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AARAKOCRA

Medium humanoid (aarakioera), nedtrel goad

Armor Class 12
Hit Points 13 [3d8)

Speed 20 ft., fiy 50 .
STR DEX  COM INT Wwis CHA
10 (+0) 14(+2) 100 1 0] 12¢) 11 (+0)

Skills Perception +5

. Senses passive Perception 15
Languages Auran
Challenge 1/4 (50 XF)

Dive Attack, If the aarakocra is flying and dives at least 30 feet
straight toward a target and then hits it with a melee weapon
attack, the attack deals an extra 3 (1d6) damage to the target.

AcTIONS

Talon. Melee Weapon Attack: +4 to hit, reach 5 ft., one target.
Hit: 4 (1d4 + 2) slashing damage

" Jawelin, Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or
range 1“{3?{) ﬂ;_. one target, Hit: & ['IdE- + 2] F:li-&"l’.lng damat:e.
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AARAKOCRA

Aarakocra range the Howling Gyre, an endless storm
of mighty winds and lashing rains that surrounds the
tranquil realm of Aaga in the Elemental Plane of Air.
Making aerial patrols, these hirdlike humanoids guard
the windy borders of their home against invaders from
the Elemental Plane of Earth, such as gargoyles, their
BWOrn ensmies,

Enemies of Efemental Evil. In service to the Wind
Dukes of Aaga, aarakocra scout the planes in search
of ternples of Elemental Evil. They 2py on malign
elemental creatures and then either take the fight to
those creatures or report back to the Wind Dukes,

On the Material Plane, aarakocra create agries atop
the highest mountains, especially peaks near portals
to the Elemental Plane of Alr. From such heights,
aarakocra watch for signs of elemental incursions,
as well as for nascent threats to their home plane.
Aarakocra prefer to live their lives like the wind—
unburdened and ever moving—yet they watch over a
region for years if that's what it takes to guard against
the incursions of Elemental Evil.

Aarakocra have no concept of political borders or
property ownership, and the value of gems, gold, and
other precions materials means little to aarakocra. In
their eyes, a creature should use what is necessary and
then cast what is left on the wind for others to use.

Search for the Seven Shards. The Wind Dukes
of Aaga come from a race of elemental beings called
the vaati, which once ruled many worlds. A creature
known as the Cueen of Chaos arose and initiated an
interplanar war against vaati rule, To combat the threat,
seven vaati heroes combined their powers to create
the mighty Rod of Law: In a battle against the queen's
greatest general, Mishlka the Wolf Spider, a vaati killed
Mishka by thrusting the rod into him like a spear, The
rod shattered into seven shards that scattered across
the multiverse. Aaracokra seek signs of the picces'
locations in order to rebuild what is now know as the
Rod of Seven Farts.
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SUMMONING AIrR ELEMENTALS

Five aarakocra within 30 feet of each other can magiczliy

summon an air elemental, Each of the five must use its

action and movement on three consecutive burns to perfarm
an aerial dance and must maintain concentration while
daing sa (a5 if concentrating on a spell). When all five have
finished their third turn of the dance, the elemental appears

In an Wnocc ;qu:d Space within 60 Feet of them. It is FI|¢1"|dr:|'

tewand them and obeys their spoken commands, It remains

for 1 howr, until it or all its summoners die, of until any of

its summoners dismisses it as a benus action. A summoner

can't perform the dance again until it finishes a short rest,

When the elemental returns to the Elemental Plane of Air, any

aarakocra within 5 feet of it can return with it.
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DEATH KNIGHT CR 17

DEATH KNIGHT

When a paladin that falls from grace dies without i
seeking atonement, dark powers can transform the nf"; -
once-mortal knight into a hateful undesd creature. A i )
death knight is a skeletal warrior clad in fearsome plate )
armaor, Beneath its helmet, one can see the knight's b
skull with malevolent pInpoants of Iight burni ng in ats
eye sockets, ¥
Eldritch Power. The death knight retains the ability
to cast divine spells. However, no death knight can
use its magic to heal. A death knight also attracts and
commands lesser undead, although death knights that
serve powerful Aends might have Gendish followers
instead. Death knighis ofien use warhorse skeletons
and nightmares as mounts.
Immaortal Untfl Redeemed, A death knight can arise
anew even after it has been destroved. Only when it
atones for a life of wickedness or finds redemption can it
finally escape its undead purgatory and truly perish,

J .
Lorp SoTH
Lord Soth began his fall from grace with an act of hergism,
Laving an elf narmed lzolde from an ofre. Soth and 1salde
fell in lowe, but Soth was already married. He had a servant
dispose of his wife and was charged with murder, but fled
with lsolde. When his castle fell under seqe, he prayed for
puidance and was told that he st atone For his misdeeds
by completing a quest, but growing fears about Isalde’s
de-e|il‘,' cauted him to abandon hiz quest. Because his
mission was not accomplished, a great cataclysm swept
the land. When Isolde gave birth to a son, Soth refused 1o
believe that the child was his and slew themn both, All were
incinerated in a fire that swept through the castle, yet Soth
wosubd find no rest in death, becoming a death knight.
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DEATH KNIGHT

Medivm urdead, choobic dwil

15t lewel (4 shots): command, compelied duel, searing smite |
Ind level (3 slots): hold person, mogic weapon

Jrd level (3 slots): dispel magic, elemental weapon
4th level (3 slots): barishment, stoggering smite
Sth lewel (2 shots): destructive wawme [necrotic)

Armor Class 20 (plate, shield)
Hit Points 180 (1948 + 95)

Spead 30 .

STR DEX  CON INT WIS  CHA
(5 ME0) 20065 12061 1663 18 (=4
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AcTiONS
Multiattack. The death kmﬂht makes three Inrﬂ-':wnrd attacks, |

Lomgrword. Melee Weapon Atback: +11 to hit, reach 5 it., 1
ane target. Hit: 9 (148 + 5) slashing damage, or 10 (1d10 +

Saving Throws Dex +6, Wis +8, Cha +10 5) slashing dirnage i used with two hands, plus 18 [id1)
Damage Immunithes necrolic, poigon .
necrotic damage |

Conditlon Immunities evhaustion, frightened, paisoned |

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

Mqr}; Regigtonce. The death I-emghl: kas advantage on saving
threws againat spells and other magical effects.

Marshal Undead. Linless the death knight is incapacitated,
it and undead ereatures of its chodoe within 80 feet of it have
advantage on saving throws against features that turn undead

Sprlf:m.l:fng, The death Emsht Is a 19th-lewel spellcaster. ls
spellcasting abality is Charisma (spell save DC 18, +10 to hit
with spell attacks). It has the following paladin spells prepared

Hellfire Orb (1/Diay). The death knight hurls a magical bali

of fire that explodes ata poink it can see within 120 feet af it
Each creature in a 20-foot-radius sphere centered on that paint
must rake a OC 18 Deaterity saving throw. The sphere spreads
argund comers, A creature takes 35 (10d6) fire dam age and

15 [10d8) necrotic damage on & failed save, or half as muech
damage on & successiul one,

REACTIONS

Parry. The death knight adds 6 to its AC against one melee
attack that would hit it. To do 5o, the death knight must see the
attacker and be wiclding a melee weapon,
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