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® | 9 Animate Pumpkin (1/Day). The animated jack-o’-lantern magically animates one

An|1|mated JaG = @ m pumpkin it can see within 60 feet of it. This pumpkin has the same statistics as an
animated jack-o’-lantern, except they have Intelligence and Charisma scores of 1, they

Tiny undead, chaotic evil can’t speak, and they have only the Bite action option. An animated pumpkin acts as an

ally of the animated jack-o’-lantern. The animated pumpkin remains animate for 1 hour

or until it dies; until the animated jack-o’-lantern dies or is more than 120 feet from the

animated pumpkin; or until the animated jack-o’-lantern takes a bonus action to turn it
back into an inanimate pumpkin.

Armor Class 13
Hit Points 71 (11d4 + 44)
Speed o ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA

12 (+1) 16(+3) 19 (+4) 4 (-3) 13(+1) 13 (+1) Reactions

Frightful Glare. The animated jack-o’-lantern adds 2 to its AC against one attack that
would hit it. To do so, the animated jack-o0’-lantern must see the attacker.
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Damage Resistances Bludgeoning, Cold, Lightning, Necrotic

Damage Immunities Fire, Poison

Condition Immunities Exhaustion, Paralyzed, Poisoned, Prone, Unconscious
Skills Intimidate +3, Perception +3

Senses passive Perception 13

Languages Common

Challenge 3 (700 XP)

Proficiency Bonus +2

—

False Appearance. While the animated jack-o’-lantern remains motionless, it is

indistinguishable from a normal pumpkin. ‘

Actions

v

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. Hit: 8 (2d6 + 1) piercing .. -“

damage plus 7 (2d6) fire damage.

Flame Breath (Recharge 5-6). The animated jack-o’-lantern exhales a fiery blast in a 15-
foot cone. Each creature in that area must make a DC 13 Dexterity saving throw, taking
22 (5d8) fire damage on a failed save, or half as much damage on a successful one.
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Pa-Pooch. An ever living may be served by a special death dog familiar,

which gains a fly speed of 40 ft. As long as this familiar is within 100 feet
of the ever living whenever it regains hit points treat any dice rolled to
determine the hit points it regains as having rolled their maximum value.

EveRItiying;

Medium monstrosity, neutral evil

Armor Class 13
Hit Points 228 (24d8 +120)

Speed 30 ft.
STR DEX CON INT WIS CHA
6(-2) 8 (-1) 20 (+5) 10 (+0) 13 (+1) 20 (+5)

Skills Arcana +8, History +8, Investigation +8, Medicine +5, Nature +8, Religion +8
Senses darkvision 120 ft., passive Perception 11

Languages Any any four languages

Challenge 10 (5,900 XP)

Proficiency Bonus +4

Rejuvenation. If it dies, the ever living returns to life within a sarcophagus inside its
lair in 1d6 days and regains all its hit points. Only a wish spell can prevent this trait
from functioning.

Actions

Multiattack. The ever living makes three Siphon Life attacks.

Siphon Life. Melee Spell Attack: +9 to hit, reach 5 ft., one target. Hit: 19 (4d6 +5)
necrotic damage and the ever living regains hit points equal to half the amount of
necrotic damage dealt.

Reactions

Evil Design. When the ever living is hit with an attack by a creature it can see within 5
ft. it can use its reaction to cast bestow curse on the attacker.

Lair Actions

When fighting inside its lair, an ever living can invoke the ambient magic to take lair
actions. On initiative count 20 (losing initiative ties), the ever living takes a lair action
to cause one of the following effects:

 The ever living casts Tenser’s transformation (no components required). While
maintaining concentration on this spell the ever living can’t take other lair actions.
Casting the spell also creates a double-bladed scimitar in the ever living’s emptyhand.
Melee Weapon Attack:+2 to hit, reach 5 ft., one target. Hit: 3 (2d4 -2) slashing plus 13
(2d12) force damage. The Ever Living can make three attacks with it’s double-bladed
scimitar.

e Lightning arcs, forming a 5-foot-wide line between two of the lair’s solid surfaces that
theever living can see. They must be within 120 feet of the ever living and 120 feet of
each other. Each creature in that line must succeed on a DC 16 Dexterity saving throw
or take 10 (3d6) lightning damage.

 The ever living calls forth a spirit of ancient evil. This spirit has the statistics of a
specter and lasts until the ever living uses another lair action. The specter appears

in an unoccupied space within 30 feet of the ever living and obeys the ever living’s
commands.
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These creatures inspired by the Mad Druid and Zombie Garden
Gnomes video appear in our Monster Menagerie while the
mastermind behind them shows up in our Friend or Foe module.

Shadowgltily,

Small undead, neutral evil

Armor Class 13 Undead Fortitude. If damage reduces the zombie to 0 hit points, it must make a
Hit Points 18 (4d6 + 4) Constitution saving throw with a DC of 5 +the damage taken, unless the damage is

Speed 40 ft. radiant or from a critical hit. On a success, the zombie drops to 1 hit point instead.
STR DEX CON INT WIS CHA Actions
13 (+1) 16 (+3) 13 (+1) 5(-3) 6 (-2) 5(-3)
Life Draining Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 5 (1d4
Saving Throws WIS +0 + 3) slashing damage and 2 (1d4) necrotic damage. The target must succeed on a DC
Damage Immunities poison 11 Constitution saving throw or itshit point maximum is reduced by an amount equalto
Condition Immunities poisoned the necrotic damage taken. This reduction lasts until the target finishes a long rest. The

Senses darkvision 60 ft., passive Perception 8 target dies if this effect reduces its hit point maximum to 0. A humanoid slain by this
Languages Understands the languages it knew in life attack rises 24 hours later as an uncontrolled zombie, unless the humanoid is restored
Challenge 1/2 (100 XP) to life or its body is destroyed.
Proficiency Bonus +2

Vine Tendrils (Recharge 5-6). The zombie vomits a 10-foot line of entangling vines at
Spores. A 5-foot radius of spores extends from the zombie and creatures who start their a target creature. The creature must succeed on a DC 13 Dexterity saving throw or take
turn in the area must succeed on a DC 11 Constitution saving throw or be poisoned 5 (2d4) piercing damage and become restrained. A creature restrained by the zombie
for 1 minute. The creature can repeat this saving throw at the end of each of its turns,  takes 5 (2d4) piercing damage at the start of its turn. A creature can use an action to
ending the effect on itself on a success. A target that successfully saves is immune to the escape by dealing 5 points of slashing damage to the vine or succeeding on a DC 13
zombie’s spores for the next 24 hours. Strength check. On a success, the creature is no longer restrained.
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St!i]n}g‘}f m Stingy Jack — sometimes called Jack o’ the Lantern — is a mythical

character associated with All Hallows Eve and in fact the Jack-o’-lantern
Wondrous item, legendary (requires attunement) may be derived from this story. The original video comes up with several
different ways to incorporate this figure of folklore into games. For the blog
post Stingy Jack is neither a creature to fight nor an NPC to engage with
but instead a powerful magic item.

Stingy Jack is a carved turnip with eyes and a mouth and within the root vegetable
lies a burning ember from the Nine Hells. While holding Stingy Jack as a bonus
action you can cause the hellish ember to shed bright light in a 30 foot radius and

dim light for an additional 30 feet. ; : . .
5 3 When you hit a creature with an attack you can use your bonus action to instantly

transport the target through the Nine Hells. The creature disappears and hurtles
through a nightmare landscape. At the end of your next turn the target returns to
the space it previously occupied, or the nearest unoccupied space. If the target is
not a fiend it takes 10d10 psychic damage as it reels from its horrific experience.
Once you use this feature, you can’t use it again until the following dusk.

While you are attuned to Stingy Jack whenever you make a death saving throw and
roll 16 or higher, you regain 1 hit point. In addition whenever you make a Charisma
(Deception, Intimidation or Persuasion) check you can roll a d4 and add the
number rolled to the ability check.

Stingy Jack has 3 charges. While you are holding it you can expend one charge to
cast scorching ray or 3 charges to cast antipathy/sympathy. Stingy Jack regains 1d3
charges daily at dusk.

Sentience. Stingy Jack is a sentient item of neutral evil alighment with an
Intelligence of 12, a Wisdom of 8 and a Charisma of 16. Stingy Jack can speak, read
and understand Common and it can communicate with you telepathically. Its voice
is gruff and hoarse. It knows every language you know while you’re attuned to it. It
has hearing and darkvision out to a range of 120 feet.

Personality. Stingy Jack is a miserable liar who enjoys playing tricks on others
and manipulating them. Originally a turnip lantern carried by a selfish drunkard
who deceived both celestials and fiends to spare his repugnant life the mortal was
cursed to walk the world eternally. At some point the man’s soul became infused
into his lantern. Stingy Jack is a scheming grifter who encourages the one who
carries it to engage in the same sort of behavior.
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You have made a deal with a corrupted guardian{spirit4fillincayoulwith¥necromanticlenergiesfand
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often including the ancient tombs/adventurersjlike}toYscoury
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Spell level & Spells

1 False life, inflict wounds

2 Blindness/deafness, gentle repose
3 Animate dead, speak with dead

4 Death ward, dominate beast

5 Contagion, raise dead
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Starting at 1st level your patron bestows the
ability to make a connection with the undead.
You have resistance to necrotic damage. As an
action you can project an aura of undeath in

a 20 foot radius sphere centered on you for 1
minute. An undead creature that starts its turn
or enters the area for the first time on its turn
must make a Charisma saving throw against
your warlock spell save DC. If a creature fails
its saving throw it becomes indifferent about
creatures of your choice that it is hostile
toward. This indifference ends if the creature
is attacked or harmed by a spell or if it
witnesses any of its allies being harmed. When
the spell ends, the creature becomes hostile
again, unless the GM rules otherwise.

Once you use this feature you can’t use it again
until you finish a short or long rest.
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Starting at 6th level, a spirit being attaches itself to
you as your familiar. The phantasmal familiar must
have a corpse to inhabit. You can use your action to
touch the corpse of a Medium or larger creature and
cause the bones and sinew of that creature to snap
and twist and rearrange themselves into the body

of a hound, mimicking the image of your patron.
This beast uses the wolf statistics with the following
changes:

» The phantasmal familiar counts as an undead.

o It has extra hit points equal to your warlock level.

» When you cast a spell with a range of touch, your
phantasmal familiar can deliver the spell as if it had
cast the spell. Your phantasmal familiar must be within
100 feet of you, and it must use its reaction to deliver
the spell when you cast it. If the spell requires an attack
roll, you use your attack modifier for the roll.

Once you use this feature you can’t use it again until
you finish a long rest.

Starting at 10th level you gain the ability to
awaken the shambling undead and bring them
back to some semblance of consciousness. The
ritual to awaken a skeleton or zombie takes 1
hour to complete. A skeleton or zombie must
remain within a 10 foot radius ritual circle for
the entire length of the ritual. If the undead
creature leaves the circle, the ritual fails. If the
ritual is completed successfully, the skeleton
or zombie gains an Intelligence of 10 and the
ability to speak one language you know. They
are charmed by you for 24 hours. After this
time the awakened skeleton or zombie acts as
it would have when it was alive, including any
adverse opinions about its current state.

Once you use this feature you can’t use it
again until you finish a short rest.

We strive to include stuff
for players and Game
Masters in our modules
like Death Pit, which
includes this Otherworldly
Patron along with new
monsters and magic items.
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Starting at 14th level, you become a
plaguebringer. As an action you create a
pall of doom around you in a 15 foot radius.
Shadowy mist fills the area and creatures
in the mist must make a Constitution
saving throw or suffer disadvantage on
Charisma checks and vulnerability to all
damage as their flesh decays. This effect
lasts for 7 days. Since this spell induces a
natural disease in its target, any effect that
removes a disease or otherwise ameliorates
a disease’s effects apply to it.

Once you use this feature you can’t use it
again until you finish a long rest.
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