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The Arctic
Themes:  Exploration, mystery, quests, piracy, lost 

cities, new species, ancient tombs, treasure hunts, 
strange tribes, cults

T
he Arctic is a challenging region to ex-
plore, with many diverse areas . Massive glaciers 
lead to labyrinthine snow caves and fast-flowing 
rivers . Barren icy plains stretch out endlessly 

towards the horizon . Immense icebergs float past the 
jagged coastline . Never-ending blizzards and freezing 
winds fill the skies . 

At times the darkness seems eternal in this part of 
the world . Extremely frigid temperatures make for 
harsh living conditions . Even so, several kinds of crea-
tures survive in this region . Wild beasts and a number 
of enormous monsters are actively looking for food . 
A few races, like the Voth and orcs, have been there 
for a long time . Even some humans, known as the 
Norvans, make their home in this wasteland . 

While dark and frozen, beauty is still there . 
The divine experience of seeing the Northern Lights 
can shake someone to their core . This is a spectacu-
lar region with many hidden secrets . Many exciting 
adventures await the bold and the brave . 

Inhabitants
Beasts, humans, dragons, fey, giants, orcs, undead, 
lycanthropes, monstrosities, aberrations

Terrain
Icebergs, glaciers, hills, mountains, caves, rivers, lakes, 
coastal areas, crevasses, underground rivers, lakes, 
rivers, valleys, fjords

Adventuring Equipment
Backpack, rations, waterskin, furs, traveling cloak, 
tinderbox, bedroll, blanket, rope (50 feet), torch, 
snowshoes, crampons, climber’s kit, fishing tackle, 
hunting trap, iron pot, tent

Arctic Encounters
d20 Encounter

1 ancient white dragon

2 1d4 frost giants 

3 1d6 mammoths

4 remorhaz

5 young white dragon

6 1d10 orcs 

7 1d4 winter wolves

8 sabre-toothed tiger

9 2d6 bandits

10 owl (snowy owl)

11 1d4 ice mephits

12 polar bear

13 druid

14 giant goat

15 werebear 

16 1d8 berserkers

17 2d6 orcs

18 1d4 mammoths

19 adult white dragon

20 1d4 remorhazes 

Arctic Weather
d8 Weather

1 intense blizzard 

2 cloudy with snow

3 windy and cold

4 blizzard

5 sunny and extremely cold

6 blowing snow

7 stormy

8 unusually warm
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The Ragnar
Wandering across the snowy landscape is 
a massive, menacing creature . It is so large it seems 
as if the land itself has come to life . The Ragnar 
is an unstoppable force that dominates a large 
territory . Most other creatures flee at the sight of this 
gigantic terror . 

Ready to Rumble. The ground literally shakes 
when the Ragnar is in the vicinity . It can cause ava-
lanches and leaves a trail of destruction in its wake . 
Even its huge footprints make a sizeable impact on 
the environment . 

Brutal Behemoth. This creature is a pure predator 
and stands at the very top of the food chain . Even the 
mighty snow elves, also known as the Voth, have trou-
ble handling this titan . They will often escape to their 
airships if the Ragnar is in the area . 

Roaming Around. This titan usually feeds on 
ozlogs . It’s an incredible sight to see the enormous 
Ragnar chasing a herd of the beasts across an expan-
sive glacier . Only Varga the Ice Witch knows that 
that this monster was created when dark magic came 
through a portal . These strange magical gates are 
known as Riftgates . The witch has a close bond with 
the fearsome creature .

The Ragnar
Huge monstrosity (titan), chaotic evil

—
Armor Class 18 (natural armor)
Hit Points 378 (28d12 + 196)
Speed 40 ft., climb 20 ft.

—
 STR DEX CON INT WIS CHA
 22 (+6) 9 (−1) 25 (+7) 7 (−2) 12 (+1) 3 (−4)

—
Saving Throws Con +13, Wis +7
Skills Perception +7
Damage Resistances cold 
Damage Immunities poison 
Condition Immunities charmed, frightened, 

paralyzed, poisoned, prone
Senses darkvision 90 ft., passive Perception 17
Languages —
Challenge 20 (25,000 XP)

—
Keen Smell. The Ragnar has advantage on Wisdom 
(Perception) checks that rely on hearing or smell. 
Legendary Resistance (3/Day). If the Ragnar fails 
a saving throw, it can choose to succeed instead.
Siege Monster. The Ragnar does double damage to 
objects and structures. 

Actions —
Multiattack. The Ragnar makes one bite attack 
and two slam attacks.
Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., 
one target. Hit: 22 (3d10 + 6) piercing damage. 
Slam. Ranged Weapon Attack: +13 to hit, reach 15 ft., 
one target. Hit: 17 (2d10 + 6) bludgeoning damage.

Legendary Actions —
The Ragnar can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time and only at the end of 
another creature’s turn. The Ragnar regains spent 
legendary actions at the start of its turn. 
Swat Away. The Ragnar makes a slam attack. If 
the attack hits, the target must succeed on a DC 
17 Strength saving throw or be pushed 15 feet in a 
straight line away from the Ragnar. If the saving throw 
fails by 8 or more, the target falls prone. 
Tail Attack (Costs 2 Actions). Melee Weapon Attack: 
+13 to hit, reach 15 ft., one target. Hit: 15 (2d8 + 6) 
bludgeoning damage. 
Bite Attack (Costs 3 Actions). The Ragnar makes 
a bite attack. 
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Varga the Ice Witch
Medium humanoid (human), chaotic evil 

—
Armor Class 12 (15 with mage armor)
Hit Points 133 (14d8 + 70)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
  15 (+2) 15 (+2) 20 (+5) 25 (+7) 18 (+4) 7 (−2)

—
Saving Throws Int +12, Wis +9
Skills Arcana +12, History +12, Perception +9, 

Survival +9
Senses passive Perception 19
Languages Common, Primordial
Challenge 10 (5,900 XP)

—
Arcane Ward. When she casts an abjuration spell 
of 1st level or higher, she can simultaneously use a 
strand of the spell’s magic to create a magical ward 
on herself that lasts until she finishes a long rest. 
The ward has 39 hit points. Whenever she takes 
damage, the ward takes the damage instead. If this 
damage reduces the ward to 0 hit points, she takes 
any remaining damage. While the ward has 0 hit 
points, it can’t absorb damage, but its magic remains. 
Whenever she casts an abjuration spell of 1st level 
or higher, the ward regains a number of hit points 
equal to twice the level of the spell. Once she creates 
the ward, she can’t create it again until she finishes 
a long rest. 
Improved Abjuration. When she casts an abjuration 
spell that requires her to make an ability check 

as a part of casting that spell, she adds +5 to that 
ability check. 
Projected Ward. When a creature that she can see 
within 30 feet of her takes damage, she can use 
her reaction to cause her Arcane Ward to absorb 
that damage. If this damage reduces the ward 
to 0 hit points, the warded creature takes any 
remaining damage. 
Spellcasting. Varga is a 16th level wizard. Her 
spellcasting ability is Intelligence (spell save DC 
20, +12 to hit with spell attacks). She can cast the 
following spells: 
Cantrips (at will): blade ward, dancing lights, 

minor illusion, ray of frost, resistance
1st level (4 slots): mage armor, protection from evil 

and good, shield, witch bolt
2nd level (3 slots): darkvision, misty step, see invisibility 
3rd level (3 slots): counterspell, dispel magic, 

glyph of warding, nondetection
4th level (3 slots): banishment, confusion, ice storm
5th level (3 slots): cone of cold, planar binding
6th level (2 slots): globe of invulnerability
7th level (2 slots): etherealness, reverse gravity
8th level (1 slot): control weather
Spell Resistance. She has advantage on saving 
throws against spells. Furthermore, she has 
resistance against the damage of spells. 

Actions —
Ice Staff. Melee Attack: +7 to hit, reach 5 ft., 
one target. Hit: 6 (1d8 + 2) bludgeoning damage 
plus 22 (5d8) cold damage.

Varga the Ice Witch
Drumming echoes from deep inside an ice cave . 
Wrapped in furs, an old woman communes with dark 
spirits through her instrument . Varga the Ice Witch 
knows what part of the cave is solid enough to stand 
the waves of sound . A large white wolf is curled up 
nearby on a pile of furs . 

Cold Crone. Those creatures that live in this frozen 
wasteland should pray they never cross Varga’s path . 
Her twisted heart is as cold as the land itself . She is 
forever bound to the Ragnar, a massive titan that lives 
in the Arctic . The dark magic that brought the crea-
ture to life helps her to commune with it . 

Magical Protection. Varga is a master of abju-
ration magic and the cold climate doesn’t affect her . 
She is able to ward off many dangers, natural and un-
natural . A recluse, Varga rarely ever sees other humans 
and feels at home in the wilderness . 

Wolf Mount. She usually travels around the frozen 
land on her wolf named Ulfar . The wolf ’s pack and 
other beasts help protect Varga’s cave .
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Crystal Spider
Large monstrosity, unaligned 

—
Armor Class 16 (natural armor) 
Hit Points 37 (5d10 + 10)
Speed 30 ft., climb 40 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4) 16 (+3) 14 (+2) 2 (−4) 11 (+0) 4 (−3)

—
Damage Resistances cold
Senses blindsight 20 ft., darkvision 60 ft., 

passive Perception 13
 Languages —
Challenge 3 (700 XP)

—
Frozen Climber. The crystal spider can climb 
difficult surfaces, including upside down in icy 
and snowy areas, without needing to make an 
ability check. 
Siege Monster. The crystal spider does 
double damage to objects and structures. 
Snow Camouflage. The crystal spider has 
advantage on Dexterity (Stealth) checks made 
to hide in icy or snowy terrain. 

Actions —
Multiattack. The crystal spider makes two attacks. 
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 11 (2d6 + 4) piercing damage plus 
2 (1d4) cold damage. 
Freezing Secretion. Ranged Weapon Attack: 
+5 to hit, range 30/80 ft., one target. Hit: 4 (1d8) 
bludgeoning damage, and target must make a DC 13 
Constitution saving throw or become paralyzed for 
1 minute. The target can repeat the saving throw at 
the end of each of their turns. 

Variant: Young 
Crystal Spider Swarm
Use the Swarm of Spiders stat block with 
these changes:
Speed 40 ft., climb 30 ft. 
Damage Resistances cold
Challenge 1 (200 XP)
Frozen Climber. The young crystal spider swarm 
can climb difficult surfaces, including upside down 
in icy or snowy areas, without needing to make an 
ability check. 
Snow Camouflage. The young crystal spider swarm 
has advantage on Dexterity (Stealth) checks made to 
hide in icy or snowy terrain.

Crystal Spider
Clinging to an icy wall is a bizarre creature . 
The disturbing crystal spider lives in areas that most 
other monsters cannot reach . It can even scale sheer 
ice cliffs with its strong legs . Swarms of young crystal 
spiders have also been seen with these monstrosities . 

Snow Spider. Crystal spiders can hide in the 
snowy terrain and surprise their victims . It’s quite 
the sight to see this massive spider make its pres-
ence known . 

Patient Predator. Ambushing other creatures is 
what the crystal spider does best . They are very patient 
and will wait hours and hours for prey to wander by . 
Then the crystal spider spits a cold paralyzing liquid . 
Once the target is immobilized, the monster will drag 
the victim off to its lair . 

Icy Inhabitants. The spider’s crystal caves are usu-
ally hidden far away from other creatures . These lairs 
are littered with crystals, gemstones, bones, and furs . 
Finding these lairs is an adventure in itself .
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Dragon, Ice 
Huge dragon, chaotic evil 

—
Armor Class 19 (natural armor)
Hit Points 195 (17d12 + 85)
Speed 40 ft., fly 80 ft.

—
 STR DEX CON INT WIS CHA
 22 (+6) 14 (+2) 20 (+5) 16 (+3) 12 (+1) 4 (−4)

—
Saving Throws Dex +7, Con +10, Int +8, Wis +6
Skills Perception +6, Stealth +7
Damage Immunities cold
Senses blindsight 60 ft., darkvision 120 ft., 

passive Perception 16
Languages Common, Draconic
Challenge 15 (13,000 XP)

—
Ice Walk. The dragon can move across and climb icy 
surfaces without needing to make an ability check. 
Additionally, difficult terrain composed of ice or snow 
doesn’t cost it extra movement. 
Legendary Resistance (3/Day). If the dragon fails 
a saving throw, it can choose to succeed instead. 

Actions —
Multiattack. The dragon makes two melee attacks. 
Bite. Melee Weapon Attack: +11 to hit, reach 10 ft., 
one target. Hit: 17 (2d10 + 6) piercing damage plus 
5 (1d10) cold damage. 
Claw. Melee Weapon Attack: +11 to hit, reach 5 ft., 
one target. Hit: 15 (2d8 + 6) slashing damage. 

Tail. Melee Weapon Attack: +11 to hit, reach 15 ft., 
one target. Hit: 15 (2d8 + 6) bludgeoning damage. 
Freezing Breath. The dragon exhales an icy breath 
in a 60-foot line that is 5 feet wide. Each creature in 
that line must make a DC 19 Dexterity saving throw, 
taking 28 (8d6) cold damage on a failure half damage 
on a success. If the target fails their saving throw, they 
are also paralyzed for 1 minute. The target can make 
a DC 17 Constitution saving throw to end the paralysis 
at the end of each of their turns. 
Frightful Presence. Each creature of the dragon’s 
choice that is within 120 feet of the dragon and aware 
of it must succeed on a DC 14 Wisdom saving throw 
or become frightened for 1 minute. A creature can 
repeat the saving throw at the end of each of its turns, 
ending the effect on itself on a success. If a creature’s 
saving throw is successful or the effect ends for it, the 
creature is immune to the dragon’s Frightful Presence 
for the next 24 hours. 

Legendary Actions —
The dragon can take 3 legendary actions, choosing 
from the options below. Only one legendary action 
option can be used at a time and only at the end of 
another creature’s turn. The dragon regains spent 
legendary actions at the start of its turn. 
Detect. The dragon makes a Wisdom 
(Perception) check. 
Wing Attack (Costs 2 Actions). Melee Weapon Attack: 
+11 to hit, reach 10 ft., one target. Hit: 15 (2d8 + 6) 
slashing damage. 
Claw Attack (Costs 3 Actions). The dragon makes 
one claw attack.

Dragon, Ice 
A party of adventurers cautiously makes its 
way across a snowy crevasse . Without warning, a 
bluish-white dragon drops from the sky and breathes 
a blast of freezing cold air . Half of the heroes are liter-
ally frozen in their tracks . 

Cool Intellect. Unlike its white dragon cousin, the 
ice dragon is rather intelligent . In fact, it is a wily and 
clever creature . These dragons know when they’re out-
matched and won’t hesitate to fight again another day . 
An ice dragon will usually make its home in a large 
ice cavern . It makes sure to choose a strategic location 
it can defend . 

Frozen in Their Tracks. Their powerful breath can 
freeze victims and make them easy targets . The ice 
dragon will use its breath weapon at a great distance 
and then move in to attack with its jaws and claws . 
However, the sight of the dragon is so terrifying 
that most creatures don’t get close enough to feel 
its icy breath .

Snow Problem. Snow elf forces often hunt these 
dragons . The two foes don’t feel they can share the 
Arctic peacefully . Ferocious air battles between the 
snow elves’ airships and ice dragons are legendary . 
The elves are always working on new ways to protect 
their craft from these creatures .
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Harald the 
Norvan King
A convoy of armored polar bears comes to a 
halt . The lead rider has signalled a warning to the 
group . This is Harald the Norvan King, the ruler of 
his northern tribe . He is a beast of a man, towering 
over most of his people . 

Barbarian King. The king is a confident, 
free-thinker and doesn’t get caught up in his emo-
tions . Harald is armed with a magical hammer and 
is always protected by a large contingent of Nor-
van soldiers

Inner Conflict. His ruling Snow Eagles clan are 
named for the giant eagles who live in the Arctic . 
The opposing clan are led by a younger group of men 
and are known as the Iron Bears . Both clans live in 
Norvald and have recently settled on the continent of 
Myrr . Their rivalry has come close to open warfare in 
the new land . 

Formidable Fortress. Harald makes his home in 
a massive castle near the sea . He has a force of over 
2000 soldiers, spellcasters, many ships, and hundreds 
of armored polar bears . 

Harald the 
Norvan King
Medium humanoid (human), chaotic neutral

—
Armor Class 18 (plate)
Hit Points 165 (22d8 + 66)
Speed 30 ft.

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

—
Saving Throws Str +9, Wis +9, Cha +9
Skills Athletics +9, Insight +9, Intimidation +9, 

Perception +9, Survival +9
Senses passive Perception 19
Languages Common
Challenge 11 (7,200 XP)

—

Action Surge (1/day). Harald can take an 
extra action.
Brave. He has advantage on saving throws against 
being frightened.
Indomitable (2/day). Harald can reroll a failed 
saving throw. 
Second Wind (Recharges after a Short or Long 
Rest). As a bonus action, he can regain 20 hit points. 

Actions —
Multiattack. Harald makes three melee attacks. 
Hammer of the North. Melee Weapon Attack: 
+9 to hit, reach 5 ft., one target. Hit: 11 (1d12 + 5) 
bludgeoning damage plus 5 (2d4) cold damage. 
Battle Cry (2/day). Each creature of Harald’s choice 
that is within 30 feet of him, can hear him, and not 
already affected by Battle Cry gain advantage on 
attack rolls until the start of Harald’s next turn. 
He can then make one attack as a bonus action. 

Wild Items: 
Hammer of the North
Weapon (warhammer), very rare (requires 

attunement)
Deals 1d12 bludgeoning damage plus 2d4 cold 
damage. Can use an action to cast bright light 
for 30 ft. 
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Ice Breaker
Huge monstrosity, unaligned

—
Armor Class 15 (natural armor)
Hit Points 157 (15d12 + 60)
Speed 0 ft., swim 40 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 14 (+2) 19 (+4) 7 (−2) 15 (+2) 5 (−3)

—
Skills Perception +5
Damage Immunities cold
Condition Immunities charmed, prone
Senses darkvision 60 ft., tremorsense 60 ft., 

passive Perception 15
 Languages — 
Challenge 8 (3,900 XP)

—
Hold Breath. The ice breaker can hold its breath 
for 1 hour. 
Keen Hearing. The ice breaker has advantage on 
Wisdom (Perception) checks that rely on hearing. 
Siege Monster. The ice breaker does double 
damage to objects and structures. 

Actions —
Bite. Melee Weapon Attack: +8 to hit, reach 10 ft., 
one target. Hit: 27 (4d10 + 5) piercing damage, and 
the target is grappled (escape DC 15). Until this 
grapple ends, the target is restrained, and the ice 
breaker can’t bite another target. 
Swallow. The ice breaker makes one bite attack 
against a Large or smaller target it is grappling. 
If the attack hits, the target is swallowed, and the 
grapple ends. The swallowed target is blinded and 
restrained, it has total cover against attacks and 
other effects outside the ice breaker, and it takes 
9 (2d8) acid damage at the start of each of the ice 
breaker’s turns. The ice breaker can have only one 
target swallowed at a time.

If the ice breaker takes 20 damage or more on 
a single turn from the swallowed creature, the ice 
breaker must succeed on a DC 15 Constitution 
saving throw at the end of that turn or regurgitate 
the creature, which falls prone in a space within 
10 feet of the ice breaker. If the ice breaker dies, 
a swallowed creature is no longer restrained by it 
and can escape from the corpse using 10 feet of 
movement, exiting prone.

Ice Breaker
A sole fisherman has ventured out onto the 
sea ice . As he unpacks his gear, he feels the heavy ice 
move underneath him . Without warning, a massive 
creature smashes through the thick ice and rears up 
above the stunned man . This is the ice breaker, a 
terrifying monster that lives in the frozen waters of 
the Arctic . 

On Thin Ice. Ice breakers love to lurk under the ice, 
hunting for prey . They can see in the dark waters and 
sense their prey by listening or feeling the ice move . 
These fierce killers frequently live near the coast where 
animals are more likely to wander onto the ice . 

Hard-Headed. Their large heads are solid and can 
easily smash through solid ice . Many of their prey are 
surprised as the monster can attack without warning . 
An ice breaker isn’t very bright, but it is aware of its 
surroundings . 

Local Fare. These monstrosities feed on any-
thing they can find . They prefer to hunt seals, polar 
bears, nordaks, ozlogs, and other beasts . However, 
they will also dive deep down and feed on plants on 
the sea floor .
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Mammoth, Undead
Huge undead, neutral evil

—
Armor Class 12 (natural armor)
Hit Points 87 (7d12 + 42)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 24 (+7) 7 (−2) 22 (+6) 1 (−5) 7 (−2) 3 (−4)

—
Damage Resistances cold
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 8
 Languages —
Challenge 5 (1,800 XP)

—
Siege Monster. The undead mammoth does double 
damage to objects and structures. 

Trampling Charge. If the undead mammoth moves 
at least 20 feet straight toward a creature and then 
hits it with a gore attack on the same turn, that target 
must succeed on a DC 18 Strength saving throw or be 
knocked prone. 
Undead Fortitude. If damage reduces the undead 
mammoth to 0 hit points, it must make a Constitution 
saving throw with a DC of 5 + the damage taken, 
unless the damage is radiant or from a critical hit. 
On a success, the undead mammoth drops to 1 hit 
point instead. 

Actions —
Gore. Melee Weapon Attack: +9 to hit, reach 10 ft., 
one target. Hit: 20 (3d8 + 7) piercing damage plus 
3 (1d6) necrotic damage. 
Stomp. Melee Weapon Attack: +9 to hit, 
reach 5 ft., one prone creature. 
Hit: 23 (3d10 + 7) bludgeoning damage. 

Mammoth, Undead
Enormous shadows can be seen moving through 
a foggy pass . Then several huge, dark mammoths 
begin to emerge from the mist . These undead mam-
moths are the result of dark magic that came through 
Riftgates . Necrotic energy that entered this region 
twists the souls of some mammoths when they die . 

Hulking Horror. The Voth will use these undead 
creatures as pack animals . Their necromancers, the 
blizzard wizards, can command the sizable creatures 

to do their bidding . However, the undead horrors can 
only take simple directions from the snow elves . 

Herd Immunity. Undead mammoths usually stick 
together in groups . The region is a very dangerous 
place, and they will try to remain in their herd . Since 
they can see in the dark and don’t have the require-
ments of living creatures, some herds can be seen on 
the move in the middle of the night . 

Undead Nature. An undead mammoth doesn’t 
require air, food, drink, or sleep .
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Nordak
Large beast, unaligned 

—
Armor Class 14 (natural armor)
Hit Points 30 (4d10 + 8)
Speed 50 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4) 14 (+2) 15 (+2) 3 (−4) 12 (+1) 7 (−2)

—
Skills Perception +3
Damage Resistances cold
Senses passive Perception 13
 Languages —
Challenge 1 (200 XP)

—
Heated Body. The nordak has a very warm inner 
temperature. If their stomachs are cut open, heat 
from their innards can keep a humanoid warm for 
eight hours. Of course, the nordak won’t survive 
the injury. 
Keen Hearing and Smell. The nordak has 
advantage on Wisdom (Perception) checks that rely 
on hearing or smell. 
Pack Animal. The nordak can carry 200 lbs. 
of equipment. 

Actions —
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 11 (2d6 + 4) piercing damage. 

Nordak
Traveling across the snowy wasteland is much 
easier while riding a nordak . These hardy beasts are 
sought after by many humanoids in the coldest cli-
mates . The beasts are well suited to the terrain and its 
extremely cold temperatures . 

 Sole Survivors. These creatures are at home in 
this stark landscape . Nordaks feed off small animals 
and native plants . They can be found in small groups 
or on their own . Unlike many beasts, they don’t need 
the company of others of their species . 

Chilled Out. Nordaks are very relaxed creatures 
and nothing seems to bother them . There are stories of 
avalanches crashing down around them as they calmly 
travel through the area . These northern creatures will 
even assist their riders in combat, as they are wise 
enough to work together . 

Inner Warmth. When a nordak is cut open it can 
be used to keep a humanoid warm . During this pro-
cess, a number of interesting items have been found 
in the stomachs of these beasts . The Voth also make a 
warming potion from the creature’s blood . 

Nordak Stomach Contents
d10 Contents

1 potion of healing 

2 rusty longsword

3 ring of protection

4 iron dagger

5 20 copper coins

6 set of bone pipes

7 signet ring of a Voth house

8 potion of heroism

9 set of bone dice

10 flask of alchemist’s fire
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Norvan Shaman
Medium humanoid (human), chaotic neutral

—
Armor Class 11 (14 with frostskin)
Hit Points 65 (10d8 + 20)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 12 (+1) 12 (+1) 15 (+2) 13 (+1) 19 (+4) 11 (+0)

—
Saving Throws Con +5, Wis +7
Skills History +4, Insight +7, Nature +4, Perception +7, 

Survival +7
Senses passive Perception 17
Languages Common 
Challenge 8 (3,900 XP)

—
Brave. The shaman has advantage on saving throws 
against being frightened. 
Frostskin (2/day). The shaman creates a magical 
hard frost on their skin which increases their AC to 
14 for 1 minute. 
Iron Will. The shaman has advantage on saving 
throws against being charmed. 
Keen Hearing and Sight. The shaman has advantage 
on Wisdom (Perception) checks that rely on hearing 
or sight. 
Spellcasting. The shaman is a 10th-level spellcaster. 
Their spellcasting ability is Wisdom (spell save DC 15, 

+7 to hit with spell attacks). The shaman has the 
following spells: 
Cantrips (at will): druidcraft, guidance, produce flame, 

shillelagh
1st level (4 slots): animal friendship, beast sense, 

cure wounds, speak with animals
2nd level (3 slots): animal restoration, darkvision, 

lesser restoration, pass without trace
3rd level (3 slots): feign death, sleet storm, wind wall
4th level (3 slots): confusion, ice storm, 

freedom of movement
5th level (2 slots): reincarnate, scrying

Actions —
Quarterstaff. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d8 + 1) bludgeoning damage.
Change Shape (1/day). The shaman magically 
polymorphs into a beast with a CR of 3 or less, and 
can remain in this form for up to 6 hours. The shaman 
can choose whether their equipment falls to the 
ground, melds with their new form, or is worn by the 
new form. The shaman reverts to their true form if 
they die or fall unconscious. The shaman can revert to 
their true form using a bonus action on their turn. 

While in a new form, the shaman retains their game 
statistics and ability to speak, but their AC, movement 
modes, Strength, and Dexterity are replaced by those 
of the new form, and they gain any special senses, 
proficiencies, traits, actions, and reactions that the 
new form has but that they lack.

Norvan Shaman
When a young member of the Norvan tribe 
begins to have visions, the community knows another 
shaman has been chosen . These individuals are called 
by nature to heal the world . They are profoundly 
present and can only speak the truth . There are only a 
handful of shamans in the frozen lands . 

Wise Elder. These wise men and women don’t 
ally themselves with any clan . They remain outside 
of everyday life and avoid politics in the settlements . 
Most of these seers don’t marry and they enjoy their 
solitude . 

Wilderness Homes. Shamans live away from the 
Norvan settlements in huts or caves, far from other 
people . They are close to the beasts in the area and 
can call on their help if they need it . Many of the 
healers have strong relationships with the giant eagles 
who live in the North .

Natural Cycle. They are extraordinary people, 
deeply in tune with nature and the inner lives of 
humans . Some shamans spend more time in their 
animal form than their human shape . Other elders say 
that shamans even know of future events that haven’t 
manifested yet . 
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Norvan Soldier
Medium humanoid (human), chaotic neutral

—
Armor Class 16 (chain mail) 
Hit Points 13 (2d8 + 4)
Speed 30 ft.

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

—
Skills Perception +2, Survival +2
Senses passive Perception 12
Languages Common
Challenge 1/2 (100 XP)

—
Brave. The Norvan has advantage on saving throws 
against being frightened.

Actions — 
Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 10 (2d6 + 3) slashing damage.
Light Crossbow. Ranged Weapon Attack: +4 to 
hit, range 80/320 ft., one target. Hit: 6 (1d8 + 2) 
piercing damage.

Norvan Soldier
Living in the far north are a tribe of humans 
called the Norvans . They are people who value their 
personal freedom very highly . At the same time, they 
work together to survive in the harsh region . Their 
culture is rich in history and the Norvans have begun 
to expand their influence . 

Tough Northerners. Their snowy and mountain-
ous home continent of Norvald is not an easy place 
to live . Norvans are usually clothed in thick furs and 
regularly use armored polar bears to move around the 
challenging terrain . 

Two Factions. Over time the Norvans have split 
into two clans: the older more patient Snow Ea-
gles and the young impulsive Iron Bears . The Snow 
Eagles have held power for many years, but some of 
the younger faction have seized power on the conti-
nent of Myrr . 

Southern Settlements. The tribe lives in several 
settlements on the continents of Norvald and Myrr . 
Most Norvans live in a few well-protected, large cities 
near the sea . Sailing the turbulent, dangerous oceans 
is a central part of their culture . 



MONSTERS OF THE WILDERNESS: OSWALD’S CURSE16

Ozlog
Large beast, unaligned

—
Armor Class 13 (natural armor)
Hit Points 15 (2d10 + 4)
Speed 40 ft.

—
 STR DEX CON INT WIS CHA
 16 (+3) 10 (+0) 14 (+2) 1 (−5) 5 (−3) 3 (−4)

—
Damage Resistances cold
Senses darkvision 60 ft., passive Perception 7
Languages —
Challenge 1/4 (50 XP)

—
Charge. If the ozlog moves at least 20 feet straight 
toward a target and then hits it with a gore attack 
on the same turn, the target takes an extra 3 (1d6) 
bludgeoning damage. If the target is a creature, it 
must succeed on a DC 13 Strength saving throw or 
be knocked prone. 
Pack Tactics. The ozlog has advantage on an attack 
roll against a creature if at least one of the ozlog’s 
allies is within 5 feet of the creature and the ally isn’t 
incapacitated. 

Actions —
Gore. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 7 (1d8 + 3) bludgeoning damage. 

Ozlog
A herd of odd horned beasts thunder across 
a thick icy plain . The ground quakes as the mass of 
northern cattle are on the move . Ozlogs populate 
much of the Arctic region . Their life is usually brutal 
and short . 

Ice Cattle. They are hunted by numerous predators 
and provide sustenance to others in this harsh land . 
These beasts provide a lot of meat for the snow elves 
who hunt them on nordaks and their smaller airships . 

Inhospitable Herd. Ozlogs are bad-tempered 
beasts and will attack any intruders in their territory . 
The strongest ozlog is the leader and fights determine 
the hierarchy for the species . Two of the larger of the 
species will usually lock horns and attempt to subdue 
each other . 

Home on the Range. Ozlogs live off plants in 
the tundra and must keep moving to find food . Their 
thick skin and hardy coats provide them good protec-
tion from the elements . 
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People of the Sky
One of the great mysteries of the mortal 
realm is the Northern Lights . The source of this 
phenomenon are the people of the sky . These huge fey 
beings cross over from Feyland to lure creatures into 
other worlds . 

Mesmerizing Lights. The evil fey can take the 
form of brightly colored lights and dance through 
the sky . Their mysterious and breath-taking forms are 
almost too beautiful to describe . In their true forms, 
these fey appear as giant-like creatures . 

On the Threshold. People of the sky search for 
Riftgates and open them in order to bring creatures 
into Feyland and other domains . After Oswald Myrr 
created the Riftgates by accident, these highly intelli-
gent fey quickly found a use for them . 

The Far Away. Nobody has found their true home, 
believed to be deep inside Feyland . There is no doubt 
the cruel creatures are members of the Unseelie Court . 
Rumors persist that this malevolent court are using 
the people of the sky to further their agenda .

People of the Sky
Huge fey, neutral evil 

—
Armor Class 15 
Hit Points 103 (9d12 + 45)
Speed 0 ft. fly 80 ft. (hover) 

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

—
Skills Perception +9, Persuasion +8 
Damage Resistances acid, cold; bludgeoning, 

piercing, and slashing from nonmagical weapons
Damage Immunities necrotic, poison 
Condition Immunities charmed, exhaustion, 

grappled, poisoned, prone, restrained
Senses darkvision 120 ft., passive Perception 19
Languages Elvish, Primordial, Sylvan
Challenge 10 (5,900 XP)

—
Incorporeal Movement (Light Form). The people of 
the sky can move through other creatures and objects 
as if they were difficult terrain. They take 5 (1d10) 
force damage if they end their turn inside an object. 

Northern Light Form. The people of the sky can 
use an action to change their form into pure light or 
back into their true form. All their statistics remain 
the same, except their AC is 17 and they have the 
incorporeal movement trait. They revert back into 
their fey form if they are killed. People of the sky often 
choose vivid colors for their light form such as bright 
blue, pink, purple, yellow, and green. 
Open Riftgate. The people of the sky can open 
Riftgates at will. However, the Riftgate must already 
be in place as they can’t create them. 

Actions —
Cold Blast. Melee Weapon Attack: +9 to hit, reach 
10 ft., one target. Hit: 21 (3d10 + 5) cold damage. 
Lure of the Lights. Once a Riftgate is open, the 
people of the sky can attempt to lure targets into the 
gate. They send out a pattern of blue and green lights 
and any creatures within 100 feet must make a DC 
16 Wisdom saving throw. If a target fails their saving 
throw, they are compelled to follow the light patterns 
into the Riftgate. 

If this action fails to lure the target, the people of 
the sky will speak directly to the creature and attempt 
to persuade them. 
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Polar Bear, 
Armored
Some polar bears are more intelligent and 
wiser than others . These large beasts are chosen as 
mounts by the Norvans . Once chosen they are fit-
ted with thick half-plate armor . The armored polar 
bear is a fierce opponent and the epitome of bravery . 
With metal fitted on their impressive claws the bears 
become even more lethal . 

Loyal Mount. Once a rider and bear form a bond 
it can’t be broken . Clever and sage, the armored 
polar bears are more companions than domesticated 
animals . In fact, the Norvans honor and respect these 
creatures in many ways . 

Heavy Burden. Armored polar bears can carry 
huge loads . The Norvans load up the bears with gear 
for battle or transport goods from one settlement to 
another . Convoys of the bears can often be seen trav-
eling across the snowy land . 

Big Bad Bear King. An armored polar bear named 
Karhu Nan considers himself to be the ruler of his 
species . This evil creature plots to take control of the 
bears and rebel against their Norvan masters . 

Polar Bear, 
Armored
Large beast, neutral 

—
Armor Class 16 (half-plate)
Hit Points 63 (6d10 + 30)
Speed 40 ft.

—
 STR DEX CON INT WIS CHA
 22 (+6) 12 (+1) 20 (+5) 9 (−1) 12 (+1) 9 (−1)

—
Skills Perception +3
Damage Immunities cold
Senses passive Perception 13
Languages Understands Common but can’t speak 
Challenge 4 (1,100 XP)

—
Keen Smell. The armored polar bear has advantage 
on Wisdom (Perception) checks that rely on smell. 
Pack Animal. Armored polar bears can carry at 
least 300 pounds of gear. 

Actions —
Multiattack. The armored polar bear makes two 
attacks: one with its bite and one with its claws. 
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 17 (2d10 + 6) piercing damage. 
Iron Claw. Melee Weapon Attack: +8 to hit, reach 

5 ft., one target. Hit: 15 (2d8 + 6) slashing damage. 
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The Shapeshifter
Medium aberration (shapechanger), chaotic evil 

—
Armor Class 17 (natural armor)
Hit Points 190 (20d8 + 100)
Speed 40 ft.

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

—
Skills Deception +9, Perception +9, Stealth +9, 

Survival +9
Damage Vulnerabilities fire
Damage Resistances bludgeoning, piercing, and 

slashing from nonmagical weapons. 
Damage Immunities cold
Condition Immunities charmed, exhaustion
Senses darkvision 60 ft., passive Perception 19
Languages the languages of the form it has assumed
Challenge 12 (8,400 XP)

—
Ambusher. In the first round of a combat, the 
shapeshifter has advantage on attack rolls against 
any creature it surprises. 
Assume Form. The shapeshifter can assume the 
appearance of any Medium (or smaller) humanoid or 
beast it has eaten. It also feels and sounds exactly like 

the victim, speaking the languages it knows. Only a 
successful DC 18 Wisdom (Insight) check will reveal it 
to be a fake. 
Magic Resistance. The shapeshifter has advantage 
on saving throws against spells and other 
magical effects. 
Regeneration. The shapeshifter regains 10 hit 
points at the beginning of each of its turns. It is only 
destroyed if it starts its turn with 0 hit points and 
doesn’t regenerate. 
Spider Climb. The shapeshifter can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check. 

Actions —
Multiattack. The shapeshifter can make one attack 
with its bite and two attacks with tendrils that emerge 
from inside its body. 
Bite. Melee Weapon Attack: +10 to hit, reach 5 ft., 
one target. Hit: 18 (3d8 + 5) piercing damage.
Tendrils. Melee Weapon Attack: +10 to hit, reach 10 ft., 
one target. Hit: 18 (3d8 + 5) slashing damage. 

Reactions — 
Aversion to Fire. If it can, the shapeshifter will use its 
reaction to move 10 feet away from any fire source. 

The Shapeshifter
Where the shapeshifter came from, nobody re-
ally knows . Its true form is something very alien . Its 
goal is to eliminate all other life forms . If left un-
checked, it could take over the entire world . 

Odd Infiltrator. This aberration uses every trick to 
find a way into communities of other creatures . It will 
take the forms of other creatures that are most useful 
and begin its campaign . As it moves through the world 
it leaves a trail of corpses, usually hidden from view . 

Serious Survivor. Identifying this monster is the 
initial challenge, the next is trying to eradicate it . The 
shapeshifter can survive almost anything . However, it 
does have a fear of fire and will avoid it if possible . This 
is the main reason is has traveled to the Arctic region . 

Like the Plague. The shapeshifter has caused all 
kinds of havoc in the Voth community . Many, many 
snow elves died before they got the shapeshifter out of 
their settlements . However, it survived and continues 
to spread its influence . 
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Snogre
Living deep inside dark, snowy caverns are 
cousins of the ogre . These snogres have adapted to 
the Arctic and are more powerful than normal ogres . 
They have thick hide and arm themselves with deadly 
ice weapons . 

Angry Aggressor. Snogres are incredibly aggres-
sive and territorial . They will attack any creatures 
that get near their cave . Blessed with a good sense of 
smell, they are generally able to find intruders in their 
territory . 

Slow Kill. They often string up their victims and 
toy with them for hours . After torturing their victims 
over an extended period, the snogre will kill and eat 
them . These giants are particularly fond of eating 
humanoids . Survivors who escape a snogre’s cavern 
tell horrific tales . 

Wild Kingdom. When these creatures can’t find 
ozlogs or nordaks to eat, they explore the many caves 
in the Arctic . They will attempt to survive on snow 
hares and other smaller animals if they have to . Most 
snogres live and hunt alone . 

Snogre
Large giant, chaotic evil 

—
Armor Class 15 (natural armor)
Hit Points 95 (10d10 + 40)
Speed 40 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 12 (+1) 18 (+4) 5 (−3) 7 (−2) 3 (−4)

—
Damage Immunities cold
Senses darkvision 90 ft., passive Perception 15
Languages Giant
Challenge 5 (1,800 XP)

—
Keen Smell. The snogre has advantage on Wisdom 
(Perception) checks that rely on smell. 

Actions —
Multiattack. The snogre makes two attacks: 
one with its bite and one with its club. 
Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 10 (1d10 + 5) piercing damage.
Ice Club. Melee Weapon Attack: +8 to hit, reach 5 ft., 
one target. Hit: 14 (2d8 + 5) bludgeoning damage.
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Voth
Living on a far northerly continent is a race 
of evil snow elves . The Voth are actually descended 
from high elves who began to worship devils . This was 
another consequence of Riftgates opening up . Thanks 
to the actions of Oswald Myrr, devils made their way 
to the continent of Naern . Eventually they corrupted 
a group of the high elves . 

Infernal Allies. These elves were banished from the 
continent of Naern for devil-worshipping . They are 
cold-hearted creatures that have created a patriarchal 
society on the northern land of Voth . King Vuthar 
rules with an iron fist and his loyal blizzard wizards 
relay his orders to the rest of the snow elves . Ancient 
noble houses from their time in Naern still dominate 
the society . The powerful Voth rule almost all of the 
snowy land . They have developed new technologies, 
including magically powered airships .

Snow Elves. These elves are well-adapted to living 
in the cold . When not traveling in airships, they 
usually use nordaks as mounts . Oswald Myrr named 
their frozen continent after their race . 

New World Order. The Voth have plans to 
conquer the entire world . Their scouts have already 
ventured onto the continents of Naern and Norvald . 
They plan to invade by using their massive airships to 
ferry soldiers over to neighboring lands . They despise 
other elves and will attack them on sight . 

Wild Items: 
Vithral Armor
Armor (light), rare
Magical lightweight armor made from adamantine 
that has an AC of 15.

Voth
Medium humanoid (elf), lawful evil 

—
Armor Class 16 (vithral armor)
Hit Points 22 (4d8 + 4)
Speed 30 ft. 

—
 STR DEX CON INT WIS CHA
 14 (+2) 12 (+1) 12 (+1) 12 (+1) 10 (+0) 10 (+0)

—
Skills Perception +2, Survival +2
Damage Resistances cold
Senses darkvision 90 ft., passive Perception 12
Languages Elvish, Infernal
Challenge 1 (200 XP)

—
Devil’s Sight. Magical darkness doesn’t impede the 
voth’s darkvision.
Fey Ancestry. The voth has advantage on saving 
throws against being charmed, and magic can’t put 
it to sleep.
Innate Spellcasting. The voth’s innate spellcasting 
ability is Intelligence (spell save DC 11, +3 to hit 
with spell attacks). The voth can innately cast the 
following spells:
At will: ray of frost

Actions —
Adamantine Sword. Melee Weapon Attack: +4 to 
hit, reach 5 ft., one target. Hit: 7 (1d10 + 2) slashing 
damage plus 2 (1d4) cold damage. 
Longbow. Ranged Weapon Attack: +3 to hit, range 
150/600 ft., one target. Hit: 7 (1d8 + 3) piercing 
damage plus 2 (1d4) cold damage. 
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Voth 
Blizzard Wizard
Blizzard wizards are the necromancers of the 
Voth . These spellcasters are high-ranking members of 
the evil snow elf race . They are closely allied with the 
king and pilot all the Voth’s airships . 

Elf Necromancers. These wizards craft the magical 
vithral armor that most of the Voth wear . It is made 
from adamantine, a material found in large quantities 
in the Arctic . The armor is then altered by magic to 
make it lighter . They also make potions for sick elves 
from the blood of the nordak . 

Sky Pilots. The Voth’s airships are powered by the 
magic wielded by these wizards . Blizzard wizards will 
cast wind spells to control the sails . 

Rival Casters. There is an ongoing rivalry between 
the blizzard wizards and the vothlocks . The necro-
mancers are part of the king’s inner circle and have a 
higher rank than the warlocks . A few female voth are 
vothlocks, but only male voth can become wizards . 

Voth 
Blizzard Wizard
Medium humanoid (elf), lawful evil 

—
Armor Class 11 (14 with mage armor)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

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

—
Skills Arcana +7, Perception +4, Survival +4
Damage Resistances cold
Senses darkvision 90 ft., passive Perception 14
Languages Elvish, Infernal 
Challenge 5 (1,800 XP)

—
Devil’s Sight. Magical darkness doesn’t impede the 
voth’s darkvision.
Fey Ancestry. The voth has advantage on saving 
throws against being charmed, and magic can’t put 
it to sleep.
Innate Spellcasting. The voth’s innate spellcasting 
ability is Intelligence (spell save DC 15, +7 to hit 
with spell attacks). The voth can innately cast the 
following spells:
At will: chill touch, ray of frost
1/day each: fog cloud
Spellcasting. The voth is a 7th level wizard. Its 
spellcasting ability is Intelligence (spell save DC 15, 
+7 to hit with spell attacks). The voth can cast the 
following spells:
Cantrips (at will): chill touch, dancing lights, 

message, minor illusion 
1st level (slots): charm person, feather fall, 

mage armor, ray of sickness
2nd level (slots): gust of wind, misty step, suggestion
3rd level (slots): animate dead, lightning bolt, 

sleet storm
4th level (slots): ice storm

Actions —
Frost Staff. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 8 (2d6 + 1) bludgeoning damage 
plus 5 (2d4) cold damage.

Wild Items: 
Potion of Warmth
Potion, rare
For 1 hour after you drink this potion, you gain 
resistance to cold damage. In addition, you are 
unharmed by temperatures as low as −50 degrees 
Fahrenheit. 
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Vothlock
As a shimmering red pentagram glows, a red-
skinned monster appears out of the thin air . A white-
haired snow elf laughs manically nearby and claps 
their hands . This is the vothlock, a snow elf warlock . 

Power Play. These warlocks covet any position 
where they can influence the king . Each of them 
serves a devil patron and the fiends want the Voth to 
take over the world . Of course, the devils want the 
world for themselves and plan to eventually betray the 
snow elves . 

Knowledge Seeker. The vothlocks are always 
attempting to learn more about the Arctic, the world, 
and the multiverse . They will pass along this infor-
mation to their infernal patrons . At times they might 
also give this knowledge to the Voth hierarchy . 

Gory Details. The vothlock take charge of any 
interrogations and run the Voth prisons . They love 
nothing more than toying with prisoners, especially 
other races . The king won’t think twice about having 
the vothlocks do his dirty work . 

Vothlock
Medium humanoid (elf), lawful evil 

—
Armor Class 12 (15 with mage armor)
Hit Points 44 (8d8 + 8)
Speed 30 ft. 

—
 STR DEX CON INT WIS CHA
 12 (+1) 14 (+2) 12 (+1) 12 (+1) 10 (+0) 16 (+3)

—
Skills Arcana +4, Deception +6, Perception +3, 

Persuasion +6, Survival +3
Damage Resistances cold
Senses darkvision 90 ft., passive Perception 13
Languages Elvish, Infernal
Challenge 4 (1,100 XP)

—
Devil’s Sight. Magical darkness doesn’t impede 
the vothlock’s darkvision. 
Fey Ancestry. The vothlock has advantage on 
saving throws against being charmed, and magic 
can’t put it to sleep.
Innate Spellcasting. The vothlock’s innate 
spellcasting ability is Intelligence (spell save DC 14, 
+6 to hit with spell attacks). The vothlock can 
innately cast the following spells:
At will: chill touch, mage armor (self only), ray of frost
1/day each: bestow curse, slow
Spellcasting. The vothlock is a 7th-level warlock. 
Their spellcasting ability is Charisma (spell save DC 
14, +6 to hit with spell attacks). It regains expended 
spell slots when it finishes a short or long rest. 
The vothlock knows the following spells:
Cantrips (at will): eldritch blast, minor illusion, 

prestidigitation, shocking grasp
1st–4th level (3 4th-level slots): counterspell, 

enthrall, hellish rebuke, invisibility, suggestion, 
vampiric touch

Actions —
Ice Mace. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 4 (1d6 + 1) bludgeoning damage and 
7 (2d6) cold damage. 
Summon Devil (1/day). The vothlock can use an 
action to summon an imp. It appears in an occupied 
space within 30 feet of the vothlock. The imp obeys 
the vothlock for one hour and then dies. It is reborn 
in Hell with the knowledge of its summoning. 

Wild Items: Ice Mace
Weapon (mace), rare (requires attunement)
Deals 1d6 bludgeoning damage plus 
2d6 cold damage.
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Vuthar 
the Voth King
As an enormous airship flies through a bliz-
zard, a cloaked voth barks out orders to his troops . 
This is Vuthar, the powerful king of the Voth . An 
extremely tall and handsome snow elf, he stands out 
in a crowd . In his grasp is a legendary weapon known 
as the Greatsword of Hell . Legends say the weapon 
was gifted to him by a very influential arch-devil . 

Evil Emperor. Vuthar is a nasty, wrathful male 
elf . He is only interested in power and his ego has no 
bounds . This king believes the Voth are the master 
race and should rule the entire world . He isn’t aware 
that the devils are simply using his people to further 
their agenda . 

Pyramid Scheme. The king sits at the apex of voth 
society, with his blizzard wizards next in the hierar-
chy . Next are the military commanders and elite Voth 

soldiers . A dozen voth consorts usually accompany 
the monarch, also serving as bodyguards . 

Imminent Invasion. Vuthar plans to invade the 
neighbouring lands of Naern and Norvald soon . 
The Voth believe they need to take the two smaller 
continents before starting any war with Myrr or Zogg . 
Soldiers are training for the war and the tools of war 
are being built at a rapid pace . 

Vuthar 
the Voth King
Medium humanoid (elf), lawful evil 

—
Armor Class 19 (vithral armor)
Hit Points 150 (20d8 + 60)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 20 (+5) 18 (+4) 16 (+3) 18 (+4) 17 (+3) 20 (+5)

—
Skills Arcana +9, Intimidation +10, Perception +8, 

Survival +8 
Damage Resistances cold
Senses darkvision 90 ft., passive Perception 18
Language Elvish, Infernal 
Challenge 15 (13,000 XP)

—
Devil’s Sight. Magical darkness doesn’t impede 
his darkvision.
Fey Ancestry. Vuthar has advantage on saving 
throws against being charmed, and magic can’t 
put him to sleep.
Hellish Weapons. Vuthar’s weapon attacks 
are magical.
Innate Spellcasting. Vuthar’s innate spellcasting 
ability is Intelligence (spell save DC 18, +10 to 
hit with spell attacks). He can innately cast the 
following spells:

At will: chill touch, ray of frost
1/day each: fog cloud
Spellcasting. Vuthar is a 15th-level wizard. His 
spellcasting ability is Intelligence (spell save DC 18, 
+10 to hit with spell attacks). He can cast the 
following spells:
Cantrips (at will): dancing lights, message, ray of frost, 

shocking grasp
1st level (4 slots): charm person, feather fall, 

ray of sickness
2nd level (3 slots): gust of wind, misty step, suggestion
3rd level (3 slots): animate dead, lightning bolt, 

sleet storm
4th level (3 slots): blight, dimension door, ice storm
5th level (2 slots): animate objects, cone of cold
6th level (2 slots): chain lightning, create undead
7th level (1 slot): finger of death
8th level (1 slot): control weather

Actions —
Greatsword of Hell. Melee Weapon Attack: +10 to hit, 
reach 5 ft., one target. Hit: 12 (2d6 + 5) slashing 
damage plus 5 (4d4) cold damage.
Longbow. Ranged Weapon Attack: +9 to hit, range 
150/600 ft., one target. Hit: 8 (1d8 + 4) piercing 
damage and 2 (1d4) cold damage.

Reactions — 
Parry. Vuthar adds 2 to his AC against one melee 
attack that would hit him. To do so, Vuthar must 
see the attacker and be wielding a melee weapon. 

Wild Items: 
Greatsword of Hell
Weapon (greatsword), very rare (requires attunement)
Deals 2d6 slashing damage plus 4d4 cold damage.
Can be magically summoned from anywhere.
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Yarr Beak
Large beast, chaotic evil 

—
Armor Class 14
Hit Points 37 (5d10 + 10)
Speed 20 ft., fly 80 ft. 

—
 STR DEX CON INT WIS CHA
 18 (+4) 17 (+3) 14 (+2) 11 (+0) 15 (+2) 10 (+0)

—
Skills Perception +4
Damage Resistances cold
Senses darkvision 60 ft., passive Perception 14
Languages understands Auran but can’t speak it 
Challenge 2 (450 XP)

—
Agile Aviators. The Yarr beak ignores any effects 
from high winds, blizzards, and storms. 
Keen Sight. The Yarr beak has advantage on 
Wisdom (Perception) checks that rely on sight. 
Snow Camouflage. The Yarr beak has advantage 
on Dexterity (Stealth) checks made to hide in icy or 
snowy terrain. 

Actions —
Multiattack. The Yarr beak makes two 
melee attacks. 
Beak. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 6 (1d8 + 2) piercing damage. 
Talons. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 6 (1d8 + 2) slashing damage. 

Yarr Beak
Perched high atop distant snowy peaks are the 
Yarr beaks . These evil birds hunt from their lofty 
homes, swooping down to attack their victims . 
Powerful wings enable the large creatures to fly in the 
difficult conditions of the Arctic . They are also tough 
to spot as they can easily hide in the frozen terrain . 

Rapacious Raptor. The Yarr beak is always hungry 
and on the hunt . It sleeps more than half the day and 
needs to feed a lot during its waking hours . However, 
their eyes are bigger than their stomachs, so they’ll 
attack almost anything . 

Air Superiority. Their position high above the 
land gives them an advantage over most other crea-
tures . Yarr beaks can see their prey from great distanc-
es and hunt in a wide area . 

Adaptable Avian. The large birds will also hunt 
for fish in the lakes, rivers, and coastal areas . Yarr 
beaks boldly dive into the water after spotting fish, 
seals, and other creatures from high above . 
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