PLAYTESTERS

Playtest Coordinators: Aaron Flavius West, Adam McLaughlin,
AJ Metzger, Alex Adkisson, Bennoni Thomas, Casey Bell,
Casey Williams, Chris Catterson, Claire Buzzelli, David
Lake, David Lucas, davidgshull, Durante Bozzini, EagleRuler,
Essjae, Ethan Dunning, Félix Gauthier-Mamaril, Garrett S,
Gina Devlin, Harley Kewish, Harper Blair Stone, Iris Gorton,
ltsThelTGuy, Jack Vidulich, James Munson, Janek Dalkowski,
Jarrad Tait, Jeanne Parker, Joel Russ, John Bryant, Liam
Kearney, Madeleine Bray, Matthew “OneEyed” Vansprang,
Meg Hanna, Moises Raul Montero, Morgan “Adys" Fenwick,
Nick Pierson, Reuben Hung, Roman Penna, Shane Parker,
The GM Tim

Alpha Playtesters: @andrewdagiant, @EIfSy, 0XiDi, 5quids,
Aaron Gotzon, Aaron Pangilinan, abculatter_2, Adam
McDivitt, Adam Scholze, Adrian "EvenTallerTree” Orlando,
Ahmed Nabil Zouikri, Aidan Griffith, Aidan Sherrington,
Alex "Kevin" Lover, Alex Chapman, Alex Dixon, Allister
Scott, Alpacnologia, Amy Billingham, Anastasia Alnykin,
Andrea Aloisi, Andrew Collins, Andrew Cousineau,
Andrew Kane, Andrew Ng, Andy Heinrich, Anthony
Hotchkiss, Arne Hiiggenberg, Austin Bush, Ava Enoch,
Ayden “Birchbongos” Birch, Bella, Ben “Gundamfang,’ Ben
Doherty, Ben Wilks, Bonnie MacDonald, Brandon Alan
McClenahan, Brandon Wanner, Brett DeCosimo, Brett
Hollindale, Brian Diehl, Biran Hier, Bridge Squitire, Bryce
Beggs, ButterScotchParadox, Callie Vatn, Cameron Hunt,
CarlsXeEinar, Cat Ward, Celeborn Stringham, ChloeChris
Doerner, Chris ten Den, Christian Granville, Christian
Smith, Christopher Berry, Christopher Teale, Cinna Veret,
CO_Nielsen, Cole Carey, Cole Guest, Cole Sharp, Connel
Bjorkstrand, Connor Chambers, Connor Egbert, Conner
Hodges, Cory Muraglio, Craig Getting, CurtiClark, Curt
Thornton, Dan Baranowski, Dan Keyser, Dana Menahan,
Daniel Franco, Daniel Friedman,Daniel Hendricks, Paniel
Hurst, Daniel Lake, Daniel lane, Daniel Molteno, David Black,
David Fleming, Delfi Collard, Dennis Ware, Derek Fisher,
Derek Lancaster, Devyn Burley, Drachenmaul, Drew Flowers,
Drew VandeLune, Duskers, Dustin Hammersmith, Eli Baur,
Eli Harter, EmmasCorbett, EndlesNights, Eran Arbel, Erik
Kier, Eric Sawchak; Erie, Stefen, Eric Stephen, Erik Weingold,
Eris, Esteban “Eerie” Llap)Ethan Catt, Evan Ellis, Evelyn Jones,
Fébio MesquitagFernando Calsana Porto, Fernando Corréa,
Flip Frields, ForgottenLands, Franklin H, FULLMETAL337,
Gabriel Cardeso, Gabriel Hunt, Gabriel Sortica Reichmann,
GeorgyFadeyey, Giancarlo Balangue, Glynnis Hollindale,
GotRickRolled, Grace Sheldon, Gregory Carrobis, Grumpy,
Guilherme da Silva Moser, Hamilton Gensheimer, Hannah
H, Hannah Levin, Hans “Horroar” Van den Eynde, Harrison
HoweHarrison Russ, Harry Morris, Hazel Margaris,
hdpinck, Howsen, Hughes Sebastien, Hunter Jones, Hunter
Loose, Isaiah Smith, J. Skillin, Jack Dixon, Jacob Richardson,

CREDITS

Jai Gautam, James Bull, James Capelli, James Cook, Jared “Jay”
Busse, Jason Bond, Jay Tallsquall, JayPea, Jaysen Navarro,

Jeff Powell, Jeffrey Anderson, Jesse Helser, Jethoof, Jodo
Gabriel de Oliveira, Joe Howell Wood, Joey Aitken, John
Baccaro, John-Michael Gonzales, Jon Proctor, Jonathon
Davies, Joseph Finney, Josh “Bloodybones” Casey, Josh

Bird, Josh Goodwin, Joshua Marmolejos, Joshua Nakhoul,
Joshua Rodriguez, Joshua Sakata, Kai Bumpus, Katerina N
Brown, Kayla Gleeson, Kelly Kirkpatrick-Peet, Kevin Conway, i
Kit Valentine, Kris Munson, KristofferMejborn Eliasson,

Kyle Gorman, Kyle McCordic, Kyle Rath,Lance Hobbie,
Leonardo Vechi, Lexie Bryan; Liam Lefferts, klamaTher, | SXal
Lorenzo Venegas-Villa, Lorne Miske, Louis Greenwood, L
Lucas Chiesa, Luiz Felipe Kormann, kukas, Luke M.jLuke |
Zich, Lynn, Lys Agnello, Maciej SternikpMadison Smith, | A |
Maegan Chiofalo, Maitreyi Viswanathan, Malk Sink, Manuel (1
“Ronin” Ruste, Marcel Theilig, Margaret Mae,Mark Bruno, [ L4
Marsha Auguste, Matias Rostworowski, Matt Harrison, Matt
Rogers, Matthew Donndelinger, Matthew Rhine, Matthew .
Tummino, Mauricio Pinzon, Max Farris, Max "Howard Moon" : .
TurnerMax Moore, Maxwell Allen, Maxwell Parmentier, (1]
Miéhael Liliedahl, Michael Paz, Michael R. Underwood, | |
Michael Segley, Michal Ferov, Mike Cassizzi, Mike McHargue, \ o s |
Mikephenes, milesxoxo, Mintedcopper, Mitchell Gravenall, il f
Misahale, Nadine/McAuliffe, Naia Reichert, Naif Milaat, 5 |
Nasse WilliamsyNatalie Boles, Nate Goodwin, Nathan Lee, { N .
Nathaniel James, Nevin Hal, Nicholas Renzetti, Nick Borowski,
Nick Corbett, Nick Rice, Nick Rowland, Nickolas Adkins, i
Nico Ambrose, Nico Yardas, Nicolas Palacios, Noah Grand, ONY
Noel Shabazian, Norbert Delatte, Oatmeal, Ola "E1f" Nilsen,

Olivia Reidl, Onslaught Six, Oriana, Parker Goldsack, Parker g
Parker, Patrick Fowlow, Paul “Leviathan” Gorsky, Perekai, | )
Pete Gosden, Peter “Jaybird” Melendez, Peter Williamson, | |
Phillip Ada, Protagonist, Prymalfire, RadiatingShark, Rain |
Schwantner, Raphael N, Raymond Linton, Raymond |
O'Connor, Reality, Rebecca McCordic, Rebekah Proctor, |
RecklessRobbie, Rhinorulz, Richard W. Sullivan, River '
Lynds, Rob Matthews, Robert G, Robert Hendricks, Robert
Sachse, Roosevelt Cooper, Roxie Russo, Ryan Beattie, Ryan ' |

\ X

Guth, Ryan Jonkman, Ryan Madden, Ryan Zschau, Sage,
Sage1589, Sam, Sam Barrie, Sami Khan, Sami Nyckling,
Samuel Walker, Sarah Harakas, Scott Konig, SCSI_1, Sean
W. O'Neill, Shannon Schlarf, Shawn McIntosh, Shovel_Cat,
Sigma, Skye McLaren Walton, southern_woodsman, Stevan
Bressan, Stewart Green, Taili, Tara Finney, Teb, The Peoria
Bummer, Thea “The Icelander”, Thomas “ThomBone" Hill, _
Thomas Good, Thomas Rolston, Tim Polka, Tim Skiba, Tom BAS
Comte, Tom Pelkey, Tom Stellar, Tom Veale, Treb, Trey (|
McLemore, Troy Gabriel, Vegas Lancaster, Vince Porter, L
Vincent Cramer, Vinicius “Teco” Bell¢, Walter Ferrufino, Wes

Hunt, Wildbynature, Will Fiore, William F, William Pfeiffer,

Yima | Payam Pouryousefi, Zachary Paquette, Zachary Scott,

Zachary Smith, Zander Gordon, Zehl Day




PRODUCT IDENTITY

The following items are hereby identified as Product Identity,
as defined in the Open Game License version 1.0a, Section 1(e),
and are not Open Content: All content which is not included in
the Systems Reference Document version 5.1 or has otherwise
been specifically designated as Open Game Content, including
Abominations, Abyssal Wasteland, Addlecove Castle, Aemilios,
Aethilen, Ahtuir, Ainsurabaloc, Ajax, Akistos, amethyst die,
Amethyst Knife, An Adventurer's Guide to Aberrations, Andros
LeScob, angulot], Anthracia, Anyhahx, arcane amalgam, Argan
Rael, Aronary Valkys, As'sylrak, ashen hoarder, Ash Queen's
Reliquary, Ashyra, Ateeshia, Athmia Valkys, Aurumvas of
Meaningless Greed, Azmekidom, Azon, bag of eyes, balm of
shifting form, Baron Wigar Uthrak, Barrelhouse Jill, Barresqueth,
Basil, A Battle Master's Compendium, Battle of Redfields, Beast
Lords of Kham, Beatrice the Cruel, Black Iron Pact, blade of
forlorn hope, blood-borne ooze, Bloodlord Fanoxa, Bloodlord
Varrox, bog body, bonestalker, Boog, Boughs of Eternity,
bracers of the spellbreaker, Brada, Bray, Bredbeddle, Briar Tom,
Brume, Brunsa, Brother John, Burnock Mill, Caithas, Camp
Firefield, Canon Athenodorus, Canyon of the Tower Crown,
Capital, Captain Longrock, Castle Wrathrock, Ceemal, cerebral
processor, Chimeron, clawfish, Cloak, the closing argument,
Cloud Fang Keep, Codex Mortis, Coronal Hollow, Count
Rhodar von Glauer, Cransta, Crog's Guide to Disarming Magic
Traps, crown of majesty, crux of fire, crux of frost, the Cyst,
dancing lady, deathhawk, deep dreamer, demon signet ring,
Devil's Influence, Dogface, Dohma Raskovar, Dorik, Drachien’s
Peak, draconic visage, dragon compass, dragonet, Draven Malas,
Duke Zaltz von Hirnschmann, Durixaviinox, Eighth«€ity
Advocacy Services, Ek-Boshek, Elyas Leodeir, Emperor Gaius
VIII, empyrean stag, Enora, enucleator, Eritha, essence of mist,
essence of storms, essence of tides, Evae’Yawn, Excess,
excremus, eye of sunrise, Eyes of the Mountain, Famsa, Flash
Maggie, flintmoth, Forcan, force of.blood, force of'earth, force
of iron, foresight weapon, Forzaantirilys)fossil cryptic; Frezzel-
varax, Frigid Summit, Gael Wode, Galithor, Galiza, Gar Tailhooks,
Geherel, Gemhollow, gefn jelly, Genesis Karmark, Glass Cavern,
glowing poison, Golden Valer, Gorar, Gorfus, Gorgonash,
Gosha, Goxomoggrack'tanar, the Grasp, Grave Order, Gray
Walter, Grevsk; grilp, Hallowed Dark, Halorin Yandres, Hana-
phaen, Hanging Tree,danoth, Harlo Honeygrin, haunt, Havoc
Host, Heavenkiller Chronicles, Higara, High Mage Vairae, the
Horror, House Navarr, House von Glauer, hulking brain, Hurga,
Imperial Collegelof Sorcery, Infernal Chancellor Lazivos, iridoss,
Irk, ironwringpissenblau, Ithu'rath the All-Seeing, Ivory Irons,
lvory Throne, Ix)Jadis Mara, Jagged Edge Bandits, Jedar Pike,
Jutkarr Flintfingers, kanin, Karae Desert, Kevlic, Khemhara,
kinesthetic projection, King Garrow Farra, kingfissure worm,
Kiona Duemois, Kira, Kishina Darrowind, Kitseth the Oldest
Flame; Klar, Knights of the Black Glove, Kom-nefer, koptourok,
Kortar, Koranvarg, kuran'zoi, Lady Avalla Deseo, Lady Dazran,

Lady Emer, Lady Ulnock, lacuna, lamasombra, lava crucible,
Lestheris Soldrei, leyleech, lightbender, lightning eel, lightthief,
Liway, Llyvessa, Logger, Lord Erasmus Deseo, Lord Syuul, Lydia
Lockwood, Malon, Marrowgnaw, marsh hydra, marvorok,
Maxidroga, Mehmet Murat lldan, Melisthine, Merranon the
Tidal Triumphant, Merric, Meskirt, Micus, Miklan, millstone of
grinding, Milo Kentbrush, Mimsen Ickus, mindkiller, mindrazor;
Minto Abi, Mixlax, mohler, Molten Enclave, monoclelof secrets,
Monument of Molten Blades, Morky, Mount Brazen, mournling,
Mundane World, Mycete, N'shalla, Nalanj,Narine, Nayringnine
lives, Norrica, Oaxuatl, Oki, Olliandra Fenwick, olotheg, oracle
of storms, Oramac, Order of Ouroboros, Orecic, Ornaz, oruk;
Ostios, overmatter totemyovermind, pathfinder's boots,
pendant of grave regeheration, Perigold Quickfingers;
Phadanar, Phaedros, pitling, Priceless Pearl, Primordius, Prince
Ellan Farra, principle of growth, prismacore, psi lenses, Pulmonia
Spittlesand, Putrid Agnes, Putrid Paul, Qar Master, of Jackals,
Qazyldrath, Queen Bargnot, Quintessence, Racaar, Racynth,
Radlee Thurgram, Ravlen, Restless Order, Rhél, Rhymes for Little
Ones, ring of scarlet shadows, Ringwell, Rioja, Roaring Peak, rod
of the soyereigns’ servant, rogabrin, rot angel, rotbeast, Rotten
Peachés, ruinant, Saint Pellario the Aspirant, Sair, Salix, Salty
Annle, Sands of War, Sangor, Sasha Darkdream, Scrubias
Nackvar, Scarlet Shadéw, scyza, Sealh, Seven Cities of Hell,
Shadowkeep, shieldscale drangolin, Shifting Library, Shtriga
Nonna, Sir Rogar, Skelver, skitterling, snowfox, soul lamp,
Soulbinders; soulstone, spell form of erasure, Spicule, star map
of creation, star of iron, Starcaller, Strika, stoneback isopod,
suneater staff, sun eater's mind, sun eater's soul, Sunlight Legion,
sunlightnexus, swamp dryad, Sylphise, synlirii, Tearmonger,
Terminal Excrescence, tetzahuitl, Thesia “The Bull” Danaria,
thornblood, Thorvion of Lightning's Stride, Thrubwell,
timescape, Toblobb, Tomb of the Keeper, tome of the ethereal,
tormenauk, Tovokor, Treyvan von Hirnschmann, Truss Bridge,
tusker demon, Tuval-Uthriar, Ulgna, Vairna, valochera, Vault of
Leverage, Vali, valiar, valok, vaurath, vaurathi, Velathri, Verga-
bon, Venash, Vexinoth, Victory Graves, visionary's cloak, Vivienn
Dirroze, voiceless talkers, Vor'pat, wand of restoration, waning
moon, watch of prospecting, White Tower, Wilderkith, Willis
Tormack, wobalas, World Below, Wyraxain, Xaantikorijek,
Xantal, Xaxos, Xogomoc, Xorannox the Tyract, Yarl, Yateril

the Mountain that Walks, Yserthrax, yumgrub, Zendra, Zenith
Aastrika, Zeron, and all Trademarks, registered trademarks,
proper names (including the names of characters, place names,
monsters, organizations, new spells, new abilities, etc.), dialogue,
plots, story elements, locations, characters, artwork, graphics,
sidebars, and trade dress.

CoME CHAT WITH Us!

Join us on the MCDM Discord server, where
you can get involved in playtests and chat with others
about MCDM products like Flee, Mortals!

MCDM.gg/discord

FLEE, MORTALS!




etter monsters—that was the directive for this book. Heck, “Better Monsters”
was almost the title. When I first started freelancing for MCDM in 2019,
Matt was already talking about making a new monster book. Awesome, I love
those! But Matt didn’t want to just fill the gaps in the core rules. He wanted
to replace the monsters in the core rules. That’s the kind of thinking that made me want
to work full-time at MCDM.
Monsters are central to the game, especially fighting monsters—or fleeing from the
~ The longest core rule book is entirely dedicated to creature stat blocks. And the owyerwhel
majority of a player character’s class features, spells, feats, magic items, and so (&e comba

of angry bandits or a reality-warping gibbering mouther to a group of fri
a collaborative story. It’s an even better feeling when that monster’s uniq

regenerated that arm the fighter had just sliced off? Or when a basilisk tur
stone? Oh, what about the first time you slew a freakin’ dragon? It’d be cool if all
- encounters gave you those feelings.

leveled up alongside the heroes, and cinemati
; monsters that were fun for the GM to run and fu
sure you wanted those things too.
Thanks to the support of over 27,000
artists, community managers, consu
playtesters, and the deaths of 165 p
that book. Better monsters mean
to run and fun to fight. We wanted te
you can replace your cox t
This book wasn’t edsy to mse 1 joy to create. A lot of thought and care went
into each statistic, senténce, and b
ng and illus ) ank you for letting our imagination be

at was our team’s goal: to make them fun
lore, stat blocks, and art so good that

creatures as we

a part of your story.

Ex animo,

James Introcaso
MCDM Lead Game Designer
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INTRODUCTION

00D NEWS! IF YOU’VE RUN FIFTH EDITION, THEN
you already understand how to use most of
the creatures in this book. You may see a few
unfamiliar details, but fear not: this intro-
duction covers everything that’s new, and the tweaks we
made to creature stat blocks don’t take much time at
all to grok.
Beyond this introduction, this book is organized into
four chapters:

Chapter 1: Creatures. The bulk of this book contains the
MCDM version of classic fantasy creatures like griffons
and goblins, along with new creatures of our own
design, like mournlings and valok.

Chapter 2: Environments. The eight environments in
this book present even more creatures! These are found
in specific adventuring environments, like ruined keeps
and sewers. Most environments also suggest traits and
lair actions you can add to existing creatures.

Chapter 3: Villain Parties. Challenge the player charac-
ters with a party of your own! Each of the seven villainf
parties has five NPCs with their own stories and unique
stat blocks.

Chapter 4: New Psionic Powers. If a player in your
game has a talent character who uses the rules in
The Talent and Psionics from MCDM, they can ledrn
new powers from the psionic creatures in this book.
You can find out more about The Talent and Psionics

NEW RULES AND STYLES

The creatures in this book generally follow the ¢ore rules,
but we’ve made a few tweaks. Fhese new rules andypresen-
tation styles are designed tofmake‘combat encounters’easier
to run, more fun, and more memorable.

ALLIES AND ENEMIES

The effects in _this b6ok sometimes, target just allies or
enemies. A greature s your ally if they’re inclined to

help you or fight alengside you—orif you believe they’re
imelined to'do sodHowever, you are not your own ally, so
if'you target your allies with an effect, it doesn’t affect you.
A creature is your enemy 1f they’re inclined to oppose
you.of fight againstyou—or if you either believe they’re
inclined to do so, or you plan to pick a fight with them
regardless. Ifiin doubt, it’s up to the GM to decide whether
a creature gounts as an ally, an enemy, or neither.

CHALLENGE RATING

Each creature’s stat block lists their challenge rating in

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

INTRODUCTION

CONDITIONS

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

DAZED

A dazed creature can only do oné of. the following things

on their turn: move, use an action, r use a bonus a¢tion.

If a creature becomes dazediduring their turn, their turn

ends. The cure ailment power, lesser restoration spell, and

greater restoration spelldemove the dazed condition. At the

GM’s discretion, other powers, spellspor effectsimight also |0
remove the dazed condition. :

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

Sond€ ereatuies in this book have immunity to the dazed
condition. At the GM’s discretion, a creature published in |
the care rules or another supplement who has immunity to | 3
the ‘paralyzed or stunned condition also has immunity to [ 7]
the dazed, condition.

FLANKED v
Ifiyoun,game uses the optional flanking rules in the core ‘A i
rules, a epeature who is immune to the flanked condition POCq
can’t be flanked regardless of the position of their enemies. o |

CREATURE ROLES

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

AMBUSHER i
Ambushers are creatures who hide well—not just before an |
encounter, but during it. They utilize surprise and stealth

to gain the upper hand.

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

BRUTE

Brutes are hardy creatures who have lots of hit points

and deal lots of damage. They might not be the most

disciplined warriors, but they make up for it with sheer f
toughness and aggression. N

COMPANION
Companion creatures are meant to accompany player

characters on adventures. For more information, see the
“Companion Creatures” section.
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CONTROLLER

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

LEADER

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

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

RETAINER

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

SKIRMISHER

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

SOLDIER
Soldiers are well-armored creatures who draw the attacks
of their foes, freeing allies to move around the battlefield.

These trained warriors typically have higher attack
bonuses and AC.

SoLo

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

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

MUNDANE AND SUPERNATURAL

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

On the other'hand, the term supernatural describes
an effect oritem thatis either magical or psionic. For
instance, a ereature’$ stat block might say they’re resistant
toy-bludgeoning picrcing, and slashing damage from
mundane attacks.” This means that when you deal them
bludgeoning, piercing, of slashing damage using a spell,
power; magi¢,weapon, or psionic weapon, the damage is
supernatural and thus the creature isn’t resistant to it.

PRONOUNS

The cozé rules often use the singular pronoun “it” to refer
tora single creature. This book instead uses the singular
“they” to clearly delineate between creatures and objects.

Objects still use “it” as a singular pronoun.

PSIONIC POWERS

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

NoT MAGic

Powers don’t create magical effects, so they’re unaffected
by features and spells like antimagicfield, counterspell, and
dispel magic. The damage from a powenattack 1sn’t niagical.
If a rule affects only spells ox magical'effeets, it doesn’t
affect powers. However, p§ionic powers are supernatural;
so if a rule affects superhatural effects, it does affect

powers (see “Munddne and Supernatural”).

POWER ORDERS
Every power has an erder that is an expression of its
level of strength. Powers of the bst order are'the weakest
(equivalent to cantrips in strength)jand 6th-order powers
are the strongest.

If a stat.block feature should be considered a power,
its orderis notedin parentheses.

No COMPONENTS
Powers, dén’t have material, somatic, or verbal components.

CONCENTRATION

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

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

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

MANIFESTING MULTIPLE POWERS

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

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

FLEE, MORTALS!




NEW POWERS

A character playing a talent—the class found in the MCDM
supplement The Talent and Psionics—can use the rules in
that book to learn new powers from the creatures in Flee,
Mortals! Powers that aren’t in The Talent and Psionics are
indicated in a creature’s stat block with an asterisk (¥) and
provided in the “New Psionic Powers” chapter of this book.

SAVE ENDS EFFECTS

Some creatures have a trait or action that, on a failed
saving throw, imposes a debilitating effect for an extended
duration. But sometimes a lucky foe can retry their saving

throw and potentially end the effect early. In such situa-
tions, the stat block specifies “save ends at start of turn”
or “save ends at end of turn.”

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

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

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

BEHIND THE DESIGN: SAVE ENDS EFFECTS

Save ends effects are one way of saving space inystat blocks
and making them less complex for GMs to run‘at the table.
Much like how stat blocks just reference the poisoned
condition instead of spelling its rules otit each time, we
didn't want to fill up the pages by répeatinglong sen-
tences similar to this one: "A target poisoned in‘thisyway
can repeat the saving throw t the end of each of their

turns, ending the effect on'themselfion asuccess”
= =l

SPELLS

Some creature§ have magical actions, bonus actions, and
reactions. When these features should be considered spells
(for the purpose ofd@ounterspell, dispel magic, and similar
effects), the'spelldevel is noted in parentheses. If the spell
requires concentration, this is also noted in parentheses.

Unless otherwise noteds these spells have somatic and
verbal components.

CASTING MULTIPLE SPELLS

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

INTRODUCTION

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

UTILITY SPELLS nea |
In addition to combat-focused spells, some creatures can e ;
cast spells that are primarily used(outside of combat. 4o N\
streamline the stat blocks, these spells aren’t written out in
the creature’s combat-oriented “Actions” section. Instead,
their names are listed in a separate “Utility Spells” section
at the end of the statblock. Aft€r each spell namey the cast-
ing time is indicated in\supetscript, as'shown in'the €asting N\
Times table. | (

CASTING TIMES

Superscript |Casting Time

A 1 action ‘

B 1 bonus action _
‘R ,reaction ‘ A
+ Longer than 1 action [ 1]

(see spell description) 5 |

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

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

SECTION STRUCTURE

In this book, creature sections begin with broad -
descriptions for all the creatures in that section. While not
all the information is common in-character knowledge, you
can share these early pages with your players if you don’t
mind them having a little meta-knowledge.

The creature stat blocks aren’t presented until the end
of each section, allowing you to share flavorful information

with your players and flip fewer pages when you run a | |
band of similar creatures. ' ( i
i

UNUSUAL NEEDS

Stat blocks in the core rules often indicate when a creature
has an unusual nature and doesn’t require air, food, sleep,
or water to live and function. To keep the stat blocks in this
book succinct, we’ve omitted those traits from individual _
stat blocks. Instead, you can refer to the following list
to determine each creature type’s unusual needs (or

lack thereof): (W

Construct. Constructs don’t require air, food, drink,
or sleep.

Elemental. Elementals don’t require air, food, drink,
or sleep.

Ooze. Oozes don’t require air or sleep.

Undead. Undead don’t require air, food, drink, or sleep.
Other Creature Types. Unless otherwise specified, other
creature types require air, food, drink, and sleep.



