
Imp Scout
Level 4  Devil 

Attacks
 M Poison Sting: +10 vs. AC; 5 + 5 poison damage.

 

  

Powers
Resist 10 Fire
Natural Cruelty 10: +10 damage vs. Beast enemies.
     Venom 15: Use when this creature hits with a M
attack: Target has 15 ongoing poison damage
(save ends).
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BLOOD
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12
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 Use with Monster Menagerie:  Imp

Will o’ Wisps
Level 8  Fey • Swarm 

Attacks
 M Spirit Feed: +11 vs. Fortitude; 15 radiant 

damage AND this creature heals 5 HP.
r Luring Glow: (sight) +11 vs. Will; 10 psychic 
damage AND pull target up to its current speed.

 

  

Powers
Wandering Monster (This creature must setup in a
random victory area, instead of your start area.)
Insubstantial
Distracting Presence: Adjacent enemies may not
make opportunity attacks.
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24
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Giant Fire Beetle
Level 2  Beast • Vermin

Attacks
 M Mandibles: +4 vs. AC; 15 damage.

 

  

Powers
Illuminator 3: This creature and creatures within 3
squares are not Invisible and do not bene�t from
Conceal.  
Phosphorescent Death: Whenever this creature is
destroyed: Each adjacent creature has Illuminator 3
until end of battle.  
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5
 ©2016 DDM Guild  Monster Menagerie  4/44    M

20

6
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Larethar Gulgrin
Level 4  Dwarf • Stealth • Unique

Attacks
 M Dwarf Sword: +9 vs. AC; 10 damage 

r Thrown Dagger: (range 5) +9 vs. AC; 5 damage. 

  

Powers
Sneak Attack +10: +10 damage vs. targets
granting this creature combat advantage.  
Hide:  If this creature has ranged cover other than 
from intevening creatures vs. a nonadjacent 
enemy, it is Invisible to that enemy.
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1
Jarhild Stoneforge
Level 4  Dwarf • Martial • Unique

Attacks
 M Dwarven Sword: +10 vs. AC; 10 damage.

    r Handaxe:  (range 5) +6 vs. AC; 5 damage. 

  

Powers
     Lead from the Front: Use when this creature
takes the �rst turn in a round: Unique allies score
critical hits on attack rolls of natural 19-20 until
end of round.

  

Champion Powers 

  
 

Use at start of round: Martial allies have +1 AC 
until end of round.

Use at start of round: Martial allies have +1 speed 
until end of round.
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15
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Spectre, Barovian
Level 11  Undead

Attacks
 M Inescapable Chill: +16 vs. AC; 20 damage. 

On miss, this creature has cumulative +1 attack 
until end of battle.
 m Spectral Touch:  +16 vs. Fortitude; 15 damage 
AND this creature heals 10 HP.  

 

  

Powers
Vulnerable 5 Radiant
Insubstantial
Phasing
The Power of Strahd: Use at start of this creature’s
turn, only if an undead ally is within 5 squares: This
creature heals 5 HP.
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25

47
 

 Use with Monster Menagerie:  Spectre
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23
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Strahd Zombie, Relentless
Level 6  Undead

Attacks
 M Claws: +10 vs. AC; 20 damage.

  
Powers
Vulnerable 5 Radiant
Wandering Monster (This creature must setup in a
random victory area, instead of your start area.)
     Disembodied Claw: Use when this creature hits
with a Claws attack: Target has ongoing 10 damage
(save ends) and this creature has -10 damage until
end of battle.
Unholy Mantle:  Takes half damage from r attacks.  
The Power of Strahd: Use at start of this creature’s
turn, only if an undead ally is within 5 squares: This
creature heals 5 HP.
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-
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 Use with Monster Menagerie:  Strahd Zombie
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Faerie Dragon
Level 7  Dragon • Fey 

Attacks
 M Cat-like Bite: +13 vs. AC; 5 damage. 

    c Color Spray:  (blast 3) +13 vs. Will; Blinded.
    c Faerie Breath: (blast 3) +13 vs. Will; Dazed 
(save ends).  when this creature ends a round in 
a victory area.

 

  

Powers
Invisible
Misdirect: Use when an attack roll vs. this creature or 
an ally within 3 squares of this creature is a natural 13:
That attack misses.   
Taunting Nature: Whenever this creature ends a
round in a victory area: This creature loses Invisible 
until the end of next round.
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Wolf, Barovian
Level 3  Beast • Wolf 

Attacks
 M Bite: +7 vs. AC; 10 damage.

 m Worrying Jaws: +5 vs. Re�ex; 5 ongoing damage
AND Immobilized (save ends both).

 

  

Powers
Dark Ally: +2 attack while within 10 squares of a 
Shapeshifter ally.
Blackhearted: This creature is Evil if there are Evil
creatures in your warband.
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5
 

 Use with Monster Menagerie: Wolf
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8
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Mummy, Dunestalker
Level 10  Undead • Unique

Attacks
 M Mummy Touch: +14 vs. AC; 20 damage.

 r Mummy Gaze: Minor action, once per turn: 
(range 6) +14 vs. Will; Immobilized. 
    c Sandstorm: (burst 2) +15 vs. Fortitude;
10 damage AND Blinded. Hit or miss, this creature
has Flight 7 and Insubstantial until the end of its
next turn.  

 

  

Powers
Resist 5 All, Vulnerable 10 Fire
Stalked Foe: +5 damage vs. an enemy with the
highest (or tied for highest) Champion Rating
among all enemies. (Non-champions count as CR 0.)
     Rotting Attack: Use when this creature hits with
an attack: Target has 10 ongoing necrotic damage 
(save ends).
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30

38
 

 Use with Monster Menagerie:  Mummy
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Dryad
Level 7  Fey • Plant

Attacks
 M Spiked Cudgel: +12 vs. AC; 5 damage AND

10 ongoing poison damage (save ends).
    r Charm: (range 10, non-Fey target only) 
+12 vs. Will; Dazed (save ends).
c Entangle: (blast 4) +9 vs. Fortitude, +14 vs.
Fortitude instead if target occupies forest terrain; 
10 damage AND Immobilized.

 

  

Powers
Vulnerable 5 Fire
Poison Thorns: Whenever this creature is damaged
by a m attack: Attacker takes 5 poison damage.
     Tree Step: Move action, only if this creature 
occupies forest terrain:  Teleport 10, must end 
in forest terrain.
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 ©2016 DDM Guild  Monster Menagerie  11/44    M

45

6
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1
Skeleton Champion
Level 4  Undead 

Attacks
 M Rusted Cutlass: +7 vs. AC; 10 damage.

     r Undead Gaze: Minor action: (range 6)
+4 vs. Will; 5 psychic damage.

 

  

Powers
Resist 10 Cold, Necrotic
     Reassembling Bones: Use when this creature 
is destroyed: This creature is not destroyed, has
5 HP, and is Immobilized instead.  

  

Champion Powers 

  
 

Use when this creature scores victory points for
occupying a victory area: Until end of battle, this
creature has: (Aura 5) Undead allies in aura have
+5 necrotic damage.
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 Use with Monster Menagerie:  Skeleton
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Orc Heavy Foot
Level 2  Orc • Orog • Martial

Attacks
 M Heavy Axe: +5 vs. AC; 15 damage.

 

  

Powers
Inspired: Add the champion rating of an Orc
ally within 5 squares to this creature’s attack rolls. 
Powerstep: Minor action: This creature slides 1
square.
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6
 

 Use with Monster Menagerie:  Orc
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5
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Mimic
Level 9  Aberrant 

Attacks
 M Toothy Maw: +16 vs. AC; 10 damage AND

Immobilized AND target grants combat advantage. 

  
Powers
Scout (This creature may setup in an unoccupied
victory area instead of your start area.)
Incongruous: Invisible while no enemy is adjacent.
     Stuck on You: Use when an enemy targets this 
creature with an attack: Redirect that attack to 
another enemy adjacent to this creature. 
     Not as it Appears: Use at end of round when an
enemy scores VP for occupying a victory area: Place
this creature adjacent to that enemy. (This creature
may score end of round VP normally.)
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4
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24

Satyr
Level 6  Fey

Attacks
 M Dancing Blade: +11 vs. AC; 15 damage AND

this creature may shift 1 square.
     c Reverie: (burst 3) +11 vs. Will; 10 psychic
damage AND Confused. Hit or miss, Fey creatures
heal 10 HP after all attacks are resolved.

 

  

Powers
Immune Confused
Tune the Mind: Move action: Until end of round,
no champion within 8 squares of this creature may 
use a champion power.
     Draught of Clarity: Minor action: Each of the  
Confused, Dazed, and Stunned conditions ends
on 1 adjacent ally.
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Githyanki Warleader
Level 9  Githyanki • Psionic 

Attacks
 M Silver Sword: +15 vs. AC; 20 damage, ignore

Insubstantial.
 r Telekinetic Grasp: (range 10) +14 vs. Fortitude;
10 damage AND pull 2 squares AND Immobilized.

 

  

Powers
Merciless: +10 damage vs. Immobilized targets.
     Telekinetic Leap: Immediate action, use at any
time: This creature or 1 ally within 10 squares
moves up to its speed with Flight.

  

Champion Powers 
  

 
Use when an enemy becomes Immobilized:

That enemy is Immobilized (save ends).
Use when an ally starts a turn adjacent to an 

enemy: That ally makes a M attack as an
immediate action.

 

AC
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SPEED
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35

39
 

 Use with Monster Menagerie: Githyanki Warrior
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Medusa Consort
Level 8  Aberrant 

Attacks
 M Snakes: +11 vs. AC; 5 + 10 poison damage.

 r Gaze: Minor action: (range 6, non-Petri�ed
targets only) +9 vs. Will; Immobilized (save ends).

 

  

Powers
Petri�cation: Use when an Immobilized enemy
within 3 squares of this creature fails a save:
That enemy is Petri�ed (save ends).
Petri�ed: (Condition) A�ected creature is Helpless,
does not score VP for occupying victory areas, and
has Resist 20 All.
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28
 

 Use with Monster Menagerie: Medusa
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Ghost
Level 10  Undead  

Attacks
 M Wither: +15 vs. AC; 15 necrotic damage.

    m Possess: (living target only) +12 vs. Will; 
Dominated (save ends).
c Horrifying Gaze: (blast 3) +12 vs. Fortitude; 
15 damage AND Immobilized.

 

  

Powers
Phasing, Insubstantial
Ghostly Jaunt: Whenever an enemy is Dominated
by this creature’s Possess attack: Remove this
creature from the battle map. Whenever the
Dominated condition ends, place this creature
adjacent to that enemy.  
     Ethereal Form: Use at start of this creature’s turn:
Until the start of this creature’s next turn, it may
not attack, and may only be targeted by attacks
that target Will or ignore Insubstantial.  

  

  
 

 

AC
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SPEED
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BLOOD

20
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21

21
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CR

1
Werewolf Brute
Level 12  Human • Shapeshifter • Wolf

Attacks
 M Ripping Jaws: +15 vs. AC; 25 damage.

    c Howling Moon: (burst 10, enemies level 
5 or lower only) +12 vs. Will; 5 psychic damage
(Fear) AND 5 ongoing psychic damage.

 

  

Powers
Pack Leader: (Aura 5) Wolf allies in aura have
+2 attack.
Blood Frenzy: Immediate action, use when this 
creature destroys an enemy: Make a M attack.  

Champion Powers   
 
Use at start of round: Shapeshifter allies move up

to their speed.
Use when an enemy becomes bloodied: An ally

adjacent to that enemy makes a M attack as a
free action.
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40

49
 

 Use with Monster Menagerie: Werewolf
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Hommet Shaw
Level 5  Human • Arcane • Unique

Attacks
 M Chill Touch: +10 vs. Re�ex; 10 damage.

    r Ray of Enfeeblement:  (range 5) +10 vs.
Fortitude; 10 necrotic damage AND Weakened
(save ends).
    r Magic Missile: (sight) Automatic hit; 
15 damage, ignores Insubstantial.

 

  

Powers
Immune Weakened
Calculating: Damage from this creature’s attacks
cannot be reduced or redirected.
Undead Bane: +5 damage vs. Undead, and
Undead hit by this creature are Weakened.
     Misty Step: Minor action: Teleport 6.
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BLOOD

15

9
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CR

2
Vampire
Level 10  Undead • Vampire 

Attacks
 M Slam: +17 vs. AC; 10 damage AND Dazed.

 m Bite: Minor action: (living enemies granting 
combat advantage to this creature only) +13 vs.
AC; 10 damage AND this creature heals 5 HP. 

 

  

Powers
Immune Necrotic, Poison
Vulnerable 10 Radiant
     Insatiable: Attack action: Make 3 Bite attacks vs.
the same target. 

  

Champion Powers 
  

 

Use when a Vampire ally is hit by an attack: That 
ally has Insubstantial until the end of its next turn.

Use when a Vampire destroys a living enemy:
Add a Vampire ally with cost 16 VP or less to your
warband.

 

AC
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Illydia Maethellyn
Level 5  Elf • Divine • Unique

Attacks
 M Shortsword: +10 vs. AC; 10 damage.

    c Turn Undead: (blast 5, Undead only) +10 vs. 
Will; 10 psychic damage AND target moves its
speed away from this creature.
r Bow: (nearest) +10 vs. AC; 10 damage.

 

  

Powers
     Prepare: Use during setup: Choose a keyword.
Protection Circle: (Aura 3) Enemies with the
Prepared keyword have -2 attack vs. this creature
and each ally in aura.
     Cure Light Wounds:  Minor action: Heal this 
creature or an adjacent ally 10 HP.
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Merfolk Seer
Level 8  Aquatic • Divine

Attacks
 M Dagger: +13 vs. AC; 5 + 10 poison damage.

 m Waterweird: (reach 3) +14 vs. Fortitude; 
10 ongoing damage AND Slowed (save ends both).

 

  

Powers
Resist 10 Fire  
Clairvoyant: Add the champion ratings of each
creature named Merfolk Seer in your warband
when determining your highest champion rating.
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 Use with Monster Menagerie: Merfolk
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1

Champion Powers 
Use at start of round: Up to 3 allies may shift up

to 2 squares each. 
Use when this creature is hit by an enemy’s attack:

That enemy has 10 ongoing damage (save ends).
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Level 5  Hal�ing • Martial • Unique

Attacks
 M Shortsword: +11 vs. AC; 10 damage.

 r Shortbow: (sight) +10 vs. AC; 10 damage.  

  

Powers
Luck: Immediate action, use when this creature
rolls a natural 1: Reroll that roll.
Hide: If this creature has ranged cover other than 
from intevening creatures vs. a nonadjacent
enemy, it is Invisible to that enemy.
     Chosen Foe: Use during setup:  Choose a keyword.
This creature has +5 damage vs. enemies with that 
keyword.

  

  
 

 

AC

FORT

REF

WILL

SPEED

HP

BLOOD

20

14
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Displacer Beast Shadowcat
Level 8  Beast • Shadow

Attacks
 M Tentacles: (reach 2) +13 vs. AC; 10 + 5 necrotic

 damage. 

  

Powers
Conceal 11
Adjacent 5: +5 damage vs. adjacent enemies.
     Shadowjump:  Move action, only if this creature
is adjacent to a wall:  Teleport 10, must end in a
square adjacent to a wall.
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 Use with Monster Menagerie: Displacer Beast
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Swarm of Bats
Level 4  Vermin • Beast • Swarm

Attacks
 M Little Bites: +7 vs. AC; 5 damage.

 

  

Powers
Formless: Takes half damage from m and r attacks. 
Obstructing: Line of sight may enter, but not pass
through, this creature’s space.
Swarm Attack: Immediate action, use when an
adjacent enemy activates: Make a M attack vs.
that creature. 
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Valiant Unicorn 
Level 9  Magical Beast • Fey

Attacks
 M Hooves: +14 vs. AC; 10 + 5 radiant damage.

 m Impale: (usable on charge) +14 vs. AC; 15 +
10 radiant damage AND Immobilized.

 

  

Powers
Aura of Protection from Evil: (Aura 1) This creature 
and each adjacent ally has +2 to all defenses 
against attacks by Evil enemies.
     Greater Teleport: Minor action: This creature and 
up to 1 adjacent Good ally teleport 10 and must
end in spaces adjacent to each other.
Healing Horn: Minor action: 1 ally adjacent to this 
creature heals 5 HP, or 1 condition on that ally ends.
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 Use with Monster Menagerie: Unicorn
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8

20
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20

22

Phase Spider
Level 10  Spider • Stealth 

Attacks
 M Poison Bite: +14 vs. AC; 10 + 5 poison damage

AND 10 ongoing poison damage. 

  

Powers
Phasing
Hide: If this creature has ranged cover other than 
from intevening creatures vs. a nonadjacent
enemy, it is Invisible to that enemy.
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Yeti
Level 7  Yeti • Cold

Attacks
 M Great Claws: +12 vs. AC; 15 + 5 cold damage.

c Yeti Howl: (blast 5) +12 vs. Will; 10 ongoing 
psychic damage (save ends) (Fear).

 

  

Powers
Resist 15 Cold
Icy Strike: +10 cold damage on natural attack rolls
of 19 or 20.
Ice Walker: Ignores the additional cost for 
entering di�cult terrain. Ignores slippery terrain.
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 ©2016 DDM Guild  Monster Menagerie  29/44    L

50

6

16

16

19

17

Level 10  Beast • Arcane • Unique
Centaur Lancer
Level 8  Centaur • Fey 

Attacks
 M Lance: (reach 3) +14 vs. AC; 15 damage.

 

  

Powers
Powerful Charge 10: +10 damage while charging.
Impaling Charge: Use when this creature hits with
charge attack: Push target 1 square and target
 is Immobilized.
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 Use with Monster Menagerie: Centaur
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Land Shark
Level 13  Beast 

Attacks
 M Bite: +16 vs. AC; 30 damage.

 c Earthcrest: Use only if this creature has moved
at least 3 squares from its starting position this turn:
Make 1 attack against each enemy within 
2 squares: +16 vs. AC; 20 damage AND push 1.

 

  

Powers
     Defensive Burrow:  Move action:  This creature 
moves up to 4 squares and then has Resist 20 All
until the start of its next turn.
Favorite Foods: +5 damage vs. Human, Elf, and
Half-Elf creatures.
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 Use with Monster Menagerie:  Bulette
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Gelatinous Cube, Electric

Attacks
 M Slam: +11 vs AC; 10 + 10 lightning Damage.

R Arc: (range 3) +11 vs. Fortitude; 10 lightning 
AND living target is Helpless (save ends).

 

  
Powers
Immune Lightning
Scout (This creature may setup in an unoccupied
victory area instead of your start area.)
Lightning Healing 5: This creature heals 5 HP 
whenever lightning damage would be dealt to it. 
Blindsight: Ignores Conceal and Invisible.
Impassable: Only �ying, burrowing, and phasing 
creatures can move through this creature's space.
    Attack Spasm: Attack action: This creature makes
one M or R attack vs. each adjacent enemy. 
Transparent: This creature is Invisible until after it
�rst attacks.
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 Use with Monster Menagerie: Gelatinous Cube
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Level 7  Ooze • Lightning
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Invisible Stalker
Level 11  Elemental • Air

Attacks
 M Slam: +14 vs. AC; 20 damage.

 

  

Powers      Shock Attack: Use at the start of this creature’s
turn:  As an immediate action, this creature moves 
up to its speed and makes a m attack

Invisible
     Stalked Target: Use during setup:  Choose 1
enemy. This creature has +2 attack and +5 damage
vs. that enemy until end of battle.
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Erinyes Highguard 
Level 14  Devil • Martial 

Attacks
 M Warsword: +19 vs. AC; 10 + 10 �re damage.

    m Rope: (reach 3) +22 vs. Re�ex; Dazed AND
Immobilized (save ends both).  when no creature 
is a�ected by Rope.

 

  

Powers
Resist 20 Fire, Poison
Vulnerable 5 Radiant
Merciless: +10 damage vs. Immobilized targets.
Powerful Charge 5: +5 damage while charging. 
     Shock Attack: Immediate action, use at start of
this creature’s turn: This creature moves up to its
speed, then makes a m attack.
Unholy Rot: Use when this creature damages a Good
enemy: Target has 10 ongoing necrotic damage
(save ends).
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 Use with Monster Menagerie: Erinyes
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Lich
Level 18  Undead • Arcane

Attacks

 M Touch: +18 vs. AC; 15 damage AND Helpless.
r Magic Missile: (sight) Automatic hit; 15 damage.
    r Lich Gaze: Minor action: (range 3) +14 vs. Will; 
Dazed (save ends).
    r Finger of Death: (range 6) +16 vs. Fortitude;
50 necrotic damage. 
    r Power Word, Kill: (range 6) +18 vs. Fortitude,
cannot be a critical hit; 75 damage. 
    c Cloudkill: (blast 5, living targets only, ignores
redirect) +19 vs. Fortitude; 25 poison damage AND
10 ongoing poison damage (save ends).

 

  

Powers
Immune Poison, Necrotic
Vulnerable 5 Radiant
Animate Dead: Immediate action, use after this 
creature destroys a living enemy within 6 squares:
Add an Undead ally with cost 5 VP or less to your
warband in a square last occupied by that enemy.
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1
Rakshasa Illusionist
Level 10  Rakshasa • Arcane • Mastermind

Attacks
 M Claws: +13 vs. AC; 15 damage.

r Misdirection: (sight) +13 vs. Will; slide 4 squares.
a Shadow Magic: (radius 1 within 10) +15 vs.
Will; 5 + 10 psychic damage.

 

  
Powers
Conceal 6
Major Resistance: Ignores attacks with a printed
attack bonus of +10 or less, unless that attack is a
critical hit.
     Distraction: Attack action: Choose 1 enemy within 
5 squares. That enemy provokes opportunity attacks. 

  

Champion Powers 

  
 

Use an enemy champion power as if this
creature had that champion power.

Use when an ally is targeted by an attack: That
ally and another ally switch spaces. The attacker
may target the switched creature instead.
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Succubus Enchanter
Level 10  Demon • Devil 

Attacks
 M Raking Claws: +15 vs AC; 10 damage AND 

10 ongoing poison damage (save ends).
 r Charm Monster: (range 10) +15 vs. Will; 
Confused (save ends). 

 

  
Powers
Resist 15 Fire, Poison
Vulnerable 5 Radiant
     Lurid Bait: Use at start of enemy’s turn, only if
that enemy is within 10 squares: That enemy’s
�rst action must be a move action, and it must 
move adjacent to this creature. If it cannot, it is 
Immobilized until the end of its turn.

  

Champion Powers 

 
 

Use when a demon or devil ally starts its turn:
Place that ally adjacent to this creature. 

Use when an enemy starts a turn adjacent to this
creature:  That enemy is Weakened (save ends).
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Death Knight Baron
Level 15  Undead • Divine • Unique

Attacks
 M Longsword: +21 vs. AC; 25 damage.

    a Hell�re Orb: (radius 2 within 10) +18 vs. 
Fortitude; 15 necrotic + 15 �re damage.
r Hold: (range 5, living target only) +16 vs. Will; 
Helpless.

 

  

Powers
Immune Poison
Vulnerable 10 Radiant
Undead Liege: (Aura 10) Undead allies in aura have
+2 m attack and +4 Will.

  

Champion Powers 
  

 

Use at start of round: Until end of battle, this
creature or an Undead ally has +5 �re, +5 cold,
or +5 necrotic damage (choose 1). 

Use when an Undead creature is hit by a m attack:  
It may make a M attack as an immediate action.

 

AC

FORT

REF

WILL

SPEED

HP

BLOOD

45

87
 

 Use with Monster Menagerie:  Death Knight

©2016 DDM Guild  Monster Menagerie  38/44    M

90

6

27

27

29

29

CR

2
Ezmerelda D’Avenir
Level 11  Human • Martial • Unique

Attacks
 M Longsword: +16 vs. AC; 15 + 5 radiant damage.

 r Axe: (range 6) +14 vs. AC; 15 damage. 

  
Powers
Protection Charm: (Aura 1) This creature and allies
in aura are Immune Dazed and Immune Confused.
Undead Slayer: +10 damage vs. Undead enemies.
Vampire Slayer: +5 damage vs. Vampire enemies.  

Champion Powers   
 
Use when an Undead enemy is destroyed:  Score 

5 VP, or 10 VP instead if the enemy was a Vampire.
Use at start of this creature’s turn: Until end of 

round, 1 enemy loses Conceal or Insubstantial
(choose 1).
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Strahd, Lord of Barovia
Level 15 Undead • Vampire • Unique

Attacks
 M Longsword: +22 vs. AC; 15 damage.

    r Hypnotic Glare: Minor action: (range 4)
+18 vs. Will; Dazed.  as a move action.
m Bite: (living enemies only) +18 vs. AC; 15 damage
AND this creature heals 10 HP.

 

  

Powers
Immune Necrotic, Poison
Vulnerable 10 Radiant 
Necromancy: Undead allies have +5 m damage.
Multi-Activation 2: Activates twice each round. 
     Creatures of the Night: Attack action: Add 2 Wolf
allies or 1 Swarm ally with total cost 10 VP or less to
your warband. Place each within 10 squares of this
creature.

  

Champion Powers 

  
 

Use at start of a Vampire’s turn: That Vampire is
Insubstantial until it attacks.  

Use at any time: Slide a Dazed enemy 4 squares.
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Umber Hulk Albino
Level 9  Magical Beast 

Attacks
 M Claw: (reach 2) +14 vs. AC; 15 damage.

        r Confusing Gaze: (range 6) +13 vs. Will;
Confused.  
    m Sap: Immediate action, only when this creature 
enters a non-Flying enemy’s space: +13 vs. Fortitude; 
Stunned.

 

  

Powers
Blindsight:  Ignores Conceal and Invisible.
Light Sensitive: Whenever this creature takes
Radiant damage: This creature is Dazed until the
start of its next turn.
Prey on the Weak-Minded: Use when a Confused
enemy activates within reach:  Make a M attack vs.
that enemy.
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Maze Lord
Level 14  Minotaur 

Attacks
 M Old-Fashioned Gore: +18 vs. AC; 15 damage.

c Axe Sweep: (blast 2) +18 vs. AC; 25 damage.  

  

Powers
Immune Confused
Powerful Charge 20: +20 damage while charging.   
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Young Remorhaz 
Level 10  Magical Beast • Cold 

Attacks
 M Bite: (reach 2) +15 vs. AC; 15 + 5 �re damage.

c Fireburst: (burst 2) +16 vs. Fortitude; 15 �re 
damage.

 

  

Powers
Resist 10 Cold, Fire
Fiery Carapace: Whenever this creature is damaged
by a m attack: Attacker takes 5 �re damage.
Burrow Underground: Move action, once per turn:
Move up to 5 squares with Burrow.
      Lie in Wait: Use after resolving Burrow Underground:
This creature’s turn ends. Until the start of this
creature’s next turn or until it attacks, it can only
be targeted by creatures with Burrow or Phasing.
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Champion Powers 
Use at start of round: Slide a Confused enemy

up to 6 squares.
Use when a Minotaur starts a turn adjacent to a

wall: That Minotaur moves up to its speed.

Manticore Venomtail 
Level 9  Magical Beast

Attacks
 M Claw & Bite: +13 vs. AC; 15 damage.

a Tail Spike Volley: (radius 1 within 10) +14 vs.
AC; 10 + 5 poison damage.

 

  

Powers
Resist 5 Poison
Focused Attack: Whenever this creature targets
exactly 1 enemy with an attack: +5 damage on that
attack.   
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