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GAUTH

Challenge 6 (2,300 XP)

AC: 15 (natural armor) HP: 67 (9d8 + 27) 
Speed: 0 ft., fly 20 ft. (hover)
 STR DEX CON INT WIS CHA 
 +0 +2 +3 +2 +2 +1 

Medium aberration, lawful evil

Saving Throws: Int +5, Wis +5, Cha +4 Skills: Perception +5 Condition Immunities: prone Senses: darkvision 120 ft., passive Perception 15 
Languages: Deep Speech, UndercommonStunning Gaze. When a creature that can see the gauth’s 

central eye starts its turn within 30 feet of the gauth, the 
gauth can force it to make a DC 14 Wisdom saving throw if the 
gauth isn’t incapacitated and can see the creature. A creature 
that fails the save is stunned until the start of its next turn. 
Unless surprised, a creature can avert its eyes at the start of 
its turn to avoid the saving throw. If the creature does so, it 
can’t see the gauth until the start of its next turn, when it can 
avert its eyes again. If the creature looks at the gauth in the 
meantime, it must immediately make the save.Death Throes. When the gauth dies, the magical energy 

within it explodes, and each creature within 10 feet of it 
must make a DC 14 Dexterity saving throw, taking 13 (3d8) 
force damage on a failed save, or half as much damage on a 
successful one.

Volo’s Guide to Monsterstm: page 125 

ACTIONS
Bite. +6, 5 ft., 9 (2d8) piercing damage.Eye Rays. The gauth shoots three of the following magical 

eye rays at random (reroll duplicates), choosing one to three 
targets it can see within 120 feet of it:1. Devour Magic Ray. The targeted creature must succeed on a 

DC 14 Dexterity saving throw or have one of its magic items 
lose all magical properties until the start of the gauth’s next 
turn. If the object is a charged item, it also loses 1d4 charges. 
Determine the affected item randomly, ignoring single-use 
items such as potions and scrolls.2. Enervation Ray. The targeted creature must make a DC 14 

Constitution saving throw, taking 18 (4d8) necrotic damage 
on a failed save, or half as much damage on a successful one.

3. Pushing Ray. The targeted creature must succeed on a DC 
14 Strength saving throw or be pushed up to 15 feet directly 
away from the gauth and have its speed halved until the 
start of the gauth’s next turn.4. Fire Ray. The targeted creature must succeed on a DC 14 

Dexterity saving throw or take 22 (4d10) fire damage.
5. Paralyzing Ray. The targeted creature must succeed on a DC 

14 Constitution saving throw or be paralyzed for 1 minute. 
The target can repeat the saving throw at the end of each of 
its turns, ending the effect on itself on a success.

6. Sleep Ray. The targeted creature must succeed on a DC 14 
Wisdom saving throw or fall asleep and remain unconscious 
for 1 minute. The target awakens if it takes damage or 
another creature takes an action to wake it. This ray has no 
effect on constructs and undead.
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BOGGLE

BOGGLE
Challenge 1/8 (25 XP)

AC: 14 

HP: 18 (4d6 + 4)

Speed: 30 ft., climb 30 ft.

 STR DEX CON INT WIS CHA

 -1 
+4

+1
-2

+1
-2 

Medium undead, chaotic evil

Skills: Perception +3, Sleight of Hand +6, Stealth +6

Damage Resistances: fire

Senses: darkvision 60 ft., passive Perception 13

Languages: Sylvan

Boggle Oil. The boggle excretes nonflammable oil from 

its pores. The boggle chooses whether the oil is slippery or 

sticky and can change the oil on its skin from one consistency 

to another as a bonus action.

Slippery Oil: While coated in slippery oil, the boggle gains 

advantage on Dexterity (Acrobatics) checks made to escape 

bonds, squeeze through narrow spaces, and end grapples.

Sticky Oil: While coated in sticky oil, the boggle gains 

advantage on Strength (Athletics) checks made to grapple 

and any ability check made to maintain a hold on another 

creature, a surface, or an object. The boggle can also climb 

difficult surfaces, including upside down on ceilings, without 

needing to make an ability check.

Dimensional Rift. As a bonus action, the boggle can create 

an invisible and immobile rift within an opening or frame it 

can see within 5 feet of it, provided that the space is no bigger 

than 10 feet on any side. The dimensional rift bridges the 
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FROGHEMOTH

FROGHEMOTH Challenge 10 (5,900 XP)

AC: 14 (natural armor)
HP: 184 (16d12 + 80)

Speed 30 ft., swim 30 ft.

STR DEX CON
INT

WIS
CHA

+6
+1

+5
-4

+1
-3

Huge monstrosity, unaligned 

Saving Throws: Con +9, Wis +5

Skills: Perception +9, Stealth +5

Damage Resistances: fire, lightning

Senses: darkvision 60 ft., passive Perception 19

Languages: -

Amphibious. The froghemoth can breathe air and water.

Shock Susceptibility. If the froghemoth takes lightning 

damage, it suffers several effects until the end of its next turn: 

its speed is halved, it takes a −2 penalty to AC and Dexterity 

saving throws, it can’t use reactions or Multiattack, and on its 

turn, it can use either an action or a bonus action, not both.

Volo’s Guide to Monsters: page 145

Bite. +10, 5 ft., 22 (3d10 + 6) piercing damage, and the 

target is swallowed if it is a Medium or smaller creature. A 

swallowed creature is blinded and restrained, has total cover 

against attacks and other effects outside the froghemoth, 

and takes 10 (3d6) acid damage at the start of each of the 

froghemoth’s turns.

The froghemoth’s gullet can hold up to two creatures at 

a time. If the froghemoth takes 20 damage or more on a 

single turn from a creature inside it, the froghemoth must 

succeed on a DC 20 Constitution saving throw at the end 

of that turn or regurgitate all swallowed creatures, each of 

which falls prone in a space within 10 feet of the froghemoth. 

If the froghemoth dies, a swallowed creature is no longer 

restrained by it and can escape from the corpse using 10 feet 

of movement, exiting prone.

Tongue. The froghemoth targets one Medium or smaller 

creature that it can see within 20 feet of it. The target must 

make a DC 18 Strength saving throw. On a failed save, the 

target is pulled into an unoccupied space within 5 feet of 

the froghemoth, and the froghemoth can make a bite attack 

against it as a bonus action.

ACTIONS

Multiattack. The froghemoth makes two attacks with its 

tentacles. It can also use its tongue or bite.

Tentacle. +10, 20 ft., 19 (3d8 + 6) bludgeoning damage, and 

the target is grappled (escape DC 16) if it is a Huge or smaller 

creature. Until the grapple ends, the froghemoth can’t use 

this tentacle on another target. The froghemoth has four 

tentacles.
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FROGHEMOTH

FROGHEMOTH Challenge 10 (5,900 XP)

AC: 14 (natural armor)
HP: 184 (16d12 + 80)

Speed 30 ft., swim 30 ft.

STR DEX CON
INT

WIS
CHA

+6
+1

+5
-4

+1
-3

Huge monstrosity, unaligned 

Saving Throws: Con +9, Wis +5

Skills: Perception +9, Stealth +5

Damage Resistances: fire, lightning

Senses: darkvision 60 ft., passive Perception 19

Languages: -

Amphibious. The froghemoth can breathe air and water.

Shock Susceptibility. If the froghemoth takes lightning 

damage, it suffers several effects until the end of its next turn: 

its speed is halved, it takes a −2 penalty to AC and Dexterity 

saving throws, it can’t use reactions or Multiattack, and on its 

turn, it can use either an action or a bonus action, not both.

ACTIONS

Multiattack. The froghemoth makes two attacks with its 

tentacles. It can also use its tongue or bite.

Tentacle. +10, 20 ft., 19 (3d8 + 6) bludgeoning damage, and 

the target is grappled (escape DC 16) if it is a Huge or smaller 

creature. Until the grapple ends, the froghemoth can’t use 

this tentacle on another target. The froghemoth has four 

tentacles.
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ACTIONS

Multiattack. The girallon makes five attacks: one with its 

bite and four with its claws.

Bite. +6, 5 ft., 7 (1d6 + 4) piercing damage.

Claw. +6, 10 ft., 7 (1d6 + 4) slashing damage.

Volo’s Guide to Monsters: page 152 

GIRALLON

GIRALLON

Challenge 4 (1,100 XP)

AC: 13

HP: 59 (7d10 + 21)

Speed 40 ft., climb 40 ft.

STR DEX CON
INT

WIS
CHA

+4
+3

+3
-3

+1
-2

Large monstrosity, unaligned

Skills: Perception +3, Stealth +5

Senses: darkvision 60 ft., passive Perception 13

Languages: -

Aggressive. As a bonus action, the girallon can move up to its 

speed toward a hostile creature that it can see.

Keen Smell. The girallon has advantage on Wisdom 

(Perception) checks that rely on smell.
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STR DEX CON
INT

WIS
CHA

+4
+3

+3
-3

+1
-2
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Challenge 8 (3,900 XP) Mordenkainen’s Tome of Foes: page 127

CORPSE FLOWER
AC: 12 

HP: 127 (15d10 + 45) 
Speed: 20 ft., climb 20 ft.
 STR DEX CON INT WIS CHA 
 +2 +2 +3 -2 +2 -4  

Large plant, chaotic evil

Condition Immunities: blinded, deafened Senses: blindsight 120 ft. (blind beyond this radius), passive 
Perception 12
Corpses. When first encountered, a corpse flower contains 
the corpses of 1d6 + 3 humanoids. A corpse flower can hold 
the remains of up to nine dead humanoids. These remains 
have total cover against attacks and other effects outside the 
corpse flower. If the corpse flower dies, the corpses within it 
can be pulled free. 
While it has at least one humanoid corpse in its body, the 
corpse flower can use a bonus action to do one of the 
following: 
• The corpse flower digests one humanoid corpse in its 
body and instantly regains 11 (2d10) hit points. Nothing of 
the digested body remains. Any equipment on the corpse is 
expelled from the corpse flower in its space. • The corpse flower animates one dead humanoid in its 

body, turning it into a zombie. The zombie appears in an 
unoccupied space within 5 feet of the corpse flower and acts 
immediately after it in the initiative order. The zombie acts as 
an ally of the corpse flower but isn’t under its control, and the 
flower’s stench clings to it (see the Stench of Death trait).

Spider Climb. The corpse flower can climb difficult surfaces, 
including upside down on ceilings, without needing to make 
an ability check.
Stench of Death. Each creature that starts its turn within 
10 feet of the corpse flower or one of its zombies must 
make a DC 14 Constitution saving throw, unless the creature 
is a construct or undead. On a failed save, the creature 
is incapacitated until the end of the turn. Creatures that 
are immune to poison damage or the poisoned condition 
automatically succeed on this saving throw. On a successful 
save, the creature is immune to the stench of all corpse 
flowers for 24 hours.
ACTIONS
Multiattack. The corpse flower makes three tentacle attacks.
Tentacle. +5, 10 ft., 9 (2d6 + 2) bludgeoning damage, and the 
target must succeed on a DC 14 Constitution saving throw or 
take 14 (4d6) poison damage.
Harvest the Dead. The corpse flower grabs one unsecured 
dead humanoid within 10 feet of it and stuffs the corpse into 
itself, along with any equipment the corpse is wearing or 
carrying. 
The remains can be used with the Corpses trait.
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IRON COBRA

Challenge 4 (1,100 XP)

IRON COBRA

AC: 13 

HP: 45 (7d8 + 14)

Speed: 30 ft.

 STR DEX CON INT WIS CHA

 +1 
+3

+2
-4

+0
-5 

Medium construct, unaligned

Skills: Stealth +7

Damage Immunities: poison; bludgeoning, piercing, and 

slashing from nonmagical attacks that aren’t adamantine

Condition Immunities: charmed, exhaustion, frightened, 

paralyzed, petrified, poisoned

Senses: darkvision 60 ft., passive Perception 10

Languages: understands one language of its creator but 

can’t speak

Magic Resistance. The iron cobra has advantage on saving 

throws against spells and other magical effects.
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Challenge 7 (2,900 XP)
Mordenkainen’s Tome of Foes: page 160

BLACK ABISHAI

AC: 15 (natural armor)
HP: 58 (9d8 + 18)

Speed 30 ft., fly 40 ft.

STR DEX CON
INT

WIS
CHA

+2
+3

+2
+1

+3
+0 

Medium fiend (devil), lawful evil

Saving Throws: Dex +6, Wis +6

Skills Perception +6, Stealth +6

Damage Resistances: cold; bludgeoning, piercing, and 

slashing from nonmagical attacks that aren’t silvered

Damage Immunities: acid, fire, poison

Condition Immunities: poisoned

Senses: darkvision 120 ft., passive Perception 16

Languages Draconic, Infernal, telepathy 120 ft.

Devil’s Sight. Magical darkness doesn’t impede the abishai’s 

darkvision.

Magic Resistance. The abishai has advantage on saving 

throws against spells and other magical effects.

Magic Weapons. The abishai’s weapon attacks are magical.

Shadow Stealth. While in dim light or darkness, the abishai 

can take the Hide action as a bonus action.

ACTIONS

Multiattack. The abishai makes three attacks: two with its 

scimitar and one with its bite.

Scimitar. +6, 5 ft., 6 (1d6 + 3) slashing damage.

Bite. +6, 5 ft., 8 (1d10 + 3) piercing damage plus 9 (2d8) acid 

damage.

Creeping Darkness (Recharge 6). The abishai casts 

darkness at a point within 120 feet of it, requiring no 

components. Wisdom is its spellcasting ability for this spell. 

While the spell persists, the abishai can move the area of 

darkness up to 60 feet as a bonus action.

BLACK ABISHAI

TM & © 2018
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REACTIONS

Bloody Rampage. When the gray render takes damage, it 

makes one attack with its claws against a random creature 

within its reach, other than its master.

ACTIONS

Multiattack. The gray render makes three attacks: one with its 

bite and two with its claws.

Bite. +8, 5 ft., 17 (2d12 + 4) piercing damage. If the target 

is Medium or smaller, the target must succeed on a DC 16 

Strength saving throw or be knocked prone.

Claws. +8, 10 ft., 13 (2d8 + 4) slashing damage, plus 7 (2d6) 

bludgeoning damage if the target is prone.

Mordenkainen’s Tome of Foes: page 209

Challenge 12 (8,400 XP)

GRAY RENDER

AC: 19 (natural armor)
HP: 189 (18d10 + 90)

Speed 30 ft.

STR DEX CON
INT

WIS
CHA

+4
+1

+5
-4

-2
-1

Large monstrosity, chaotic neutral

Saving Throws: Str +8, Con +9

Skills Perception +2

Senses: darkvision 60 ft., passive Perception 12

GRAY RENDER
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Mordenkainen’s Tome of Foes Cards
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