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Equipment

Armor Name Armor Class (AC) Strength Stealth Weight

Light Armor

Cotton 11 + Dex - - 6 lb.

Jaguar Hide 12 + Dex - - 9 lb.

Medium Armor

Deer Hide 13 + Dex (max 2) - - 12 lb.

Salted Cotton 15 + Dex (max 1) - Disadvantage 11 lb.

Shields

Reed Shield +1 - - 3 lb.

Wooden Shield +2 - - 6 lb.

Armor

Name Damage Weight Properties

Boneclaw 1d6 slashing 2 lb. Finesse, light, special

Club 1d4 bludgeoning 2 lb. Light

Club, Parrothead 1d6 piercing 4 lb. Versatile (1d8)

Dagger, Tok’ 1d4 piercing 1 lb. Finesse, light, thrown (range 
20/60)

Greatclub 1d8 bludgeoning 10 lb. Two-handed

Handaxe, Ch’ak 1d6 slashing 2 lb. Light, thrown (range 20/60)

Jawbone 1d8 bludgeoning or 
piercing

5 lb.

Leafblade 2d4 slashing 5 lb.

Spear 1d6 piercing 3 lb. Thrown (range 20/60), versatile 
(1d8)

Waraxe, Ch’ak 1d8 bludgeoning or 
slashing

3 lb.

Warblade 1d6 piercing 2 lb. Finesse, light

Melee Weapons
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Name Damage Weight Properties

Blowgun 1 piercing 1 lb. Ammunition (range 25/100), 
loading

Chok’jul 1d4 piercing 1 lb. Thrown (range 20/60)

Hornet Gourd 3d4 poison 5 lb. Thrown (range 20), (AoE* DC 
12)

Hul’che 1d8 piercing 4 lb. Ammunition (range 30/120), 
loading

Shortbow 1d6 piercing 2 lb. Ammunition (range 80/320), 
two-handed

Sling 1d4 bludgeoning - Ammunition (range 30/120)

Ranged Weapons

*AoE = Area of Effect (5 foot radius)

Hallucinogens

Black Iris Mushroom. The effects 
of the black iris set in near the hour 
mark, where the creature must make 
a DC 14 Wisdom saving throw. On 
a success, the creature’s mind is 
transported to the fiendish realm 
where they may communicate with 
the powers that reside there. The 
fiends may not harm the creature in 
the moment, but may learn aspects 
about the creature that they might 
use against them in the future. 
While visiting, the creature may roll 
a Charisma check to ascertain new 
knowledge. The GM always determines 
the DC of this check.
On a failed Wisdom saving throw, the 
creature’s mind is transported to the 
same realm, but there it becomes 
the plaything of the devils for the 
duration, causing a madness from 
the Long Term Madness or Indefinite 
Madness tables. 
The hallucinogenic vision to the 
fiendish realm lasts for 8 hours. 

Celestial Toad. A poisonous toxin sits 
upon the back of the celestial toad. 
While extremely deadly in quantity, 
swallowing small amounts of the 
substance immediately transports the 
creature into a revelatory and rapid 
visitation of the heavenly realms, 
granting an extended amount of 
peace and temporal understanding. 
Those without a practiced hand who 
attempt to consume the toxin must 
make a DC 16 Intelligence (Nature) 
check immediately followed by a DC 
14 Constitution saving throw. On a 
failure of either the check or save, the 
creature is poisoned for one week. 
On a failure of both, the creature 
immediately dies. 
On a success, the creature gains 
a vision of heaven and once the 
experience is complete, they may 
remove any existing conditions or 
levels of exhaustion upon their 
person. In addition, they make all 
Wisdom checks and saving throws 
with advantage for the next week.
The hallucinogenic, heavenly trip lasts 
10 minutes. 
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Ettercap Saliva. The ettercap saliva 
is filled with an hallucinogenic 
venom that is often employed against 
fey creatures. The saliva’s effects 
set in almost immediately, where 
the envenomed creature begins to 
see the world in more luminous, 
colorful aspects, granting color to 
any natural darkvision and sight into 
the fey realm. The venom itself is 
mild, resulting in an overall pleasant 
experience that’s only drawback is 
a complete inability to sense pain in 
oneself or ill intent in another. The 
creature is considered charmed for the 
duration. Those that wish to attempt 
to resist the effect must succeed on a 
DC 11 Wisdom saving throw, though 
fey are naturally resistant.
The venom’s effect lasts for 1 
hour, with a creature being able to 
reattempt their saving throw after 
each minute and each time they take 
damage.

Fermented Drink (balaché). This 
potent concoction is made from the 
bark of the pittier tree combined with 
honey derived from morning glory 
pollen. The effects resemble that of a 
less severe and more pleasant dosage 
of the traditional morning glory seed. 
After 1 hour, the creature begins to 
feel their spirit separating from their 
mortal body and must succeed on 
a DC 12 Wisdom saving throw. If 
successful, the creature may cast the 
clairvoyance spell without expending 
any spell slots or components and can 
move the vision of the sensor 60 feet 
each round. For an additional hour, 
the sensor may move up to ¼ mile 
away from the body. For the duration, 
the body is incapacitated. After the 
hour has passed, the spell ends.
On a failed Wisdom save, the creature 
takes 10 (3d6) psychic damage, a level 

of exhaustion, is incapacitated for the 
next hour, and does not get to cast the 
spell.

Fermented Drink (pulque). This 
fermented sap creates a thick and 
viscous liquid that, when ingested, 
extends the hallucinogenic effects 
of other consumed concoctions. It 
requires no initial check or saving 
throw; however, consuming more than 
1 gallon within an hour requires a DC 
13 Constitution check or the creature 
becomes poisoned for the next 6 
hours. 
On average, the addition of pulque to 
the consumption of a hallucinogenic 
extends the experience by 25%. 

Long Tongue Mushroom. The effects 
of the long-tongue mushroom set in 
about 30 minutes after ingestion. 
At that point, their mind and 
sense of space is contorted as their 
spirit pushes out of their form and 
presses into the ground below. For 
the duration, they are considered 
paralyzed. The creature must then 
make a DC 15 Wisdom saving throw. 
On a success, they gain blindsight out 
to 300 feet and see all living creatures 
within that space in the heat vision of 
a snake. This vision passes through 
walls and earth. 
On a failure, the creature is paralyzed, 
and as their spirit seeps into the 
earth, it comes into contact with 
an ancient viper that strikes them, 
dealing 36 (8d8) poison damage and 
making the creature poisoned for the 
next 24 hours. 
The effects of the mushroom last for 1 
hour.
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Morning Glory. The seeds of the 
morning glory plant can be ground 
into a powder that creates a powerful 
hallucinogenic agent. The effect 
starts 1 hour after consuming the 
powder at which point the creature 
must succeed on a DC 18 Wisdom 
saving throw. On a failure, the 
creature immediately takes 55 (10d10) 
psychic damage, is poisoned, and 
takes 3 levels of exhaustion. If this 
damage reduces the creature to 0 
hit points, it dies and its spirit is 
permanently sundered from its body. 
No revivification may work, save for 
true resurrection or a wish spell. On 
a success, the below effects occur. 
These effects last for 8 hours, during 
which time the creature’s material 
body is considered restrained. 
• Mind & Body. The creature 

automatically succeeds on all 
Intelligence and Wisdom saving 
throws and sees all creatures and 
objects within 120 feet perfectly, 
even if they would otherwise be 
hidden in darkness or invisibility. 
In addition, they gain telepathy 
with all creatures within the space 
and may speak with them, even 
if they do not share a common 
language. Finally, if the creature 
is a spellcaster, the creature’s 
spell attack rolls and save DCs are 
increased by +3. 

• Spirit. The spirit is detached from 
the creature and becomes a ghost 
in either the Underworld or Heaven 
(GM’s choice). The creature acts on 
its own initiative and has complete 
autonomy from its body. The player 
maintains control of this spirit.

Tobacco. The hallucinogenic 
elements of tobacco are mild, rarely 
crossing from a simple soothing of 
the mind and spirit into anything 

that might culminate in a truly 
visionary experience. Creatures that 
choose to partake in tobacco may 
spend 10 minutes consuming it in 
order to remove the effects of the 
frightened condition or the first level 
of exhaustion. However, each time a 
creature consumes the substance, 
they must make a DC 11 Constitution 
saving throw. On a failure, they must 
consume the product again within 24 
hours or take a level of exhaustion. 
Each time the saving throw is failed, 
the DC on future tobacco saving 
throws is increased by 1.

Water Lily. The stimulative effects 
of the water lily can be felt within 
minutes of it being chewed or 
ingested. A minute after consuming 
the plant, a creature must make a DC 
14 Constitution saving throw. On a 
failure, the creature is sickened for 8 
hours and gains no benefit from the 
lily. For those that succeed, they are 
immune to the frightened condition 
and have resistance to psychic 
damage. These effects, either good or 
ill, last for 1 hour.
In addition, provided the creature is 
not poisoned, they may transform into 
their wayab animal once during the 
duration, as with the polymorph spell 
but retain their mental statistics. They 
may revert back to their true form 
at any time and the spell does not 
require concentration.
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Magic Items

Altar to the Solar God
Wondrous item, rare
This circular altar is 10 feet long, 
4 feet wide, and 3 feet tall and is 
engraved with blood channels in the 
shape of a radiant sun. Whenever you 
ritually sacrifice a humanoid or avian 
creature on the altar, you receive the 
blessing of the sun god in proportion 
to their offering
• A pigeon or other dull bird bestows 

a minor blessing of an additional 5 
feet to your base movement speed 
and 1d4 to all ability checks and 
attack rolls. 

• A brilliantly colored bird such as a 
macaw or quetzal bestows a greater 
blessing, allowing you to use your 
bonus action to take the Dash 
action and granting an additional 
1d6 to all ability checks and attack 
rolls. 

• Sacrificing a human grants you 
the benefits of a haste spell for the 
next hour and doubles your base 
movement speed and grants you 
advantage on all ability checks and 
attack rolls until the end of the 
day.

Altar of Transformation
Wondrous item, rare
This stationary platform is 10 feet 
long, 5 feet wide, and 3 feet tall and is 
encased in gold shaped in the forms 
of mewling young jaguars and human 
infants. Whenever a humanoid is 
laid upon the altar, forced to drink 
the blood of a werejaguar, and then 
impaled through a single eye, the 
creature must immediately succeed 
on a DC 14 Constitution saving throw 
and a DC 16 Wisdom saving throw. 

Failing the Constitution save results in 
death. Failing the Wisdom save results 
in the character becoming a chu-ka-
ja and having their Intelligence score 
reduced to 7. Succeeding on both 
saves allows the creature to become a 
chu-ka-ja, gaining all of their abilities, 
and retaining their Intelligence score.

Amulet of the Eclipse
Wondrous item, rare
This large amulet holds a citrine disk 
sandwiched between coins of obsidian. 
Each of the coins has been carved 
to appear as an unblinking eye. 
Whenever you wear this amulet, you 
gain the following benefits:
• You know the exact time of the 

next eclipse.
• Your Spell Save DC increases by 3 

during an eclipse.

Armadillo Shell
Armor (salted cotton), rare (requires 
attunement)
This salted cotton armor has been 
tailored to give the appearance of 
armadillo plates and has the stylized 
face of the creature embroidered 
across its chest. While wearing this 
armor, you have resistance to damage 
from non-magical bludgeoning, 
piercing, and slashing weapons. 

Bands of the Caiman
Wondrous item, very rare
These twin golden bands are made to 
fit around the forelegs of a caiman. 
Each one is set with numerous 
gemstones, each imbued with magical 
power. Across the remaining surface of 
the item are a set of glyphs of binding. 
Whenever you place the bands around 
a caiman, that creature then becomes 
a caiman familiar under your control 
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until death, the magic is dispelled, 
or until the bands are removed and 
placed upon the forelegs of another 
caiman.

Black Chok'jul
Weapon (chok’jul x3), very (requires 
attunement by a single creature)
At first glance, these chok’jul darts 
appear to be made from obsidian but 
on closer inspection they miss the 
stone’s gleam and are instead the 
dullest of blacks. While the actual 
material is unknown, it is theorized 
that it is the black that fills the space 
between the stars. The three chok’jul 
that make up this set create pockets of 
darkness each time you throw them, 
as with the darkness spell except 
they each only fill a 5 foot space. 
Additionally, a shadow immediately 
emerges from the created darkness 
and attacks the nearest creature, 
acting after your turn each time in 
initiative. 
Both the spell and the creature last 
for 1 minute unless the creature is 
destroyed earlier. Once a chok’jul has 
been used, it creates no darkness or 
shadow creatures until after the next 
night with starlight. 

Cape of the Elder
Wondrous item, rare
This cape is made from an albino stag 
and has been dusted with cinnabar 
to give the appearance of blood. While 
wearing this cape, you project a 15 
foot aura of command and intensity 
about you. Creatures of CR 2 or lower 
within the aura are at disadvantage 
on any Charisma checks and saving 
throws made against you, and all 
allied creatures within the aura gain 
1d4 on any Charisma based saving 
throws.

Cape of the Eternal Bat
Wondrous item, rare (requires 
attunement)
This cape is made from the pale white 
fur of the ka’n bat and is lined with 
red cloth. The edges of the cape have 
been dyed a deep red with the blood 
of a conquered enemy. While wearing 
the cape, you are resistant to necrotic 
damage and have advantage on any 
death saving throws.

Chaak's Droplet
Wondrous item, uncommon
This small piece of silver is shaped 
in the form of a water droplet and is 
blessed by the gods above. Holding 
it in your hand and calling out to 
the god of water will tell you where 
the nearest water source is and also 
inform you of any cenote within a 
mile’s radius. Once you have used the 
droplet, you cannot do so again until a 
week has passed.

Chaos Gourd
Weapon (hornet gourd), uncommon
As if hornet gourds weren’t chaotic 
enough, a renowned arcane craftsman 
has created a gourd made of clay with 
the craftsman’s own hair burned into 
the heated surface. Inside, instead 
of hornets, the gourd contains the 
gizzard stones of a dozen different 
turkeys, ducks, chickens, and other 
fowl. Whenever the gourd is thrown, 
it summons a host of various birds 
(use the swarm of ravens statistics) 
that immediately begin to attack all 
the creatures in the surrounding area. 
Once the gourd has been used in this 
way, it is destroyed. The birds remain 
until destroyed. 
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Dripping Moon Pendant
Wondrous item, uncommon
This small pendant is cut from blue 
jade and depicts a crescent moon with 
its points angled downward. A softly 
woven black cord is connected to it 
by a silver ring. Whenever you wear 
this item you may ignore the effects of 
your highest level of exhaustion.

Featherblade
Weapon (leafblade), uncommon
This +1 leafblade has been shaped 
to bear a resemblance to a large, 
white feather. Fragments of serrated 
seashells are embedded across its 
edges and its weight is half that of a 
traditional leafblade, giving it the light 
property. 

Garb of the Fire Priest
Armor (cotton), uncommon
Each member of the order of fire 
priests wears a set of ceremonial 
garb that features a jaguar pelt 
embroidered with reds and yellows 
wrapped with a belt inlaid with golden 
filigree. While wearing this garb, you 
gain resistance to fire damage.

Headband of the Sky
Wondrous item, rare (requires 
attunement)
This headband is set with a 
dozen aquamarine gemstones and 
embroidered with the white hairs of 
an ancient shaman. While wearing 
this headband, your movement is not 
bound to the earth. You can walk on 
air as if it were solid ground using 
your standard movement, though you 
must end your turn on a solid surface 
or immediately fall.

Headdress of the Macaw
Wondrous item, uncommon (requires 
attunement)
This brightly colored headdress is 
completely covered in macaw feathers, 
the ends of which have been dipped 
in a thin layer of gold before being 
applied to the cloth underlay. While 
wearing this headdress, you gain +2 
to all attack and damage rolls against 
amphibians, reptiles, and dragons.

Headdress of the Muwan
Wondrous item, very rare (requires 
attunement)
This headdress is plumed with 
feathers that appear as polished 
obsidian arrayed in three half circles. 
Strands of silver are interlaced 
throughout. While wearing this item, 
you have the eyes of the almighty 
muwan bird and may see into the near 
future for brief moments. As a bonus 
action, you can roll a d20 and notate 
the result. As a reaction before your 
next turn, you can replace the d20 roll 
of an ally or enemy you can see within 
60 feet with the notated result. Once 
you have used this feature, you cannot 
do so again until finishing a long rest.

Ich'ak Dagger
Weapon (tok’ dagger), uncommon
This dagger is fashioned from a single 
jaguar claw and still bears the ichor 
of the slain creature. The dagger does 
slashing damage instead of piercing, 
and whenever you hit a creature 
with this dagger, the creature must 
succeed on a DC 12 Constitution 
saving throw or take an additional 2d4 
necrotic damage. Non-living creatures, 
such as constructs and undead, 
automatically succeed on this saving 
throw. 
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Jawlel's Deathrattle
Wondrous item (deathrattle), very rare
Carried by those royal priests that 
perform human sacrifices, this 
deathrattle is made from shaped 
tumbaga painted red and depicting 
a grinning human skull. Inside the 
rattle, dozens of human teeth partially 
fill the void. Whenever the instrument 
is used, all creatures within a 60 foot 
radius cannot receive any form of 
healing. Using this item requires an 
action each round.

Ka'n Teeth
Weapon (dagger), uncommon
This +1 dagger is made from the tooth 
of the ka’n bat. The handle has been 
wrapped in black leather and a citrine 
gemstone has been embedded in its 
pommel. The dagger’s thrown range is 
doubled and it cannot be destroyed by 
non-magical means.

Knife of the World Tree
Weapon (tok’ dagger), very rare
This +3 sacrificial knife has an ornate 
handle carved in the form of an eagle’s 
beak, and its blade is knapped from 
green obsidian and infused with the 
tree’s powers. Using this blade on an 
incapacitated humanoid as a ritual 
opens up a pathway for the wielder 
and nearby allies to ascend or descend 
the World Tree as with the plane shift 
spell. Once the dagger has been used 
in this way, roll a d10. On a 1, the 
dagger fragments into a thousand 
shards and is destroyed.

Parrothead of Many Deaths
Weapon (parrothead club), very rare 
(requires attunement)
This +3 parrothead club has a handle 

made from a human thigh bone 
and its bladed beak is made from a 
sharpened jawbone. The whole item 
has been dipped in gold that has since 
been stained by the blood of countless 
creatures. While wielding this weapon, 
your attacks against humanoid and 
other sentient creatures become 
devastating, dealing an additional 4d6 
psychic damage with each hit.
In addition, whenever the weapon kills 
a creature with an Intelligence of at 
least 6, a cackling laugh can be heard 
in the minds of all enemy creatures 
within 15 feet, dealing 2d6 psychic 
damage. 

Platform of the Skulls
Wondrous item, very rare
This stationary platform is 10 feet 
long, 5 feet wide, and 3 feet tall and 
is composed completely of blackened 
human skulls set in a muddled resin. 
Whenever you sacrifice a humanoid 
creature on the platform, their spirit 
is owned by you, allowing you to call 
upon it as an action to assist you 
in battle as a specter. The creature 
manifests in an empty space of your 
choosing within 30 feet and lasts for 
1 minute or until dismissed early. If 
ever the specter is destroyed, it can no 
longer be resummoned.

Resurrection Drum
Wondrous item (tortoise shell drum), 
very rare 
This portable drum is made from the 
shell of a tortoise and stretched deer 
hide. Inside, it is partially filled with 
water, allowing for slight variations 
in tone. A single stick made from a 
stag horn compliments the piece. 
Whenever you play the drum as 
an action, the bodies of humanoid 
creatures within 30 feet that have 
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died within the last 24 hours are 
raised as zombies (up to a maximum 
of your Charisma modifier). As long 
as you maintain the beating of the 
drum as a bonus action on each 
subsequent turn, the creatures act 
on your initiative and respond to your 
commands. After 1 minute or if you 
stop beating the drum, the creatures 
are destroyed. Once you have used 
this drum twice, you cannot do so 
again until the next sunrise.

Scepter of Many Talons
Rod, uncommon (requires attunement)
Delicately chipped from multiple slabs 
of chert, this elaborate scepter has 
seven interwoven sections resembling 
the talons of an eagle. All of the 
sections are set within a single handle 
made of tumbaga and bound together 
with strips of blackened leather. While 
holding the scepter, you can call forth 
the wrath of lightning to strike out 
at a creature that you can see within 
60 feet. That creature must make 
a DC 14 Dexterity saving throw or 
take 17 (5d6) lightning damage. On a 
successful save they instead take half 
damage. 
Each time you use the scepter, a talon 
breaks off. Once all seven talons have 
broken, the item is no longer magical.

Scepter of the Bat
Rod, rare (requires attunement)
Carved from a branch of juniper, the 
shaft of this scepter is wrapped in 
bound wings of several bats. The head 
of the scepter is a piece of eccentric 
obsidian depicting several bat heads 
sneering in multiple directions. While 
holding the scepter, you can call forth 
the night, casting the spell darkness 
centered on your current location. The 
spell does not require concentration, 

but does require you to use your 
bonus action each subsequent round 
to maintain it. After 1 minute, the 
spell ends automatically. 
While the spell is in effect, you have 
blindsight with a radius of 30 feet. 
Once you have used the scepter, you 
cannot do so again until after the next 
midnight.

Spine of the Behemoth
Weapon (spear), uncommon
This +1 spear is made from the spikes 
that rise from the spine of a behemoth 
beast that is rarely seen in this age. 
The shaft of the spear is made from 
bamboo and bound with strands of 
serpent skin. When complete, the 
item is blessed by the gods, giving 
the spear its power and granting it 3 
charges. 
Whenever a creature hits you with 
a melee attack, you can use your 
reaction to spend a charge and 
parry the attack, adding +4 to your 
AC against the single attack and 
projecting a spiritual aspect of the 
behemoth. 
The spear regains all spent charges 
each day at dawn.

Spinepiercer
Weapon (spear), rare (requires 
attunement)
Forged from a single spine of a 
legendary stingray, this +2 spear has 
an endless supply of venom that deals 
an additional 1d6 poison and 1d6 
necrotic damage. The length of the 
spear has been painted a pale white 
and then detailed with the skeletons 
of aquatic creatures. 
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Staff of the Three Heads
Staff, rare (requires attunement)
This mahogany wood staff is nearly 
seven feet in length and has three 
skewered jaguar heads affixed to 
one end. The tip of the staff bears a 
crescent moon-shaped golden cap. 
The staff has 9 charges and regains 
1d6 + 3 expended charges daily at 
dawn. 
• Spellcasting. While holding the 

staff, you can use an action to 
expend two charges of the staff to 
regain a 1st level spell slot. 

• Dominate Beast. While holding 
the staff, you can use an action to 
expend 3 of the charges to cast the 
spell dominate beast over a jaguar 
or jaguarundi, and the creature 
automatically fails its saving throw. 

Sun Shield
Armor (wooden shield), rare (requires 
attunement)
This circular shield is made from a 
single shard of citrine gemstone set 
into a casing of bronze and wood. 
Upon its face, a gleaming sun has 
been carved, its face warm and 
radiant. The shield casts bright light 
in a 10 foot radius and dim light for 
an additional 10 feet. As an action, 
you can call upon the shield to create 
a beam of pure sunlight that is 5 feet 
wide and 60 feet long. Each creature 
in the beam must make a DC 14 
Dexterity saving throw or take 6d6 
radiant damage. Once the shield has 
been used in this way, it cannot be 
used again until the following dawn. 

Vile Boneclaws
Weapon (two boneclaws), uncommon 
(requires attunement)
These +1 boneclaws still drip with the 

icor of the jaguar’s last victim and 
will continue to be so stained until 
destroyed. Their coloration has turned 
a sickly yellow and the immediate 
area around them is filled with their 
stench. Whenever you hit a creature 
with the boneclaws, the creature must 
make a DC 13 Constitution saving 
throw or become poisoned until the 
start of your next turn. You must be 
wearing both boneclaws to use this 
ability.

Xi Stick
Weapon (greatclub), uncommon 
(requires attunement)
Crude but effective, this +1 greatclub 
has a single human head affixed to 
one end and is otherwise bound in 
strips of leather marked with a foul 
language. Whenever you hit a creature 
with this club, it must immediately 
make a DC 12 Wisdom saving throw 
or become frightened of you until the 
end of your next turn. Once a creature 
has successfully made its saving 
throw, it is immune to the effect for 
the next 24 hours.
In order for this ability to remain 
effective, the head of its most recently 
slain humanoid must replace the 
previous one. This act takes one hour 
to complete. 
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Bundle MagicBundle Magic
Creating a Bundle

A player character can attempt to craft 
their own bundle, provided they have 
class levels that grant spell slots and 
are proficient in either the Intelligence 
(Arcana) or Intelligence (Religion) skill. 
Doing so requires 1 day of work per 
level of bundle desired. Refer to the 
list of bundles below for examples of 
the various possible levels. 
In addition to time, the character 
must also be able to provide a 
selection of components to house 
within the bundle that are appropriate 
to both the type and level of bundle 
desired. In general, any non-
consumable items housed within the 
bundle must be of high quality and 
often of magical nature. Higher level 
bundles may require higher rarity 
components as determined by the 
GM. Refer to the components list for 
minimal component requirements. 
Once all components have been 
acquired and the time has been 
spent, the character may attempt an 
ability check using their spellcasting 
ability to determine whether they 
successfully encompass the bundle 
with sacred magic. The DC equals 
12 + the bundle’s desired level. A 
failed check results in two levels of 
exhaustion for the character and the 

time requirement must be invested 
again after which the ability check 
may be attempted again.
 

Opening a Bundle

You must have a class level that 
grants spell slots in order to attempt 
to manifest any magic tied to the 
opening of a bundle. Any attempt by 
a non-magic user to open a bundle 
immediately dispels any magic tied to 
the bundle and its contents. 
Each bundle has a designated spell 
level. If you can cast spells of that 
level, you can also utilize a bundle 
of that level. If the bundle is of a 
higher level than you can normally 
cast, you must make an ability check 
using your spellcasting ability to 
determine whether you open and use 
it successfully. The DC equals 12 
+ the bundle’s level. A failed check 
immediately dispels any magic tied 
to the bundle and its contents. If the 
bundle is of 3rd level or higher, it also 
deals an amount of radiant damage 
equal to its level x 10 to the area in a 
20 foot radius.

New Magic 
Systems
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List of Bundles

Artifacts of Ek B'alam
Sacrificial bundle, 4th-level very rare
When Carried. The character’s 
Strength ability increases to 18 (if 
it is not already at or above), and it 
may double its proficiency bonus on 
all Dexterity (Stealth) checks. In days 
with an active Darkness or Fear sign, 
their Strength score increases to 22 
and it may triple its proficiency bonus 
on all Dexterity (Stealth) checks.  
When Opened. Ritually killing a 
humanoid at night with the obsidian 
daggers and offering a prayer to the 
jaguar god transforms the character 
into a werejaguar that has maximum 
hit points and the effects of the bless 
spell for the duration. The form lasts 
until the next sunrise or until reduced 
to 0 hit points. When the form ends, 
the character returns to the hit point 
count they had when they performed 
the ritual.
Failing to Open. A character that 
fails to correctly open the bundle 
becomes marked with a dark bane 
and is hunted by all jaguars within a 
1 mile radius until the end of the next 
day-sign of Darkness or Fear.

Augury of the Demonic 
Skulls
Ancestral bundle, 4nd-level very rare
When Carried. A creature that carries 
this bundle knows the location of any 
demonic creatures within 300 feet. 
When Opened. Ritually crushing 
the scorpions into the candles’ flame 
awakens the temporal magic found 
within the skulls and allows the 
remnants of the demons to shift time 
forward or backward in minor ways. 
The character can shift backward or 

forward in time by 24 hours, taking 
everything that they are carrying but 
no other creatures with them. Once 
this ritual has been completed, it 
cannot be done again for 1 week.
Failing to Open. A character that fails 
to correctly open the bundle dispels 
the magical effects permanently, has 
a demonic mark seared upon their 
tongue, and is a hunted enemy of the 
Underworld for the next week.  

Binding of Base Stelae
Ceremonial bundle, 2st-level rare
When Carried. No effect.
When Opened. Performing the 
binding ceremony on any base stela 
successfully attunes the caster to the 
artifact. 
Failing to Open. A character that 
fails to correctly open the bundle rolls 
all Wisdom checks and saving throws 
at disadvantage for the next 24 hours 
and dispels the magical effects of the 
bundle permanently. 

Bones of Kab'mam 
Ancestral bundle, 2nd-level rare
When Carried. The character gains 
advantage on all Wisdom (Survival) 
checks while underground. 
When Opened. Ritually whispering 
prayers to Kab’mam grants the 
character the ability to ask Kab’mam’s 
spirit three questions related to 
underground locations, undead, and 
beasts that burrow. The answers are 
limited to no more than five words 
each. Once this ritual has been 
completed, it cannot be done again for 
1 week.
Failing to Open. A character that 
fails to correctly open the bundle 
faces the wrath of an angry spirit and 
takes 12 (5d4) psychic damage. The 
bundle’s magic is also dispelled until 
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a character of high enough level re-
creates it. 

Burst of Radiant Light
General bundle, 1st-level uncommon
When Carried. The bundle emits dim 
light in a 10 foot radius. 
When Opened. Instead of opening 
this bundle, the user instead lights 
it with fire, mutters an incantation, 
and hurls it at a point up to 30 feet 
away. Each creature in a 5 foot radius 
around the point must succeed on a 
DC 12 Dexterity saving throw or take 
4d6 radiant damage. On a successful 
save, the creature instead takes half 
damage. Once the bundle has been 
used in this way, it is destroyed. 
Failing to Open. A character that fails 
to correctly light the bundle causes 
it to explode in their hands, dealing 
4d6 radiant damage to every creature 
in a 5 foot radius. The item is then 
destroyed. 

Charm of the Hummingbird
General bundle, 1st-level common
When Carried. The character appears 
full of life. Once per long rest they can 
add +1 to one Charisma (Persuasion) 
check. 
When Opened. Ritually polishing the 
avian bones with the flower petals 
allows the character to add 1d4 to all 
Charisma (Persuasion) checks until 
they finish a short or long rest. Once 
this ritual has been completed, it 
cannot be done again for 1 week.
Failing to Open. A character that fails 
to correctly open the bundle dispels 
the magical effects permanently. 

Clarity of the Serpent's 
Fang
Bloodletting bundle, 1st-level 
uncommon
When Carried. No effect.  
When Opened. A character that 
successfully performs the ritual 
and pierces their own lip with the 
serpent’s fang for 1 piercing damage 
plus 1 poison damage gains advantage 
on any Intelligence or Wisdom checks 
for the next 10 minutes. They may 
also reroll their first failed Intelligence 
or Wisdom saving throw during 
that time. Once this ritual has been 
completed, it cannot be done again 
until sunrise on the next day.
Failing to Open. A creature that fails 
to correctly open the bundle is pierced 
by the fangs of a spectral serpent and 
receives the poisoned condition until 
sunrise on the next day. 

Feathers of Warning 
General bundle, 1st-level uncommon
When Carried. The character is 
alerted to the nearby presence of 
hostile beasts and gains a +4 on their 
passive Perception checks to notice 
such creatures.  
When Opened. Opening the bundle 
and consulting the feathers allows 
the character to cast the spell locate 
creature and reveal the location of any 
hostile beasts in a 3,000 foot area. 
Failing to Open. A character that 
fails to correctly open the bundle 
dispels the magic of the device and 
causes any macaws in the immediate 
area to shriek loudly in the presence 
of the character for the next month, 
forcing disadvantage on all Dexterity 
(Stealth) checks.
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Gathering of Bones
Bloodletting bundle, 2nd-level rare
When Carried. Undead creatures of 
CR 2 or lower start as neutral instead 
of hostile toward you.
When Opened. A character that 
successfully performs the ritual, 
pierces the top of their hand with two 
bone awls and slices their palm is 
able to raise a body as a skeleton or 
zombie minion. The creature lasts for 
8 hours or until it is reduced to 0 hit 
points, at which point it is completely 
destroyed. Once this ritual has been 
completed, it cannot be done again for 
1 week.
Failing to Open. A character that 
fails to correctly open the bundle loses 
1d4 Strength and 4d4 hit points. The 
Strength loss lasts until you finish a 
long rest. 

Insight of the Stingray's 
Spine
Bloodletting bundle, 1st-level common
When Carried. No effect.  
When Opened.  A character that 
successfully performs the ritual and 
pierces their ear with the stingray 
spine for 2 piercing damage and gains 
advantage on Wisdom checks for the 
next 10 minutes.
Failing to Open. A creature that fails 
to correctly open the bundle releases a 
burst of spectral spines that deals 1d4 
piercing damage to all creatures in a 
15 foot radius.  

Swath of Many Radiants 
Ceremonial bundle, 4th-level very rare
When Carried. The bundle emits a 
blazing light that emits bright light in 
a 15 foot radius and dim light for an 
additional 30 feet.
When Opened. Ceremoniously 

opening this bundle and using the 
materials inside is a matter of extreme 
caution. Each time the bundle is 
used in this way, the user can create 
1d4 burst of radiant light bundles. 
Once complete, roll another d4. On 
a 1, the bundle’s contents have been 
completely used.
Failing to Open. A character that 
fails to correctly open the bundle 
causes it to explode in their hands, 
dealing 20d6 radiant damage to every 
creature in a 5 foot radius. The item is 
then destroyed. 

Tools of Wrath
Sacrificial bundle, 2nd-level uncommon
When Carried. No effect.  
When Opened. Ritually decapitating 
a humanoid with the axe or seashells 
and smearing the blood upon the 
scowling masks grants those who 
wear them a bloodlust-fueled rage 
that lasts for the next hour. The rage 
grants them advantage on Strength 
based skills and saving throws and +2 
to all damage rolls.
Failing to Open. A character that fails 
to correctly open the bundle has their 
emotions beset with an uncontrollable 
rage and attacks the nearest creature. 
The effect lasts for 10 minutes, until 
they slay a creature, or until they are 
knocked unconscious.
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Stelae MagicStelae Magic
Special Materials for 
Stelae

Jade Stela
A sáasil stela cut from jade offers the 
following additional benefits:
Additional Creatures. Up to three 
creatures could interact with the stela 
at the same time. 
Creator’s Soul. A creature that 
interacts with the stela and makes 
a successful DC 14 Intelligence 
(Religion) check may cast the spell 
speak with dead to communicate with 
the soul of the stela’s creator without 
expending a spell slot. Once complete, 
the creature could not use this feature 
of the stela again, nor could any other 
creature use the feature for the next 
24 hours.

Obsidian Stela 
A stela cut from obsidian offers at 
least one of following additional 
benefits:
Resistances. An obsidian stela is 
resistant to all forms of damage except 
radiant and is immune to necrotic 
damage. 
Divine Window. An obsidian stela 
centered around divination magic 
offers a window into the underworld 
and allows those that interact with 
it a direct visual to that lower space. 
Obsidian stelae may peer into other 
planes of existence as well. 
Psychic Ward. A jkanan stela or a 
tojóolal stela made from obsidian that 
is currently powering or blessing a 
creature also grants that creature 
resistance to psychic damage. 

Lava Stela
A stela formed partially or wholly from 
lava offers the following additional 
benefits:
Lava Fissures. The earth in a 120 foot 
area around the stela is riddled with 
veins of lava that push through the 
crust of the earth. A creature entering 
a space partially filled with lava must 
make a DC 12 Dexterity saving throw 
or take 10 (3d6) fire damage. The GM 
determines where each vein is located. 
Superheated Surface. Any creature 
that touches the surface of the stela 
and is not attuned to the artifact 
immediately takes 10 (3d6) fire 
damage. 

Wind Stela
A stela fashioned from wind offers one 
of the following additional benefits:
Cyclone. At the start of each of their 
turns, every unattuned creature 
within 60 feet of the stela must make 
a DC 14 Strength saving throw or be 
lifted 5 feet into the air and pulled 
10 feet toward the stela as their 
movement. On a successful save, they 
may move through the space or air as 
if it were difficult terrain.
Flight. A creature that successfully 
attunes to the stela gains a 30 foot fly 
speed for the next 8 hours.
Repulsive. Each creature that enters 
a 30 foot radius around the stela for 
the first time or starts their turn there 
must make a DC 12 Strength saving 
throw or be pushed 15 feet away from 
the stela. On a successful save, they 
may move through the area as if it 
were difficult terrain.
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Chaos Stela
A stela infused with chaos will have at 
least one of the following features:
Aura of Chaos. Whenever a creature 
first enters a space within 30 feet 
of the stela or starts its turn there, 
it must immediately make DC 12 
Wisdom saving throw. On a failure, 
the creature is affected as with the 
confusion spell. 
Volatility. Whenever the stela is 
destroyed, it explodes outward in a 10 
foot radius. Each creature within the 
blast must make a DC 14 Dexterity 
saving throw or take 10 (3d6) force 
damage. 

Fear Stela 
A stela filled with solidified fear will 
have at least one of the following 
features:
Aura of Terror. Whenever a creature 
first enters a space within 30 feet 
of the stela or starts its turn there, 
it must immediately make DC 16 
Wisdom saving throw. On a failure, 
the creature becomes frightened of 
the stela for 1 hour. It may reattempt 
the save at the beginning of each of 
its turns. On a successful save, the 
creature is immune to this aura from 
the particular stela.
Fear Manifest. Each creature that 
is attuned to the stela has advantage 
on all Charisma (Intimidation) checks 
made within 300 feet of the stela. 

Cenote Stela
A stela cut from cenote stone offers at 
least one of the following additional 
benefits:
Necrotic Aura. The stela’s tie to the 
underworld is permeable in a 30 foot 
radius. Living creatures within the 
area become vulnerable to necrotic 

damage. 
Raise Undead. The bodies of those 
that fall within 30 feet of a cenote stela 
become empty vessels that soon are 
filled with spirits and rise as zombies, 
revenants or other corporeal undead 
of the GM’s choosing. 

World Tree Stela
Any stela cut from the world tree 
becomes a joolnajo’ (doorway). A 
naats’il stela then becomes a  joolnajo’ 
naats’il stela and offers the following 
additional benefit:
Gateway. A creature that touches 
the stela and succeeds on a DC 16 
Wisdom saving throw is immediately 
teleported to another location in a 
different plane of existence. On a 
failure, the creature instead takes one 
level of exhaustion.

Eternity Stela 
A stela carved from a section of 
eternity will have the following feature:
Immortality. All creatures and 
objects within 60 feet of the stela 
are immune to the effects of disease 
and aging, though they may still take 
damage.

Wayeb Stela
A stela formed with the wayeb will 
have the following feature:
Misfortune. All 2s and 3s rolled while 
within the area in a 120 foot radius 
around the stela are treated as 1s and 
no 1s, 2s, or 3s may be rerolled. A 
creature that is attuned to the stela is 
immune to this effect. 
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Creating a Stela

A player character that wishes to 
create a stela must invest a number 
of downtime days based on this 
formula for the number of required 
weeks: (2d4 - proficiency bonus) with 
a minimum of 1. If they wish to create 
a greater stela, multiply the result by 
3. If they are using special materials, 
feel free to add additional time 
requirements.  
Once the downtime is spent, they 
must make three Intelligence (Arcana) 
checks in succession. If they wish to 
create a base stela, the DCs required 
are 8, 10, and 12. 
If they wish to create a greater stela, 
the DCs required are 10, 12, and 14.
If a check is failed, it must be 
reattempted before proceeding to the 
next. If more than one check fails, 
the stela is destroyed and all material 
costs are lost.

Base Stelae 

Jkanan Stela (construct)
AC: 8 HP: 50
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Energize Construct. The jkanan stela 
can power up to two constructs that 
are within 120 feet of its location. 
Ceremony. A spellcaster that burns 
incense atop the jkanan stela is 
treated as friendly by any connected 
constructs.

Naats'il Stela (wisdom)
AC: 8 HP: 5
Divine Protection. Whenever a 

creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Fire Vulnerability. Each creature 
within 30 feet of the stela adds +1 
to their Wisdom checks and saving 
throws. The effect ends if the creature 
steps outside the radius or if the stela 
is destroyed.  

Sáasil Stela (history)
AC: 8 HP: 10
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Creature Legendarium. Whenever a 
creature touches the stela, their mind 
is instantly flooded with the visual 
history of the creature tied to the stela 
as with the spell legend lore. 
Ceremony. A spellcaster that burns 
incense atop the stela may control the 
visuals of the legend lore to the extent 
of selecting a particular moment in 
time to witness.

Sáasil Stela (location)
AC: 8 HP: 25
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Scry. Whenever a creature touches 
the stela, they must immediately 
make a DC 14 Wisdom saving throw. 
On a failed save, the creature takes 
1 point of radiant damage. On a 
successful save, the creature’s vision 
is transported to a point of the stela’s 
original creator’s choosing as with the 
clairvoyance spell. The vision lasts 
for 10 minutes or until the creature 
chooses to end it early. 
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Ceremony. A spellcaster that burns 
incense atop the stela may use 
the Scry feature without making a 
Wisdom save. In addition, they may 
continue to scry for as long as desired.

Tojóolal Stela (bless)
AC: 8 HP: 25
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Spell: Bless. Each creature that 
burns incense atop the tojóolal stela 
receives the effects of the bless spell 
for the next hour.
Ceremony. A spellcaster that burns 
incense atop the tojóolal stela receives 
the effects of the bless spell for the 
next hour and may cast bless once 
before a short or long rest without 
expending a spell slot. 

Tojóolal Stela (warding 
bond)
AC: 8 HP: 20
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 1 point of radiant 
damage. 
Spell: Warding Bond. Each creature 
that burns incense atop the tojóolal 
stela receives the effects of the 
warding bond spell for the next 
hour, with the stela acting as the 
spellcaster. The creature gains +1 
to AC and saving throws, and it has 
resistance to all damage. If the stelae 
is destroyed, the effect ends.
Ceremony. A spellcaster that burns 
incense atop the tojóolal stela receives 
the effects of the warding bond spell 
for the next hour but may determine 

how much damage they take from 
each hit and how much damage is 
passed on to the stela.

Greater Stelae

Greater Naats'il Stela (fire)
AC: 10 HP: 25
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 3 points of radiant 
damage. 
Fire Vulnerability. Each creature 
within 60 feet of the stela becomes 
vulnerable to fire damage. The 
vulnerability ends if the creature steps 
outside the radius or if the stela is 
destroyed.

Greater Naats'il Stela 
(poisoned)
AC: 10 HP: 40
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 3 points of radiant 
damage. 
Poisoning. Whenever a creature 
first enters a space within 30 feet 
of the stela or starts its turn there, 
it must immediately make a DC 14 
Constitution saving throw. On a 
failure, the creature is poisoned until 
the start of their next turn.

Naats'il Stela (aging)  
AC: 10 HP: 40
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 3 points of radiant 
damage. 
Aging Aura. Whenever a creature 
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enters a space within 30 feet of the 
stela it begins to age. Immediately 
upon entering the space and at the 
beginning of each turn with the aura, 
the creature ages 2 years. This effect 
is permanent.  

Greater Tojóolal Stela 
(warding bond)
AC: 10 HP: 40
Divine Protection. Whenever a 
creature hits the stela with a melee 
weapon attack and deals damage, 
that creature takes 3 points of radiant 
damage. 
Spell: Warding Bond. Each creature 
that burns incense atop the tojóolal 
stela receives the effects of the 
warding bond spell for the next 
hour, with the stela acting as the 
spellcaster. The creature gains +1 
to AC and saving throws, and it has 
resistance to all damage. If the stelae 
is destroyed, the effect ends.
Ceremony. A spellcaster that burns 
incense atop the tojóolal stela receives 
the effects of the warding bond spell 
for the next hour but may determine 
how much damage they take from 
each hit and how much damage is 
passed on to the stela.
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Mayan Creatures

B’alamkan (Serpent of the 
Jaguar) 
Huge monstrosity, chaotic neutral
Armor Class 14 (Natural Armor)
Hit Points 102 (12d12 + 24)
Speed 50 ft., climb 50 ft.

STR 16 (+3)  DEX 13 (+1)  CON 17 (+3)   
INT 6 (-2) WIS 9 (-1)  CHA 5 (-3)

Saving Throws DEX +5, CON +5
Skills Perception +5, Stealth +8 
Senses Darkvision 120 ft., 
Passive Perception 15
Languages Telepathy 120 ft.
Challenge 7 (2,900 XP)

Keen Smell. The b’alamkan has advantage on 
Wisdom (Perception) checks that rely on smell.
Magic Resistance. The b’alamkan has 
advantage on saving throws against spells and 
other magical effects.

actionS

Multiattack. The b’alamkan makes one attack 
with its bite and two attacks with its claws.
Bite. Melee Weapon Attack: +8 to hit, reach 
5 ft., one target. Hit: 16 (2d10 + 5) piercing 
damage and the target must succeed on a DC 
14 Dexterity saving throw or become grappled. 
The b’alamkan may only have one creature 
grappled in this way at a time and may not 
use its bite attack against another creature 
while it has a creature grappled.
Claws. Melee Weapon Attack: +8 to hit, reach 
10 ft., one target. Hit: 9 (1d8 + 5) slashing 
damage.

legendary actionS

The b’alamkan 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 b’alamkan regains spent legendary actions 
at the start of its turn.
Shift. The b’alamkan moves up to 15 feet 
without provoking an attack of opportunity.
Frightful Presence (Costs 2 Actions). Each 
creature of the b’alamkan’s choice that is 
within 120 feet of the b’alamkan 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 b’alamkan’s 
Frightful Presence for the next 24 hours.
Pounce (Costs 2 Actions). The b’alamkan can 
move up to 25 feet straight toward a creature 
and then attack it with a claw attack. If it hits, 
that target must succeed on a DC 14 Strength 
saving throw or be knocked prone. 
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Bone centipede
Large monstrosity, lawful neutral
Armor Class 14 (Natural Armor)
Hit Points 66 (6d10 + 18)
Speed 30 ft., climb 30 ft.

STR 16 (+3)  DEX 13 (+1)  CON 17 (+3)   
INT 6 (-2) WIS 9 (-1)  CHA 5 (-3)

Damage Resistances Bludgeoning, Piercing, 
Slashing from Non-magical weapons
Damage Immunities Necrotic
Senses Tremorsense 30 ft.,  
Passive Perception 9
Languages --
Challenge 3 (700 XP)

Impervious Exoskeleton. Whenever the 
centipede is hit by a non-magical attack, it 
ignores the first 5 points of damage taken.

actionS

Multiattack. The bone centipede makes two 
attacks with its bite.
Bite. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 8 (2d4 + 3) piercing damage 
plus 9 (2d8) necrotic damage. If the target is a 
creature, it is grappled (escape DC 13). Until 
this grapple ends, the target is restrained, and 
the bone centipede can’t bite another target.

caiman
Large beast, unaligned
Armor Class 14 (Natural Armor)
Hit Points 30 (4d10+8)
Speed 20 ft., swim 30 ft.

STR 16 (+3)  DEX 13 (+1)  CON 14 (+2)   
INT 3 (-4) WIS 10 (+0)  CHA 3 (-4)

Skills Athletics +5, Stealth +5
Senses Passive Perception 10
Languages --
Challenge 1 (200 XP)

Ambusher. The caiman has advantage on any 
attacks made against a surprised creature. 
Hold Breath. The caiman can hold its breath 
for up to 1 hour.

actionS

Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 8 (1d10+3) piercing 
damage and the target is grappled (escape DC 
13). The caiman can only have one creature 
grappled at a time.
Death Roll (Recharge 5-6). The caiman pulls 
and twists the body of a creature that it has 
grappled, dealing 13 (4d4+3) piercing damage 
and the creature must make a DC 13 Strength 
save or be knocked prone.
Thrash. Melee Weapon Attack: +5 to hit, reach 
5 ft., one grappled creature. Hit: 8 (1d10+3) 
piercing damage plus 6 (1d10) bludgeoning 
damage and the target remains grappled 
(escape DC 13).
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camazotz 
Medium fiend, chaotic evil
Armor Class 15 (Natural Armor)
Hit Points 102 (12d8 + 48)
Speed 30 ft., fly 60 ft.

STR 17 (+3)  DEX 15 (+2)  CON 18 (+4)   
INT 8 (-1)  WIS 11 (+0)  CHA 10 (+0)

Saving Throws STR +6, DEX +5, CHA +3
Skills Stealth +5
Damage Resistances Necrotic
Damage Vulnerabilities Radiant
Condition Immunities Blinded, Frightened
Senses Blindsight 60 ft., Passive Perception 10
Languages Demonic
Challenge 6 (2,300 XP)

Echolocation. The camazotz can’t use its 
blindsight while deafened.
Keen Hearing. The camazotz has advantage 
on Wisdom (Perception) checks that rely on 
hearing.
Magic Resistance. The camazotz has 
advantage on saving throws against spells and 
other magical effects.

actionS

Multiattack. The camazotz makes two Claw 
attacks. If it has a creature grappled it may 
also make a Rending Bite attack.
Claw. Melee Weapon Attack: +6 to hit, reach 
5 ft., one creature. Hit: 14 (2d10 + 3) slashing 
damage.
Rending Bite. Melee Weapon Attack: +6 to 
hit, reach 5 ft., one creature. Hit: 9 (1d10 + 
3) piercing damage. If this damage reduces 
a creature to 0 hit points, the creature is 
decapitated and dies.

reactionS

Evade. Whenever a camazotz takes damage 
from a melee attack, it may use its reaction 
to move up to half its movement or fly speed 
without provoking attacks of opportunity. 

caiman, grandfather 
Huge beast, unaligned
Armor Class 14 (Natural Armor)
Hit Points 68 (8d12+16)
Speed 20 ft., swim 30 ft.

STR 18 (+4)  DEX 12 (+0)  CON 15 (+2)   
INT 5 (-3) WIS 12 (+1)  CHA 4 (-2)

Skills Athletics +6, Perception +3, Stealth +4
Damage Resistances Bludgeoning, Slashing 
from non-magical weapons
Senses Passive Perception 13
Languages --
Challenge 3 (700 XP)

Ambusher. The grandfather caiman has 
advantage on any attacks made against a 
surprised creature. 
Hold Breath. The grandfather caiman can 
hold its breath for up to 1 hour.

actionS

Multiattack. The grandfather caiman makes 
two bite attacks. It may substitute one of its 
bite attacks for either a death roll or thrash.
Bite. Melee Weapon Attack: +6 to hit, reach 
5 ft., one creature. Hit: 10 (1d12+4) piercing 
damage and the target is grappled (escape DC 
14). The caiman can only have one creature 
grappled at a time.
Death Roll (Recharge 4-6). The caiman pulls 
and twists the body of a creature that it has 
grappled, dealing 18 (4d6+4) piercing damage 
and the creature must make a DC 14 Strength 
save or be knocked prone.
Thrash. Melee Weapon Attack: +6 to hit, reach 
5 ft., one grappled creature. Hit: 10 (1d12+4) 
piercing damage plus 7 (1d12) bludgeoning 
damage and the target remains grappled 
(escape DC 14).
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chanka, Broodling
Tiny monstrosity, unaligned
Armor Class 13 
Hit Points 3 (2d4 - 2)
Speed 30 ft., swim 30 ft.

STR 4 (-3)  DEX 16 (+3)  CON 8 (-1)   
INT 3 (-4)  WIS 10 (+0)  CHA 6 (-2)

Senses Blindsight 10 ft., Passive Perception 10
Languages --
Challenge 1/8 (25 XP)

Amphibious. The broodling chanka can 
breathe air and water.

actionS

Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 1 piercing damage plus 
2 (1d4) poison damage and chanka attaches 
itself to the target. The target or any adjacent 
creature can spend their action to remove the 
chanka.
Envenom. The chanka injects more venom 
into a target that it has attached to with its 
bite attack and deals an additional 2 (1d4) 
poison damage. 

chanka, mother
Medium monstrosity, unaligned
Armor Class 12 
Hit Points 27 (5d8 + 5)
Speed 30 ft., swim 30 ft.

STR 8 (-1)  DEX 15 (+2)  CON 12 (+1)   
INT 3 (-4)  WIS 12 (+1)  CHA 6 (-2)

Skills Perception +3
Senses Blindsight 10 ft., Passive Perception 13
Languages --
Challenge 1 (200 XP)

Amphibious. The mother chanka can breathe 
air and water.
Cenote Ward. While partially or fully 
submerged in water, the chanka has 
advantage on all saving throws.

actionS

Bite. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 5 (1d8 + 1) piercing damage 
plus 5 (2d4) poison damage and a target of 
Medium size or smaller is grappled (escape DC 
12). 
Envenom. The chanka injects more venom 
into a target that it has attached to with its 
bite attack and deals an additional 5 (2d4) 
poison damage. 

reaction

Protective Mother. The mother can interpose 
herself between an adjacent chanka broodling 
and damage from attack. The damage dealt to 
the broodling is reduced to 0 and the mother 
takes the full amount. 
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chu-ka-Ja (the captured)
Medium monstrosity, chaotic evil
Armor Class 13 
Hit Points 44 (8d8 + 8)
Speed 30 ft., climb 20 ft.

STR 16 (+3) DEX 16 (+3) CON 12 (+1)  
INT 9 (-1) WIS 10 (+0) CHA 7 (-2)

Skills Athletics +5, Stealth +7
Damage Vulnerabilities Psychic
Senses Darkvision 60 ft.,  
Passive Perception 10
Languages Understands Common but can’t 
speak it
Challenge 2 (450 XP)

Keen Smell. The chu-ka-ja has advantage on 
Wisdom (Perception) checks that rely on smell.
Pounce. If the chu-ka-ja moves at least 20 
feet straight toward a creature and then hits 
it with a claw attack on the same turn, that 
target must succeed on a DC 13 Strength 
saving throw or be knocked prone. 
Ragged Roar (Recharge 6). As a bonus 
action, the chu-ka-ja lets out a roar from its 
tattered throat. Each hostile creature within 
60 feet that can hear it must succeed on a DC 
12 Wisdom saving throw or become frightened 
and paralyzed. The paralyzation ends at the 
end of the creature’s next turn, while the 
frightened condition lasts 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 any Ragged Roar for the 
next 24 hours.

actionS

Multiattack. The chu-ka-ja makes an attack 
with its bite and an attack with its claws. If 
both attacks hit, it can make an additional 
attack with its claws.
Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 7 (1d8 + 3) piercing 
damage.
Claws. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 10 (2d6 + 3) slashing 
damage. 

coatl
Tiny celestial, unaligned
Armor Class 11 
Hit Points 3 (1d4 + 1)
Speed 30 ft.

STR 10 (+0) DEX 13 (+1) CON 13 (+1)  
INT 4 (-3) WIS 8 (-1) CHA 8 (-1)

Senses Darkvision 60 ft., Passive Perception 9
Languages --
Challenge 0 (10 XP)

actionS

Bite. Melee Weapon Attack: +3 to hit, reach 5 
ft., one target. Hit: 1 piercing damage and the 
target must make a DC 11 Constitution check 
or make its next attack roll or saving throw at 
disadvantage. This feature does not stack with 
multiple hits in a round. 
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coatl, greater
Large celestial, unaligned
Armor Class 13 (Natural Armor) 
Hit Points 15 (2d10 + 4)
Speed 30 ft., fly 20 ft.

STR 12 (+1) DEX 14 (+2) CON 14 (+2)  
INT 5 (-3) WIS 11 (+0) CHA 10 (+0)

Skills Intimidation +2, Perception +2
Senses Darkvision 60 ft., Passive Perception 9
Languages --
Challenge 1/2 (100 XP)

Spirit Leech. Whenever a coatl that is within 
60 feet of the greater coatl dies, the greater 
coatl gains 3 (1d4) temporary hit points. 

actionS

Bite. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 + 2) piercing 
damage and the target must make a DC 12 
Constitution check or make its next attack roll 
or saving throw before the end of its next turn 
at disadvantage. This feature does not stack 
with multiple hits in a round. 
Concussive Wave (Recharge 5-6). The greater 
coatl slams its wings together, creating a 
massive wave of thunderous force. Each non-
coatl creature within 30 feet must make a DC 
12 Constitution saving throw or take 7 (2d6) 
thunder damage and become stunned until 
the end of their next turn. 

cultiSt of the Burning claw 
Medium humanoid, neutral evil
Armor Class 13 (Jaguar Hide)
Hit Points 52 (8d8 + 16)
Speed 30 ft.

STR 15 (+2) DEX 12 (+1) CON 14 (+2)  
INT 10 (+0) WIS 11 (+0) CHA 16 (+3)

Skills Athletics +4, Religion +2, Stealth +3
Senses Passive Perception 10
Languages Common
Challenge 2 (450 XP)

Spellcasting. The cultist is a 5th-level 
spellcaster. Its spellcasting ability is Charisma 
(spell save DC 13, +5 to hit with spell attacks). 
It knows the following sorcerer spells:
Cantrips (at will): chill touch, minor illusion, 
prestidigitation, true strike
1st level (4 slots): expeditious retreat, false life, 
silent image, sleep
2nd level (3 slots): blindness/deafness, hold 
person
3rd level (2 slots): fear

actionS

Multiattack. The cultist makes two attacks 
with its boneclaws.
Boneclaw. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 5 (1d6 + 2) slashing 
damage.
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deranged greater capuchin
Small beast, unaligned
Armor Class 14 (Cotton)
Hit Points 14 (4d6)
Speed 30 ft., climb 30 ft.

STR 10 (+0) DEX 16 (+3) CON 10 (+0)  
INT 6 (-2) WIS 10 (+0) CHA 6 (-2)

Skills Athletics +2, Acrobatics +5
Senses Passive Perception 10
Languages Understands common but can’t 
speak it
Challenge 1/2 (100 XP)

Reckless. At the start of its turn, the 
deranged capuchin can gain advantage on all 
melee weapon attack rolls during that turn, 
but attack rolls against it have advantage until 
the start of its next turn.
Relentless (Recharges after a Short or Long 
Rest). If the capuchin takes 7 damage or 
less that would reduce it to 0 hit points, it is 
reduced to 1 hit point instead.

actionS

Multiattack. The capuchin makes two attacks 
with its jawbone.
Jawbone. Melee Weapon Attack: +2 to hit, 
reach 5 ft., one target. Hit: 5 (1d8) bludgeoning 
or piercing damage.
Rock. Ranged Weapon Attack: +5 to hit, 
range 20/60 ft., one target. Hit: 5 (1d4 + 3) 
bludgeoning damage.

deranged Quetzal 
Tiny beast, unaligned
Armor Class 13
Hit Points 1 (1d4 - 1)
Speed 10 ft., fly 60 ft.

STR 4 (-3) DEX 16 (+3) CON 8 (-1)  
INT 2 (-4) WIS 13 (+1) CHA 7 (-2)

Skills Perception +3
Senses Passive Perception 13
Languages --
Challenge 0 (10 XP)

Reckless. At the start of its turn, the 
deranged quetzal can gain advantage on all 
melee weapon attack rolls during that turn, 
but attack rolls against it have advantage until 
the start of its next turn.
Keen Sight. The quetzal has advantage on 
Wisdom (Perception) checks that rely on sight.

actionS

Beak. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 1 piercing damage.
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dwarf, cave 
Small humanoid, any alignment
Armor Class 13 (Deer Hide)
Hit Points 49 (9d6 + 18)
Speed 25 ft.

STR 17 (+3) DEX 10 (+0) CON 15 (+2)  
INT 11 (+0) WIS 12 (+1) CHA 11 (+0)

Saving Throws CON +5
Skills Arcana +3, Perception +3, Stealth +2
Senses Darkvision 60 ft., Passive Perception 
13
Languages Common, Demonic
Challenge 2 (450 XP)

Innate Spellcasting. The cave dwarf’s innate 
spellcasting ability is Wisdom (spell save DC 
11). It can innately cast the following spells, 
requiring no material components:
At will: detect magic, detect evil and good
1/day each: protection from evil and good, meld 
into stone
Sunlight Sensitivity. While in sunlight, the 
cave dwarf has disadvantage on attack rolls, 
as well as on Wisdom (Perception) checks that 
rely on sight.
Tongue of the Earth. The cave dwarf can 
communicate with bats and insects.

actionS

Multiattack. The cave dwarf makes two 
attacks with its ch’ak waraxe.
Ch’ak Waraxe. Melee Weapon Attack: +5 to 
hit, reach 5 ft., one target. Hit: 7 (1d8 + 3) 
slashing damage.

dwarf, Jungle
Small humanoid, any alignment
Armor Class 14 (Deer Hide)
Hit Points 44 (8d6 + 16)
Speed 25 ft.

STR 17 (+3) DEX 12 (+1) CON 15 (+2)  
INT 12 (+1) WIS 12 (+1) CHA 12 (+1)

Saving Throws CON +5
Skills Arcana +3, Nature +3, Perception +3, 
Stealth +2
Senses Darkvision 60 ft.,  
Passive Perception 13
Languages Common
Challenge 2 (450 XP)

At The Ready. The jungle dwarf has 
advantage on any attack rolls made with its 
blowgun during the first round of initiative.
Innate Spellcasting. The jungle dwarf’s 
innate spellcasting ability is Wisdom (spell 
save DC 11). It can innately cast the following 
spells, requiring no material compoiinents:
At will: druidcraft, purify food and drink
1/day each: animal friendship, create or 
destroy water, invisibility, conjure animals

actionS

Multiattack. The jungle dwarf makes two 
attacks with its club.
Blowgun. Ranged Weapon Attack: +3 to hit, 
range 25/100 ft., one target. Hit: 2 piercing 
damage and the target must make a DC 13 
Constitution saving throw or take 10 (3d6) 
poison damage and become poisoned until the 
end of their next turn. On a successful save, 
the target instead takes half damage and is 
not poisoned. 
Club. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 5 (1d4 + 3) bludgeoning 
damage.
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familiar, caiman 
Medium beast (shapechanger), unaligned
Armor Class 14 (Natural Armor)
Hit Points 26 (4d8 +8)  
Speed 30 ft., swim 30 ft.

STR 16 (+3)  DEX 13 (+1)  CON 14 (+2)   
INT 8 (-1)  WIS 12 (+1)  CHA 10 (+0)

Skills Athletics +5, Stealth +5
Senses Passive Perception 11
Languages Common
Challenge 1/2 (100 XP)

Shapechanger. The caiman familiar can use 
its action to remove the magical armbands 
to shift to its true caiman form. Its statistics, 
other than its ability scores, languages, and 
actions remain the same in any form. Any 
equipment it is wearing or carrying is not 
transformed. It reverts to its caiman form if it 
dies.
Hold Breath. The caiman familiar can hold its 
breath for up to 1 hour.

actionS

Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 7 (1d8+3) piercing 
damage.
Mesmerize (3/day). The caiman familiar 
uses its amulet to force a creature that it can 
see within 30 feet to make a DC 13 Charisma 
saving throw. On a failed save, the creature 
is stunned until the amulet is removed from 
its line of sight or until the creature takes 
damage. 

familiar, Stag 
Medium beast (shapechanger), unaligned
Armor Class 13
Hit Points 18 (4d8)  
Speed 50 ft.

STR 11 (+0)  DEX 16 (+3)  CON 11 (+0)   
INT 8 (-1)  WIS 14 (+2)  CHA 12 (+1)

Skills Athletics +2, Acrobatics +5
Senses Passive Perception 12
Languages Common
Challenge 1/4 (50 XP)

Shapechanger. The stag familiar can use its 
action to remove the magical armbands to 
shift to its true deer form. Its statistics, other 
than its ability scores, languages, and actions 
remain the same in any form. Any equipment 
it is wearing or carrying is not transformed. It 
reverts to its stag form if it dies.

actionS

Empale. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d4 + 3) piercing 
damage.

reactionS

Bolt (1/day). The stag familiar can spend its 
reaction to move up to its movement speed 
without provoking an attack of opportunity.
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Jaguar 
Medium beast, unaligned
Armor Class 12
Hit Points 11 (2d8 + 2)  
Speed 40 ft., climb 30 ft., swim 20 ft.

STR 12 (+1)  DEX 14 (+2)  CON 12 (+1)   
INT 3 (-4)  WIS 13 (+1)  CHA 6 (-2)

Skills Perception +3, Stealth +6  
Senses Darkvision 60 ft.,  
Passive Perception 13
Languages --
Challenge 1/4 (50 XP)

Keen Smell. The jaguar has advantage on 
Wisdom (Perception) checks that rely on smell.
Pounce. If the jaguar moves at least 20 feet 
straight toward a creature and then hits it 
with a claw attack on the same turn, that 
target must succeed on a DC 12 Strength 
saving throw or be knocked prone. If the target 
is prone, the jaguar can make one bite attack 
against it as a bonus action.

actionS

Bite. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 + 2) piercing 
damage.
Claws. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 7 (2d4 + 2) slashing 
damage.

Jaguarundi 
Small beast, unaligned
Armor Class 12
Hit Points 7 (2d6)  
Speed 30 ft., climb 20 ft.

STR 8 (-1)  DEX 14 (+2)  CON 10 (+0)   
INT 3 (-4)  WIS 12 (+1)  CHA 6 (-2)

Skills Perception +3, Stealth +4  
Senses Passive Perception 11
Languages --
Challenge 1/8 (25 XP)

Keen Smell. The jaguarundi has advantage 
on Wisdom (Perception) checks that rely on 
smell.
Standing Leap. The jaguarundi’s long jump is 
up to 15 feet and its high jump is up to 10 feet, 
with or without a running start.

actionS

Bite. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 4 (1d4 + 2) piercing 
damage.
Claws. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 + 2) slashing 
damage.
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ka’n Bat 
Huge monstrosity, unaligned
Armor Class 15 (Natural Armor)
Hit Points 73 (7d12 + 28)
Speed 30 ft., climb 15 ft., fly 60 ft.

STR 18 (+4) DEX 16 (+3) CON 18 (+4)  
INT 6 (-2) WIS 10 (+0) CHA 14 (+2)

Saving Throws DEX +6, CHA +5
Damage Resistances Bludgeoning, Piercing, 
and Slashing from Nonmagical Attacks
Damage Immunities Necrotic
Damage Vulnerabilities Lightning, Radiant
Senses Blindsight 60 ft., Passive Perception 10
Languages Telepathy 60 ft.
Challenge 6 (2,300 XP)

Echolocation. The k’an bat can’t use its 
blindsight while deafened.
Keen Hearing. The bat has advantage on 
Wisdom (Perception) checks that rely on 
hearing.

actionS

Multiattack. The k’an bat makes two melee 
attacks: one with its bite and one with its 
death eye. If its wing attack action is charged, 
it may replace its death eye action with that.
Bite. Melee Weapon Attack: +7 to hit, reach 
5 ft., one target. Hit: 12 (1d12 + 5) piercing 
damage plus 7 (2d6) necrotic damage.
Death Eye. The k’an bat targets a creature 
it can perceive within 60 feet of it and forces 
it to make a DC 13 Charisma saving throw. 
On a failure, the target takes 18 (4d8) 
psychic damage and makes all death saves 
at disadvantage for the next 24 hours. On a 
successful save, the target instead takes half 
damage and is immune to the death save 
aspect of this ability for the next 24 hours.
Wing Attack (Recharge 4-6). The k’an bat 
beats its wings. Each creature within 10 feet 
of the bat must succeed on a DC 15 Dexterity 
saving throw or take 11 (2d6 + 4) bludgeoning 
damage and be knocked prone. 
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king kukul 
Medium humanoid, lawful neutral
Armor Class 16 (Cotton, Reed Shield)
Hit Points 84 (13d8 + 26)
Speed 30 ft.

STR 16 (+3) DEX 18 (+4) CON 15 (+2)  
INT 17 (+3) WIS 17 (+3) CHA 14 (+2)

Saving Throws CHA +5, WIS +6
Skills Acrobatics +7, Perception +6, 
Persuasion +5, Insight +6
Senses Passive Perception 16
Languages Common
Challenge 6 (2,300 XP)

Belt of the Warmaster. Kukul’s Intelligence 
and Wisdom scores increase by 1 and he gains 
proficiency in the Insight skill when he is 
wearing this belt.
Gems of the Yearbearer. Kukul double’s his 
proficiency bonus for any Strength (Athletics) 
checks and gains advantage on all Strength 
and Constitution saving throws while wearing 
these gems. 
Legendary Resistance (2/Day). If Kukul 
fails a saving throw, he can choose to succeed 
instead.
Pixom Spellcasting. While Kukul is wearing 
his headdress, he can cast the following spells:
At will: misty step
1/day: dimension door
Sacred Quetzal Healing. While Kukul carries 
the cudgel, he is healed for 1 hit point at the 
start of each of his turns. Once he has healed 
for 25 hit points in this way, he no longer gains 
this feature until the next dawn.

actionS

Multiattack. Kukul makes two attacks 
with his Sacred Quetzal Cudgel and a single 
unarmed strike.
Sacred Quetzal Cudgel. Melee Weapon 
Attack: +6 to hit, reach 5 ft., one target. Hit: 
7 (1d8 + 3) piercing damage plus 11 (2d10) 
psychic damage and the target must make a 
DC 16 Constitution saving throw or they may 
only use their action or move on their next 
turn, not both.
Unarmed Strike. Melee Weapon Attack: +6 
to hit, reach 5 ft., one target. Hit: 5 (1d4 + 3) 
bludgeoning damage.

legendary actionS

The king 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 king 
regains spent legendary actions at the start of 
his turn.
Unarmed Strike. The king makes an 
unarmed strike. 
Take Flight. The king may immediately leap 
or dash 10 feet. This movement does not 
provoke attacks of opportunity.
Misty Step (2 Charges). The king casts the 
spell misty step. He may take this legendary 
action even if he has already cast a spell this 
turn. 
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king tezca
Medium humanoid, lawful neutral
Armor Class 15 (Jaguar Hide)
Hit Points 112 (15d8 + 45)
Speed 30 ft.

STR 18 (+4) DEX 17 (+3) CON 17 (+3)  
INT 14 (+2) WIS 13 (+1) CHA 16 (+3)

Saving Throws CHA +5, WIS +6
Skills Acrobatics +6, Athletics +7, Perception 
+4, Stealth +6
Senses Passive Perception 14
Languages Common
Challenge 6 (2,300 XP)

Jaguar Bloodink. Tezca’s Constitution and 
Dexterity scores permanently increase by 1. 
Strength of the Grinning Skull. Tezca’s 
Strength score increases by 4 when he is 
wearing these shoulderguards.
Legendary Resistance (2/Day). If Tezca fails 
a saving throw, he can choose to succeed 
instead.

actionS

Multiattack. Tezca makes two attacks 
with his Teeth of the Mountain and a single 
unarmed strike.
Teeth of the Mountain. Melee Weapon 
Attack: +7 to hit, reach 5 ft., one target. Hit: 
9 (2d4 + 4) bludgeoning damage. Each time 
the weapon reduces a creature to 0 hit points, 
it gains +1 to damage rolls, to a maximum of 
+20. The additional damage lasts until the 
king takes a short or long rest.
Unarmed Strike. Melee Weapon Attack: +7 
to hit, reach 5 ft., one target. Hit: 6 (1d4 + 4) 
bludgeoning damage.

legendary actionS

The king 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 king 
regains spent legendary actions at the start of 
his turn.
Unarmed Strike. The king makes an 
unarmed strike. 
Leg Sweep. The king targets a creature that 
is Large size or smaller that is adjacent to 
him. That creature must succeed on a DC 
16 Dexterity or Strength saving throw (their 
choice) or be knocked prone. 
Death Eye (2 Charges). The king revives a 
fallen ally, granting them 1 hit point. The ally 
must have fallen since the king’s last turn. 
Teeth of the Mountain (2 Charges). The 
king makes an attack with his Teeth of the 
Mountain weapon.
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kukul archprieSt
Medium humanoid, lawful evil
Armor Class 13
Hit Points 119 (14d8 + 56)
Speed 30 ft.

STR 10 (+0) DEX 16 (+3) CON 18 (+4)  
INT 12 (+1) WIS 14 (+2) CHA 16 (+3)

Saving Throws CON +7, CHA +6
Skills Arcana +4, Perception +5, Religion +4
Damage Resistances Psychic
Senses Passive Perception 10
Languages Common
Challenge 6 (2,300 XP)

Spellcasting. The Kukul archpriest is a 
7th-level spellcaster. Its spellcasting ability 
is Charisma (spell save DC 14, +6 to hit with 
spell attacks). It knows the following sorcerer 
spells:
Cantrips (at will): friends, light, minor illusion, 
prestidigitation, shocking grasp
1st level (4 slots): fog cloud, thunderwave
2nd level (3 slots): darkness, gust of wind
3rd level (3 slots): clairvoyance, lightning bolt
4th level (1 slot): ice storm
Sorcery Points. The Kukul archpriest has 7 
sorcery points. It can spend 1 or more sorcery 
points as a bonus action to gain one of the 
following benefits:
Heightened Spell: When it casts a spell that 
forces a creature to make a saving throw to 
resist the spell’s effects, the archpriest can 
spend 3 sorcery points to give one target of 
the spell disadvantage on its first saving throw 
against the spell.
Subtle Spell: When the archpriest casts a spell, 
it can spend 1 sorcery point to cast the spell 
without any somatic or verbal components.

actionS

Multiattack. The archpriest makes two 
attacks with its warblade.
Warblade. Melee Weapon Attack: +6 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) piercing 
damage.

kukul prieSt
Medium humanoid, lawful neutral
Armor Class 12
Hit Points 32 (5d8 + 10)
Speed 30 ft.

STR 8 (-1) DEX 15 (+2) CON 14 (+2)  
INT 10 (+0) WIS 10 (+0) CHA 14 (+2)

Saving Throws CON +4
Skills Arcana +2, Perception +2, Religion +2
Senses Passive Perception 12
Languages Common
Challenge 1 (200 XP)

Spellcasting. The Kukul priest is a 3rd-level 
spellcaster. Its spellcasting ability is Charisma 
(spell save DC 12, +4 to hit with spell attacks). 
It has the following sorcerer spells prepared:
Cantrips (at will): light, minor illusion, 
prestidigitation, shocking grasp
1st level (4 slots): charm person, expeditious 
retreat, thunderwave
2nd level (2 slots): gust of wind
Sorcery Points. The Kukul priest has 3 
sorcery points. It can spend 1 or more sorcery 
points as a bonus action to gain one of the 
following benefits:
Heightened Spell: When it casts a spell that 
forces a creature to make a saving throw to 
resist the spell’s effects, the priest can spend 
3 sorcery points to give one target of the spell 
disadvantage on its first saving throw against 
the spell.
Subtle Spell: When the priest casts a spell, it 
can spend 1 sorcery point to cast the spell 
without any somatic or verbal components.

actionS

Club. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 4 (1d4 + 2) bludgeoning 
damage.
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kukul warrior
Medium humanoid, lawful neutral
Armor Class 14 (Cotton, Reed Shield)
Hit Points 22 (4d8 + 4)
Speed 30 ft.

STR 12 (+1) DEX 14 (+2) CON 12 (+1)  
INT 8 (-1) WIS 12 (+1) CHA 8 (-1)

Saving Throws DEX +4
Skills Acrobatics +4, Perception +3
Senses Passive Perception 13
Languages Common
Challenge 1 (200 XP)

Initial Barrage. On the kukul warrior’s first 
turn in initiative, it may make an additional 
weapon attack.

actionS

Multiattack. The kukul warrior makes two 
attacks with its ch’ak handaxe and a single 
unarmed strike.
Ch’ak Handaxe. Melee or Ranged Weapon 
Attack: +4 to hit, reach 5 ft. or range 20/60 ft., 
one target. Hit: 5 (1d6 + 2) slashing damage.
Unarmed Strike. Melee Weapon Attack: +4 
to hit, reach 5 ft., one target. Hit: 4 (1d4 + 2) 
bludgeoning damage.

reactionS

Take Flight. Whenever a creature hits the 
kukul warrior with an attack, the warrior 
may immediately spend its reaction to leap or 
dash 10 feet. This movement does not provoke 
attacks of opportunity.
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kukulcán (Quetzalcóatl)
Huge celestial, lawful neutral
Armor Class 14 (Natural Armor)
Hit Points 187 (13d12 + 39)
Speed 50 ft., fly 50 ft.

STR 17 (+3)  DEX 17 (+3)  CON 17 (+3)  
INT 12 (+1)  WIS 14 (+2)  CHA 12 (+1)

Saving Throws DEX +6, WIS +5
Skills Intimidation +4, Perception +5
Senses Darkvision 120 ft.,  
Passive Perception 15
Languages Celestial, Telepathy 120 ft.
Challenge 8 (3,900 XP)

Magic Resistance. The kukulcán has 
advantage on saving throws against spells and 
other magical effects.
Spirit Leech. Whenever a Medium sized or 
larger creature that is within 60 feet of the 
kukulcán  is dropped to 0 hit points, the 
kukulcán gains 6 (1d12) temporary hit points. 

actionS

Multiattack. The kukulcán makes two bite 
attacks. If it’s Concussive Wave is recharged, it 
may substitute it for one of the bite attacks.
Bite. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 19 (3d10 + 3) piercing 
damage  plus 4 (1d8) radiant damage.
Concussive Wave (Recharge 4-6). The 
kukulcán slams its wings together, creating a 
massive wave of thunderous force. Each non-
celestial creature within 60 feet must make a 
DC 14 Constitution saving throw or take 11 
(2d10) thunder damage and become stunned 
until the end of their next turn.

legendary actionS

The kukulcán 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 kukulcán regains spent legendary actions 
at the start of its turn.
Snapping Bite. The kukulcán may attempt a 
bite attack. If it succeeds, the hit deals only 
half damage. 
Gathering of Wind. The kukulcán may 
attempt to recharge it’s Concussive Wave.
Frightful Presence (Costs 2 Actions). Each 
creature of the kukulcán’s choice that is 
within 120 feet of the kukulcán 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 kukulcán’s 
Frightful Presence for the next 24 hours.
Radiant Form (Costs 2 Actions). The 
kukulcán’s form radiates light until the end 
of its next turn. Each creature that ends its 
turn within 10 feet of the kukulcán must 
succeed on a DC 12 Constitution saving throw 
or become blinded until the end of their next 
turn.
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lakamo
Huge monstrosity, unaligned
Armor Class 14 (Natural Armor)
Hit Points 76 (9d12 + 18)
Speed 20 ft., fly 60 ft.

STR 19 (+4) DEX 16 (+3) CON 14 (+2)  
INT 5 (-3) WIS 14 (+2) CHA 10 (+0)

Skills Perception +4, Intimidation +2
Senses Passive Perception 14
Languages Understands Common and can 
mimic speech but cannot truly speak it
Challenge 4 (1,100 XP)

Keen Sight. The lakamo has advantage on 
Wisdom (Perception) checks that rely on sight.
Legendary Resistance (1/Day). If the lakamo 
fails a saving throw, it can choose to succeed 
instead.
Mimicry. The lakamo can mimic any sounds 
it has heard, including voices. A creature that 
hears the sounds can tell they are imitations 
with a successful DC 14 Wisdom (Insight) 
check.

actionS

Multiattack. The lakamo makes two attacks: 
one with its beak and one with its talons.
Beak. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 14 (3d6 + 4) piercing 
damage.
Talons. Melee Weapon Attack: +6 to hit, reach 
5 ft., one target. Hit: 11 (2d6 + 4) slashing 
damage.
Spew Lightning (Recharge 6). The lakamo 
exhales a bolt of lightning in a 60- foot line that 
is 5 feet wide. Each creature in that line must 
make a DC 13 Dexterity saving throw, taking 
14 (4d6) lightning damage on a failed save, or 
half as much damage on a successful one.

olmec Shaman
Gargantuan giant, lawful neutral
Armor Class 11 (16 with Barkskin)
Hit Points 203 (14d20 + 56)  
Speed 50 ft.

STR 23 (+6)  DEX 12 (+1)  CON 18 (+4)   
INT 12 (+1)  WIS 16 (+3)  CHA 10 (+0)

Skills Arcana +5, Nature +5, Perception +6
Damage Vulnerabilities Psychic
Damage Resistances Cold
Senses Darkvision 60 ft.,  
Passive Perception 16
Languages Giant
Challenge 10 (5,900 XP)

Massive Form. An olmec warrior can move 
through the space of any creature or object 
that is large sized or smaller. Whenever it does 
so, the creature must make a DC 13 Dexterity 
saving throw or be knocked prone. 
Spellcasting. The olmec shaman is a 9th-level 
spellcaster. Its spellcasting ability is Wisdom 
(spell save DC 15; +7 to hit with spell attacks). 
It has the following druid spells prepared:
Cantrips (at will): druidcraft, guidance, produce 
flame
1st level (4 slots): fog cloud, speak with 
animals, thunderwave
2nd level (3 slots): flaming sphere, barkskin, 
gust of wind
3rd level (3 slots): call lightning, protection from 
poison, wind wall
4th level (3 slots): freedom of movement, 
conjure minor elementals
5th level (1 slot): conjure elemental

actionS

Multiattack. The olmec shaman casts produce 
flame twice.
Produce Flame. Ranged Spell Attack: +7 to 
hit, range 30 ft., one target. Hit: 13 (2d8) fire 
damage.
Slam. Melee Weapon Attack: +10 to hit, 
reach 15 ft., one target. Hit: 17 (2d10 + 
6) bludgeoning damage. If the target is a 
creature, it must succeed on a DC 16 Strength 
saving throw or be knocked prone.
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olmec warrior
Gargantuan giant, lawful neutral
Armor Class 11
Hit Points 217 (14d20 + 70)  
Speed 50 ft.

STR 24 (+7)  DEX 12 (+1)  CON 20 (+5)   
INT 10 (+0)  WIS 14 (+2)  CHA 8 (-1)

Skills History +4, Insight +6, Perception +6
Damage Vulnerabilities Psychic
Damage Resistances Cold
Senses Darkvision 60 ft.,  
Passive Perception 16
Languages Giant
Challenge 10 (5,900 XP)

Massive Form. An olmec warrior can move 
through the space of any creature or object 
that is large sized or smaller. Whenever it does 
so, the creature must make a DC 13 Dexterity 
saving throw or be knocked prone. 

actionS

Multiattack. The olmec warrior makes two 
warhammer attacks.
Giant-Sized Warhammer. Melee Weapon 
Attack: +11 to hit, reach 15 ft., one target. Hit: 
20 (3d8 + 7) bludgeoning damage.
Rock. Ranged Weapon Attack: +11 to hit, 
range 60/240 ft., one target. Hit: 29 (4d10 
+ 7) bludgeoning damage. If the target is a 
creature, it must succeed on a DC 17 Strength 
saving throw or be knocked prone.
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princeSS kekchia
Medium humanoid, chaotic evil
Armor Class 13
Hit Points 60 (8d8 + 24)
Speed 30 ft.

STR 9 (-1) DEX 16 (+3) CON 16 (+3)  
INT 17 (+3) WIS 13 (+1) CHA 18 (+4)

Saving Throws CHA +6
Skills Acrobatics +5, Deception +6, Religion 
+5, Stealth +5
Senses Passive Perception 11
Languages Common
Challenge 4 (1,100 XP)

Oracle of the Dripping Moon. At the start 
of each combat, Kekchia rolls two d20s and 
records the results. She may substitute one of 
these dice for any ability check, attack roll, or 
saving throw made by herself or any creature 
within 60 feet. She may do the substitution 
after she sees the result of the initial dice.
Legendary Resistance (1/Day). If Kekchia 
fails a saving throw, she can choose to succeed 
instead.
Spellcasting. Kekchia is a 5th-level 
spellcaster. Her spellcasting ability is 
Charisma (spell save DC 14, +6 to hit with 
spell attacks). She knows the following spells:
Cantrips (at will): chill touch, prestidigitation, 
resistance, vicious mockery
1st level (4 slots): bane, charm person, shield
2nd level (3 slots): hold person, shatter
3rd level (2 slots): counterspell

actionS

Multiattack. Kekchia makes two attacks with 
her lithe spear. She may substitute one of her 
spear attacks for the spell vicious mockery.
Lithe Spear. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 6 (1d6 + 3) piercing 
damage.

legendary actionS

Kekchia 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. Kekchia 
regains spent legendary actions at the start of 
her turn.
Resistance. Kekchia casts the spell resistance. 
She may do this even if she has already cast a 
spell this turn. 
Take Flight. Kekchia may immediately leap or 
dash 10 feet. This movement does not provoke 
attacks of opportunity.
Spellcasting (2 Charges). Kekchia casts a 
cantrip or a 1st level spell. She may do this 
even if she has already cast a spell this turn. 
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revenant 
Medium undead, lawful evil
Armor Class 14 (Hide Armor, Shield)
Hit Points 45 (6d8 + 18)
Speed 30 ft.

STR 17 (+3)  DEX 7 (-2)  CON 16 (+3)   
INT 2 (-4)  WIS 11 (+0)  CHA 4 (-3)

Damage Immunities Poison
Condition Immunities Poisoned
Senses Darkvision 60 ft.,  
Passive Perception 10
Languages understands the languages it 
knew in life but can’t speak
Challenge 2 (450 XP)

Cenote Vitality. A revenant draws power from 
the cenote it guards. While it is within 60 feet 
of the cenote it regenerates 3 hit points each 
round at the start of its turn. If it is destroyed, 
it still regains these hit points as long as it is 
within the area. 
Undead Fortitude. If damage reduces the 
revenant 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 
revenant drops to 1 hit point instead.

actionS

Multiattack. The revenant makes two attacks 
with its Obsidian Blade. 
Obsidian Blade. Melee Weapon Attack: +5 
to hit, reach 5 ft., one target. Hit: 6 (1d6 + 
3) slashing damage and the target takes an 
additional 3 points of damage at the start 
of each of its turns until it receives magical 
healing or a successful DC 12 Intelligence 
(Medicine) check is used to bind the wound.
Feed the Underworld. The revenant grapples 
the body of a creature reduced to 0 hit points 
and drags it at half speed toward the cenote. If 
it is able to deposit the creature into the water, 
the creature immediately dies.

Shaman, Jaguar
Medium humanoid, neutral evil
Armor Class 14 (Jaguar Hide)
Hit Points 52 (7d8 + 21)
Speed 30 ft., climb 15 ft.

STR 14 (+2) DEX 14 (+2) CON 17 (+3)  
INT 9 (-1) WIS 16 (+3) CHA 12 (+1)

Saving Throws STR +4, CON +5
Skills Religion +1, Stealth +6
Senses Passive Perception 13
Languages Common, Druidic
Challenge 3 (700 XP)

Spellcasting. The jaguar shaman is a 6th-level 
spellcaster that uses Wisdom as its spellcasting 
ability (spell save DC 13, +5 to hit with spell 
attacks). The shaman has the following spells 
prepared from the druid spell list:
Cantrips (at will): druidcraft, guidance, produce 
flame
1st level (4 slots): animal friendship, cure 
wounds, entangle, longstrider
2nd level (3 slots): barkskin, protection from 
poison, spike growth
3rd level (3 slots): plant growth, speak with 
plants
Standing Leap. The shaman’s long jump is up 
to 30 feet and its high jump is up to 15 feet, 
with or without a running start.

actionS

Multiattack. The jaguar shaman attacks 
twice with its parrothead club or the ich’ak 
dagger.
Parrothead Club. Melee Weapon Attack: +4 
to hit, reach 5 ft., one target. Hit: 7 (1d8 + 2) 
piercing damage and the target must make a 
DC 12 Strength saving throw or be knocked 
prone.
Ich’ak (Tok’ Dagger). Melee or Ranged 
Weapon Attack: +5 to hit, reach 5 ft. or ranged 
20 ft./60 ft., one target. Hit: 4 (1d4 + 2) 
slashing damage and the target must make a 
DC 12 Constitution saving throw or take an 
additional 5 (2d4) necrotic damage. 

reactionS

Cantrip. The jaguar shaman can cast a 
cantrip as a reaction, even if it has already 
cast a spell on this turn. 
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Shaman, turtle
Medium humanoid, neutral
Armor Class 11
Hit Points 42 (5d8 + 20)
Speed 30 ft.

STR 14 (+2) DEX 12 (+1) CON 18 (+4)  
INT 11 (+0) WIS 16 (+3) CHA 10 (+0)

Saving Throws CON +6, WIS +5
Skills Religion +2, Insight +5
Senses Passive Perception 13
Languages Common, Druidic
Challenge 2 (450 XP)

Slow and Steady. The turtle shaman’s 
initiative is always 1; however, it gains 4 (1d8) 
temporary hit points at the start of each of its 
turns.
Spellcasting. The turtle shaman is a 5th-
level spellcaster that uses Wisdom as its 
spellcasting ability (spell save DC 13, +5 to 
hit with spell attacks). The shaman has the 
following spells prepared from the druid spell 
list:
Cantrips (at will): druidcraft, guidance, 
resistance
1st level (4 slots): create or destroy water, cure 
wounds, healing word
2nd level (3 slots): enhance ability, hold person, 
lesser restoration
3rd level (2 slots): plant growth, water 
breathing

actionS

Multiattack. The turtle shaman attacks once 
with its greatclub and casts a cantrip.
Greatclub. Melee Weapon Attack: +4 to 
hit, reach 5 ft., one target. Hit: 7 (1d8 + 2) 
bludgeoning damage.
Hornet Gourd (1/day). The turtle shaman 
targets a space it can see within 20 feet and 
hurls a hornet gourd at that location. Each 
creature within a 5 foot radius of that location 
must make a DC 12 Dexterity saving throw 
or take 3d4 poison damage from the enraged 
hornets. On a successful save, the creature 
instead takes half damage.
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Shaman, vulture
Medium humanoid, neutral
Armor Class 13 (Deer Hide)
Hit Points 82 (11d8 + 33)
Speed 30 ft.

STR 16 (+3) DEX 11 (+0) CON 16 (+3)  
INT 12 (+1) WIS 18 (+4) CHA 7 (-2)

Saving Throws CON +6, WIS +7
Skills Religion +2, Intimidation +2
Senses Passive Perception 14
Languages Common, Druidic
Challenge 5 (1,800 XP)

Consume the Fallen (Recharges after a 
Long Rest). As a bonus action, the vulture 
shaman draws energy from those fallen 
around it. All dying creatures within 30 feet 
automatically fail one death saving throw and 
the shaman receives a number of temporary 
hit points equal to twice the number of dead 
or dying humanoids within 30 feet. 
Spellcasting. The vulture shaman is a 7th-level 
spellcaster that uses Wisdom as its spellcasting 
ability (spell save DC 15, +7 to hit with spell 
attacks). The shaman has the following spells 
prepared from the druid spell list:
Cantrips (at will): druidcraft, poison spray, 
produce flame, resistance
1st level (4 slots): detect magic, entangle, faerie 
fire, longstrider
2nd level (3 slots): hold person, locate animals 
or plants, stinking cloud
3rd level (3 slots): dispel magic, wind wall
4th level (2 slots): blight, locate creature

actionS

Multiattack. The vulture shaman attacks 
twice with its spear.
Hul’che. Ranged Weapon Attack: +4 to hit, 
range 30/120 ft., one target. Hit: 8 (1d8 
+ 3) piercing damage and the target must 
succeed on a DC 13 Constitution saving 
throw or become poisoned until the end of the 
shaman’s next turn.
Spear. Melee or Ranged Weapon Attack: +6 to 
hit, reach 5 ft. and range 20/60 ft., one target. 
Hit: 8 (1d8 + 3) piercing damage and the target 
must succeed on a DC 13 Constitution saving 
throw or become poisoned until the end of the 
shaman’s next turn.

reaction

Opportunistic Surge. Whenever a creature 
within 30 feet of the shaman takes damage, 
the shaman can immediately spend its 
reaction to move up to its movement speed 
and make a melee attack or cast a cantrip.



46

Sinan demon
Small fiend, lawful evil
Armor Class 13 (Natural Armor)
Hit Points 27 (5d6 + 10)
Speed 30 ft., climb 30 ft.

STR 10 (+0) DEX 15 (+2) CON 14 (+2)  
INT 11 (+0) WIS 14 (+2) CHA 8 (-1)

Damage Resistances Cold; Bludgeoning, 
Piercing, and Slashing from Nonmagical 
Attacks that aren’t Silvered
Damage Immunities Fire, Poison
Condition Immunities Poisoned
Senses Darkvision 120 ft.,  
Passive Perception 12
Languages Demonic, Telepathy 120 ft.
Challenge 2 (450 XP)

Magic Resistance. The demon has advantage 
on saving throws against spells and other 
magical effects.
Pack Tactics. The sinan demon has 
advantage on an attack roll against a creature 
if at least one of the demon’s allies is within 
5 feet of the creature and the ally isn’t 
incapacitated.

actionS

Multiattack. The sinan demon makes three 
attacks: one with its bite, one with its claw, 
and one with its sting.
Bite. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 4 (1d4 + 2) piercing 
damage, and the target is grappled (escape DC 
12). The scorpion cannot use its bite attack on 
another creature while it has a target grappled 
in this way.
Claw. Melee Weapon Attack: +4 to hit, reach 
5 ft., one target. Hit: 5 (1d6 + 2) slashing 
damage.
Sting. Melee Weapon Attack: +4 to hit, reach 
5 ft., one creature. Hit: 5 (1d6 + 2) piercing 
damage, and the target must make a DC 12 
Constitution saving throw, taking 10 (3d6) 
fire damage on a failed save, or half as much 
damage on a successful one.

temple guardian (yahui)
Huge construct, unaligned
Armor Class 13 (Natural Armor)
Hit Points 126 (11d12 + 55)
Speed 40 ft.

STR 23 (+6)  DEX 8 (-1)  CON 21 (+5)   
INT 5 (-3)  WIS 10 (+0)  CHA 1 (-5)

Damage Vulnerabilities Lightning
Damage Immunities Poison, Psychic; 
Bludgeoning, Piercing, and Slashing from 
Nonmagical Attacks that aren’t Obsidian
Condition Immunities Charmed, 
Exhaustion, Frightened, Paralyzed, Petrified, 
Poisoned
Senses Darkvision 120 ft.,  
Passive Perception 10
Languages Understands the languages of its 
creator but can’t speak
Challenge 6 (2,300 XP)

Blood Mark. As a bonus action, can smear 
the blood of a creature that it damaged this 
turn with its Slam attack across its carven 
form, giving it additional power. Each time it 
does this, it gains 5 temporary hit points and 
after every three times of doing this, it gains a 
use of the attack listed below. 
• Marked for Sacrifice. The temple guardian 

targets a creature it can see and has 
smeared the blood of within 60 feet. That 
creature must make a DC 13 Wisdom save 
or take 21 (6d6) psychic damage. On a 
successful save, the creature instead takes 
half damage. 

Immutable Form. The temple guardian is 
immune to any spell or effect that would alter 
its form.
Magic Weapons. The guardian’s weapon 
attacks are magical.
Stelae Bound. The temple guardian is bound 
to a nearby stelae. If the stelae is destroyed 
or the guardian is moved further away than 
120 feet from the stelae, the creature is 
immediately reduced to 0 hit points. 

actionS

Slam. Melee Weapon Attack: +9 to hit, reach 
10 ft., one target. Hit: 24 (4d8 + 6) bludgeoning 
damage.
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temporal worm, minor
Small elemental, neutral
Armor Class 8
Hit Points 22 (4d6 + 8)
Speed 15 ft., climb 15 ft., fly 15 ft. (hover), 
swim 15 ft.

STR 12 (+1) DEX 6 (-2) CON 14 (+2)  
INT 5 (-3) WIS 14 (+2) CHA 6 (-2)

Skills Perception +4
Senses Blindsight 60 ft., Passive Perception 14
Languages --
Challenge 1/8 (25 XP)

Energy Incorporation. Whenever the 
temporal worm takes damage from a creature, 
it becomes resistant to that type of damage 
until the end of its next turn. 
Phasing. The temporal worm can move 
through any matter without resistance. When 
it does so, the creature or object immediately 
takes 3 (1d4) nonlethal force damage. The 
temporal worm cannot end its movement 
sharing the same space with another creature.

tezca archprieSt of the Bat
Medium humanoid, neutral evil
Armor Class 13
Hit Points 112 (15d8 + 45)
Speed 30 ft.

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

Saving Throws CON +6, CHA +6
Skills Arcana +5, Religion +5, Stealth +6
Damage Resistances Psychic
Senses Passive Perception 10
Languages Common
Challenge 6 (2,300 XP)

Spellcasting. The archpriest of the bat is a 
7th-level spellcaster. Its spellcasting ability 
is Charisma (spell save DC 14, +6 to hit with 
spell attacks). It knows the following sorcerer 
spells:
Cantrips (at will): chill touch, dancing lights, 
message, minor illusion, prestidigitation
1st level (4 slots): false life, sleep
2nd level (3 slots): darkness, levitate
3rd level (3 slots): fear, fly
4th level (1 slot): blight
Sorcery Points. The archpriest of the bat 
has 7 sorcery points. It can spend 1 or more 
sorcery points as a bonus action to gain one of 
the following benefits:
Careful Spell: When the archpriest casts a spell 
that forces other creatures to make a saving 
throw, it can protect some of those creatures 
from the spell’s full force. To do so, it spends 1 
sorcery point and chooses up to 3 creatures. A 
chosen creature automatically succeeds on its 
saving throw against the spell.
Heightened Spell: When the archpriest casts 
a spell that forces a creature to make a 
saving throw to resist the spell’s effects, the 
archpriest can spend 3 sorcery points to give 
one target of the spell disadvantage on its first 
saving throw against the spell.

actionS

Multiattack. The archpriest makes two 
attacks with its spear.
Spear. Melee or Ranged Weapon Attack: +6 to 
hit, ranged 20/60 ft., one target. Hit: 7 (1d8 + 
3) piercing damage.
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tezca prieSt 
Medium humanoid, chaotic neutral
Armor Class 13
Hit Points 27 (5d8 + 5)
Speed 30 ft.

STR 8 (-1) DEX 16 (+3) CON 13 (+1)  
INT 10 (+0) WIS 12 (+1) CHA 14 (+2)

Saving Throws CON +4
Skills Arcana +2, Religion +2, Stealth +5
Senses Passive Perception 11
Languages Common
Challenge 1 (200 XP)

Spellcasting. The Tezca priest is a 3rd-level 
spellcaster. Its spellcasting ability is Charisma 
(spell save DC 12, +4 to hit with spell attacks). 
It has the following sorcerer spells prepared:
Cantrips (at will): chill touch, minor illusion, 
prestidigitation, true strike
1st level (4 slots): jump, magic missile, sleep
2nd level (2 slots): invisibility
Sorcery Points. The Tezca priest has 3 
sorcery points. It can spend 1 or more sorcery 
points as a bonus action to gain one of the 
following benefits:
Extended Spell: When the priest casts a spell 
that has a duration of 1 minute or longer, 
it can spend 1 sorcery point to double its 
duration, to a maximum duration of 24 hours.
Subtle Spell: When the priest casts a spell, it 
can spend 1 sorcery point to cast the spell 
without any somatic or verbal components.

actionS

Tok’ Dagger. Melee or Ranged Weapon Attack: 
+5 to hit, range 20/60 ft., one target. Hit: 5 
(1d4 + 3) piercing damage.

tezca warrior
Medium humanoid, chaotic neutral
Armor Class 15 (Deer Hide)
Hit Points 22 (4d8 + 4)
Speed 35 ft.

STR 14 (+2) DEX 15 (+2) CON 12 (+1)  
INT 9 (-1) WIS 10 (+0) CHA 8 (-1)

Saving Throws CON +3
Skills Athletics +4, Stealth +4
Senses Passive Perception 10
Languages Common
Challenge 1 (200 XP)

Coiled Spring (2/day). As a bonus action, the 
tezca warrior can move up to half its speed 
toward a hostile creature that it can see.

actionS

Multiattack. The tezca warrior makes two 
attacks with its chok’jul or leafblade.
Chok’jul. Ranged Weapon Attack: +4 to hit, 
range 20/60 ft., one target. Hit: 4 (1d4 + 2) 
piercing damage.
Leafblade. Melee Weapon Attack: +4 to hit, 
reach 5 ft., one target. Hit: 7 (2d4 + 2) slashing 
damage.

reactionS

Cornered (2/day). Whenever a creature hits 
the tezca warrior with a melee attack, the 
warrior may immediately spend its reaction to 
make an attack with a melee weapon.
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tletlkan (Serpent of flame) 
Large fiend, chaotic evil
Armor Class 15 (Natural Armor)
Hit Points 75 (10d10 + 20)
Speed 30 ft., burrow 30 ft.

STR 14 (+2)  DEX 16 (+3)  CON 14 (+2)   
INT 6 (-2)  WIS 10 (+0)  CHA 5 (-3)

Damage Vulnerabilities Radiant
Damage Immunities Fire
Senses Blindsight 10 ft., Darkvision 120 ft., 
Passive Perception 10
Languages Abyssal, Telepathy 120 ft.
Challenge 4 (1,100 XP)

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

actionS

Multiattack. The tletlkan makes two bite 
attacks. 
Bite. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 8 (2d4 + 3) piercing damage 
plus 3 (1d6) fire damage, and the target must 
succeed on a DC 12 Constitution saving throw 
or become overwhelmed by a burning fever. 
While feverish, the creature is poisoned and 
becomes vulnerable to fire damage. The fever 
lasts until the creature receives any magical 
healing or takes a long rest. 

tletltecu (fire BeaSt) 
Medium monstrosity, unaligned
Armor Class 13 
Hit Points 55 (10d8 + 10)
Speed 50 ft., climb 40 ft.

STR 14 (+2)  DEX 17 (+3)  CON 12 (+1)   
INT 4 (-3)  WIS 15 (+2)  CHA 4 (-3)

Skills Stealth +5
Damage Immunities Fire
Senses Darkvision 60 ft.,  
Passive Perception 12
Languages --
Challenge 3 (700 XP)

Ambusher. The tletltecu has advantage on any 
attacks made against a surprised creature. 
Pounce. If the tletltecu moves at least 20 
feet straight toward a creature and then hits 
it with a claw attack on the same turn, that 
target must succeed on a DC 13 Strength 
saving throw or be knocked prone. If the target 
is prone, the tletltecu can make one bite attack 
against it as a bonus action.
Superheated Form. Whenever a creature hits 
the tletltecu with a melee weapon attack or a 
spell with a range of touch, the creature takes 
3 (1d6) fire damage. 
Innate Spellcasting. The tletltecu’s innate 
spellcasting ability is Wisdom. The tletltecu 
can innately cast the following spells, requiring 
no material components:
At will: locate animal or plant, locate creature, 
locate object

actionS

Multiattack. The tletlkan makes two claw 
attacks. 
Bite. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 6 (1d6 + 3) piercing damage 
plus 3 (1d6) fire damage.
Claw. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 5 (1d4 + 3) slashing damage 
plus 2 (1d4) fire damage.
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wereJaguar
Medium humanoid (shapechanger), chaotic evil
Armor Class 13 
Hit Points 44 (7d8 + 14)
Speed 40 ft., climb 30 ft., swim 20ft.

STR 13 (+1)  DEX 16 (+3)  CON 14 (+2)   
INT 8 (-1)  WIS 12 (+1)  CHA 12 (+1)

Skills Acrobatics +7, Athletics +3, Perception 
+1, Stealth +7
Damage Immunities Necrotic
Senses Darkvision 60 ft.,  
Passive Perception 11
Languages Common (can’t speak in jaguar 
form)
Challenge 3 (700 XP)

Shapechanger. The werejaguar can use its 
action to polymorph into a jaguar, or back 
into its hybrid form. Its statistics are the same 
in each form. Any equipment it is wearing or 
carrying is transformed as well. It reverts to its 
hybrid form if it dies.
Keen Hearing and Smell. The werejaguar has 
advantage on Wisdom (Perception) checks that 
rely on hearing or smell.
Pounce. If the werejaguar moves at least 20 
feet straight toward a creature and then hits 
it with a claw attack on the same turn, that 
target must succeed on a DC 13 Strength 
saving throw or be knocked prone. If the target 
is prone, the werejaguar can make one bite 
attack against it as a bonus action.

actionS

Multiattack. The werejaguar makes two 
attacks: one with its bite and one with its 
claws.
Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 7 (1d8 + 3) piercing 
damage. 
Claws. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 8 (2d4 + 3) slashing 
damage.
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wereJaguar witch
Medium humanoid (shapechanger), chaotic evil
Armor Class 13 
Hit Points 91 (14d8 + 28)
Speed 40 ft., climb 30 ft., swim 20ft.

STR 13 (+1)  DEX 16 (+3)  CON 14 (+2)   
INT 8 (-1)  WIS 12 (+1)  CHA 12 (+1)

Skills Acrobatics +7, Athletics +3, Perception 
+1, Stealth +7
Damage Immunities Necrotic
Senses Darkvision 60 ft.,  
Passive Perception 11
Languages Common (can’t speak in jaguar 
form)
Challenge 4 (1,100 XP)

Shapechanger. The werejaguar can use its 
action to polymorph into a jaguar, or back 
into its hybrid form. Its statistics are the same 
in each form. Any equipment it is wearing or 
carrying is transformed as well. It reverts to its 
hybrid form if it dies.
Keen Hearing and Smell. The werejaguar has 
advantage on Wisdom (Perception) checks that 
rely on hearing or smell.
Pounce. If the werejaguar moves at least 20 
feet straight toward a creature and then hits 
it with a claw attack on the same turn, that 
target must succeed on a DC 13 Strength 
saving throw or be knocked prone. If the target 
is prone, the werejaguar can make one bite 
attack against it as a bonus action.
Spellcasting (hybrid form only). The 
werejaguar witch is a 4th-level spellcaster. Its 
spellcasting ability is Wisdom (spell save DC 
12, +4 to hit with spell attacks). It has the 
following druid spells prepared:
Cantrips (at will): druidcraft, guidance, 
resistance
1st level (4 slots): charm person, detect poison 
and disease, faerie fire, speak with animals
2nd level (3 slots): hold person, moonbeam

actionS

Multiattack. The werejaguar makes two 
attacks: one with its bite and one with its 
claws.
Bite. Melee Weapon Attack: +5 to hit, reach 
5 ft., one target. Hit: 7 (1d8 + 3) piercing 
damage. 
Claws. Melee Weapon Attack: +5 to hit, reach 
5 ft., one creature. Hit: 8 (2d4 + 3) slashing 
damage.

viper
Tiny beast, unaligned
Armor Class 13
Hit Points 2 (1d4)
Speed 30 ft., swim 30 ft.

STR 1 (-5)  DEX 14 (+2)  CON 11 (+0)   
INT 1 (-5) WIS 12 (+1)  CHA 3 (-4)

Senses Blindsight 10 ft., Passive Perception 11
Languages --
Challenge 1/8 (25 XP)

actionS

Bite. Melee Weapon Attack: +4 to hit, reach 
0 ft., one target. Hit: 1 piercing damage and 
the target becomes poisoned and infected with 
necrosis venom. If the target is immune to 
poison, it does not become poisoned or receive 
the venom.
Necrosis Venom: A target that has become 
infected with necrosis venom must make a 
DC 10 Constitution saving throw at the end of 
each long rest. On a failure, the target does not 
receive the benefits of the long rest and takes 3 
(1d6) necrotic damage. The venom can be cured 
by three DC 10 Intelligence (Medicine) checks. 
Only one check may be applied to the creature 
in between each long rest. After three successful 
Constitution saves, the target is no longer 
affected by the venom.
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viperS, Swarm of
Medium swarm of Tiny beasts, unaligned
Armor Class 13
Hit Points 36 (8d8)
Speed 30 ft., climb 20 ft.

STR 6 (-2)  DEX 17 (+3)  CON 10 (+0)   
INT 1 (-5) WIS 12 (+1)  CHA 3 (-4)

Damage Resistances Bludgeoning, Piercing, 
Slashing
Condition Immunities Charmed, Frightened, 
Grappled, Paralyzed, Petrified, Prone, 
Restrained, Stunned
Senses Blindsight 10 ft., Passive Perception 11
Languages --
Challenge 2 (450 XP)

Swarm. The swarm can occupy another 
creature’s space and vice versa, and the 
swarm can move through any opening large 
enough for a Tiny viper. The swarm can’t 
regain hit points or gain temporary hit points.

actionS

Bite. Melee Weapon Attack: +5 to hit, reach 
0 ft., one creature in the swarm’s space. Hit: 
5 (2d4) piercing damage, or 2 (1d4) piercing 
damage if the swarm has half of its hit points 
or fewer, and the target becomes poisoned 
and infected with necrosis venom. If the target 
is immune to poison, it does not become 
poisoned or receive the venom.

Xhumpedzkin 
Small monstrosity, neutral evil
Armor Class 13 (Natural Armor)
Hit Points 22 (4d6 + 8)
Speed 20 ft., swim 20 ft.

STR 13 (+1)  DEX 8 (-1)  CON 14 (+2)   
INT 5 (-3) WIS 9 (-1)  CHA 7 (-2)

Senses Darkvision 60 ft., Passive Perception 9
Languages --
Challenge 1 (200 XP)

Hold Breath. The xhumpedzkin can hold its 
breath for 15 minutes. 
Innate Spellcasting. The xhumpedzkin’s 
innate spellcasting ability is Wisdom (spell 
save DC 9). It can innately cast the following 
spells, requiring no material components.
3/day: ray of enfeeblement
1/day: bane
Reptilian Focus. The xhumpedzkin can 
maintain concentration on up to 3 spells at a 
time.

actionS

Bite. Melee Weapon Attack: +3 to hit, reach 
5 ft., one target. Hit: 3 (1d4 + 1) piercing 
damage and the target becomes poisoned 
and infected with xhumpedzkin venom. If the 
target is immune to poison, it does not become 
poisoned or receive the venom.
Xhumpedzkin Venom: A target that has become 
infected with xhumpedzkin venom must make 
a DC 12 Constitution saving throw at the end 
of each long rest. On a failure, the target does 
not receive the benefits of the long rest, remains 
poisoned, and cannot maintain concentration.
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OGL LicenseOGL License
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 Handbook, 
Dungeon Master, Monster Manual, d20 System, Wizards of the 
Coast, d20 (when used as a trademark), Forgotten Realms, Faerûn, 
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, LLC. 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, broadcast, publicly display, 
transmit or otherwise distribute; (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 enhancement 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, likenesses, 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, Creatures, 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, designs 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 contributing 
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 COPYRIGHT 
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.

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, independent 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 authorized 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 governmental 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, LLC.; 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.






