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Docks District
Sin:  Lust | Virtue:  Chastity

Themes:  Temptation, seduction, purity, abstinence, 
mystery, seafaring, piracy, smuggling, gangs, 
storytelling, travel

Fog drifts off the ocean and often engulfs this 
part of the city . The busy Docks District offers many 
possibilities for adventurers . Ships travel in and out 
with goods and passengers all the time . Newcomers 
are arriving constantly and adventure is around every 
corner . Shady characters often control the area and 
the authorities have little say in the everyday lives 
of the inhabitants . This area is close to the Market 
District as goods need to be bought and sold . There 
will usually be a fortification of some sort in this part 
of the settlement, a castle or keep in many instances . 
These structures serve to protect the city from any 
attack from the sea .

security
City guards, soldiers, bandits, and thugs offer 
protection in this district

Buildings
Castles, keeps, fortresses, guard towers, stores, 
warehouses, houses, inns, taverns, fish processing 
buildings, gambling halls, shipyards, brothels, temples, 
lighthouses

Stores
Food, equipment, clothing, weapons, 
armor, alchemist, blacksmith, leathermaker, 
shipwright, carpenter

Inns and Taverns
Poor and squalid quality

Services
Coach Cab between Towns:  3 cp per mile
Coach within the City:  1 cp
Messenger:  2 cp per mile
Skilled Hirelings:  2 gp per day
Untrained Hirelings:  2 sp per day
Ship’s Passage:  1 sp per mile

Docks District Encounters
d20 Encounter

1 vampire

2 banshee

3 wight

4 1d6 bandits

5 1d10 commoners

6 mastiff

7 1d8 zombies

8 1d4 shadows

9 3 veterans

10 1d4 swarms of rats

11 1d10 commoners

12 1d4 thugs

13 swarm of bats

14 specter

15 half-ogre

16 1d4 vampire spawn

17 1d6 wererats

18 5 ghasts

19 wraith

20 sea hag
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Innate Spellcasting. The demon’s spellcasting 
ability is Charisma (spell save DC 22, +14 to hit with 
spell attacks). The demon can innately cast the 
following spells, requiring no components:
At will: charm person, eldritch blast (11th level), 

minor illusion, shocking grasp (11th level)
3/day each: darkness, dimension door, enthrall, 

hellish rebuke, hold person, ray of enfeeblement, 
suggestion

1/day each: blight, fear, hypnotic pattern
Legendary Resistance (3/Day). If the demon fails a 
saving throw, it can choose to succeed instead.
Magic Resistance. The demon has advantage 
on saving throws against spells and other 
magical effects.
Spider Climb. The demon can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check.

Actions —
Multiattack. The demon makes three 
melee attacks.
Vampiric Touch. Melee Weapon Attack: +12 to hit, 
reach 5 ft., one target. Hit: 9 (1d8 + 5) bludgeoning 
damage plus 18 (4d8) necrotic damage.
Fire Breath (Recharge 5–6). The demon exhales 
fire in a 60-foot cone. Each creature in that area 
must make a DC 20 Dexterity saving throw, taking 70 
(20d6) fire damage on a failed save, or half as much 
damage on a successful one.

Legendary Actions —
Casts Cantrip.
Life Drain. Drains 10 hit points from any creatures 
within 30 feet unless they make a successful DC 20 
Constitution saving throw.
Shadow Jump. Lust can teleport up to 30 feet to 
an unoccupied space it can see. Both the space it 
teleports from and the space it teleports to must be 
in dim light or darkness. 

Lust
Medium fiend (demon), chaotic evil

—
Armor Class 18 (natural armor)
Hit Points 247 (26d8 + 130)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 16 (+3) 20 (+5) 18 (+4) 14 (+2) 25 (+7)

—
Saving Throws Con +12, Wis +9, Cha +14
Skills Deception +14, Perception +9, Persuasion +14, 

Stealth +10
Damage Resistances cold, fire, lightning; 

bludgeoning, piercing, and slashing from 
nonmagical weapons

Damage Immunities poison
Condition Immunities charmed, paralyzed, 

poisoned
Senses darkvision 120 ft., passive Perception 19
Languages Abyssal, telepathy 120 ft.
Challenge 23 (50,000 XP)

—

Lust
This is a heartless monster who preaches that 
physical desire is all important . Lust influences the 
Docks District in many ways . This demon holds sway 
over a number of individuals who wield tremendous 
power in this part of the city . Even some kings and 
queens have come under the influence of this fiend . 
At the same time, Lust is also on the streets tempting 
ordinary citizens .

Intense Wanting. The hot-tempered fiend preys 
on those who have lost their way . This demon tempts 
them to follow their most carnal desires . Once 
Lust uses its charms, most individuals can’t resist 
temptation .

Symbiotic Seduction. This monster isn’t interested 
if relationships have a healthy balance . Lust is violent 
and will push its agenda any way it can . It wants 
all creatures to follow their chaotic, primitive urges . 
The demon is a sworn enemy of the celestial known 
as Chastity .

Awful Addictions. Some of those who come into 
contact with Lust end up as addicts . The addictive 
nature of desire can destroy lives, relationships, and 
families . Many of these addicts end up wandering the 
Docks District for the rest of their lives .
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Chastity
Emerging from the fog is a beautiful winged 
woman in a white dress . She steps barefoot on the 
wet wooden planks of the pier . Chastity lives a lonely 
existence in this part of the city . Her pure presence 
stands in stark contrast to much of life in the 
Docks District .

Heartfelt Holiness. Chastity knows the challenge 
she faces and bravely continues her work . However, 
she knows in her heart that she is following the right 
path . To her, love between two individuals, regardless 
of gender, brings with it a healthy maturity .

Beautiful Balance. She promotes a perfect balance 
of desire, reason, and willpower . Mastering passion 
can lead to enlightenment and finding a long-lasting 
relationship . Some clerics, priests, and paladins assist 
the celestial on her mission .

Respectful Reverence. Chastity encourages healthy 
relationships in which individuals honor each other by 
seeking a pure connection . She consistently preaches 
patience and respect .

Aura of Clarity. Any charm magic within 60 ft. of the 
celestial ends.
Chastity Belt (1/day). The celestial can aide a 
humanoid by creating a magical golden belt that will 
provide immunity from any charm magic for 8 hours. 
Only a celestial can remove the belt before then.
Innate Spellcasting. The celestial’s spellcasting 
ability is Wisdom (spell save DC 21, +13 to hit with 
spell attacks). The celestial can innately cast the 
following spells, requiring no components:
At will: blade barrier, bless, detect evil and good, 

guidance, light
3/day each: calm emotions, guiding bolt (11th level), 

shield of faith, zone of truth
1/day each: commune, hallow, silence
Legendary Resistance (3/Day). If the celestial fails 
a saving throw, it can choose to succeed instead.
Magic Resistance. The celestial has advantage 
on saving throws against spells and other 
magical effects.
Magic Weapons. The celestial’s weapon attacks 
are magical.
Spread Wings. The celestial can use a bonus 
action to make her wings disappear or reappear 
at any time.

Actions —
Multiattack. The celestial makes three 
melee attacks.
Holy Spear. Melee or Ranged Weapon Attack: +11 
to hit, reach 5 ft. or range 20/60 ft., one target. 
Hit: 18 (4d6 + 4) piercing damage plus 13 (3d8) 
radiant damage.

Legendary Actions —
Casts Cantrip.
Healing Touch (Costs 2 Actions). The celestial 
touches another creature. The target magically 
regains 18 (4d8) hit points.
Blinding Gaze (Costs 3 Actions). The celestial 
targets one creature it can see within 30 feet of it. If 
the target can see it, the target must succeed on a 
DC 20 Constitution saving throw or be blinded until 
magic such as the lesser restoration spell removes 
the blindness.

Chastity
Medium celestial, lawful good

—
Armor Class 19 (natural armor)
Hit Points 204 (24d8 + 96)
Speed 40 ft., fly 100 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4) 16 (+3) 18 (+4) 20 (+5) 23 (+6) 25 (+7)

—
Saving Throws Cha +14, Wis +13
Skills Insight +13, Nature +12, Perception +13
Damage Resistances radiant; bludgeoning, 

piercing, and slashing from nonmagical weapons.
Condition Immunities charmed, exhausted, 

frightened, paralyzed
Senses truesight 120 ft., passive Perception 23
Languages Celestial, telepathy 120 ft.
Challenge 23 (50,000 XP)

—



MONSTERS OF THE CITY: DOCKS DISTRICT8

The Codfather
Medium humanoid (aquarian), lawful evil

—
Armor Class 15 (natural armor)
Hit Points 90 (12d8 + 36)
Speed 30 ft., swim 20 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 10 (+0) 16 (+3) 14 (+2) 16 (+3) 18 (+4)

—
Skills Deception +7, Insight +6, Intimidation +7, 

Perception +6, Persuasion +7, Survival +6
Senses passive Perception 16
Languages Common, Aquan
Challenge 8 (3,900 XP)

—
Amphibious. The Codfather can breathe air 
and water.
Bargain. The Codfather has advantage on Charisma 
checks when buying or selling goods.
Innate Spellcasting. The Codfather’s spellcasting 
ability is Wisdom (spell save DC 14). The Codfather 
can innately cast the following spells, requiring no 
components:
At will: message, prestidigitation, vicious mockery 

(5th level)
3/day each: charm person, crown of madness, 

dissonant whispers
1/day each: suggestion

Actions —
Multiattack. The Codfather makes four 
tentacle attacks.
Tentacles. Melee Weapon Attack: +8 to hit, reach 10 
ft., one target. Hit: 9 (1d8 + 5) bludgeoning damage. 
The target is grappled (escape DC 15) if it is a Large 
or smaller creature and the Codfather doesn’t’ have 
three other creatures grappled.
Swallow. If the Codfather is grappling a target It can 
also swallow it. The grapple ends and the creature 

is blinded and restrained. While swallowed, the 
creature has total cover against attacks and 

other effects outside the Codfather. It takes 7 
(2d6) acid damage at the start of each of the 
Codfather’s turns. If the Codfather dies, a 
swallowed creature is no longer restrained 
by it and can escape from the corpse by 
using 30 feet of movement, exiting prone.

The Codfather
A large fish-like creature moves slowly through the 
fish market . He is an aquarian, a race of very unusual 
fish-like humanoids . Four tentacles also stretch out 
from this large, rotund monster . Many thugs and 
admirers are constantly at its side . The charming 
Codfather controls the fish markets with his extensive 
network of minions . Part of the fishing fleet is also 
owned by him .

Might Is Right. This monster is extremely strong 
and uses his thick tentacles to reach out and grab any 
opponents . He finds many ways to intimidate those 
in his territory . The Codfather is a legend in this part 
of the city . In fact, he sees himself as the “King of 
the Docks .” At the same time, he looks down on all 
other races . This strange monster sees aquarians as the 
superior race .

Pier Pressure. Most businesses in the Docks 
District know they must pay tribute to the Codfather . 
A few bags of gold are paid to the gangster’s minions 
each month . His main henchman, Fishmongrel takes 
charge of this regular chore .

Lustful Libido. Everyone in the city knows 
the Codfather can’t resist a pretty face . If he 
has an obvious weakness it is his pursuit of 
romantic companions . The aquarian has been 
seen with barmaids, bards, visiting princesses, 
and even mermaids .
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Fishmongrel
Fishmongrel is the chief henchman of the 
Codfather . He is an aquarian, a race of very unusual 
fish-like humanoids . Unlike his master, this creature 
lacks any charm . This monster is a cold-blooded killer .

Horrible Henchman. Fishmongrel does all of the 
Codfather’s dirty work . People are almost as scared 
of him as they are of his boss . He hunts the fish 
markets and piers with a long trident and net . This 
odd fishman also seeks out companions for his master . 
Fishmongrel loathes this part of his daily duties .

Fish out of Water. This creature has never 
felt comfortable out of his natural environment . 
He doesn’t like living on the land or any of the local 
inhabitants . Fishmongrel longs to return to the 
aquarian homeland .

Nautical Network. Thugs, pirates, and other 
nefarious characters work for Fishmongrel . They 
follow orders obediently and don’t ask questions . 
Some disobedient henchmen have been known to 
disappear and wash up on shore a few days later . 

Fishmongrel
Medium humanoid (aquarian), lawful evil

—
Armor Class 15 (natural armor)
Hit Points 58 (9d8 + 18)
Speed 30 ft., swim 50 ft.

—
 STR DEX CON INT WIS CHA
 16 (+3) 14 (+2) 14 (+2) 10 (+0) 14 (+2) 11 (+0)

—
Skills Intimidation +2, Perception +4, Survival +4
Senses passive Perception 14
Languages Common, Aquan
Challenge 3 (700 XP)

—
Amphibious. Fishmongrel can breathe air 
and water.
Brave. Fishmongrel has advantage on saving throws 
against being frightened.

Actions —
Multiattack. Fishmongrel makes two melee attacks 
or one ranged attack.
Trident. Melee or Ranged Weapon Attack: +6 to hit, 
reach 5 ft. or range 20/60 ft., one target. Hit: 6 (1d6 
+ 3) piercing damage, or 7 (1d8 + 3) piercing damage 
if used with two hands to make a melee attack.
Net. Ranged Weapon Attack: +6 to hit, range 5/15 
ft., one Large or smaller creature. Hit: The target is 
restrained. A creature can use its action to make 
a DC 14 Strength check to free itself or another 
creature in a net, ending the effect on a success. 
Dealing 5 slashing damage to the net (AC 11) frees 
the target without harming it and destroys the net. 
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Handsome Devil
Medium fiend (devil), lawful evil

—
Armor Class 16 (natural armor)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 19 (+4) 16 (+3) 15 (+2) 12 (+1) 12 (+1) 20 (+5)

—
Saving Throws Int +4, Wis +4, Cha +8
Skills Deception +8, Insight +4, Perception +4, 

Persuasion +8
Damage Resistances cold; bludgeoning, piercing, 

and slashing from nonmagical weapons that 
aren’t silvered

Damage Immunities fire, poison
Condition Immunities poisoned
Senses darkvision 120 ft., passive Perception 14
Languages Infernal, Common, and one other
Challenge 5 (1,800 XP)

—
Devil’s Sight. Magical darkness doesn’t impede 
the devil’s darkvision.
Magic Resistance. The devil has advantage 
on saving throws against spells and other 
magical effects.

Actions —
Multiattack. The devil makes two melee attacks.
Hellish Longsword. Melee Weapon Attack: +8 to 
hit, reach 5 ft., one target. Hit: 9 (1d10 + 4) slashing 
damage plus 3 (1d6) fire damage.
Devilish Charm. The devil targets one humanoid 
that he can see within 30 feet of him. If the target 
can see the devil, it must succeed on a DC 15 
Wisdom saving throw or be magically charmed. The 
charmed creature regards the devil as a love interest. 
Although the target isn’t under the devil’s control, 
it takes the devil’s requests or actions in the most 
favorable way it can. Each time the devil or its allies 
do something harmful to the target, it can repeat 
the saving throw, ending the effect on itself on a 
success. Otherwise, the effect lasts 24 hours or until 
the devil dies, is on a different plane of existence 
from the target, or ends the effect as a bonus action. 
If a target’s saving throw is successful, the target is 
immune to the devil’s Devilish Charm for the next 
24 hours. The devil can have no more than two 
humanoids and up to four beasts charmed at a time.

Handsome Devil
Meeting strangers in the Docks District is 
always a risky business . The handsome devil is one 
monster that everyone should avoid . He plays the part 
of a charming gentleman to acquire fame and fortune . 
These devils are not that easily identifiable, even 
their horns are sometimes hidden under their neatly 
trimmed hair .

Rocky Romance. Most handsome devils are 
involved in a romantic entanglement with someone . 
These relationships are often chaotic and the devil 
takes full advantage of the situation . He is incredibly 
vain and this can cause even more drama . This devil 
believes he is the most handsome creature alive .

Well Connected. Not only do these devils seek 
fame and fortune, they are smart enough to know 
how to get what they want . Handsome devils will 
quickly build up a network of contacts in a city . 
Sometimes handsome devils will gain great power and 
reach noble status . These monsters will even start cults 
and to gain a loyal following . They are also known to 
consort with succubi and incubi . 
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Lost Soul
A shadow flies in front of you . Several feet away a 
lantern is smashed and all of a sudden, darkness falls . 
More shadows land and you think you see a group of 
young men . Lost souls are a gang of undead who were 
created by a vampire lord . They create chaos whenever 
they show up . These monsters live in a hidden cave on 
the cliffs . Because they can fly, the lost souls are able 
to access this secret lair .

Forever Young. These undead have retained their 
youth because of the vampirism running through 
their veins . They loathe older humanoids and will 
hunt them down . Young and restless, they are often 

out at night seeking a good time . Lost souls are always 
attempting to add new victims to their gang .

Lost Mother. A sea hag has become a mother to 
these undead . She lives in their cliff cave near the 
docks . The lost souls are loyal to her and bring her 
victims to toy with .

Undead Nature. A lost soul doesn’t require air .

Lost Soul
Medium undead (shapechanger), chaotic evil

—
Armor Class 13
Hit Points 45 (7d8 + 14)
Speed 30 ft., fly 20 ft.

—
 STR DEX CON INT WIS CHA
 15 (+2) 16 (+3) 15 (+2) 12 (+1) 10 (+0) 12 (+1)

—
Skills Perception +3, Stealth +6
Damage Resistances necrotic, poison
Senses darkvision 60 ft., passive Perception 13
Languages the languages it knew in life
Challenge 3 (700 XP)

—
Pack Tactics. The lost soul has advantage on an 
attack roll against a creature if at least one of the lost 
soul’s allies is within 5 feet of the creature and the ally 
isn’t incapacitated.

Sunlight Sensitivity. While in sunlight, the lost 
soul has disadvantage on attack rolls, as well as on 
Wisdom (Perception) checks that rely on sight.

Actions —
Multiattack. The lost soul makes one unarmed 
attack and one bite attack.
Unarmed Strike. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d8 + 2) bludgeoning 
damage. Instead of dealing damage the lost soul can 
grapple the target (escape DC 13).
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
willing creature, or a creature that is grappled by the 
lost soul, incapacitated, or restrained. Hit: 6 (1d8 + 2) 
piercing damage plus 3 (1d6) necrotic damage. The 
target’s hit point maximum is reduced by an amount 
equal to the necrotic damage taken, and the lost 
soul regains hit points equal to that amount. The 
reduction lasts until the target finishes a long rest. 
The target dies if this effect reduces its hit point 
maximum to 0. A humanoid slain in this way and 
then buried in the ground rises the following night as 
a lost soul
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Puritan
Combatting the presence of lust in the Docks 
District are puritans . These people are against pleasure 
of any sort and follow a strict religious text . They 
believe they have the divine duty to enforce their 
beliefs on others . Puritans don’t care what others 
think or feel, they are engaged in a cultural war .   

Law above All. The puritans are obsessed with 
old traditional laws . To them the laws are divine 
and trump any other values . These people are not 
satisfied with the tolerance of certain practices by the 
authorities . Puritans only embrace intimacy within a 
sacred union of human male and female .  

Divine Fight. These traditional folks feel they are 
in a fight of good against evil and are convinced they 
are on the side of good . They are not usually open 
to discuss alternative viewpoints . However, there are 
some puritans who will debate the issues . 

Moral Majority. The puritans are sworn enemies 
of many criminal organizations and anyone who 
strays from the path of righteousness . Many priests 
and clerics are part of their movement . 

VARIANT: 
MILITANT PURITANS
Some puritans, known as militant puritans, are lawful 
evil . These puritans are especially eager to spread their 
teachings to the peasant class . They will even promise 
help to feed, clothe, and house the poor . However, 
this assistance comes with a price . The peasants are 
forced to follow the divine text of the puritans . 

Militant puritans will not hesitate to use violence 
to further their cause . These puritans also support 
corrupt leaders if the movement achieves its 
goals . They will even wage civil war to overthrow 
monarchies or governments . 

Puritan
Medium humanoid (human), lawful neutral

—
Armor Class 13 (studded leather)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 15 (+2) 12 (+1) 12 (+1) 10 (+0) 10 (+0) 12 (+1)

—
Skills Intimidation +3, Religion +2, Survival +2
Senses passive Perception 10
Languages Common
Challenge 1/2 (100 XP)

—
Pack Tactics. The puritan has advantage on an 
attack roll against a creature if at least one of the 
puritan’s allies is within 5 feet of the creature and 
the ally isn’t incapacitated.
Righteous Devotion. The puritan has advantage on 
saving throws against being charmed or frightened.

Actions —
Multiattack. The puritan makes two melee attacks 
or one ranged attack.
Greatclub. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 6 (1d8 + 2) bludgeoning damage.
Heavy Crossbow. Ranged Weapon Attack: +4 to 
hit, range 100/400 ft., one target. Hit: 6 (1d10 + 1) 
piercing damage.
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Satyr, City
As a handsome gentleman strides through a 
crowd, an older woman turns to watch him . Then 
she notices horns poking out from his top hat and 
his hooves . He calls the woman over and she soon 
joins him . City satyrs have magnetic personalities and 
lustful hearts .

Pleasure Seeker. The city satyr seeks out pleasure 
just as his woodland cousins do . He can often be 
found in inns, taverns, and even lavish galas . These fey 
are as curious as their cousins and want to learn about 
everyone and everything . They enjoy every ounce of 
mead and every drop of wine . Hardly an event goes 
by that these fey aren’t a part of . These fey are always 
looking to join a celebration .

Charming Creature. City satyrs have reputations 
in the city and their charismatic personalities help 
them survive . Many inhabitants are aware that 
coming into contact with these fellows might alter the 
course of their evening, or even their life . However, 
they still succeed in drawing many admirers into 
their circle .

Chaotic Nature. At heart these creatures are 
emotionally immature and chaos seems to follow 
them around . They often enjoy themselves too much 
and don’t know how to look after themselves properly . 
A number of these fey run afoul of the law and end up 
in trouble with the authorities .

Satyr, City
Medium fey, chaotic neutral

—
Armor Class 14
Hit Points 49 (9d8 + 9)
Speed 40 ft.

—
 STR DEX CON INT WIS CHA
 12 (+1) 18 (+4) 12 (+1) 12 (+1) 12 (+1) 14 (+2)

—
Skills Perception +3, Performance +7, Stealth +6
Senses passive Perception 13
Languages Common, Elvish, Sylvan
Challenge 2 (450 XP)

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

Actions —
Multiattack. The satyr makes two melee attacks: 
one ram attack and a sword attack, or two 
sword attacks.
Ram. Melee Weapon Attack: +3 to hit, reach 5 ft., 
one target. Hit: 6 (2d4 + 1) bludgeoning damage.
Shortsword. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 7 (1d6 + 4) piercing damage.
Smoky Voice. The satyr sings a magical melody. 
Every female creature within 60 ft. of the satyr that 
can hear the song must succeed on a DC 14 Wisdom 
saving throw or be charmed until the song ends. The 
satyr must take a bonus action on its subsequent 
turns to continue singing. It can stop singing at any 
time. The song ends if the satyr is incapacitated. A 
creature can also repeat the saving throw at the 
end of each of its turns. If a creature’s saving throw 
is successful, the effect ends on it. A target that 
successfully saves is immune to this satyr’s song for 
the next 24 hours.
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Slither Kelp
Living on the piers at the docks is a dangerous 
ooze from the ocean . Slither kelp slides out of the sea 
and hunts for food on land . It’s easy for the ooze to 
hide on the beach, on and around piers, in the fog, or 
amongst foul mounds of garbage . Like other oozes, 
these creatures prefer the dark . They are mindless 
predators that seek out living organisms to feed on .

From the Deep. These bizarre creatures are from 
the deepest part of the sea . They will return every 
once in awhile to their home and move easily in 
the water .

Drag Back into the Ocean. The slither kelp 
usually drags victims back into the ocean . Once 
there, the kelp and other sea creatures will eat their 
prey . The remains of victims will wash up back in the 
Docks District days or weeks later .

Ooze Nature. An ooze doesn’t require sleep .

Slither Kelp
Large ooze, unaligned

—
Armor Class 8
Hit Points 42 (5d10 + 15)
Speed 20 ft., climb 20 ft., swim 40 ft.

—
 STR DEX CON INT WIS CHA
 17 (+3) 6 (−2) 16 (+3) 1 (−5) 5 (−3) 1(−5)

—
Damage Vulnerabilities fire
Damage Immunities acid, poison, psychic, slashing
Condition Immunities blinded, charmed, deafened, 

exhaustion, frightened, poisoned, prone
Senses blindsight 60 ft. (blind beyond this radius), 

passive Perception 7
Languages —
Challenge 1 (200 XP)

—
Amorphous. The slither kelp can move through a 
space as narrow as 1 inch wide without squeezing.
False Appearance. While the slither kelp 
remains motionless, it is indistinguishable from a 
mound of kelp.
Spider Climb. The slither kelp can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check.

Actions —
Pseudopod. Melee Weapon Attack: +7 to hit, reach 5 
ft., one target. Hit: 10 (2d6 + 3) bludgeoning damage. 
The target is also grappled (escape DC 12). Until 
the grapple ends, the target is restrained and has 
disadvantage on Strength checks and saving throws. 
The slither kelp can grapple up to three Medium or 
smaller targets.
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Sprite, Thief
One of the most challenging kind of rogues 
to deal with is the sprite thief . Unlike the good-
aligned sprites, these fey rascals can be a handful . 
They are known to cause all kinds of trouble in the 
Docks District . Tavern owners often have to go to 
extraordinary lengths to get rid of these fey from their 
establishments . A trickster arch fey has given these fey 
the power to resist some magic . This boon had made 
these tiny creatures even more difficult to deal with .

Aggressive Fey. Sprite thieves are bold and don’t 
shy away from conflict . However, they are quick to 
turn invisible and fly away if they need to . They won’t 
think twice about bullying small and tiny creatures .

Greedy Hearts. These fey have twisted hearts 
and desire gold and jewels above all else . They make 
hidden hideouts in the roofs of warehouses and other 
out-of-the-way locations .

Guild Member. Sprite thieves will often join 
the Thieves’ Guild and have good reputations with 
this sort of faction . Their skills can be very useful to 
criminal organizations, especially when working as 
part of a team .

Sprite, Thief
Tiny fey, chaotic evil

—
Armor Class 16 (leather armor)
Hit Points 5 (2d4)
Speed 10 ft., fly 40 ft.

—
 STR DEX CON INT WIS CHA
 3 (−4) 20 (+5) 10 (+0) 14 (+2) 14 (+2) 11 (+0)

—
Skills Perception +4, Stealth +7, Survival +4
Senses passive Perception 14
Languages Common, Elvish, Sylvan, thieves’ cant
Challenge 1/2 (100 XP)

—
Cunning Action. On each of its turns, the sprite can 
use a bonus action to take the Dash, Disengage, or 
Hide action.
Magic Resistance. The sprite has advantage 
on saving throws against spells and other 
magical effects.

Actions —
Longsword. Melee Weapon Attack: +7 to hit, reach 
5 ft., one target. Hit: 1 slashing damage plus 2 
poison damage.
Shortbow. Ranged Weapon Attack: +7 to hit, range 
100/400 ft., one target. Hit: 1 piercing damage plus 2 
poison damage.
Invisibility. The sprite magically turns invisible until 
it attacks or casts a spell, or until its concentration 
ends (as if concentrating on a spell). Any equipment 
the sprite wears or carries is invisible with it. 
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Temptress
A young dark-haired woman glides through the 
ballroom wearing a long red dress . Many suitors are 
eager to meet the mysterious beauty . Little do they 
know; she is the temptress, the most dangerous of 
all femme fatales . She is only after power, fame, and 
fortune . This evil woman will use every trick to lure 
suitors . She will gladly use illusions and other magic 
to weave her own selfish narrative .

Sly Seduction. She often tempts individuals into 
serving her . The temptress is very patient and will play 
the long game . Sometimes she will infiltrate someone’s 
life or inner circle for months or years . This villain has 
no interest any other person’s welfare and will even 
kill to get what she wants .

Social Butterfly. This woman is always aware 
of the social hierarchy in the city and uses it to her 
advantage . Highly successful temptresses can even 
find themselves in the royal court if they play their 
cards right . Entire cities and kingdoms have fallen due 
to the actions of this lethal psychopath .

Temptress
Medium humanoid (human), neutral evil

—
Armor Class 13
Hit Points 40 (9d8)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 10 (+0) 16 (+3) 10 (+0) 12 (+1) 13 (+1) 18 (+4)

—
Skills Deception +7, Insight +4, Perception +4, 

Performance +7, Persuasion +7
Senses passive Perception 14
Languages Common and three others
Challenge 5 (1,800 XP)

—
Innate Spellcasting. The temptress’s innate 
spellcasting ability is Charisma (spell save DC 15). 
She can innately cast the following spells, requiring 
no components.
At will: charm person, detect evil and good, 
minor illusion
1/day each: enthrall, hold person, hypnotic 
pattern, sleep, silence, suggestion
Magic Resistance. The temptress has advantage 
on saving throws against spells and other 
magical effects.

Actions —
Multiattack. The temptress makes two attacks with 
her dagger.
Dagger. Melee or Ranged Weapon Attack: +6 to hit, 
reach 5 ft. or range 20/60 ft. one target. Hit: 5 (1d4 + 
3) piercing damage plus 9 (2d8) poison damage.
Intoxicating Touch (2/Day). The temptress 
touches a willing creature or a creature charmed by 
it. The creature must make a DC 15 Wisdom saving 
throw or follow the temptress’ orders. Each time 
the temptress or the temptress’ companions do 
anything harmful to the target, it can repeat the 
saving throw, ending the effect on itself on a success. 
Otherwise, the effect lasts for 24 hours or until the 
temptress is destroyed, is on a different plane of 
existence than the target, or takes a bonus action to 
end the effect.
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Thug, Boss
You see a gang of thugs gathering on an old 
pier . Their leader is barking at his men, inciting 
them to attack their rivals . This is the thug boss, 
a nasty piece of business . He has a rusty old 
hook instead of one hand and a morningstar in 
the other .

Terrible Tough. These bosses are the 
toughest of the thugs in the city . They use 
intimidation to get what they want . Newcomers 
to the area soon learn that the thug boss must 
be obeyed .

Horrible Hierarchy. Often the thug boss is 
part of a larger organization . It’s not unusual for a 
gang of thugs to work underneath a thug boss, 
while he works for a much more powerful leader . 
These leaders include the Codfather, vampires, 
and bandit leaders .

Thug, Boss
Medium humanoid (any race), any evil alignment

—
Armor Class 13 (studded leather)
Hit Points 52 (7d8 + 21)
Speed 30 ft.

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

—
Skills Intimidation +3, Perception +3, Survival +3
Senses passive Perception 13
Languages Common
Challenge 2 (450 XP)

—

Brave. The thug has advantage on saving throws 
against being frightened.
Pack Tactics. The thug has advantage on an attack 
roll against a creature if at least one of the thug’s 
allies is within 5 feet of the creature and the ally isn’t 
incapacitated.

Actions —
Multiattack. The thug makes two melee attacks.
Morningstar. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 7 (1d8 + 3) piercing damage.

Hook. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 8 (2d4 + 3) piercing damage.
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Troll, Fog
A group of townsfolk are gathered near a large 
warehouse . Fog has engulfed the docks and it’s very 
difficult to see . Without warning, the people notice 
enormous, long legs emerging from the fog . When 
they finally see the fog troll, it’s too late .

Lanky and Lean. This creature is long and lean 
and has arms almost as long as its legs . It doesn’t 
usually venture out in normal conditions, as it 
is rather easy to spot . The trolls will hide out in 
abandoned buildings to keep out of sight . They can 
regenerate like other trolls, but damage from acid can 
impair this ability .

Toxic Fog. A fog troll is rarely seen during the day 
and has a unique ability . The monster can breathe 
out a toxic cloud of fog . This cloud is poisonous and 
often kills anything inside it . The fog breath is a sickly 
green color and is easy to distinguish from normal 
fog . It smells awful and the stench lingers for hours 
afterwards .

Giant Hireling. At times a fog troll will work for 
one of the nefarious creatures or organizations in the 
Docks District . They have been known to work with 
hags, ogres, and even the Thieves’ Guild .

Troll, Fog
Large giant, chaotic evil

—
Armor Class 14 (natural armor)
Hit Points 63 (6d10 + 30)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4) 14 (+2) 20 (+5) 9 (−1) 12 (+1) 8 (−1)

—
Skills Perception +3, Survival +3
Senses darkvision 60 ft., passive Perception 13
Languages Common, Giant
Challenge 4 (1,100 XP)

—
Weather Wise. The troll has advantage on Dexterity 
(Stealth) checks to hide in fog, heavy rain, or snow.
Keen Smell. The troll has advantage on Wisdom 
(Perception) checks that rely on smell.
Regeneration. The troll regains 5 hit points at the 
start of its turn. If the troll takes acid damage, this 
trait doesn’t function at the start of the troll’s next 
turn. The troll dies only if it starts its turn with 0 hit 
points and doesn’t regenerate.
Sunlight Sensitivity. While in sunlight, the troll has 
disadvantage on attack rolls, as well as on Wisdom 
(Perception) checks that rely on sight.

Actions —
Multiattack. The troll makes three attacks: one 
with its bite and two with its claws.
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 7 (1d6 + 4) piercing damage.
Claw. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 9 (1d10 + 4) slashing damage.
Breathe Fog (2–3). The troll breathes out a 15-foot 
cone of toxic fog. The area is heavily obscured and 
lasts for 1 minute or until a wind of moderate speed 
(at least 10 miles per hour) or magic disperses it. Any 
creatures in the fog takes 2 (1d4) poison damage at 
the start of their turns.
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Twins and Needles
You notice a strange shape moving in the dark . 
It appears two oddly-shaped humanoids are moving 
towards you . As you get a better look, you see that it 
is one hideous creature . It appears to be a short, squat 
man attached to a large, thin man . The shorter man’s 
body is riddled with needles, while the taller man 
wields a bloody glaive .

Terrible Twins. These undead twins are a 
terrifying combination . The short creature can 
actually shoot the needles out of its body . Meanwhile 
the tall creature can be deadly with its glaive . The 
monster was created when two evil men died a 
gruesome death . A crazed necromancer gave them 
a second twisted life . At times the twins don’t get 
along and end up in a nasty fight .

Henchmen for Hire. Twins and Needles is feared 
throughout the city and lives in the Docks 
District under the piers . From time-to-
time evil creatures take command of 
this horrifying monster .

Undead Nature. It 
doesn’t require air, food, 
drink, or sleep .

Twins and Needles
Large undead, chaotic evil

—
Armor Class 14 (natural armor)
Hit Points 48 (7d10 + 10)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 16 (+3) 14 (+2) 15 (+2) 7 (−2) 10 (+0) 6 (−2)

—
Skills Perception +2
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 12
Languages Common
Challenge 3 (700 XP)

—

Sunlight Sensitivity. While in sunlight, Twins and 
Needles has disadvantage on attack rolls, as well as 
on Wisdom (Perception) checks that rely on sight.
Turn Defiance. Twins and Needles has advantage on 
saving throws against effects that turn undead.
Two Heads. Twins and Needles has advantage on 
Wisdom (Perception) checks and on saving throws 
against being blinded, charmed, deafened, frightened, 
stunned, and knocked unconscious.

Actions —
Multiattack. Twins and Needles makes one melee 
attack with its halberd and one ranged attack 
with needles.
Glaive. Melee Weapon Attack: +6 to hit, reach 5 ft., one 
target. Hit: 8 (1d10 + 3) slashing damage.
Needles. Ranged Weapon Attack: +5 to hit, range 
20/40 ft., one target. Hit: 4 (1d4 + 2) piercing damage.
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Vampire Lord
—
Medium undead (shapechanger), lawful evil
Armor Class 17 (natural armor)
Hit Points 209 (22d8 + 110)
Speed 30 ft., fly 50 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 18 (+4) 20 (+5) 18 (+4) 19 (+4) 20 (+5)

—
Saving Throws Dex +10, Wis +10, Cha +11
Skills Insight +10, Perception +10, Persuasion +11, 

Stealth +10
Damage Resistances necrotic; bludgeoning, 

piercing, and slashing from nonmagical weapons
Senses darkvision 120 ft., passive Perception 20
Languages the languages it knew in life
Challenge 18 (20,000 XP)

—
Shapechanger. If the vampire isn’t in sunlight or 
running water, it can use its action to polymorph 
into a Tiny bat or a Medium cloud of mist, or back 
into its true form.

While in bat form, the vampire can’t speak, its 
walking speed is 5 feet, and it has a flying speed of 
30 feet. Its statistics, other than its size and speed, 

Vampire Lord
The legendary vampire lord is one of the most 
powerful denizens of the city . This evil monster 
has great power and can even rule an entire city or 
kingdom . It will often have other vampires under 
its command as well as an army of vampire spawn 
and other undead . Like other vampires, it preys 
on the living . However, unlike other vampires it is 
able to fly in vampire form . Vampire lords also have 
unusual mounts like nightmares, wyverns, or even 
evil dragons .

Double Life. The vampire lord really lives two lives, 
it’s a charming noble during the day and a hideous 
monster at night . This undead monster is often part of 
the elite in a large city . Sometimes it is a close advisor 
to the king or queen . There are tales of vampire lords 
remaining undetected for years and years, all the time 
living amongst the aristocracy . The vampire lord’s 
manor or castle is often filled with trophies from its 
victims . These arrogant creatures often boast about 
these treasures to other nobles but don’t reveal how 
they acquired them .

Legendary Lord. Only the bravest of heroes would 
face this dangerous foe . It creates multiple resting 
places by moving dirt from its grave . Some of these 
evil creatures have survived for hundreds of years .

Undead Nature. A vampire doesn’t require air .
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are unchanged. Anything it is wearing transforms with 
it, but nothing it is carrying does. It reverts to its true 
form if it dies.

While in mist form, the vampire can’t take any 
actions, speak, or manipulate objects. It is weightless, 
has a flying speed of 20 feet, can hover, and can 
enter a hostile creature’s space and stop there. In 
addition, if air can pass through a space, the mist can 
do so without squeezing, and it can’t pass through 
water. It has advantage on Strength, Dexterity, and 
Constitution saving throws, and it is immune to all 
nonmagical damage, except, the damage it takes 
from sunlight.
Legendary Resistance (3/Day). If the vampire fails a 
saving throw, it can choose to succeed instead.
Misty Escape. When it drops to 0 hit points outside 
its resting place, the vampire transforms into a cloud 
of mist (as in the Shapechanger trait) instead of falling 
unconscious, provided that it isn’t in sunlight or 
running water. If it can’t transform, it is destroyed. 

While it has 0 hit points in mist form, it can’t revert 
to its vampire form, and it must reach its resting 
place within 2 hours or be destroyed. Once in its 
resting place, it reverts to its vampire form. It is then 
paralyzed until it regains at least 1 hit point. After 
spending 1 hour in its resting place with 0 hit points, 
it regains 1 hit point.
Regeneration. The vampire regains 25 hit points 
at the start of its turn if it has at least 1 hit point and 
isn’t in sunlight or running water. If the vampire takes 
radiant damage or damage from holy water, this 
trait doesn’t function at the start of the vampire’s 
next turn.
Spider Climb. The vampire can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check.
Vampire Weaknesses. The vampire has the 
following flaws:

Forbiddance. The vampire can’t enter a residence 
without an invitation from one of the occupants.

Harmed by Running Water. The vampire takes 20 
acid damage if it ends its turn in running water.

Stake to the Heart. If a piercing weapon made of 
wood is driven into the vampire’s heart while the 
vampire is incapacitated in its resting place, the 
vampire is paralyzed until the stake is removed.  

Sunlight Hypersensitivity. The vampire takes 20 
radiant damage when it starts its turn in sunlight. 
While in sunlight, it has disadvantage on attack rolls 
and ability checks.

Actions —
Multiattack. The vampire makes two attacks, only 
one of which can be a bite attack.

Unarmed Strike (Vampire Form Only). Melee 
Weapon Attack: +11 to hit, reach 5 ft., one target. 
Hit: 9 (1d8 + 5) bludgeoning damage. Instead of 
dealing damage the vampire can grapple the target 
(escape DC 20).
Greatsword. Melee Weapon Attack: +11 to hit, reach 
5 ft., one target. Hit: 12 (2d6 + 5) slashing damage.
Bite (Bat or Vampire Form Only). Melee Weapon 
Attack: +11 to hit, reach 5 ft., one willing creature, 
or a creature that is grappled by the vampire, 
incapacitated, or restrained. Hit: 9 (1d8 + 5) piercing 
damage plus 17 (5d6) necrotic damage. The target’s 
hit point maximum is reduced by an amount equal to 
the necrotic damage taken, and the vampire regains 
hit points equal to that amount. The reduction lasts 
until the target finishes a long rest. The target dies 
if this effect reduces its hit point maximum to 0. A 
humanoid slain in this way and then buried in the 
ground rises the following night as a vampire spawn 
under the vampire’s control.
Charm. The vampire targets one humanoid it can see 
within 30 feet of it. If the target can see the vampire, 
the target must succeed on a DC 18 Wisdom saving 
throw against this magic or be charmed by the 
vampire. The charmed target regards the vampire 
as a trusted friend to be heeded and protected. 
Although the target isn’t under the vampire’s control, 
it takes the vampire’s requests or actions in the most 
favorable way it can, and it is a willing target for the 
vampire’s next bite attack.

Each time the vampire or the vampire’s 
companions do anything harmful to the target, it can 
repeat the saving throw, ending the effect on itself on 
a success. Otherwise, the effect lasts 24 hours or until 
the vampire is destroyed, is on a different plane of 
existence than the target, or takes a bonus action to 
end the effect.
Children of the Night (1/day). The vampire magically 
calls 3d4 swarms of bats, provided that the sun isn’t 
up. While outdoors, the vampire can call 3d8 wolves 
instead. The called creatures arrive in two rounds, 
acting as allies of the vampire and obeying its spoken 
commands. The beasts remain for 1 hour, until the 
vampire dies, or until the vampire dismisses them 
as a bonus action.

Legendary Actions —
Move. The vampire can move up to its speed without 
provoking opportunity attacks.
Unarmed Strike. The vampire makes one 
unarmed strike.
Bite (Costs 2 Actions). The vampire makes one 
bite attack. 
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any Open Game Content originally distributed under any version of 
this License.
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11. Use of Contributor Credits: You may not market or advertise the 
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regulation then You may not Use any Open Game Material 
so affected.

13. Termination: This License will terminate automatically if You fail 
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30 days of becoming aware of the breach. All sublicenses shall 
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