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Nonster Stats




Devil’s Sight. Magical darkness doesn’t impede the
devil’s darkvision.

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

Spellcasting. The Devillusionist is a 9th-level spell-
caster that uses Intelligence as his spellcasting ability
(spell save DC 15; +7 to hit with spell attacks). The
Devillusionist has the following spells prepared:

Cantrips (at will): Minor Illusion, Fire Bolt

1st Level (4 Slots): Disguise Self, lllusory Script, Color
Spray

2nd Level (3 Slots): Mirror Image, Shadow Blade, Blur
3rd Level (3 Slots): Major Image, Hypnotic Pattern

4th Level (3 Slots): Phantasmal Killer, Hallucinatory
Terrain

5th Level (1 Slot): Seeming

ACTIONS

Claw: Melee Weapon Attack: +5 to hit, range 5 ft,
one target. Hit: 4 (1d6+1) slashing damage and
6 (1d10) fire damage

LEGENDARY ACTIONS

The Devillusionist can take 2 legendary actions,
choosing from the options below. Only one legend-
ary action can be used at a time and only at the end
of another creature's turn. The Devillusionist regains
spent legendary actions at the start of his turn.

DEVILLUSIONIST (MATERIAL PLANE)
Medium Fiend (Devil) Lawful Evil

Armor Class 16 (natural armor)
Hit Points 54 (7d8 + 27)
Speed 30 ft.

Fire Bolt. The Devillusionist makes a Fire Bolt attack.

Misty Step. The Devillusionist uses the Misty Step

STR DEX CON INT WIS CHA it

12(+1) 13(+1) 16(+3) 16(+3) 18(+4) 12(+1)

LAIR ACTIONS ',_"’

Saving Throws CON +7, INT +7, WIS +8
Discord. The Devillusionist makes a Fire Bolt at On

Damage Resistances Cold; Bludgeoning, initiative count 20, as long as at least one of the
Piercing, and Slashing from Nonmagical Attacks Infernal Tuning Forks are still intact, the atonal music
filling the room hits a sharp chord. Every creature

in the room who isn't deafened must make a DC
Condition Immunities Poisoned 12 Constitution Saving Throw or take 1d6 thunder
damage for every intact Fork, or half as much on a
Senses Darkvision 120 ft., passive perception 16 ‘ successful save. Any creature that fails this save has
disadvantage on Concentration checks until the end
of their next turn.

Damage Immunities Fire, Poison

Languages Common, Infernal, Telepathy 120 ft.

Challenge 5 (2,900 XP)

Proficiency +4




DEVILLUSIONIST (HOME PLANE)
Large Fiend (Devil) Lawful Evil

Armor Class 16 (natural armor)
Hit Points 72 (9d8 + 27)
Speed 30 ft.

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

Saving Throws CON +7, INT +7, WIS +8

Damage Resistances Cold; Bludgeoning,
Piercing, and Slashing from Nonmagical Attacks

Damage Immunities Fire, Poison
Condition Immunities Poisoned
Senses Darkvision 120 ft., passive perception 16
Languages Common, Infernal, Telepathy 120 ft.

Challenge 7 (2,900 XP)

Proficiency +4
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Devil’s Sight. Magical darkness doesn't impede the
devil's darkvision.

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

Spellcasting. The Devillusionist is a 9th-level spell-
caster that uses Intelligence as his spellcasting ability

(spell save DC 15; +7 to hit with spell attacks). The
Devillusionist has the following spells prepared:

Cantrips (at will): Minor lllusion, Fire Bolt

1st Level (4 Slots): Disguise Self, lllusory Script, Color
Spray

2nd Level (3 Slots): Mirror Image, Shadow Blade, Blur
3rd Level (3 Slots): Major Image, Hypnotic Pattern

4th Level (3 Slots): Phantasmal Killer, Hallucinatory
Terrain

5th Level (1 Slot): Seeming

ACTIONS

Claw: Melee Weapon Attack: +5 to hit, range 5 ft,
one target. Hit: 4 (1d6+1) slashing damage and
6 (1d10) fire damage

LEGENDARY ACTIONS

The Devillusionist can take 2 legendary actions,
choosing from the options below. Only one legend-
ary action can be used at a time and only at the end
of another creature’s turn. The Devillusionist regains
spent legendary actions at the start of his turn.

Fire Bolt. The Devillusionist makes a Fire Bolt attack.

Misty Step. The Devillusionist uses the Misty Step
spell.

Road Crew (Costs 2 Actions). The Devillusionist
selects up to two Spined Devils and casts Invisibil-

ity at the 3rd level on them. The Devillusionist can
then have each either take a surprise attack on their
respective turn, or protect him from attacks. If one is
protecting The Devillusionist, it drops invisibility when
a melee attack is going to hit The Devillusionist, and
imposes disadvantage on the target’s attack.

LAIR ACTIONS

Fire Bolt Shuffle . On initiative count 20, if the Dev-
illusionist has at least one Spined Devil nearby and
visible, it begins to rapidly juggle Fire Bolts between
them. The amount of firebolts equals 1+the num-

ber of spined devils alive. The Fire Bolts are then all
launched at once, though they may have different tar-
gets. These Fire Bolt attacks are made at advantage.
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OPEN GAMING LICENSE

LEGAL INFORMATION

Permission to copy, modify and distribute the files collectively
known as the System Reference Document 5.1 (“SRD5”) is granted
solely through the use of the Open Gaming License, Version 1.0a.

This material is being released using the Open Gaming License
Version 1.0a and you should read and understand the terms of that
license before using this material.

The text of the Open Gaming License itself is not Open Game
Content. Instructions on using the License are provided within the
License itself.

The following items are designated Product Identity, as defined

in Section 1(e) of the Open Game License Version 1.0a, and are
subject to the conditions set forth in Section 7 of the OGL, and are
not Open Content: Dungeons & Dragons, D&D, Player’s Hand-
book, Dungeon Master, Monster Manual, d20 System, Wizards

of the Coast, d20 (when used as a trademark), Forgotten Realms,
Faer(in, proper names (including those used in the names of spells
or items), places, Underdark, Red Wizard of Thay, the City of
Union, Heroic Domains of Ysgard, EverChanging Chaos of Limbo,
Windswept Depths of Pandemonium, Infinite Layers of the Abyss,
Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity
of Gehenna, Nine Hells of Baator, Infernal Battlefield of Acheron,
Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia,
Seven Mounting Heavens of Celestia, Twin Paradises of Bytopia,
Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian
Glades of Arborea, Concordant Domain of the Outlands, Sigil,
Lady of Pain, Book of Exalted Deeds, Book of Vile Darkness,
beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast,
githyanki, githzerai, mind flayer, illithid, umber hulk, yuan-ti.

All of the rest of the SRD5 is Open Game Content as described in
Section 1(d) of the License. The terms of the Open Gaming License
Version 1.0a are as follows:

OPEN GAME LICENSE VERSION 1.0A The following text is
the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

The following text is the property of Wizards of the Coast, Inc.
and is Copyright 2000 Wizards of the Coast, Inc (“Wizards”). All
Rights Reserved.

1. Definitions: (a)”Contributors” means the copyright and/or
trademark owners who have contributed Open Game Content;

(b)”Derivative Material” means copyrighted material including
derivative works and translations (including into other computer
languages), potation, modification, correction, addition, extension,
upgrade, improvement, compilation, abridgment or other form in
which an existing work may be recast, transformed or adapted;

(c) “Distribute” means to reproduce, license, rent, lease, sell, broad-
cast, publicly display, transmit or otherwise distribute;

OPEN GAMING LICENSE

(d)”Open Game Content” means the game mechanic and includes
the methods, procedures, processes and routines to the extent such
content does not embody the Product Identity and is an enhance-
ment over the prior art and any additional content clearly identified
as Open Game Content by the Contributor, and means any work
covered by this License, including translations and derivative works
under copyright law, but specifically excludes Product Identity.

(e) “Product Identity” means product and product line names, logos
and identifying marks including trade dress; artifacts; creatures
characters; stories, storylines, plots, thematic elements, dialogue,
incidents, language, artwork, symbols, designs, depictions, like-
nesses, formats, poses, concepts, themes and graphic, photographic
and other visual or audio representations; names and descriptions
of characters, spells, enchantments, personalities, teams, personas,
likenesses and special abilities; places, locations, environments, crea-
tures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered
trademark clearly identified as Product identity by the owner of the
Product Identity, and which specifically excludes the Open Game
Content;

(f) “Trademark” means the logos, names, mark, sign, motto, de-
signs that are used by a Contributor to identify itself or its products
or the associated products contributed to the Open Game License
by the Contributor

(g) “Use”, “Used” or “Using” means to use, Distribute, copy, edit,
format, modify, translate and otherwise create Derivative Material
of Open Game Content.

(h) “You”or “ Your” means the licensee in terms of this agreement.

2. The License: This License applies to any Open Game Content
that contains a notice indicating that the Open Game Content may
only be Used under and in terms of this License. You must affix
such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described
by the License itself. No other terms or conditions may be applied
to any Open Game Content distributed using this License.

3. Offer and Acceptance: By Using the Open Game Content You
indicate Your acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use
this License, the Contributors grant You a perpetual, worldwide,
royalty-free, nonexclusive license with the exact terms of this
License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are con-
tributing original material as Open Game Content, You represent
that Your Contributions are Your original creation and/ or You have
sufficient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact

text of the COPYRIGHT NOTICE of any Open Game Content
You are copying, modifying or distributing, and You must add the
title, the copyright date, and the copyright holder’s name to the
COPYRIGHT NOTICE of any original Open Game Content you
Distribute.

©2021 Dwarven Forge
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7. Use of Product Identity: You agree not to Use any Product
Identity, including as an indication as to compatibility, except as
expressly licensed in another, independent Agreement with the
owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or
Registered Trademark in conjunction with a work containing Open
Game Content except as expressly licensed in another, indepen-
dent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game
Content does not constitute a challenge to the ownership of that
Product Identity. The owner of any Product Identity used in Open
Game Content shall retain all rights, title and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must
clearly indicate which portions of the work that you are distributing
are Open Game Content.

9. Updating the License: Wizards or its designated Agents may
publish updated versions of this License. You may use any autho-
rized version of this License to copy, modify and distribute any
Open Game Content originally distributed under any version of
this License.

10. Copy of this License: You MUST include a copy of this
License with every copy of the Open Game Content You
Distribute.

11. Use of Contributor Credits: You may not market or advertise
the Open Game Content using the name of any Contributor unless
You have written permission from the Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with
any of the terms of this License with respect to some or all of the
Open Game Content due to statute, judicial order, or governmen-
tal regulation then You may not Use any Open Game Material so

affected.

13. Termination: This License will terminate automatically if You
fail to comply with all terms herein and fail to cure such breach
within 30 days of becoming aware of the breach. All sublicenses
shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be
unenforceable, such provision shall be reformed only to the extent
necessary to make it enforceable.

15. COPYRIGHT NOTICE Open Game License v 1.0a
Copyright 2000, Wizards of the Coast, LLC. System Reference
Document 5.1 Copyright 2016, Wizards of the Coast, Inc.;
Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce R.
Cordell, Chris Sims, and Steve Townshend, based on original
material by E. Gary Gygax and Dave Arneson.

END OF LICENSE
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