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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —
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Sugarwind Mountains Sugarwind Mountains 
“Islands drift around valleys like thoughts that drift 
through the mind”

—Oswald Myrr

ocated in northeastern Feyland is a 
spectacular region . The Sugarwind Mountains 
are unlike anything found in the ordinary 
world . Nestled among the colorful mountains 

are numerous floating islands . Rope bridges are 
plentiful and waterfalls careen down into the void . 
Strange winds carry delicious sweet smells from peak 
to peak . A number of statuesque castles sit peacefully 
amongst thick mist . 
 The Mountain Lord rules all giants from his moun-
tain lair found here . A massive complex of caverns 
is the home of the giants . However, like the rest of 
Feyland, turmoil has reached this region . The evil 
Academy has spread its influence here, with the Duch-
ess of Dreams leading shadowy forces . A climatic war 
between the Seelie and Unseelie Courts has begun . 

Terrain
Mountains, floating islands, valleys, cliffs, canyons, 
crevasses, mountain passes, meadows, caves, rivers, 
lakes, waterfalls

Landmarks
Castles, keeps, standing stones, riftgates, wilderness 
manors, rope bridges, watch towers

Sugarwind Mountains 
Encounters
d20 Encounter d20 Encounter

1 dream dragon1 11 1d20 spring faeries1

2 storm giant 12 7 sylphs1

3 1d4 stone giants 13 1d4 shadows

4 3 earth elementals 14 3 ogres

5 1d4 chimeras 15 1d20 shadow birds1

6 mist giant1 16 2 air elementals

7 1d4 flying goblins1 17 3 goblins on 
quadraks1

8 1d20 stirges 18 roc

9 troll 19 1d4 cloud giants

10 pegasus 20 purple dragon1

1 From Monsters of Feyland

Sugarwind Mountain Events
d12 Events

1 dark fey rob noble’s keep

2 heavy fog obscures the area

3 floating castle flies by

4 goblins flying an airship

5 high elf patrol on pegasi

6 double rainbow appears

7 fireball destroys watch tower

8 giants hurl rocks 

9 fierce battle on a rope bridge

10 massive storm shakes region

11 arch fey floats by on cloud

12 flying carriages pulled by griffons

LL
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Breezer
A plump purple creature leaps off a cliff . It 
floats gracefully downwards, heading towards another 
floating island . Magical pink butterflies pour forth 
from its mouth as it calls out . Breezers are eccentric 
wild fey that live in solitude . 
  Seeding Corruption. They have recently been 
corrupted by the Academy and have been sent to 
the Sugarwind Mountains . Breezers are seeding 
the area with strange plants that will later serve the 
Unseelie Court .

 Tight Squeeze. This rotund monster is quite strong 
and likes to grab hold of enemies and squeeze them . 
Wrestling with one of these fey can be a losing battle .
 Curious Nature. Breezers are interested in every-
thing around them and love to explore . Some of them 
even cross over into other worlds through Riftgates 
or other portals .

Breezer
Large fey, chaotic evil

—
Armor Class 15 
Hit Points 76 (8d10 + 32)
Speed 30 ft., fly 60 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4)  20 (+5)  18 (+4)  9 (−1)  17 (+3)  14 (+2)

—
Skills Perception +5, Stealth +7
Damage Resistances poison
Damage Immunities poisoned
Senses darkvision 60 ft., passive Perception 15
Languages Sylvan
Challenge 3 (700 XP)

—
Innate Spellcasting. The breezer’s innate spellcast-
ing ability is Wisdom (spell save DC 13, +5 to hit with 
spell attacks). It can innately cast the following spells, 
requiring no components:

At will: speak with plants
1/day each: plant growth, spike growth

Actions —
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 8 (1d8 + 4) piercing damage plus 
7 (2d6) necrotic damage. 
Butterfly Bellow (1/Day). The breezer bellows in a 
30-foot cone with pink butterflies pouring out of its 
mouth. Each creature in that area must make a DC 14 
Constitution saving throw. On a failed save, a creature 
takes 1d10 thunder damage and drops everything 
it is holding.
Crushing Hug. Melee Weapon Attack: +6 to hit, reach 
5 ft., one Large or smaller creature. Hit: 8 (1d8 + 4) 
bludgeoning damage, and the target is grappled 
(escape DC 14). Until the grapple ends, the target 
takes 11 (2d6 + 4) bludgeoning damage at the start 
of each of the breezer’s turns. The breezer can only 
grapple one creature at a time.
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Cloud Guard
The Seelie Court uses cloud guards to protect 
this region . These mounted warriors are garrisoned in 
a couple of mountain keeps . They are famous for their 
bold nature and magical light swords . 
 Air Cavalry. Cloud guards usually patrol the 
mountain region on hippogriffs . Their faithful mounts 
are stabled in the cloud guards’ keeps . 
 Highly Trained. From a young age, these fey 
are trained in melee and ranged combat . They are 
exceptional warriors and can even handle mul-
tiple opponents . 
 Centaur Rivals. Even though cloud guards often 
work with flying centaurs, there is a rivalry . Both 
groups are jockeying to be the lead force in the Seelie 
Court’s war with the Unseelie Court . 

Flora of Feyland: 
Starflower
A bright, white star-shaped flower that grows on 
floating islands. Upon eating this flower, you gain 
a fly speed of 60 ft. for ten minutes.

Cloud Guard
Medium fey, chaotic good

—
Armor Class 17 (sky armor)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 18 (+4)  18 (+4)  17 (+3)  14 (+2)  16 (+3)  16 (+3)

—
Skills Acrobatics +6, Perception +5, Stealth +6
Senses darkvision 60 ft., passive Perception 15
Languages Sylvan, Elvish
Challenge 4 (1,100 XP) 

—
Brave. The cloud guard has advantage on saving 
throws against being frightened. 
Innate Spellcasting. The cloud guard’s innate spell-
casting ability is Wisdom (spell save DC 13, +5 to hit 
with spell attacks). It can innately cast the following 
spells, requiring no components:
At Will: spare the dying
3/day each: cure wounds, feather fall
Magic Resistance. The cloud guard has advan-
tage on saving throws against spells and other 
magical effects. 

Actions —
Multiattack. The cloud guard makes two attacks. 
Light Sword. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 10 (1d12 + 4) radiant damage. 
Longbow. Ranged Weapon Attack: +6 to hit, 
range 150/600 ft., one target. Hit: (1d8 + 4) 
piercing damage.

Reactions — 
Parry. The cloud guard adds 2 to its AC against 
one melee attack that would hit it. To do so, the 
cloud guard must see the attacker and be wielding 
a melee weapon.   
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —Duchess of Dreams

The duchess has been corrupted and has joined 
the Academy as a scholar . She has no qualifications or 
expertise to be an academic, but that doesn’t matter 
in the current climate . Her husband shares a home 
with her at the heart of the region . Their mighty castle 
dwarfs most other structures in the area .
 Waging War. This cold, cruel fey has been tasked 
to lead the Academy’s forces in the mountains . The 
duchess has evil giants, misty mountain hoppers, 
wind maidens, and other minions at her command .

 Sleep Tight. Entering the dreams of other beings 
is her expertise . She will mine dreams to find ways to 
manipulate others . For years she has gathered infor-
mation from her enemies . 
 Unhappily Ever After. The duchess’ marriage to 
Duke Cloudmuddle is a disaster . He has just realized 
that she had him under a spell and he is beginning to 
get his bearings . She knows that her days of dealing 
with a fool are over . 

Duchess of Dreams
Medium fey, chaotic evil 

—
Armor Class 19 (natural armor)
Hit Points 127 (15d8 + 60)
Speed 30 ft., fly 90 ft. 

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

—
Saving Throws Con +8, Wis +8, Cha +8
Skills Deception +8, Perception +8, Persuasion +8
Senses darkvision 60 ft., passive Perception 18
Languages Sylvan, Elvish
Challenge 12 (8,400 XP)

—
Innate Spellcasting. The duchess’s innate spellcast-
ing ability is Charisma (spell save DC 16, +8 to hit with 
spell attacks). She can innately cast the following 
spells, requiring no components:
At will: dancing lights, detect magic, message
3/day each: blight, counterspell, detect thoughts, 

dimension door, see invisibility

2/day each: crown of madness, dominate person, 
fear, passwall, suggestion

1/day each: dream, mass suggestion, unseen servant
Magic Resistance. The duchess has advan-
tage on saving throws against spells and other 
magical effects.
Regeneration. The duchess regains 10 hit points at 
the start of each turn if she has at least 1 hit point. 

Actions —
Dreamland Staff. Melee Weapon Attack: +8 to hit, 
reach 5 ft., one target. Hit: 8 (1d8 + 4) bludgeoning 
damage and has a 10% chance of knocking the target 
unconscious. 
Nightmare Breath (Recharge 2–3). The duchess 
exhales a black cloud in a 90-foot cone. Any creatures 
in that area must make a successful DC 16 Wisdom 
saving throw or enter into a hallucinatory terrain 
created by the duchess. The area is filled with dark 
creatures from the target’s dreams. The target is 
incapacitated and can repeat its saving throw at the 
end of each of its turns.
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Duke Cloudmuddle
The corruption of Feyland happened quickly 
because of naïve individuals like the duke . He lives 
with his wife in a spectacular abode in the Sugarwind 
Mountains . However, he has been trapped there by a 
powerful enchantment . 
 Lost Boy. For years the loyal duke worshipped the 
duchess and didn’t see her dark side . Over time he 
lost himself in one of her nightmares . Without telling 
him, the duchess used his hookah to drug him . 
 Handy Hookah. He has his precious hookah 
with him at all times . Now that he knows it was 
bewitched, he has put it back in working order . 
 Clear Eyes. The duke is finally beginning 
to see what has been right in front of his 
eyes . His wife is an evil manipulator, and 
he has been a fool . 

Duke Cloudmuddle
Medium fey, chaotic neutral

—
Armor Class 15 (natural armor) 
Hit Points 142 (15d8 + 75)
Speed 30 ft., fly 60 ft. 

—
 STR DEX CON INT WIS CHA
 16 (+3)  16 (+3)  20 (+5)  18 (+4)  9 (−1)  18 (+4)

—
Saving Throws Con +9, Int +8, Cha +8
Skills History +8, Performance +8
Senses darkvision 60 ft., passive Perception 9
Languages Sylvan, Elvish
Challenge 9 (5,000 XP)

—
Innate Spellcasting. The duke’s spellcasting ability 
is Intelligence (spell save DC 16, +8 to hit with spell 
attacks). He can innately cast the following spells, 
requiring no components:
At will: druidcraft, faerie fire
3/day each: counterspell, dispel magic, fog cloud, 

gaseous form, misty step, stinking cloud
1/day each: cloudkill, conjure fey, unseen servant
Magic Resistance. The duke has advantage 
on saving throws against spells and other 
magical effects. 
Magic Weapons. The duke’s weapon attacks 
are magical. 

Actions —
Multiattack. The duke makes two melee attacks. 
Rapier. Melee Weapon Attack: +7 to hit, reach 5 ft., 
one target. Hit: 7 (1d8 + 3) piercing damage plus 
7 (2d6) radiant damage. 
Hookah Palooka (Recharge 5–6). The duke exhales 
a magical smoke ring at one creature within 60 ft. of 
him. He sends out one of the following rings. 
Red Smoke Ring. The target must make a DC 16 

Dexterity saving throw, taking 24 (7d6) fire 
damage on a failed save, or half as much on a 
successful one. 

Blue Smoke Ring. The target must make a DC 16 
Dexterity saving throw, taking 24 (7d6) lightning 
damage on a failed save, or half as much on a 
successful one. 

Green Smoke Ring. The target must make a DC 16 
Constitution saving throw, taking 24 (7d6) poison 
damage on a failed save, or half as much on a 
successful one. 

Black Smoke Ring. The target must make a DC 16 
Constitution saving throw, taking 24 (7d6) acid 
damage on a failed save, or half as much on a 
successful one. 
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Floating island
Without warning a heavy boulder is tossed at a 
flying goblin . The floating island nearby has suddenly 
come to life . Several of these islands in the Sugarwind 
Mountains are actually elementals . It’s almost im-
possible to tell which is a living creature and which is 
simply a floating landmass . 
 Living Landscape. These monsters are usual-
ly very still but can awaken at any moment . Like 
other parts of Feyland, this region is an unpredict-
able environment . 
 Hidden Hosts. Some fey build castles or other 
structures on these islands, not knowing they are 
living creatures . In some parts of the Sugarwind 
Mountains, entire villages have been constructed on 
these elementals . 
  Moving Along. At times, a floating island will 
simply float away into another region . Some of the 
elementals have floated right through Riftgates 
into other worlds . 

Floating island
Gargantuan elemental, unaligned

—
Armor Class 20 (natural armor) 
Hit Points 280 (16d20 + 112)
Speed 0 ft., fly 90 ft. (hover)

—
 STR DEX CON INT WIS CHA
 25 (+7)  10 (+0)  24 (+7)  1 (−5)  15 (+2)  18 (+4)

—
Damage Resistances cold, fire, lightning, poison, 

psychic; bludgeoning, piercing, and slashing from 
nonmagical attacks

Damage Immunities charmed, exhausted, 
paralyzed, petrified, poisoned, prone, stunned

Senses darkvision 120 ft., passive Perception 13
Languages Primordial
Challenge 17 (18,000 XP)

—
False Appearance. The floating island is indistin-
guishable from a regular floating island. 
Magic Weapons. The floating island’s weapon 
attacks are magical. 
Siege Monster. The floating island deals double 
damage to objects and structures. 

Actions —
Multiattack. The floating island makes three 
attacks: one of which can be a rock attack. 
Vine Strike. Melee Weapon Attack: +16 to hit, reach 
20 ft., one target. Hit: 25 (4d8 + 7) slashing damage 
and the target is grappled (escape DC 19). Until the 
grapple ends, the target is restrained and has disad-
vantage on Strength saving throws, and the floating 
island can’t use the same vine on another target. 
Throw Rock. Ranged Weapon Attack: +16 to hit, 
range 80/320 ft., one target. Hit: 33 (4d12 + 7) 
bludgeoning damage. 
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Flying Centaur
Numerous arrows split the air and race to-
wards a cloud giant . The massive monster is balanced 
perilously on a rope bridge as the projectiles hit its 
chest . Then the attackers, a group of flying centaurs, 
soar upwards and unleash a second barrage of arrows . 
 Airborne Cavalry. These winged fey make up the 
bulk of the air force for the Seelie Court . A number 
of them are stationed at the Great Tree, the home 
of the good fey . 
 Deadly Archers. Skilled at using bows, the flying 
centaurs can be a formidable force in large numbers . 
When they team up against an enemy, they are very 
difficult to handle . 
 Secluded Stables. Although they can be found 
throughout Feyland, these creatures are based in 
mountain stables . The Seelie Court has cloud guards 
protecting these remote outposts . 

Flying Centaur
Large fey, chaotic good

—
Armor Class 16 (natural armor) 
Hit Points 68 (8d10 + 24)
Speed 50 ft., fly 50 ft. 

—
 STR DEX CON INT WIS CHA
 19 (+4)  18 (+4)  17 (+3)  10 (+0)  14 (+2)  11 (+0)

—
Skills Acrobatics +7, Athletics +7, Perception +5, 

Stealth +7, Survival +5
Senses passive Perception 15
Languages Elvish, Sylvan
Challenge 5 (1,800 XP)

—
Archer’s Eye (3/Day). As a bonus action, the flying 
centaur can add 1d10 to its next attack or damage 
roll with a longbow or shortbow. 
Charge. If the flying centaur moves at least 30 
feet straight toward a target and then hits it with a 
longsword attack on the same turn, the target takes 
an extra 7 (2d6) slashing damage. 
Flyby. The flying centaur doesn’t provoke an oppor-
tunity attack when it flies out of an enemy’s reach. 

Actions —
Multiattack. The flying centaur makes two attacks. 
Longsword. Melee Weapon Attack: +7 to hit, reach 
5 ft., one target. Hit: 9 (1d10 + 4) slashing damage. 
Longbow. Ranged Weapon Attack: +7 to hit, range 
150/600 ft., one target. Hit (1d8 + 4) piercing damage. 
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Gale Snail
Lightning flashes through the air and thun-
der soon follows . Illuminated in the midst of the 
storm is a large flying snail . It blasts fire rays from its 
eye stalks and then spits slime at a couple of fly-
ing centaurs . 
 Great Gastropod. Even in Feyland, this creature 
draws a lot of attention . Their slime is prized by fey al-
chemists as it is a powerful acid . Some of the members 
of the Unseelie Court use it on their arrows . 
 Sky Life. Gale snails spend most of their time 
hunting for food in the skies . They usually eat birds 
and other smaller flying creatures . 
 Island Locals. The odd creatures grow up on 
the isolated flying islands and aren’t usually found 
in other parts of Feyland . Alchemists from other 
parts of the world will explore the mountains 
looking for the valuable snails . 

Gale Snail
Large fey, chaotic evil 

—
Armor Class 16 (natural armor) 
Hit Points 51 (6d10 + 18)
Speed 10 ft., fly 90 ft. 

—
 STR DEX CON INT WIS CHA
 16 (+3)  15 (+2)  17 (+3)  9 (−1)  14 (+2)  7 (−2)

—
Skills Perception +4
Damage Resistances poison
Damage Immunities poisoned
Senses darkvision 60 ft., passive Perception 14
Languages Sylvan
Challenge 3 (700 XP)

—
Actions —
Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 9 (2d8) piercing damage. 
Eyestalk Ray. Ranged Weapon Attack: +5 to hit, 
range 30/80 ft., one target. Hit: 9 (2d8) fire damage. 
Eject Slime. The gale snail spits slime in a 60-foot 
cone. Each creature in that area must make a DC 14 
Constitution saving throw, taking 10 (3d6) acid 
damage on a failed save, or half as much damage 
on a successful one. 
Shell Defense. The gale snail withdraws into its 
shell, gaining a +4 bonus to AC until it emerges. 
It can emerge from its shell as a bonus action 
on its turn. 
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Mist Walker
A party of adventurers flies through the 
mountains on an ancient gold dragon . They spot a 
lanky creature standing on a low cloud . The newcom-
ers can’t believe their eyes . 
 Walking on Air. Believe it or not mist walk-
ers appear to be walking on air . When they’re first 
taught to use their powers, they never thought they 
could feel so free . 

 Mind the Gap. With their ability to move through 
the air, these fey find the Sugarwind Mountains a 
perfect place to call home . Some live with other dark 
fey in small settlements, others live in hidden caves . 
 Blown Away. In addition to several spells, mist 
walkers also use a blow gun . Their darts are quite 
unusual and have a number of different effects . 

Mist Walker
Medium fey, chaotic evil 

—
Armor Class 14 
Hit Points 44 (8d8 + 16)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 14 (+2)  18 (+4)  15 (+2)  16 (+3)  12 (+1)  12 (+1)

—
Skills Perception +4, Stealth +7
Senses darkvision 60 ft., passive Perception 14
Languages Sylvan
Challenge 5 (1,800 XP)

—
Innate Spellcasting. The mist walker’s innate 
spellcasting ability is Intelligence (spell save DC 14, 
+6 to hit with spell attacks). It can innately cast the 
following spells, requiring no components:
At will: dancing lights, detect magic
3/day each: faerie fire, fog cloud, magic missile
2/day each: gust of wind, invisibility, misty step
1/day each: lightning bolt
Mist Walk. The mist walker can use a bonus action 
to create mist just in front of them as they walk. It 
can walk on mist, fog, and clouds. In addition, when 
the mist walker casts misty step, it can step to a 
misty platform. 

Actions —
Blowgun. Ranged Weapon Attack: +5 to hit, range 
30/100 ft., one target. Hit: 8 (1d4 + 4) piercing 
damage plus one of the following effects: 
Poison Dart. The target must make a DC 14 

Constitution saving throw or take 7 (2d6) 
poison damage. 

Sleep Dart. The target must make a DC 14 Constitu-
tion saving throw or fall unconscious. 

Fear Dart. The target must make a DC 14 Wisdom 
saving throw or become frightened until the end 
of their next turn. 

Paralysis Dart. The target must make a DC 14 
Constitution saving throw or become paralyzed 
until the end of their next turn.
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

 Misty 
Mountain Hopper
A troop of insect-like creatures jump in unison 
across the gap between two floating islands . Misty 
mountain hoppers are able to traverse the extreme 
environment with ease . 
 New Recruits. They have recently joined the 
evil Academy faction of the Unseelie Court . A large 
number of them are under the command of the 
Duchess of Dreams . 
 Spring in Their Step. The misty mountain hop-
pers know the area like the back of their appendages . 
They can act as very useful guides in the dynam-
ic environment . 
 Fey Fiddler. These fey also make music by rub-
bing their long legs together . The sound is almost 
identical to a fiddle and can charm those who hear 
it . As a troop of them move around they often 
compose songs . 

Misty Mountain 
Hopper
Medium fey, chaotic evil 

—
Armor Class 14 
Hit Points 39 (6d8 + 12)
Speed 40 ft.

—
 STR DEX CON INT WIS CHA
 16 (+3)  18 (+4)  14 (+2)  12 (+1)  12 (+1)  14 (+2)

—
Skills Acrobatics +6, Perception +3, Stealth +6
Senses darkvision 60 ft., passive Perception 13
Languages Sylvan
Challenge 3 (700 XP)

—
Extraordinary Leap. The distance of the misty 
mountain hopper’s long jump is tripled; every foot of 
its walking speed that it spends on the jump allows 
it to move 3 feet.

Actions —
Pike. Melee Weapon Attack: +5 to hit, reach 10 ft., 
one target. Hit: 8 (1d10 + 3) piercing damage. 
Fiddle Legs. The misty mountain hopper rubs its 
legs together to create a fiddle-like sound. Any 
creature within 30 ft. must make a successful DC 12 
Wisdom saving throw or be charmed until the end of 
their next turn. 

Reactions — 
Uncanny Dodge. The misty mountain hopper 
halves the damage that it takes from an attack that 
hits it. The misty mountain hopper must be able to 
see the attacker. 
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Rainbow Serpent
Bathing in the sun on a far-flung mountain 
peak is a spectacular sight . The extraordinary scales of 
this dragon can be seen miles away . The rainbow ser-
pent announces its presence one way or another . They 
use violence to get their way and attempt to bully any 
and all other creatures . 

 Rainbow’s End. These dragons create rainbows 
when they awaken . Those who live in the mountains 
know that the beautiful arcs mean danger . Rainbows 
will always appear near the creatures’ lairs . 
 Slippery Serpent. Even though they are quite 
large, these monsters are very agile . Rainbow serpents 
can turn quickly and avoid many attacks . 
 Magnificent Mounts. A few dark fey use rainbow 
serpents as mounts . The dragons will bond with other 
evil creatures and stay in their service for years . 

Rainbow Serpent
Huge dragon, chaotic evil 

—
Armor Class 17 (natural armor) 
Hit Points 115 (10d12 + 50)
Speed 0 ft., fly 120 ft. 

—
 STR DEX CON INT WIS CHA
 23 (+6)  21 (+5)  20 (+5)  12 (+1)  17 (+3)  20 (+5)

—
Skills Acrobatics +9, Perception +7, Stealth +9
Damage Immunities thunder, lightning, radiant
Senses darkvision 120 ft., passive Perception 17
Languages Draconic, Sylvan
Challenge 10 (5,900 XP)

—
Flyby. The rainbow serpent doesn’t provoke 
an opportunity attack when it flies out of an 
enemy’s reach. 
Rainbow Connection. The rainbow serpent creates 
a rainbow when it awakens. 

Actions —
Multiattack. The rainbow serpent makes one bite 
attack and one claws attack. 
Bite. Melee Weapon Attack: +10 to hit, reach 10 ft., 
one target. Hit: 15 (2d8 + 6) piercing damage. 
Claws. Melee Weapon Attack: +10 to hit, reach 5 ft., 
one target. Hit: 10 (1d8 + 6) slashing damage. 
Rainbow Strike (Recharge 5–6). The rainbow 
serpent sends out blinding rainbows in a 60-foot 
cone. Each creature in that area must make a DC 17 
Constitution saving throw or take 27 (6d8) radiant 
damage and suffer the blinded condition until 
the end of its next turn, half damage on a suc-
cessful save.

Reactions — 
Twist and Turn. The rainbow serpent adds 2 
to its AC as it suddenly twists and turns away 
from an attack. 
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Rock Leaper
A bulky rock creature jumps up from one float-
ing island to another . However, some of the dirt is 
loose and begins to give way . Using its powerful legs, 
the rock leaper is able to hang on the edge and clam-
ber up onto the surface . 
 Rocky Mountain High. These elementals are made 
from the same rock found in the mountains of Fey-
land . They are difficult to find in the rocky terrain as 
they are so well camouflaged .
 Local Knowledge. Having spent their entire lives 
here, the monsters know the terrain extremely well . 
They use this knowledge to travel around the area and 
in dealing with any intruders . 

Rock Leaper
Large elemental, neutral 

—
Armor Class 18 (natural armor) 
Hit Points 76 (8d10 + 32)
Speed 40 ft., climb 40 ft. 

—
 STR DEX CON INT WIS CHA
 19 (+4)  16 (+3)  18 (+4)  9 (−1)  11 (+0)  5 (−3)

—
Skills Perception +2, Stealth +5
Damage Immunities poison
Condition Immunities poisoned
Senses darkvision 60 ft., passive Perception 12
Languages Terran
Challenge 4 (1,100 XP)

—
Extraordinary Leap. The distance of the rock 
leaper’s long jump is tripled; every foot of its 
walking speed that it spends on the jump allows it 
to move 3 feet. 
Spider Climb. The rock leaper can climb difficult 
surfaces, including upside down on ceilings, without 
needing to make an ability check. 
Stone Camouflage. The rock leaper has advan-
tage on Dexterity (Stealth) checks made to hide in 
rocky terrain. 

Actions —
Multiattack. The rock leaper can make three 
attacks: one with its bite and two with its claws. 
Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 13 (2d8 + 4) piercing damage.
Claws. Melee Weapon Attack: +6 to hit, reach 5 ft., 
one target. Hit: 8 (1d8 + 4) slashing damage. 
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Scholar of Spring
Calm and polite, this scholar is known to be 
extremely charming . However, under the surface 
she is a seductive trickster . The Spring Scholar 
makes her home in the mountains when she’s not at 
the Academy . 
 Academic Mouthpiece. Of the four lead scholars, 
the Spring Scholar is the most diplomatic . However, 
she is a ruthless individual who simply craves power . 
 Big Plans. The scholar is under orders to meet 
with the Duchess of Dreams and help coordinate the 
Academy’s next move . However, she doesn’t think 
much of the haughty duchess . 
 Mountain Home. The scholar has recently re-
turned from the Academy and made many changes 
to her mountain castle . A large contingent of fly-
ing goblins has arrived to bolster the forces of the 
Unseelie Court . 

Scholar of Spring
Medium fey, chaotic evil 

—
Armor Class 14 (17 with mage armor) 
Hit Points 136 (16d8 + 64)
Speed 30 ft., fly 60 ft.

—
 STR DEX CON INT WIS CHA
 11 (+0)  18 (+4)  18 (+4)  24 (+7)  14 (+2)  18 (+4)

—
Saving Throws Dex +8, Con +8, Int +11
Skills Arcana +11, Deception +8, History +11, 

Perception +6, Persuasion +8
Senses darkvision 60 ft., passive Perception 16
Languages Common, Sylvan, Elvish, Draconic, Giant
Challenge 10 (5,900 XP)

—
Innate Spellcasting. The scholar’s innate spell-
casting ability is Intelligence (spell save DC 16, +8 
to hit with spell attacks). She can innately cast the 
following spells, requiring no components:
At will: locate object, detect thoughts, tongues
3/day each: faerie fire, hypnotic pattern, legend lore, 

plant growth, silence, speak with plants, zone of 
truth

1/day each: enthrall, mage armor, modify memory, 
suggestion

Magic Resistance. The scholar has advantage 
on saving throws against spells and other 
magical effects. 
Regeneration. The scholar regains 10 hit points at 
the start of each turn if she has at least 1 hit point. 
Shadow Stealth. While in dim light or darkness, the 
scholar can take the Hide action as a bonus action.

Actions —
Multiattack. The scholar makes two melee attacks. 
Mighty Quill. Melee Weapon Attack: +8 to hit, reach 
10 ft., one target. Hit: 17 (3d8 + 4) piercing damage. 
Gaze of Judgement (Recharge 2–3). The scholar 
can use a bonus action to target one creature within 
30 feet of her. If the target can see the scholar, the 
target must succeed on a DC 16 Wisdom saving 
throw or become paralyzed until the start of the 
scholar’s next turn. If the target makes a successful 
saving throw, they are immune to the scholar’s gaze 
of judgement for the next 24 hours.
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Sky Whale
Floating through the misty mountains of Fey-
land are gigantic whales . Their deafening thunder 
calls can be heard for miles around . Sky whales are 
wild fey and aren’t members of the Seelie or Un-
seelie Courts . 
 Cloud Creatures. These fey feel at home amongst 
towering mountains and low clouds . Sky whales 
are quite courageous and won’t back down in any 
confrontation . 

 Mobile Mount. These enormous creatures serve 
as mounts for some fey . They’ll even agree to be pack 
animals if the deal is right . 
 Interior Life. If a creature is swallowed by 
these behemoths, it isn’t necessarily the end of the 
line . Once inside the belly of whale, creatures can 
still survive . 

Sky Whale
Huge fey, chaotic neutral

—
Armor Class 19 (natural armor) 
Hit Points 162 (12d12 + 84)
Speed 0 ft., fly 90 ft. 

—
 STR DEX CON INT WIS CHA
 24 (+7)  10 (+0)  24 (+7)  12 (+1)  20 (+5)  18 (+4)

—
Skills Perception +8
Damage Immunities lightning, thunder
Condition Immunities charmed, prone
Senses darkvision 120 ft., passive Perception 16
Languages Sylvan
Challenge 10 (5,900 XP)

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

Magic Resistance. The sky whale has advan-
tage on saving throws against spells and other 
magical effects. 

Actions —
Bite. Melee Weapon Attack: +11 to hit, reach 5 ft., 
one target. Hit: 29 (4d10 + 7) piercing damage. If the 
target is a Large or smaller creature, it must succeed 
on a DC 16 Dexterity saving throw or be swallowed by 
the sky whale. A swallowed creature has total cover 
against attacks and other effects outside the sky 
whale. The target can breathe inside but is blinded 
and restrained. If the sky whale dies, a swallowed 
creature is no longer restrained by it and can escape 
from the corpse by using 20 feet of movement. 
Thunder Shout (Recharges 5–6). The sky whale 
shouts and a wave of thunder is sent out in a 
90-foot cone. Each creature in that area must make 
a DC 18 Constitution saving throw or take 40 (9d8) 
thunder damage on a failed save, half damage on 
a successful one. 
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Sugar Dragon
An enormous pink creature emerges from the 
clouds . It flaps its huge wings and dives into a huge 
waterfall . The legendary sugar dragons often lair in 
hidden caves behind these walls of water . 
 Pleasure Seeker. Known for their sweet smell, 
they are extremely gregarious . Sugar dragons usually 
have many allies in the region, including a num-
ber of dark fey . 

 Dragon Delights. They are quite playful and enjoy 
themselves to the fullest . However, they won’t hesitate 
to use violence to get what they want . Their treasure 
hoards are usually filled with colorful gemstones and 
any items with unusual tastes or smells . 
 Soft Spoken. Sugar dragons have syrupy, gentle 
voices . There is something very unsettling about their 
patient, soft speech .

Sugar Dragon
Huge dragon, chaotic evil 

—
Armor Class 20 (natural armor) 
Hit Points 207 (18d12 + 90)
Speed 40 ft., fly 90 ft., swim 40 ft.

—
 STR DEX CON INT WIS CHA
 24 (+7)  12 (+1)  21 (+5)  18 (+4)  20 (+5)  18 (+4)

—
Saving Throws Str +12, Con +10, Wis +10, Cha +9
Skills Deception +9, Insight +10, Perception +10, 

Persuasion +9, Stealth +6
Damage Immunities cold, poison, lightning, thunder
Condition Immunities charmed, poisoned
Senses darkvision 120 ft., passive Perception 20
Languages Common, Draconic, Sylvan
Challenge 15 (13,000 XP)

—
Amphibious. The dragon can breathe air and water. 
Legendary Resistance (3/Day). If the dragon fails a 
saving throw, it can choose to succeed instead. 

Actions —
Multiattack. The dragon makes three attacks: 
one with its bite and two with its claws. 
Bite. Melee Weapon Attack: +12 to hit, reach 10 ft., 
one target. Hit: 20 (3d8 + 7) piercing damage plus 
4 (1d8) sugar damage. 
Claws. Melee Weapon Attack: +12 to hit, reach 5 ft., 
one target. Hit: 23 (3d10 + 7) slashing damage. 
Breath Weapon. The dragon exhales a cloud of 
euphoria gas in a 90-foot cone. Each creature in that 

area must succeed on a DC 18 Constitution saving 
throw or for 1 minute, the target can’t take reactions 
and must roll a d12 at the start of each of its turns to 
determine its behavior during the turn. 
 d12 Behavior
 1–3 The target takes no action or bonus action 

and uses all of its movement to move in a 
random direction. 

 4–6 The target doesn’t move, and the only thing 
it can do on its turn is make a DC 17 Wisdom 
saving throw, ending the effect on itself 
on a success. 

 7–9 The target is enraged and attacks the closest 
creature, other than the dragon. 

 10–12 The target begins to hallucinate and see 
creatures and objects that aren’t there. 
They are incapacitated until they make a 
successful DC 17 Wisdom saving throw at the 
end of their turn. 

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. 
Tail Attack. Melee Weapon Attack: +12 to hit, 
reach 15 ft., one target. Hit: 20 (3d8 +7) blud-
geoning damage. 
Sugar Cloud (Costs 2 Actions). The dragon creates 
a white sugar cloud, which is the equivalent of the 
fog cloud spell. 
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Wind Maiden
A deafening call from a roc echoes through 
the mountains . High in the clouds, a beautiful 
winged fey is battling the enormous bird . The wind 
maiden forms a javelin out of the wind and launches it 
at the roc . Badly injured, the gigantic creature retreats 
to a distant peak . 
 Winged Warrior. The evil Academy has sent these 
nasty fey to help gain air superiority in the Sugarwind 
Mountains . They have been tasked to eliminate any 
creature that doesn’t fall in line .
 Cleansing Quest. There are a number of wind 
maidens based in a wilderness manor controlled by 
the Academy . It is located on one of the many floating 
islands in the region . 
 Big Problems. Wind maidens are having challeng-
es trying to convince the giants to join their cause . 
The Mountain Lord and his minions aren’t enamored 
with the Academy . 

Wind Maiden
Medium fey, chaotic evil 

—
Armor Class 17 (sky armor)
Hit Points 102 (12d8 + 48)
Speed 30 ft., fly 90 ft. 

—
 STR DEX CON INT WIS CHA
 19 (+4)  20 (+5)  18 (+4)  16 (+3)  19 (+4)  20 (+5)

—
Skills Acrobatic +9, Perception +8, Stealth +9
Damage Resistances lightning, thunder
Senses darkvision 90 ft., passive Perception 18
Languages Sylvan, Elvish, Draconic, Giant
Challenge 8 (3,900 XP)

—
Brave. The wind maiden has advantage on saving 
throws against being frightened.
Innate Spellcasting. The wind maiden’s innate 
spellcasting ability is Charisma (spell save DC 17, 
+9 to hit with spell attacks). It can cast the following 
spells, requiring no components:
At will: detect magic, shocking grasp
3/day each: chain lightning, gust of wind
1/day each: wind wall 

Actions —
Multiattack. The wind maiden makes two attacks. 
Wind Weapons. Melee or Ranged Weapon Attack: 
+7 to hit/+8 for ranged weapon, one target. Hit: 18/19 
(4d6 +4 for melee weapon/+5 for ranged weapon) 
variable damage. The wind maiden coalesces wind 
into any kind of melee or ranged weapon. The 
weapon is magical and disappears after the attack. 
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Fire Dancer
Small fey, chaotic neutral 

—
Armor Class 13
Hit Points 19 (3d6 + 9)
Speed 30 ft.

—
 STR DEX CON INT WIS CHA
 7 (−2)  16 (+3)  16 (+3)  12 (+1)  14 (+2)  8 (−1)

—
Damage Immunities fire
Senses darkvision 60 ft., passive Perception 12
Languages Sylvan, Ignan
Challenge 1/2 (100 XP)

—
Actions —
Bonus Actions —
Reactions — 
Legendary Actions —

Wobble Gobble
Suddenly part of a floating island gives way 
and large pieces of rock plummet downwards . Up 
above several small creatures continue to eat their way 
through solid rock . Wobble gobbles cause a great deal 
of damage as they move through the world . 
 Big Mouth. These little monsters have an insatiable 
appetite and have altered the shape of the mountains . 
They can even destroy floating islands, disable rope 
bridges, and cause rockslides . 
 Home Wreckers. Shocked by the damage caused 
by these creatures, the Seelie Court has sent fey 
rangers to hunt them down . Many of the tiny fey have 
been eliminated but their numbers are huge . 

Wobble Gobble
Tiny fey, chaotic evil 

—
Armor Class 15 
Hit Points 9 (2d4 + 4)
Speed 40 ft., climb 20 ft. 

—
 STR DEX CON INT WIS CHA
 5 (−3)  20 (+5)  15 (+2)  7 (−2)  12 (+1)  4 (−3)

—
Skills Perception +3, Stealth +7
Senses darkvision 60 ft., passive Perception 13
Languages Sylvan
Challenge 1/2 (100 XP)

—
Gobble Rock. The wobble gobble can eat through 
solid rock at the rate of 5 square feet a round. 
Pack Tactics. The wobble gobble has advantage on 
an attack roll against a creature if at least one of the 
wobble gobble’s allies is within 5 feet of the creature 
and the ally isn’t incapacitated. 
Spider Climb. The wobble gobble can climb 
surfaces, including upside down on sheer rock faces, 
without needing to make an ability check. 

Actions —
Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., 
one target. Hit: 3 piercing damage. 
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