Weapon Attack: +7 to hit,
reach 5 ft. or range 301120 ft., one target. Hit:7 (1d6 + 4) pierc-
ing damage plus l3 (2d12) necrotic damage. A creature killed
by this attack has its body and everything it is wearing or carry-
ing, except for magic items, reduced to ash.

Saving Throws lnt +5, Wis +6
Skills lnsight +6, lnvestigation +5, Perception +6
Senses passive Perception 16

Languages Common plus two more languages
Challenge 5 (.l,800 XP) Proficiency Bonus +3

Acr-roNs
Muliiottock, The shaker makes two Colden Rod or Radiant

Bolt attacks.

Golden Rod. Melee Weapon Attack: +6 to hit, reach 5 ft., one
target. Hit:6 (ld6 + 3) bludgeoning damage plus 9 (2d8) radi-

ant damage.

Radiant Bolt. Ranged Spell Attack: +6 to hit, range 120 ft., one
target. Hit: l4 (2d.l0 + 3) radiant damage.

Spellcasting. The shaker casts one ofthe following spells,
requiring no material components and using Wisdom as the
spellcasting ability (spell save DC 14):

Atwill: mage armor, mage hand
I /day each: enl a rge f red u ce, Jly, su ggestio n

Boruus AcrroNs
CommandingWords.The shaker speaks magical words to order
a creature it can see within 30 feet of itself. The target must
succeed on a DC l4 Wisdom saving throw or be affected by one
of the following effects (choose one or roll a d4):

'l-2: Grovel. The target takes l4 (4d6) psychic damage, drops
whatever it is holding, and has the prone condition.

3-4: Cower. The target takes l0 (3d6) psychic damage and has

the frightened condition until end ofits next turn.

DEX
l2 (+l)

x§ r FACTION ÄG§NT§

I



l-sc::* n;c'*:: ia*q*uari* äo? fiLnü!. i:a.r€o 5*asrq.
:.r-r: iqi:;qati:v *r **=qq Ltw 5r:'lir:*

Armor Class l2 (l 5 with mage armor)
Hit Points 

.l37 
(25d8 + 25)

Speed 30 ft.

FnamnNrrY oF ORDER
Law BnN»rn
Small or Medium Humanoid, Any Alignment

Power of Authoriry.f he law bender targets a creature it can

see within 60 feet of itself. The target must succeed on a DC l6
lntelligence saving throw or take l0 (3d6) psychic damage and

have the incapacitated condition for I minute. At the end of
each ofthe target's turns, it can repeat the saving throw, end-
ing the incapacitated condition on itselfon a success. A target
that succeeds on the saving throw becomes immune to this law

bender's Power ofAuthority for 24 hours.

Spellcasting. The law bender casts one of the following spells,
requiring no material components and using lntelligence as the
spellcasting ability:

Atwill: drspel magic,Jly, mage armor, mage hand, prestidigitation

Boruus Acrrorus
Spatial Loophole. The law bender teleports, along with any

equipment it is wearing or carrying, up to 30 feet to an unoccu
pied space it can see.

RERcrrons
Probability Loophole (3/Day). When the law bender or a crea- ,.

ture it can see makes an attack roll, a saving throw, or an ability l

check, the law bender can cause the roll to be made with ad-

vantage or disadvantage.

STR
8 (-t)

DEX
15 (+2)

coN
l2 (+l)

wts
l6 (+3)

CHA
la (2)

:
:-\

zj
!

Saving Throws Con +5, Wis +7
Skills lnsight +7, Perception +7
Senses passive Perception 17

Languages Common plus three more languages
Challenge 9 (5,000 XP) Proficiency Bonus +4

AcrroNs
Multiottack. The law bender makes three Arcane Burst attacks
and uses Power ofAuthority or Spellcasting.

Arcane Burst. Melee or Ranged Spell Attack: +8 to hit, reach 5 ft.
or range 90 ft., one largel. Hit:17 (2d12 + 4) force damage.

INT
l9 (+a)

FACTION AGENTS i 5?



HaNps or Havoc
Frnn SrRnrBn
The pyromaniacal agents known as fire starters
burn away oppressive systems through chaos and
flame. Theywield hammers that emit magical
flames-perfect for smashing and burning.

HennnoNruM ClprerN
Harmonium captains lead peacekeeper patrols
throughout Sigil. They bolster their subordinates
in battle and bring the authority of the Harmonium
crashing down on suspects with their commands.

HannnoNruM PnacnrEEPER
Peacekeepers wear distinctive red plate armor and
wield planar mancatchers, polearms whose metal
pincers prevent criminals clamped in their grasp
from teleporting away, making them excellent at
catching wrongdoers in Sigil.

Hn Nps oF HAvoc FrRE Sra.nrnn
Small or Medium Humanoid, Any Alignment

Armor Class i6 (breastplate)
Hit Points 65 (10d8 + 20)

Speed 30 ft.

HnnuoNruM Caprarx
Small or Medium Humanoid, Any Alignment

Armor Class 20 (plate armor and shield)
Hit Points ll0 ('17d8 + 3a)

Speed 30 ft.

STR

l e (+a)
DEX

l0 (+0)
coN

14 (+2)

INT
l2 (+l)

wls
l6 (+3)

CHA
16 (+3)

Saving Throws Str +5, Con +4
Damage Resistances fire
Senses passive Perception 13

Languages Common plus one more Ianguage
Challenge 4 (1,,l00 XP) Proficiency Bonus +2

AcrroNs
Multiattack. The fire starter makes two Havoc Hammer or
Havoc Flask attacks.

Havoc Hammer. MeleeWeapon Attack'. +5 to hit, reach 5 ft.,
one target. Hit:7 (1d8 + 3) bludgeoning damage plus 9 (2d8)
fire damage. lf the target is a creature, magical flames cling to
it, causing it to take 3 (ld6) fire damage at the start ofeach of
its turns. lmmediately after taking this damage on its turn, the
target can make a DC 13 Dexterity saving throw, ending the ef-

fect on itselfon a successful save.

Havoc Flask. Ranged Weapon Attack: +4 to hit, range 30/90 ft.,
one target. Hit:13 (2d12) fire damage. lf the target is a creature,
magical flames cling to it, causing it to take 3 (ld6) fire damage
at the start of each of its turns. lmmediately after taking this
damage on its turn, the target can make a DC l3 Dexterity sav-

ing throw, ending the effect on itselfon a successful save.

After the fire starter throws the flask, roll a d6; on a 3 or
lower, the fire starter has no more flasks to throw.

Saves Str +7, Wis +6
Skills Perception +6
Condition Immunities charmed, frightened
Senses passive Perception 16

Languages Common plus one more language
Challenge 8 (3,900 XP) Proficiency Bonus +3

Auro of Command. Allies within 30 feet of the captain are im-

mune to the charmed and frightened conditions. This aura is

suppressed while the captain has the incapacitated condition.

AcrroNs
Multiattack. The captain makes three Harmonium Blade at-

tacks. The captain can also use Dictate ifavailable.

Hormonium Blade. MeleeWeapon Altack: +7 to hit, reach 5

ft., one target. Hit:9 (.ld10 + 4) piercing damage plus l0 (3d6)

lightning damage.

Dictote (Recharge 5-6).The captain verbally commands up to
three creatures it can see within 60 feet of itself. This magical

command must be to undertake an action or to refrain from
taking actions (for example, "Throw down your weapons").

A target must succeed on a DC l4 Wisdom saving throw or
have the charmed condition for 1 minute, during which time it
follows the captain's command. The effect ends early if the tar-
get takes damage or if it successfully completes the command.
A target automatically succeeds on its saving throw if the com-
mand is directly harmfulto itself, such as commanding it to
walk into fire.

A creature can repeat the saving throw at the end ofeach of
its turns, ending the effect on itselfon a successful save.

STR

l6 (+3)
DEX

14 (+2)
coN

1a (2)
INT

l0 (+0)
wrs

16 (+3)
CHA

I I (+0)
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HnnarDs oF Dusr RnuNRNr
Remnants are Dusters who sought undeath via ritu-
als but failed. Liaisons and spies, these agents exist
in a halfway point between life and death.

Hrneros oF Dusr RrnrNaxr
Smoll or Medium Humanoid, Any Alignment

Armor Class 12 (1 5 with mage armor)
Hit Points 45 (7d8 + la)
Speed 30 ft.HanuoNruM PracrrEEPER

Small or Medium Humanoid, Any Alignment

Armor Class 18 (plate armor)
Hit Points 45 (7d8 + l4)
Speed 30 ft.

ilaRw0li :uv Feartx:.ci:rR

STR

8 (-r)
coN

15 (+2)

INT
l7 (+3)

!fls
14 (+2)

CHA
ll (+0)

Skills Perception +4
Senses passive Perception 14

Languages Common plus one more language
Challenge 3 (700 XP) Proficiency Bonus +2

PockTactics. The peacekeeper has advantage on an attack roll
against a creature ifat least one ofthe peacekeeper's allies is

within 5 feet ofthe creature and the ally doesn't have the inca-
pacitated condition.

AcrroNs
Electrifed Mancatcher. Melee Weapon Attack: +5 to hit, reach

l0 ft., one targel. Hit:8 (ldl0 + 3) piercing damage plus 4

(ld8) lightning damage. lf the target is a Large or smaller crea-

ture, it has the grappled condition (escape DC 13). Untilthe
grappled condition ends, the target has the restrained condi-
tion and can't teleport, the peacekeeper can't make Electrified
Mancatcher attacks, and the target takes 8 (ldlO + 3) lightning
damage at the start ofeach ofits turns.

Skills Arcana +5, Perception +4, Stealth +6
Damage Resistances necrotic
Senses passive Perception 14

Languages Common plus three more languages
Challenge 4 (1,100 XP) Proficiency Bonus +2

Spellcosting. The remnant casts one of the following spells,
requiring no material components and using lntelligence as the
spellcasting ability (spell save DC 13):

Atwill mage armor, mage hand, prestidigitation
1/day each: bane, dimension door, web

Boruus AcrroNs
Phase (2/Day). The remnant becomes partially incorporeal for
as long as it maintains concentration on the effect (as if con-
centrating on a spell). While partially incorporeal, the remnant
has resistance to bludgeoning, piercing, and slashing damage.

STR DEX CON
16 (+3) l0 (+0) 1a $2)

INT
l2 (+l)

wts
14 (+2)

CHA
I I (+0)
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Acrrorus

DEX
14 (+2)

Multiattack. The remnant makes two Necrotic Surge attacks.

Necrotic Surge. Melee or Ranged Spell Attack: +5 to hit,
reach 5 ft. or range 

,l20 
ft., one target. Hit:14 (2d10 + 3) ne-

crotic damage.
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MrncvKrLLER
BroouHouND
Clad in black armor and spiked gauntlets that end
in steel claws, bloodhounds hunt down those guilty
of serious offenses in Sigil. These trackers pursue
their targets across the planes.

MrN»'s Evn Mnrrnn Snarrn
Members of the Mind's Eye believe the power to
transcend the multiverse lies in every individual.
Matter smiths harness this innate power to reshape
reality in Sigil's Great Foundry, manifesting useful
tools from nothing.

MnncvrrLLER Br,o oonouND
Small or Medium Humanoid, Any Alignment

Armor Class 18 (plate armor)
Hit Points 'l04 (.l6d8 + 48)

Speed 40 ft.

"L,Ja^t fo k.o- all there ir to k^r*
abc,f a farfio"? J"lf take a look

:i tl^el" {acfol" Yo" can al"u:yl teli"

*hich o^eJ lnave 1i'a*"i vifjo"r 6or ti,e

fla*ei, a".l -hith o^e, häve .Jran{i

uirir., {or fheir ba"ir. ,a,lfi."
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MrNo's Evn Marrnn SurrH
Small or Medium Humanoid, Any Alignment

Armor Class 12 (l 5 with mage armor)
Hit Points 78 (12d8 + 24)
Speed 30 ft.

STR DEX
r0 (+0) 1a @2)

coN
M (+2)

INT
M (+2)

wts
1a $2)

CHA
16 (+3)

Skills Perception +8, Survival +8
Senses passive Perception 18

Languages Common plus one more language
Challenge 7 (2,900 XP) Proficiency Bonus +3

Portal Sense. The bloodhound can sense the presence of
portals within 30 feet of itself, including inactive portals, and

instinctively knows the destination ofeach portal.

Acrrorus
Multiattack. The bloodhound makes three Clawed Caunt-
I et attacks.

Clawed Gountlet. Melee Weapon Attack: +6 to hit, reach 5 ft.,
one target. Hit:7 (1d8 + 3) slashing damage plus 10 (3d6) ne-

crotic damage.

Bor.tus AcrroNs
Morkedfor Pußuit (3/Doy). The bloodhound attempts to place

a magical mark on a creature it can see within 30 feet of itself.
The target must succeed on a DC l3 Charisma saving throw or
become cursed for 24 hours. A creature missing any of its hit
points has disadvantage on this saving throw. While cursed in

this way, the bloodhound can sense the direction and distance
to the target as long as the two are on the same plane of ex-

istence. lf the target isn't on the same plane, the bloodhound
knows what plane the target is on.

Saving Throws I nt +4, Cha +5

Skills lnvestigation +4, Perception +5
Senses passive Perception 16

Languages Common plus two more languages
Challenge 4 (.l,.l00 XP) Proficiency Bonus +2

Acrrorus
Multiattack. The matter smith makes two Manifested

Force attacks.

Manifested Force. Melee or Ranged Spell Attack: +5 to hit, reach

5 ft. or range 
.l20 

ft., one target. Hit: l0 (2d6 + 3) force damage

Spellcasting, The matter smith casts one of the following
spells, using Charisma as the spellcasting ability:

Atwill: mage armor, mage hand, prestidigitation
1/day each: createfood and water,fabricate (as an action)

Boruus AcrroNs
Planor Smithing. The matter smith magically manipulates the
energy ofthe plane ofexistence it's on to produce one ofthe
following effects (choose one or roll a d4):

'l-2: Chains. The matter smith creates spectral bindings around
a creature it can see within 30 feet of itself. The target must
succeed on a DC 13 Dexterity saving throw or have the re-

strained condition until the end of its next turn.
3-4: Magic Shield. The matter smith conjures a floaiing, spec-

tral shield that grants the matter smith a +5 bonus to its AC

until the shield disappears at the start of the matter smith's
next turn. The first time a creature misses a melee attack roll
against the matter smith while the shield is conjured, that
creature takes 7 (2d6) force damage.

STR DEX CON
17 (+3) 12 (+l) 16 (+3)

INT
12 (+l )

wts
15 (+2)

CHA
8 (-t)
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SocrnrY oF SnNseuoN
Musr
The muses of the Society of Sensation are perform-
ers who enthrall crowds with spectacle and minor
sensory experiences. When threatened, they be-
guile their foes, placating their enemies with magi-
cal displays.

Socrnrv oF SENSATToN Musn
Small or Medium Humanoid, Any Alignment

Armor Class 14 (leather armor)
Hit Points a  (8d8 + 8)

Speed 30 ft.

STR

8 (-t)

Saving Throws Dex +5, Cha +5

Skills lnsight +4, Perception +4, Performance +7, Stealth +5

Senses passive Perception 14

Languages Common plus two more languages
Challenge 3 (700 XP) Proficiency Bonus +2

AcrroNs
Multiattock. The muse makes two Beguiling Reso-

nance attacks.

Beguiling Resonance. Melee or Ranged Spell Attack: +5 to hit,
reach 5 ft. or range 90 ft., one target. Hil:9 (2d8) psychic

damage. lf the target is a creature, it must succeed on a DC l3
Charisma saving throw or have disadvantage on the next attack
roll it makes until the end of its next turn.

Spellcosting. The muse casts one of the following spells, using

Charisma as the spellcasting ability (spell save DC 13):

Atwill: dancing lights
llday each: comprehend languages, hypnotic pattern

Bonus AcrroNs
Enchanting Presence. Each creature within 30 feet ofthe muse
must make a DC l3 Wisdom saving throw. On a failed save, the
creature has the charmed condition for I minute. On a success-

ful save, the creature becomes immune to any muse's Enchant-
ing Presence for 24 hours.

Whenever the muse deals damage to the charmed creature,

the charmed creature can repeat the saving throw, ending the

effect on itselfon a success.

DEX CON INT
16 (+3) 12 (+l) 15 (+2)

wrs cHA
14 (+2) 17 (+3)



TnaNscENDENT Onpnn CoNpurr
Small or Medium Humanoid, Any Alignment

:

Armor Class 18 (Unarmored Defense) '.,

TneNscEN
CoNnurr

DEI.{T Ononn

Members of the Transcendent Order train to act
without thinking, eliminating thought behind action.
Conduits react with the cadence of the multiverse.
Their sharp reflexes border on precognition, allow-
ing them to unconsciously act before their foes.

Tnn NscENDENr Ononn
INsuNcr
Elite martial artists, instincts have learned to fight
unburdened by thought, deflecting the blows of their
enemies in rapid succession.

, Perception

language

ReRcrr o r s

The conduit can take up to three reactions per round but only
one per turn.

Deflect Attack. ln response to being hit by an attack roll, the
conduit partially deflects the blow. The damage the conduit
takes from the attack is reduced by ldl0.

Don't BeThere.When the conduit must make a saving throw,
it can move up to half its speed without provoking opportunity
attacks. lf its new position moves it out of range or otherwise
makes it impossible to target by the effect, the conduit avoids
the effect entirely.
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TnaNscENDENT Ononn lNstrNcr
Small or Medium Humanoid, Any Alignment

Armor Class 16 (Unarmored Defense)
Hit Points 49 (9d8 + 9)

Speed 40 ft.
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lnstinctive Reflexes. The conduit has advantage on initiative
rolls, and it can't have disadvantage on attack rolls.

lJnarmored Defense. While the conduit is wearing no armor
and wielding no shield, its AC includes its Wisdom modifier.

Acrrons
Multiottack.The conduit makes three Unarmed Strike attacks.

l)natmed Strike. Melee Weapon Attack: +7 to hit, reach 5 ft.,
one target. Hit:11 (2dG + 4) bludgeoning damage. lf the target
is a creature, the conduit can choose one of the following addi-

tional effects (up to once per turn each):

lncapacitate. The target must succeed on a DC l5 Constitution
saving throw or have the incapacitated condition until the
end ofthe conduit's next turn.

Push. The target is pushed up to l0 feet horizontally away from
the conduit.

STR

10 (+0)

DEX
l6 (+3)

coN
12 (+l)

tNT WIS
l0 (+0) 16 (+3)

CHA
12 (+1)

Saving Throws Wis +5, Cha +3

Skills Acrobatics +5, Performance +3, Perception +5

Senses passive Perception 15

Languages Common plus one more Ianguage
Challenge 3 (700 XP) Proficiency Bonus +2

lJnarmored Defense. While the instinct is wearing no armor
and wielding no shield, its AC includes its Wisdom modifier,

Acrrorus
Multiattack, The instinct makes three Unarmed Strike attacks.

tJnarmed Strike, Melee Weapon Attack: +5 to hit, reach 5 ft.,
one target. Hit:7 (1d8 + 3) bludgeoningdamage.

RrRcrroNs
The instinct can take up to three reactions per round but only

one per turn.

Deflect Blow, ln response to being hit by a melee attack roll,

)

the instinct partially deflects the

takes from the attack is reduced
blow. The damage the instinct
by ld6. .
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PreNen ENcoUNTERS
The following tables present random encounters ad-
venturers might face across the Outlands or in other
realms influenced by the Outer Planes. These tables
are divided by the alignment of the planes affecting
a region. Unless otherwise noted, creatures marked
with an asterisk (*) appear in this book, while the
rest are described inthe Monster Manual.

If you wish to further customize these encounters,
use traits detailed in the "Planar Influences" section
earlier in this book.

Cxlorrc Plarunn ErucouNTERs

d'|00 Encounter

0l-08 ld6 bariaur wandererst

09-16 I monodrone that has gone rogue and seeks the

meaning of the multiverse

17-24 I d6 swarms of sunflies'.

25-31 ld4 red slaadi

32-38 I swarm of cranium rat squeakers.'. Roll a die.

lf the number is even, these cranium rats have

set up a tiny shop. lf the number is odd, these

cranium rats have also set up a tiny shop but are

con artists.

39-46 1d6 pteranodons

47-55 1d4 Mercykiller bloodhounds'. tracking a planar

criminal

56-62 ld8 berserker petitioners (see the introduction of
this book)

63-72 A rift-like portal connecting to a random plane

73-79 I ettin with two different animal heads

80-85 1 green slaad disguised as a lost explorer from

the Material Plane

86-90 I d6 vrocks seeking to dragoon captives into the

Blood War

91-97 A ocation the characters passed hours ago

98-00 I c'aor c empyrean seeking companions to un-

re'.lre; .r ehty q.lest

Evrr- PlarulR ENcoUNTERS

dI00 Encounter

0l-07 1d5 vargouille reflections,r

08-16 1 night hag selling 2d6 larvae (see the Dungeon

Master's Cuide)

17-23 1d4 razorvine blights'''

24-31 A force of3dl0 hobgoblins and I hobgoblin

warlord

32-38 1 gnoll fang ofYeenoghu and 2d5 gnolls

39-47 I ultroloth and ld4 mezzoloths

48-53 I darkweaver,! that calls from its shadowy lair

54-63 A portal to a Lower Plane that whispers sinister

promises

64-69 I shator demodand,r seeking its lost prisoners

70-77 2d6 nightmares

78-84 1 githyanki knight mounted on 1 young red

dragon

85-9.l I lich in a sinister walking citadel

92-98 A Blood War battlefield where I marilith general

leads demons against I ice devil general and its

devi I s

99-00 I baernaloth" with a sinister magic item

Gooo
dr 00

0r -09
t0-16

Pllruln Erucoururens
Encounter

1 sunfly'r- carrying a tiny dessert

I lantern archon,! leading a group of 2d4 com-

moner petitioners (see the introduction of this

book) who are prone to getting lost

ld6 musteval guardinals* on a secret mission

1 time dragon wyrmlingj.

ld4 hound archons,', each with a mastifftracking
dog

A friendly, awakened swarm of bats

1d4 cloud giants on a floating island

1 druid studying an inert, magical animal sculp-

ture made ofthousands oftanzanite crystals

I treant comprised of cacti, coral, or mushrooms

I avoral guardinal,k seeking a lost animal peti-

tioner (see the introduction of this book)

A portal to an Upper Plane that beckons with

promises of eternal peace and comfort

1 gold dragon (your choice of young, adult,

or ancient)

1 planar incarnate (Celestial form)

1 solar angel sent to bestow a blessing (see the

Dungeon Master's Cuide) on a character

17-22

23-28

29-35

36-41

42-48

49-56

57-63

64-70

7t -80

8l-87

88-95

96-00

True Dnacox
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Llwrul Pllrunn ErucouNTERS

d]00 Encounter

0l-06 A warden archon'k guarding a portal to a danger-

ous plane

07-.l3 1 imp who claims to speak for an archdevil

14-21 ld6 Hands of Havoc fire starters,t

22-29 1 maelePhantY'

30-36 1 flumph petitioner (see the introduction of this

book) that's excited to learn about the planes

37-42 I decaton modron'! and 2d6 quadrones on their

way back to Mechanus

43-48 1 guardian naga storyteller

49-54 1 gynosphinx who guards secret wisdom

55-6.1 1d6 knights on a quest across the planes

62-69 I nonaton modron" in a walking citadel that

looks like a giant modron

70-76 ld4 couatls

77-84 I Mind's Eyemattersmith,.testinga new

i nventio n

85-90 1 beholder petitioner (see the introduction of this

book) scheming against a rival who's still alive

91-97 1 pit fiend who claims to speak for an archdevil

98-00 I hexton modron,r leading a march of hundreds

of lesser modrons

NeurRal Pllruln ErucouNTERs

dI00 Encounter

01-07 ld6 thri-kreen looking for a way back to their

Material Plane home

08-l 5 A mysterious being who communicates via l
cranium rat squeaker,.

16-22 1d4 Society ofSensation muses:r undertaking

increasingly daring feats

23-31 I smoke mephit carrying challenges between

archmage rivals

32-38 1 eaterofknowledge"

39-46 2d12 commoner petitioners (see the introduction

ofthis book) fleeing 1d4 farastu demodands,.

and I kelubar demodand'.

47-55 1 cuprilach rilmani,' on an assassination mission

56-64 1 equinal guardinal,. messenger

65-71 1d4 githzerai travelers"

72-79 1 kolyarut" seeking a contract breaker

80-86 I aurumach rilmani,.

87-92 1 githzerai futurist,t with a warning about a

character's future

93-98 I flameskull claiming to be the famed planar ex-

plorer Morte

99-00 I ancient time dragon,. (50 percent chance the

time dragon is from the past, 50 percent chance

it's from the future)

"üo.'f 1o thi"ki".1 yo,'ve 1at a ha.dle ün

the pLa^el ^o-, Clnie{. Thal'r the loreit az!
to [i"'l o,f Yo, .ion"f k*o* tt e {irtt thi"1

äbo,f ho* tl"ey r.eaLly -o,.k."
* PJo rfe 0

c
z
b
0
N

frt&:'i§aq.:i;::.1:ffi!*
t-r*:.'f4§§&*.1..

,§
:6

t§
§

_ätr

[i* { PL.q.NAR ENCOUNTERS

@s



lmpossible beings cross paths in the

Outlands. the hub of the Outer Planes. Meet

the denizens of Sigil and the wild realms beyond

in this collection of creatures from across the

DuNceoNs & DnacoNs multiverse.

Morte, famed planar explorer and exaggeration-

prone floating skull, shares this collection of

multiversal monsters to add to your Planescape

adventures.

Morte's Planar Parade"is intended for Dungeon

Masters. lt contains more than fifty creatures-

such as planar incarnates, hierarch modrons,

and time dragons-from across realities, as well

as details on how to imbue any monster with

the power of the planesl

For use with the other books in this set

and the fifth edition Player's Handbook ,

Monster Manual , and Dungeon Master's Cuide"
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