Triceratops
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Huge beast, unaligned

= Armor Class 13 (natural armor)
= Hit Points 95 (10d12 + 30)
= Speed 50 ft.

STR DEX CON INT WIS CHA
22 (+6) (9 (-1) (17 (+3)|2 (-4)|11 (+0) (5 (-3)

» Senses passive Perception 10
 Languages —
= Challenge 5 (1,800 XP)

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

Gore. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 24 (4d8 + 6) piercing damage.

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

Constrictor Snake

December 28, 2022

Large beast, unaligned

= Armor Class 12
= Hit Points 13 (2d10 + 2)
= Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
15 (+2) |14 (+2) |12 (+1)|1 (-5) |10 (+0)|3 (-4)

= Senses blindsight 10 ft., passive Perception 10
= Languages —
= Challenge 1/4 (50 XP)
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Actions

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

Constrict. Melee Weapon Attack: +4 to hit, reach 5 ft., one
creature. Hit: 6 (1d8 + 2) bludgeoning damage, and the target is
grappled (escape DC 14). Until this grapple ends, the creature
is restrained, and the snake can’t constrict another target.

Swarm of Centipedes
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c

Compatible

Medium swarm of Tiny beasts, unaligned

= Armor Class 12 (natural armor)
= Hit Points 22 (5d8)
 Speed 20 ft., climb 20 ft.

STR DEX CON INT WIS CHA
3 (-4) 13 (+1) (10 (+0)|1 (-5)|7 (-2)|1 (-5)

- Damage Resistances bludgeoning, piercing, slashing
= Condition Immunities charmed, frightened, grappled,
paralyzed, petrified, prone, restrained, stunned
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» Senses blindsight 10 ft., passive Perception 8
= Languages —
= Challenge 1/2 (100 XP)

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 insect. The swarm can’t regain hit points or gain
temporary hit points.

Actions

Bites. Melee Weapon Attack: +3 to hit, reach 0 ft., one target
in the swarm’s space. Hit: 10 (4d4) piercing damage, or 5 (2d4)
piercing damage if the swarm has half of its hit points or
fewer.

A creature reduced to 0 hit points by a swarm of centipedes
is stable but poisoned for 1 hour, even after regaining hit
points, and paralyzed while poisoned in this way.

Bugbear
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c

Compatible

Medium humanoid (goblinoid), chaotic evil
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Armor Class 16 (hide armor, shield)
Hit Points 27 (5d8 + 5)
Speed 30 ft.

STR DEX CON INT WIS CHA
15 (+2) |14 (+2) |13 (+1) (8 (-1)|11 (+0)|9 (-1)

Skills
Stealth +6, Survival +2
Senses
darkvision 60 ft., passive Perception 10
Languages
Common, Goblin
Challenge
1 (200 XP)

Brute. A melee weapon deals one extra die of its damage when the
bugbear hits with it (included in the attack).

Surprise Attack. If the bugbear surprises a creature and hits it
with an attack during the first round of combat, the target
takes an extra 7 (2d6) damage from the attack.

Actions

Morningstar. Melee Weapon Attack: +4 to hit, reach 5 ft., one
target. Hit: 11 (2d8 + 2) piercing damage.

Javelin. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft.
or range 30/120 ft., one target. Hit: 9 (2d6 + 2) piercing
damage in melee or 5 (1d6 + 2) piercing damage at range.



Reef Shark
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Medium beast, unaligned
Armor Class 12 (natural armor)
Hit Points 22 (4d8 + 4)
Speed 0 ft., swim 40 ft.

STR DEX CON INT WIS CHA
14 (+2) (13 (+1)[13 (+1)|1 (-5) (10 (+0) |4 (-3)
Skills Perception +2
Senses blindsight 30 ft., passive Perception 12

Languages - -
Challenge 1/2 (100 XP)

Pack Tactics. The shark has advantage on an attack roll against
a creature if at least one of the shark's allies is within 5
feet of the creature and the ally isn't incapacitated.
Water Breathing. The shark can breathe only underwater.

Actions

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

Smaller than giant sharks and hunter sharks, reef sharks inhabit
shallow waters and coral reefs, gathering in small packs to
hunt. A full-grown specimen measures 6 to 10 feet long.

Elk
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Large beast, unaligned

Armor Class 10
Hit Points 13 (2d10 + 2)
Speed 50 ft.

STR DEX CON INT WIS CHA
16 (+3) (10 (+0) |12 (+1)|2 (-4) |10 (+0) |6 (-2)
Senses passive Perception 10

Languages —
Challenge 1/4 (50 XP)

Charge. If the elk moves at least 20 feet straight toward a
target and then hits it with a ram attack on the same turn, the
target takes an extra 7 (2d6) damage. If the target is a
creature, it must succeed on a DC 13 Strength saving throw or be
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knocked prone.

Actions

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

Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., one prone
creature. Hit: 8 (2d4 + 3) bludgeoning damage.

High Elf
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As a high elf, you have a keen mind and a mastery of at least
the basics of magic. In many fantasy gaming worlds, there are
two kinds of high elves. One type is haughty and reclusive,
believing themselves to be superior to non-elves and even other
elves. The other type is more common and more friendly, and
often encountered among humans and other races.

Ability Score Increase. Your Intelligence score increases by 1.

Elf Weapon Training. You have proficiency with the longsword,
shortsword, shortbow, and longbow.

Cantrip. You know one cantrip of your choice from the wizard
spell list. Intelligence is your spellcasting ability for it.

Extra Language. You can speak, read, and write one extra
language of your choice.
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ELf
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Elf Traits

Your elf character has a variety of natural abilities, the
result of thousands of years of elven refinement.

Ability Score Increase. Your Dexterity score increases by 2.

Age. Although elves reach physical maturity at about the same
age as humans, the elven understanding of adulthood goes beyond
physical growth to encompass worldly experience. An elf
typically claims adulthood and an adult name around the age of
100 and can live to be 750 years old.

Alignment. Elves love freedom, variety, and self-expression, so
they lean strongly toward the gentler aspects of chaos. They
value and protect others’ freedom as well as their own, and they
are more often good than not. The drow are an exception; their
exile has made them vicious and dangerous. Drow are more often
evil than not.

Size. Elves range from under 5 to over 6 feet tall and have
slender builds. Your size is Medium.

Speed. Your base walking speed is 30 feet.

Darkvision. Accustomed to twilit forests and the night sky, you
have superior vision in dark and dim conditions. You can see in
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dim light within 60 feet of you as if it were bright light, and
in darkness as if it were dim light. You can’t discern color in
darkness, only shades of gray.

Keen Senses. You have proficiency in the Perception skill.

Fey Ancestry. You have advantage on saving throws against being
charmed, and magic can’t put you to sleep.

Trance. Elves don’t need to sleep. Instead, they meditate
deeply, remaining semiconscious, for 4 hours a day. (The Common
word for such meditation is “trance.”) While meditating, you can
dream after a fashion; such dreams are actually mental exercises
that have become reflexive through years of practice. After
resting in this way, you gain the same benefit that a human does
from 8 hours of sleep.

Languages. You can speak, read, and write Common and Elvish.
Elvish is fluid, with subtle intonations and intricate grammar.
Elven literature is rich and varied, and their songs and poems
are famous among other races. Many bards learn their language so
they can add Elvish ballads to their repertoires.

High Elf

W Warmworks

1 PUblishing

As a high elf, you have a keen mind and a mastery of at least
the basics of magic. In many fantasy gaming worlds, there are
two kinds of high elves. One type is haughty and reclusive,
believing themselves to be superior to non-elves and even other

elves. The other type is more common and more friendly, and
often encountered among humans and other races.
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Ability Score Increase. Your Intelligence score increases by 1.

Elf Weapon Training. You have proficiency with the longsword,
shortsword, shortbow, and longbow.

Cantrip. You know one cantrip of your choice from the wizard
spell list. Intelligence is your spellcasting ability for it.

Extra Language. You can speak, read, and write one extra
language of your choice.

School of Evocation
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You focus your study on magic that creates powerful elemental
effects such as bitter cold, searing flame, rolling thunder,
crackling lightning, and burning acid. Some evokers find
employment in military forces, serving as artillery to blast
enemy armies from afar. Others use their spectacular power to
protect the weak, while some seek their own gain as bandits,
adventurers, or aspiring tyrants.

Evocation Savant

Beginning when you select this school at 2nd level, the gold and
time you must spend to copy an evocation spell into your
spellbook is halved.

Sculpt Spells

Beginning at 2nd level, you can create pockets of relative
safety within the effects of your evocation spells. When you
cast an evocation spell that affects other creatures that you
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can see, you can choose a number of them equal to 1 + the
spell’s level. The chosen creatures automatically succeed on
their saving throws against the spell, and they take no damage
if they would normally take half damage on a successful save.

Potent Cantrip

Starting at 6th level, your damaging cantrips affect even
creatures that avoid the brunt of the effect. When a creature
succeeds on a saving throw against your cantrip, the creature
takes half the cantrip’s damage (if any) but suffers no
additional effect from the cantrip.

Empowered Evocation

Beginning at 10th level, you can add your Intelligence modifier
to one damage roll of any wizard evocation spell you cast.

Overchannel

Starting at 14th level, you can increase the power of your
simpler spells. When you cast a wizard spell of 1lst through 5th
level that deals damage, you can deal maximum damage with that
spell.

The first time you do so, you suffer no adverse effect. If you
use this feature again before you finish a long rest, you take
2d12 necrotic damage for each level of the spell, immediately
after you cast it. Each time you use this feature again before
finishing a long rest, the necrotic damage per spell level
increases by 1dl12. This damage ignores resistance and immunity.




Fiend
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You have made a pact with a fiend from the lower planes of
existence, a being whose aims are evil, even if you strive
against those aims. Such beings desire the corruption or
destruction of all things, ultimately including you. Fiends
powerful enough to forge a pact include demon lords such as
Demogorgon, Orcus, Fraz’'Urb-luu, and Baphomet; archdevils such
as Asmodeus, Dispater, Mephistopheles, and Belial; pit fiends
and balors that are especially mighty; and ultroloths and other
lords of the yugoloths.

Expanded Spell List

The Fiend lets you choose from an expanded list of spells when
you learn a warlock spell. The following spells are added to the
warlock spell list for you.

Spell Level Spells
1st Burning Hands, Command
2nd Blindness/Deafness, Scorching Ray
3rd Fireball, Stinking Cloud
4th Fire Shield, Wall of Fire
5th Flame Strike, Hallow

Dark One’s Blessing

Starting at 1lst level, when you reduce a hostile creature to 0
hit points, you gain temporary hit points equal to your Charisma
modifier + your warlock level (minimum of 1).
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Dark One’s Own Luck

Starting at 6th level, you can call on your patron to alter fate
in your favor. When you make an ability check or a saving throw,
you can use this feature to add a dlO0 to your roll. You can do
so after seeing the initial roll but before any of the roll’s
effects occur.

Once you use this feature, you can’t use it again until you
finish a short or long rest.

Fiendish Resilience

Starting at 10th level, you can choose one damage type when you
finish a short or long rest. You gain resistance to that damage
type until you choose a different one with this feature. Damage
from magical weapons or silver weapons ignores this resistance.

Hurl Through Hell

Starting at 14th level, when you hit a creature with an attack,
you can use this feature to instantly transport the target
through the lower planes. The creature disappears and hurtles
through a nightmare landscape.

At the end of your next turn, the target returns to the space it
previously occupied, or the nearest unoccupied space. If the
target is not a fiend, it takes 10d10 psychic damage as it reels
from its horrific experience.

Once you use this feature, you can’t use it again until you
finish a long rest.



