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SIDEKICKS 
A sidekick is a special kind of NPC who joins an 
adventuring party. As the party advances in level, 
so does their companion. Sidekicks are designed 
to be simpler than the Player Characters and to 
never overshadow them.

Originally introduced in the Starter Set Rulebook 
and beefed up in DMs Guild publications such as 
Sidekicks Essentials, the rules for sidekicks have 
been refined in Chapter 4 of Tasha’s Cauldron of 
Everything. 
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TASHA'S BEAUTIFUL SIDEKICKS 2

THE BEYONDWRESTER 
1st-level sidekick 

Armor Class 11 (14 with mage armor) 

Hit Points 8 (2d6 +1 ) 

Speed 30 ft. 

Proficiency Bonus +2 

STR DEX CON INT WIS CHA 
10 (+0) 13 (+1) 12 (+1) 15 (+2) 14 (+2) 10 (+0) 

Saving Throws Int +4 

Skills Arcana +4, Religion +4 

Senses passive Perception 12 

Languages Common and one of your choice 

Spellcasting. The beyondwrester's spellcasting ability is 
Intelligence. 

Spell Save DC  = 8 + proficiency bonus + Intelligence 
modifier  
Spell attack modifier = proficiency bonus + Intelligence 
modifier 
(at first level: spell save DC 12, +4 to hit with spell attacks) 

Cantrips (at will): mage hand, toll the dead 
1st level (2 slots): inflict wounds, mage armor 

ACTIONS 

Dagger. Melee or Thrown Weapon Attack: +3 to hit, reach 5 ft., 
range 20/60ft., one target. Hit: 3 (1d4 + 1) piercing damage.
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THE BEYONDWRESTER 
The rotting corpse of a raven flutters overhead as 
the elf casts their emotionless gaze down to the 
runes faintly glowing on the dirt underfoot. As 
they tease wisps of energy from below with 
nimble fingers, one ghostly hand springs from the 
ground, then another. A being struggles to pull 
itself to the surface and then forms solid as a 
rotting corpse. It stands and drools. The 
beyondwrester smiles. They were always good at 
making new friends.

THE BEYONDWRESTER 

Personality Trait: I love making new friends. 
Ideal: Nothing lasts forever, but it can come back 
anew. 
Bond: For the sake of my family’s reputation, I 
can never return home. 
Flaw: Honestly, the living kind of give me the 
creeps.

 

3 TASHA’S BEAUTIFUL SIDEKICKS

Level Proficiency 
Bonus

Features 1st 2nd 3rd 4h 5th

1st +2 Spellcasting, Undead Familiar 2 — — — —

2nd +2 Stench of Death 2 — — — —

3rd +2 Soul Suck 3 — — — —

4th +2 Ability Score Improvement, Spellcasting 3 — — — —

5th +3 Spellcasting 4 2 — — —

6th +3 Shuffle Among Them 4 2 — — —

7th +3 Spellcasting 4 3 — — —

8th +3 Ability Score Improvement 4 3 — — —

9th +4 Spellcasting 4 3 2 — —

10th +4 Grimly Gregarious 4 3 2 — —

11th +4 Spellcasting 4 3 3 — —

12th +4 Ability Score Improvement 4 3 3 — —

13th +5 Spellcasting 4 3 3 1 —

14th +5 Mortal Transference 4 3 3 1 —

15th +5 Spellcasting 4 3 3 2 —

16th +5 Ability Score Improvement 4 3 3 2 —

17th +6 Spellcasting 4 3 3 3 1

18th +6 Ability Score Improvement 4 3 3 3 1

19th +6 Spellcasting 4 3 3 3 2

20th +6 General of the Undead Army 4 3 3 3 2Sam
ple 
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SPELLCASTING 
The beyondwrester’s spellcasting ability is 
Intelligence. The beyondwrester table shows how 
many spell slots they have to cast their spells. The 
beyondwrester learns new spells at these levels:

1st: inflict wounds, mage armor, mage hand* (the 
summoned hand is skeletal), toll the dead* 
4th: magic missile 
5th: blindness/deafness, message* 
7th: ray of enfeeblement 
9th:  animate dead 
11th: mold earth*, revivify 
13th: polymorph (undead instead of beasts) 
15th: blight 
17th: danse macabre 
19th: raise dead 
*cantrip

UNDEAD FAMILIAR 
At 1st level, the beyondwrester’s  powers of 
necromancy are already apparent. By performing 
a ritual taking 10 minutes, the beyondwrester can 
animate the corpse of a beast with CR ⅛ or lower 
to perform as their familiar. The familiar has the 
statistics of the beast, but is an undead creature. 
The familiar acts as though summoned by a find 
familiar spell, but it can’t be dismissed into a 
pocket dimension. If the beyondwrester animates 
another familiar, the existing familiar 
immediately returns to being a dead creature.

STENCH OF DEATH 
Starting at 2nd level, the beyondwrester’s sense of 
smell alerts them to the presence of undead or the 
corpses of creatures that have died within the last 
24 hours that are within 60 feet. The beyond-
wrester can determine the direction of the scent, 
but not the number of creatures or anything else 
about them.

SOUL SUCK 
At 3rd level, the beyondwrester can siphon some 
energy from the beyond when they send a 
creature there. When the beyondwrester kills a 
creature that is neither a construct nor undead 
with a necromancy spell of 1st level or higher, the 
beyondwrester gains temporary hit points equal 
to three times the spell’s level.

ABILITY SCORE IMPROVMENT 
The beyondwrester’s ability scores increase at 
these levels:

4th: Intelligence 16 (+3), Dexterity 14 (+2) 
8th: Intelligence 18 (+4) 
12th: Constitution 14 (+2) 
16th: Intelligence 20 (+5)  
18th: Constitution 16 (+3)

SHUFFLE AMONG THEM 
At 6th level, the beyondwrester can assume the 
shape of a skeleton, zombie, or ghoul once per 
day. This shape changing otherwise follows the 
rules for the Druid’s Wild Shape in the Player’s 
Handbook.

GRIMLY GREGARIOUS 
At 10th level, the beyondwrester excels at making 
friends. Whenever the beyondwrester creates 
undead using a necromancy spell, the spell 
generates one additional undead creature of the 
appropriate type.

MORTAL TRANSFERENCE 
At 14th level, the beyondwrester gains a new 
command they can issue to an undead under their 
control. The beyondwrester can order the undead 
to touch a willing creature and immediately un-
animate. When this happens, the creature gains 
temporary hit points equal to the number of hit 
points the undead had remaining.

GENERAL OF THE UNDEAD ARMY 
Upon reaching 20th level, the beyondwrester has 
learned to skillfully manipulate the unintelligent 
creatures under their control. Any time the 
beyondwrester has at least three undead under 
their control, those undead have advantage on 
attack rolls against a creature if at least one of 
their allies is within 5 feet of the creature and the 
ally isn’t incapacitated.
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5 TASHA’S BEAUTIFUL SIDEKICKS

COMBATANT MOUNT 
1st-level sidekick 

Armor Class 16 (barding) 

Hit Points 15 (2d10 + 4) 

Speed 50 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Str +5, Con +4 

Skills Acrobatics +4, Athletics +5, Survival +3 

Senses passive Perception 11 

Languages Common and one of your choice 

 

Skillfull Steed. The combatant mount can carry a Medium or 
smaller humanoid rider with no impact on their movement or 
actions. Additionally, the combatant mount can force an attack 
targeted at its rider to target themself instead. 

ACTIONS 

Pike. Melee Weapon Attack: +5 to hit, reach 10 ft., one 
target. Hit: 9 (1d10 + 3) piercing damage. 

Longbow. Ranged Weapon Attack: +4 to hit, range 150/600., one 
target. Hit: 8 (1d8 + 2) piercing damage. 

Hooves. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) bludgeoning damage. 
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THE  
COMBATANT MOUNT 
Proudly flaunting the mores of their kind, the 
combatant mount is an outcast among a race of 
outcasts. The conventional centaur would have 
little to do with outsiders, but to allow oneself to 
be ridden as a mount by another humanoid is 
blasphemous!

The combatant mount, nonetheless, takes pride 
in the life they have chosen. In bonding 
themselves in life and death to another warrior, 
the combatant mount and their rider become a 
force combined greater than any two alone. 

THE COMBATANT MOUNT 

Personality Trait: I love seeking out all kinds of 
new experiences. 
Ideal: Just because things always have been 
doesn’t mean they always shall be. 
Bond: My rider is my partner in war and in life. 
Flaw: I instinctively rebel against all authority.

SKILLFUL STEED 
Starting at 1st level, the combatant mount can 
carry a Medium or smaller humanoid rider with 
no impact on their movement or actions. 
Additionally, the combatant mount can force an 
attack targeted at their rider to target themself 
instead.

CHARGE 
Beginning at 2nd level, the combatant mount can 
use their momentum to their advantage. If the 
combatant mount moves at least 30 feet straight 
towards a target and then hits it with a melee 
weapon attack on the same turn, they can 
immediately follow that attack with a bonus 
action, making one attack against the target with 
their hooves.

NIMBLE INTERCEPT 
At 3rd level the combatant mount gains the 
ability to strike at an enemy that moves to engage 
them. When a creature enters the combatant 
mount’s reach while they are wielding their pike, 
the creature provokes an opportunity attack.

ABILITY SCORE IMPROVEMENT 
The combatant mount’s ability scores increase at 
these levels:

4th: Strength 18 (+4) 
8th: Strength 20 (+5) 
12th: Dexterity 16 (+3) 
14th: Constitution 16 (+3) 
16th: Dexterity 18 (+4) 
19th: Dexterity 20 (+5)

EXTRA ATTACK 
Starting at 6th level, the combatant mount can 
attack twice, instead of once whenever they take 
the Attack action on its turn. The number of 
attacks increases to three when the combatant 
mount reaches 11th level. 

Level Proficiency 
Bonus

Features

1st +2 Skillful Steed

2nd +2 Charge

3rd +2 Nimble Intercept

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Pair Tactics

8th +3 Ability Score Improvement

9th +4 —

10th +4 Meet and Yeet

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Pikemaster

16th +5 Ability Score Improvement

17th +6 —

18th +6 Thunderous Charge

19th +6 Ability Score Improvement

20th +6 0.25% of the Time…
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PAIR TACTICS 
Starting at 7th level, the combatant mount has 
learned to fight in unison with their rider. When 
the combatant mount hits a creature with a melee 
attack, their rider gains advantage on the next 
attack roll against the target if the attack is made 
before the start of the combatant mount’s next 
turn.

MEET AND YEET  
At 10th level, when the combatant mount hits a 
Medium or smaller sized creature with a pike 
attack, they can throw the target up to 10 feet in 
any direction on a successful DC 15 Strength 
check.  

PIKEMASTER 
At 15th level the combatant mount wields their 
pike with exquisite deftness. Creatures that leave 
the combatant mount’s reach provoke 
opportunity attacks even if they take the 
Disengage action. Additionally, when the 
combatant mount hits a creature with an 
opportunity attack, the target’s speed becomes 0 
for the rest of the turn.

THUNDEROUS CHARGE 
At 18th level the charging combatant mount 
becomes even more dangerous to their foes. 
When the combatant mount charges and hits with 
their hooves, they gain a +5 bonus to the attack’s 
damage roll and the target must succeed on a DC 
18 Strength saving throw or be knocked prone.

0.25% OF THE TIME… 
Upon reaching 20th level, the combatant mount 
and their rider can strike so explosively that 
certain attacks could even be described as 
miraculous. When either the combatant mount or 
their rider scores a critical hit against an enemy, 
the other can take their reaction to make a single 
attack against the same target. If this attack also 
scores a critical hit, the target is immediately 
reduced to 0 hit points.  

THE  
CROW OF MURDERS 
«Curtains gently wafting in the breeze» «A quill 
scratching on parchment» «The melodious voice 
of a young man calling “Dearest, I’m home!”» 
«Bunches of clothing unfolding» «Spurts of blood 
pulsing from an artery» «Rustle of feathers» 
«Thud on pavement and a soft squawk» «50 gold 
coins being counted out»

Personality Trait: I strut a bit like a chicken when 
I get excited. 
Ideal: Nothing stays standing for long between 
me and something I want. 
Bond: The code of honor among thieves is 
something I’m willing to die enforcing. 
Flaw: I would give anything to be able to fly.

AMBIRDEXTEROUS KILLER 
At 1st level, the crow of murders can strike as 
easily with either hand. When they engage in two 
weapon fighting, they add their ability modifier 
to the second attack.

PRECISION STRIKE 
Starting at 2nd level, the crow of murders can 
strike with extreme precision when engaged with 
a single foe. When the crow of murders is within 
5 feet of only one enemy, they can deal an extra 
1d6 damage on a hit with a melee weapon attack 
so long as they do not have disadvantage on the 
attack roll. This extra damage may be dealt only 
once per turn.

The amount of extra damage increases to 2d6 at 
4th level, 3d6 at 8th level, 4d6 at 12th level, 5d6 at 
16th level, and 6d6 at 20th level.

OILED FEATHERS 
Beginning at 3rd level, the crow of murders can 
slip in and out of combat with ease. After the 
crow of murders makes a melee attack against a 
creature they can move out of that creature’s 
reach without provoking an opportunity attack.
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TASHA'S BEAUTIFUL SIDEKICKS 8

THE CROW OF MURDERS 
1st-level sidekick 

Armor Class 15 (studded leather) 

Hit Points 9 (2d8) 

Speed 30 ft. 

Proficiency Bonus +2 

 

STR DEX CON INT WIS CHA 
9 (-1) 16 (+3) 10 (+0) 12 (+1) 10 (+0) 14 (+2) 

Saving Throws Dex +5, Cha +4 

Skills Acrobatics +5, Deception +4, Stealth +5 

Senses passive Perception 10 

Languages Understands Common and one of your 

choice, but can only speak through their mimicry trait 

 

Expert Forgery. The crow of murders has advantage on all checks 
made to produce forgeries or duplicates of existing objects. 

Mimicry. The crow of murders can mimic sounds they have heard, 
including voices. A creature that hears the sounds can tell they are 
imitations with a successful Wisdom (Insight) check opposed by 
crow of murders's Charisma (Deception) check. 

ACTIONS 

Rapier. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 8 (1d8 + 3) piercing damage. 

Slicer. Melee or Ranged Weapon Attack: +5 to hit, reach 5 ft. or 
range 20/60, one target. Hit: 7 (1d6 + 3) slashing damage.
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ABILITY SCORE IMPROVEMENT 
The crow of murders’s ability scores increase at 
these levels:

4th: Dexterity 18 (+4) 
8th: Dexterity 20 (+5) 
12th: Charisma 16 (+3) 
14th: Constitution 12 (+1) 
16th: Charisma 18 (+4) 
19th: Charisma 20 (+5)

THE CROW OF MURDERS 

EXTRA ATTACK 
Starting at 6th level, the crow of murders can 
attack twice, instead of once whenever it takes the 
Attack action on its turn. The number of attacks 
increases to three when the crow of murders 
reaches 11th level.

CROWVERT ATTACK 
At 7th level, the crow of murders becomes even 
more dangerous when they get the drop on an 
enemy. When the crow of murders scores a hit 
against a creature who is surprised, it is 
automatically a critical hit. Additionally, the crow 
of murders has advantage against any creature 
that hasn’t yet taken its turn in the combat.

RUFFLED FEATHERS 
At 10th level, the crow of murders can respond 
quickly if caught off guard. When the crow of 
murders is hit with a melee weapon attack they 
can use their reaction to either immediately 
Disengage and move 10 feet away from the 
attacker or to make a single melee weapon attack 
against the attacker.

FLOCKING FLURRY 
At 15th level, the crow of murders can take on a 
swarm of attackers. The crow of murders can use 
their action to make a single melee attack against 
any number of creatures within 5 feet, with a 
separate attack roll for each target.

AMBIRDEXTRIOUS PRECISION 
Starting at 18th level, when the crow of murders 
uses their bonus action to attack with a weapon in 
their second hand, they can apply their precision 
strike bonus even if they have already done so 
that turn.

MASTER ASSASSIN 
At 20th level, the crow of murders is deadly to the 
poor victim who doesn’t see them coming. The 
crow of murder’s first melee weapon attack 
against a creature who is surprised automatically 
scores a critical hit and does maximum damage, 
instead of rolling. 

Level Proficiency 
Bonus

Features

1st +2 Ambirdexterous Killer

2nd +2 Precision Strike

3rd +2 Oiled Feathers

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Crowvert Attack

8th +3 Ability Score Improvement

9th +4 —

10th +4 Ruffled Feathers

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Flocking Flurry

16th +5 Ability Score Improvement

17th +6 —

18th +6 Ambirdextrous Precision

19th +6 Ability Score Improvement

20th +6 Master Assassin
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TASHA'S BEAUTIFUL SIDEKICKS 10

THE EMBIGGENED 
1st-level sidekick 

Armor Class 18 (plate) 

Hit Points 15 (2d10 + 4) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Str +5, Con +4 

Skills Athletics +5, Persuasion +4  

Senses passive Perception 9 

Languages Common

 

Enlarged. The embiggigened has advantage on Strength checks 
and Strength saving throws. 

Reduced. The embiggigened has disadvantage on Intelligence 
checks and Intelligence saving throws. 

ACTIONS 

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) slashing damage.
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THE EMBIGGENED 
A cautionary tale of the dangers of abusing 
performance enhancing potions, the embiggened 
chooses to focus on the positives. Arms the size of 
tree trunks. Armor originally crafted for a half-
giant. A greatsword that required three smiths to 
move to the anvil. Never bright to begin with, 
they ignore the many side effects. Even in those 
clouds there’s a silver lining—at least their finger 
can’t fit up their nose anymore.

THE EMBIGGENED 

Personality Trait: I never pass up an opportunity 
to show off. 
Ideal: Physical perfection is obtainable if you put 
in the effort and take the risks. 
Bond: Gods, I love this body. I mean, just look at 
me. 
Flaw: I wonder what this one does?

ENLARGED / REDUCED 
Even at 1st level, the effects of the embiggened’s 
potion abuse are apparent. The embiggened is 
Large, and has advantage on Strength checks and 
Strength saving throws. However, the 
embiggened’s head (and especially brain) have 
atrophied, giving them disadvantage on 
Intelligence checks and Intelligence saving 
throws.

BANE OF BLESSING 
At 2nd level, it’s apparent that mixing buffs 
without a cleric’s supervision was a questionable 
idea. Whenever the embiggened succeeds on an 
attack roll, the next attack suffers a 1d4 penalty. 
When they fail on an attack roll, they gain a +1d4 
bonus on the next attack. Similarly, whenever the 
embiggened succeeds on a saving throw, the next 
saving throw suffers a 1d4 penalty. When they fail 
a saving throw, the next saving throw gains a 
+1d4 bonus.

COMPELLED TO DUEL 
At 3rd level, the embiggened is itching for a fight. 
All the time. Whenever they take damage from an 
attacker they can see, the embiggened lets out a 
primal roar that imparts the effect of a compelled 
duel spell (save DC 14) targeting the creature who 
dealt the damage. Regardless of whether the 
target succeeds on the saving throw, the 
embiggened acts as though they are under the 
effect of compelled duel cast by the target. Taking 
damage from a different creature restarts this 
process.

Level Proficiency 
Bonus

Features

1st +2 Enlarged / Reduced

2nd +2 Bane of Blessing

3rd +2 Compelled to Duel

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Elemental Absorption 

8th +3 Ability Score Improvement

9th +4 —

10th +4 Deaf and Blind Rage

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 I am the Potion

16th +5 Ability Score Improvement

17th +6 —

18th +6 Toying with Death

19th +6 Ability Score Improvement

20th +6 Extra Attack
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ABILITY SCORE IMPROVEMENT 
The embiggened’s ability scores increase at these 
levels:

4th: Strength 18 (+4) 
8th: Strength 20 (+5) 
12th: Constitution 16 (+3) 
14th: Constitution 18 (+4) 
16th: Constitution  20 (+5) 
19th: Dexterity 14 (+2)

EXTRA ATTACK 
Starting at 6th level, the embiggened can attack 
twice, instead of once whenever they take the 
Attack action on their turn. The number of attacks 
increases to three when the embiggened reaches 
11th level, and four at 20th level. 

ELEMENTAL ABSORPTION 
At 7th level, the alchemical remnants in the 
embiggened’s flesh begin to react to elemental 
forces. When the embiggened takes acid, cold, 
fire, lightning, or thunder damage the amount of 
damage is reduced by half. The next time the 
embiggened hits with a melee attack, they deal an 
additional 1d6 of that type of damage as their 
body releases the energy. Until then, the 
embiggened is vulnerable to bludgeoning, 
piercing, and slashing damage. If the embiggened 
takes additional acid, cold, fire, lightning, or 
thunder damage during that time, the existing 
energy is replaced.

DEAF AND BLIND RAGE 
At 10th level, the embiggened can tap into a 
primal ferocity that causes their blood pressure to 
skyrocket. As a bonus action, the embiggened can 
enter a rage. While raging they gain a +2 bonus to 
damage rolls and have resistance to bludgeoning, 
piercing, and slashing damage. During the rage, 
the embiggened can only see red and hear the 
sound of their own pounding pulse, imparting 
the deafened and blinded conditions. The rage 
lasts for one minute and ends early if the 
embiggened is knocked unconscious or if their 
turn ends and they haven’t attacked a hostile 
creature since their last turn or taken damage 
since then.

I AM THE POTION 
Beginning at 15th level the embiggened has not 
only developed tolerance to healing potions, but 
the potions also elicit unusual side effects. 
Whenever the embiggened consumes a potion 
that restores health, it restores half as many hit 
points as normal. The embiggened is also affected 
as if they had consumed one of these other 
potions, chosen randomly:

TOYING WITH DEATH 
At 18th level, a chain reaction caused by extended 
substance abuse changes the way the embiggened 
reacts to fatal damage. When the embiggened 
would drop to 0 hit points as a result of taking 
damage, they instead drop to 1 hit point and 
suffer one level of exhaustion. The embiggened 
regains this protection after restoring hit points. 

D12 Effect

1 Potion of Animal Friendship

2 Potion of Clarvoyance

3 Potion of Climbing

4 Potion of Diminuation

5 Potion of Fire Breath

6 Potion of Gaseous Form

7 Potion of Heroism

8 Potion of Invisibility

9 Potion of Invulnerability

10 Potion of Resistance

11 Potion of Speed

12 Potion of Water Breathing
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13 TASHA’S BEAUTIFUL SIDEKICKS

THE EXORCISED 
1st-level sidekick 

Armor Class 16 (natural armor) 

Hit Points 15 (2d10 + 4) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Dex +5, Cha +4 

Skills Acrobatics +5, Deception +4, Stealth +5 

Damage Vulnerabilities attacks made with silvered 

weapons  
Senses passive Perception 10 

Languages Common, Infernal, and one of your choice 

 

Unholy Residua. When the exorised misses with an attack with 
their chained greataxe, they take 1d4 slashing damage. 

ACTIONS 

Chained Greataxe. Melee Weapon Attack: +5 to hit, reach 5 ft., 
one target. Hit: 9 (1d12 +3 ) slashing damage and 2 (1d4) slashing 
damage. 
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THE EXORCISED 
The exorcised doesn’t remember what they were 
before, and they aren’t sure what they are now. In 
between they were possessed by a devil that 
forced them to carry out unspeakable acts of evil. 
Although powerful clerics were able to drive 
away the evil, physical remnants of the changes 
remain…and they seem to be slowly returning, as 
powerful as ever.

THE EXORCISED 

Personality Trait: I’m distrusting of even those I 
know well and who have treated me kindly. 
Ideal: I long to fully return to whoever it was that 
I used to be. 
Bond: Someday I’ll find out what happened to me 
and get my revenge. 
Flaw: The grip of evil and the power I still feel 
from it is utterly intoxicating.

UNHOLY RESIDUA 
Even at 1st level, the exorcised still experiences 
some effects of their possession. They are 
vulnerable to damage from silvered weapons. 
Their skin is toughened and is natural armor with 
AC 16. They have secured the semi-autonomous 
chain that hovers around them to their greataxe, 
but they have only begun to learn how to tame it. 
When the exorcised hits a creature with an attack 
with their greataxe, the chains deal an additional 
1d4 slashing damage. On a miss, however, the 
exorcised takes 1d4 slashing damage as they lose 
control and bear the chain’s strike.

DEVIL’S SIGHT 
Starting at 2nd level, the exorcised gains 
darkvision out to a range of 120 feet, which is not 
impeded by magical darkness.

BARBED HIDE 
At 3rd level, the exorcised’s skin becomes covered 
in tiny barbs. The exorcised makes checks to 
grapple creatures at advantage. At the start of 
each of its turns, the exorcised deals 1d6 piercing 
damage to any creature grappling it or being 
grappled by it. Checks made by a creature 
grappled by the exorcised to escape the grapple 
are made at disadvantage.

ABILITY SCORE IMPROVEMENT 
The exorcised’s ability scores increase at these 
levels:

4th: Strength 18 (+4) 
8th: Strength 20 (+5) 
12th: Dexterity 14 (+2) 
14th: Dexterity 16 (+3) 
16th: Dexterity 18 (+4) 
19th: Dexterity 20 (+5)

Level Proficiency 
Bonus

Features

1st +2 Unholy Residua

2nd +2 Devil's Sight

3rd +2 Barbed Hide

4th +2 Ability Score Improvement

5th +3 —

6th +3 Devilish Beard

7th +3 Unnerving Mask

8th +3 Ability Score Improvement

9th +4 —

10th +4 Magic Resistance

11th +4 Legerdechain

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Hellish Weapons

16th +5 Ability Score Improvement

17th +6 —

18th +6 Firewall

19th +6 Ability Score Improvement

20th +6 Hurl Flame
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DEVILISH BEARD 
Upon reaching 6th level, snakelike growths 
sprout from the exorcised’s chin. When the 
exorcised takes the Attack action on their turn, 
they can make an additional attack with their 
beard against a target in range.
Beard. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one creature. Hit: 5 (1d8 + 1) piercing damage, and 
the target must succeed on a DC 12 Constitution 
saving throw or be poisoned for 1 minute. While 
poisoned in this way, the target can’t regain hit points. 
The target can repeat the saving throw at the end of 
each of its turns, ending the effect on itself on a 
success. 

UNNERVING MASK 
At 7th level, the exorcised can beguile their 
enemies by briefly changing their appearance to 
look like a departed loved one or bitter enemy. 
When a creature the exorcised can see starts its 
turn within 30 feet of them, the exorcised can use 
their reaction to force the creature to succeed on a 
DC 14 Wisdom saving throw or be frightened 
until the end of its turn.

MAGIC RESISTANCE 
At 10th level, a portion of the magical energy 
directly around the exorcised is sucked away into 
the Hells. The exorcised has advantage on saving 
throws against spells and other magical effects.

LEGERDECHAIN 
Starting at 11th level, the exorcised has learned to 
control their chain. It no longer deals additional 
damage when the exorcised hits or misses with a 
greataxe attack. If the exorcised isn’t grappling a 
creature, they can make an additional attack with 
the chain in addition to their beard when they 
take the Attack action on their turn.
Chain. Melee Weapon Attack: +9 to hit, reach 10 ft., 
one target. Hit: 12 (2d6 + 5) bludgeoning damage. 
The target is grappled (escape DC 14). Until this 
grapple ends, the target is restrained. 

HELLISH WEAPONS 
At 15th level, the exorcised’s weapon attacks are 
magical and deal an extra 2d8 poison damage on 
a hit.

FIREWALL 
At 18th level, the exorcised can use their action to 
innately cast wall of fire (spell save DC 16) as a 4th-
level spell. The exorcised is immune to damage 
from this spell. Once this feature has been used, it 
cannot be used again until the exorcised finishes a 
short or long rest.

HURL FLAME 
Upon reaching 20th level, the exorcised can wield 
the fires of hell. When the exorcised takes the 
Attack action on their turn, they may also, in 
addition to the beard and chain attacks, cast fire 
bolt (+8 to hit) dealing 4d10 fire damage.
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TASHA'S BEAUTIFUL SIDEKICKS 16

THE FORESTWALD 
1st-level sidekick 

Armor Class 12 

Hit Points 11 (2d8 + 2) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Dex +4, Wis +4 

Skills Nature +4, Perception +4, Survival +4 

Senses passive Perception 14 

Languages Common, Slyvan, and one of your choice 

 

One with the Forest. While in forestland, the forestwald gains the 
following benefits: 
• They can innately cast speak with animals at will 
• Difficult terrain doesn't slow their travel 
• They cannot become lost except by magical means 
• Foraging for 1 hour always yields enough food and clean water 
to sustain up to 5 humanoids for 24 hours. 
• They are passively aware of tracks within 30 feet made by other 
creatures within the last 24 hours. Inspecting these tracks reveals 
the exact number of creatures, their sizes, and how long ago they 
passed through the area. 

ACTIONS 

Club. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d4 + 2) bludgeoning damage. 
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THE FORESTWALD 
When the humanoids came, the peaceful balance 
that had existed in the forest lands for millennia 
began to tip. Men cleared the woods for farmland, 
taking the timber to build settlements. Dwarves 
redirected streams to serve their mines. Aided by 
creatures of the Feywild who despised how these 
changes on the Material Plane disrupted their 
own world, the forest itself manifested in the form 
of a human destined to protect their land.

THE FORESTWALD 

Personality Trait: My demeanor is one of pure 
calm. 
Ideal: Everything has its place here, balanced in 
perfect harmony. 
Bond: This forest is my purpose for being. 
Flaw: I assume the worst of intentions of all 
humanoids.

ONE WITH THE FOREST 
At first level, the forestwald is the master of their 
domain. While in forestland, they gain the 
following benefits:

• They can innately cast speak with animals at 
will
• Difficult terrain doesn’t slow their travel
• They cannot become lost except by magical 

means
• Foraging for 1 hour always yields enough 

food and clean water to sustain up to 5 
humanoids for 24 hours.
• They are passively aware of tracks within 30 

feet made by other creatures within the last 24 
hours. Inspecting these tracks reveals the exact 
number of creatures, their sizes, and how long 
ago they passed through the area.

ONE WITH BEASTS 
Starting at 2nd level, the forestwald can use their 
action to magically assume the shape of certain 
beasts, each of which are capable of innately 
casting certain spells. They can revert to their 
normal form by using a bonus action on their 
turn, and automatically revert if they fall 
unconscious, drop to 0 hit points, or die.

Once the forestwald reverts from a beast form 
to their human form, they can not assume the 
form of that beast again until they finish a short or 
long rest.

When the forestwald takes on a beast form, any 
equipment carried merges into the new form. 
Their game statistics are replaced by the statistics 
of the beast, but they retain their alignment, 
personality, and Intelligence, Wisdom, and 
Charisma scores. They also retain all of their skill 
and saving throw proficiencies, in addition to 
gaining those of the creature. If the creature has 
the same proficiency and the bonus in its stat 
block is higher than their human form’s, they use 
the creature’s bonus instead.

Level Proficiency 
Bonus

Features

1st +2 One with the Forest

2nd +2 One with Beasts

3rd +2 Slithering Rattler

4th +2 Ability Score Improvement

5th +3 —

6th +3 Fanged Predator

7th +3 Brave Bear

8th +3 Ability Score Improvement

9th +4 —

10th +4 —

11th +4 Laugh it Up

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Ready to Pounce

16th +5 Ability Score Improvement

17th +6 —

18th +6 Thunderous Stamp

19th +6 Ability Score Improvement

20th +6 Beastial Freedom 
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When the forestwald transforms, they assume 
the beast’s hit points and Hit Dice. When they 
reverts to their human form, they return to the 
number of hit points they had before 
transforming. However, if they revert as a result 
of dropping to 0 hit points, any excess damage 
carries over to their human form. As long as the 
excess damage doesn’t reduce their human form 
to 0 hit points, they aren’t knocked unconscious.

While in beast form, the forestwald can 
innately cast spells specific to the type of beast 
without requiring any verbal, somatic, or material 
components. These spells can be cast at will, 
without the use of a spell slot. The forestwald’s 
spellcasting ability is Wisdom.

Spell Save DC  =  
8 + proficiency bonus + Wisdom modifier  

 
Spell attack modifier =  

proficiency bonus + Wisdom modifier 

At 2nd level the forestwald can transform into 
the following beasts:

Owl. A keen scout, the forestwald in owl form 
can cast detect evil and good (with a range of 100 ft.)

Deer. Moving with extreme agility and speed, 
the forestwald in deer form can cast expeditious 
retreat.

SLITHERING RATTLER 
At 3rd level the forestwald can transform into a 
poisonous snake. With a warning shake of its tail, 
the forestwald in poisonous snake form can 
cast cause fear (1st-level).

ABILITY SCORE IMPROVEMENT 
The forestwald’s ability scores increase at these 
levels:

4th: Wisdom 16 (+3) 
8th: Wisdom 18 (+4) 
12th: Wisdom 20 (+5) 
14th: Dexterity 16 (+3) 
16th: Dexterity 18 (+4) 
19th: Intelligence 14 (+2)

FANGED PREDATOR 
At 6th level, the forestwald can transform into a 
dire wolf. A skilled hunter, the forestwald in dire 
wolf form can cast hunter’s mark (1st-level).

BRAVE BEAR 
At 7th level, the forestwald can transform into a 
black bear. Sturdy and brave, the forestwald in 
black bear form can cast heroism (1st-level, self 
only).

LAUGH IT UP 
At 11th level, the forestwald can transform into a 
giant hyena. With contagious cackling, the 
forestwald in giant hyena form can cast Tasha’s 
hideous laughter.

READY TO POUNCE 
At 15th level, the forestwald can transform into a 
saber-toothed tiger. Strong and agile, the 
forestwald in saber-toother tiger from can 
cast jump (self only).

THUNDEROUS STAMP 
At 18th level, the forestwald can transform into an 
elephant. With a huge stomp of their foot, the 
forestwald in elephant form can cast earth 
tremor (1st-level).

BESTIAL FREEDOM 
At 20th level, the forestwald can transform into a 
beast of any challenge rating. While in this special 
form, the forestwald can cast wrathful smite. Once 
this feature has been used, the forestwald cannot 
do so again until they finish a short or long rest.
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19 TASHA’S BEAUTIFUL SIDEKICKS

THE INTERPLANAR GUIDE 
1st-level sidekick 

Armor Class 14 (leather armor) 

Hit Points 11 (2d8 + 2) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Dex +4, Int +5 

Skills Arcana +5, Nature +4, Survival +4 

Senses passive Perception 12 

Languages Common and one of your choice 

 

Multiversal Knowledge. Whenever the interplanar guide makes 
an Intelligence check to determine information about another 
plane, its inhabitants, or portals linking to it, they can add their 
proficiency bonus. Additionally, when the interplanar guide travels 
to a plane, they gain the ability to understand and communicate in 
the languages of that plane at a rudimentary level even if they are 
not proficient in the languages. 

ACTIONS 

Heavy Crossbow. Ranged Weapon Attack: +4 to hit, range 
100/600., one target. Hit: 8 (1d10 + 2) piercing damage. 

Scimitar. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 6 (1d6 + 2) piercing damage.
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THE  
INTERPLANAR GUIDE 
Shadowfell 
Ethereal, Astral 
Wilds of the Fey 
I’ve visited all 
And will take you today! 
—The Interplanar Guide’s jingle

THE INTERPLANAR GUIDE 

Personality Trait: I’m always interested to hear 
the stories of new folks from new places. 
Ideal: The voyage itself is just as important as the 
destination. 
Bond: Those I take on a journey trust me to bring 
them safely. 
Flaw: Try as I might, I’m never able to put down 
roots.

MULTIVERSAL KNOWLEDGE 
Beginning at 1st level, the interplanar guide has 
extensively studied the multiverse. Whenever the 
interplanar guide makes an Intelligence check to 
determine information about another plane, its 
inhabitants, or portals linking to it, they do so at 
advantage. Additionally, when the interplanar 
guide travels to a plane, they gain the ability to 
understand and communicate in the languages of 
that plane at a rudimentary level even if they are 
not proficient in the languages.

MATERIAL ADJACENT 
At 2nd level, when the interplanar guide is on the 
Material Plane they can focus their mind’s eye to 
gain insight into the planes overlapping it. After 
the interplanar guide spends 1 hour in 
uninterrupted meditation, they can project an 
illusion of themself into their choice of the 
overlapping Ethereal Plane, Feywild, or 
Shadowfell for 10 minutes. This illusion can see, 
hear, and speak as though the interplanar guide 
were there, but any creature they interact with 
knows they are interacting with an illusion.

PORTALMASTER 
Starting at 3rd level, the interplanar guide gains 
the ability to magically sense planar portals. As an 
action, they can detect the distance and direction 
to the closest planar portal within 1 mile. When 
the interplanar guide is within 30 feet of a planar 
portal, they can use their action to attempt to 
discern which plane the portal links to. The DM 
determines the DC, but the interplanar guide can 
add their proficiency bonus to the check. Once 
either of these aspects of the feature have been 
used, the interplanar guide can’t use this feature 
again until they finish a short or long rest.

Level Proficiency 
Bonus

Features

1st +2 Multiversal Knowlege

2nd +2 Material Adjacent

3rd +2 Portalmaster

4th +2 Ability Score Improvement

5th +3 —

6th +3 Friend of Zerth

7th +3 Shuttle Service

8th +3 Ability Score Improvement

9th +4 —

10th +4 Reflexive Blink

11th +4 Native of the Elements

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Operator Standing By

16th +5 Ability Score Improvement

17th +6 —

18th +6 Hearthstone

19th +6 Ability Score Improvement

20th +6 Conjure Portal
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ABILITY SCORE IMPROVEMENT 
The interplanar guide’s ability scores increase at 
these levels:

4th: Intelligence 18 (+4) 
8th: Wisdom 16 (+3) 
12th: Dexterity 16 (+3) 
14th: Intelligence 20 (+5) 
16th: Wisdom 18 (+4) 
19th: Dexterity 18 14 (+4)

FRIEND OF ZERTH 
At 6th level, the interplanar guide has befriended 
the Githzerai people. The interplanar guide can 
speak Gith, and has learned the githzerai way of 
psychic defense. While the interplanar guide is 
wearing no armor and no shield, their AC 
includes their Wisdom modifier.

SHUTTLE SERVICE 
Upon reaching 7th level, the interplanar guide’s 
singular focus on traveling the planes expands 
their purview from mere guide to courier. The 
interplanar guide can cast plane shift once per day 
without expending a spell slot, but only on 
willing creatures, and the material component is 
consumed upon casting the spell.

REFLEXIVE BLINK 
At 10th level, the interplanar guide can briefly 
escape into the Border Ethereal to avoid harm. 
When the interplanar guide takes damage from 
an enemy, they can use their reaction to vanish 
from their current plane of existence and appear 
in the Ethereal Plane. At the start of their next 
turn they return to an unoccupied space of their 
choice that they can see within 10 feet of the space 
they vanished from. While on the Ethereal Plane, 
they can see and hear the plane they originated 
from, but can only affect and be affected by other 
creatures on the Ethereal Plane.

NATIVE OF THE ELEMENTS 
Beginning at 11th level, the interplanar guide has 
learned how to navigate the elemental planes, 
and gains the following abilities there, which they 
can also grant to up to eight willing companions:

• Plane of Air - a flying speed equal to their 
walking speed
• Plane of Earth - difficult terrain doesn’t slow 

travel
• Plane of Fire - resistance to fire damage
• Plane of Water - the ability to breath under 

water and a swimming speed equal to their 
walking speed

OPERATOR STANDING BY 
Upon reaching 15th level, the interplanar guide’s 
diligent networking throughout the multiverse is 
paying dividends. The interplanar guide can 
cast contact other plane as a ritual, and makes the 
save at advantage or automatically succeeds if the 
contact is a being they have an existing friendly 
relationship with.

HEARTHSTONE 
At 18th level, the interplanar guide has developed 
a backup plan. They have crafted a magically 
infused stone that can return them and up to eight 
willing companions to a predetermined place of 
the interplanar guide’s choosing on the material 
plane. The interplanar guide can use an action to 
activate the stone, but it is also activated when the 
interplanar guide drops to 0 hit points. The 
hearthstone is destroyed when it is used. The 
interplanar guide can create another with 1 week 
of downtime and 500 gp of expenses.

CONJURE PORTAL 
When the interplanar guide reaches 20th level, 
they gain the ability to open their own portals to 
other planes of existence. Once per day the 
interplanar guide can innately cast gate. 
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THE PRIVATEER 
1st-level sidekick 

Armor Class 16 (studded leather, shield) 

Hit Points 11 (2d8 + 2) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Dex +4, Cha +4 

Skills Acrobatics +4, Performance +4, Survival +3 

Senses passive Perception 11 

Languages Common, Aquan, and one of your choice 

Tools Carpenter's Tools 

 

Special Equipment. The privateer wears mariner's studded 
leather, granting them a swimming speed equal to their walking 
speed. If they start their turn underwater with 0 hit points, the 
armor causes them to rise 60 feet toward the surface. 

Sea Legs. The privateer has advantage on ability checks and 
saving throws against being knocked prone. 

ACTIONS 

Cutlass. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 5 (1d6 + 2) slashing damage. 

Dagger. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20/60, one target. Hit: 5 (1d6 + 2) piercing damage.
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THE PRIVATEER 
Be it through years of hard work climbing the 
ranks or by ruthless acts of piracy, the privateer 
took ownership and command of a vessel and 
became the master of their own destiny.

The coin necessary to carry on mandates that the 
privateer take on work exciting or boring, 
dangerous or mundane. The privateer’s life is 
simple: find a crew, find a job, keep sailing.

THE PRIVATEER 

Personality Trait: I love being loved and those 
who love me. 
Ideal: The trials of the open sea reveal the truth of 
a person’s soul. 
Bond: The chain of command binds us together 
for mutual success, even if we don’t care for any 
link or even the anchor at its end. 
Flaw: I always overdo it on shore leave.

SEA LEGS 
At 1st level, the privateer has advantage on ability 
checks and saving throws to resist being prone. 
Years at sea, the deck lurching to and fro beneath 
their feet, has given the privateer an uncanny 
steadiness.

FLOURISH 
Starting at 2nd level, the privater adds their 
Charisma modifier to the damage roll for their 
cutlass attacks. Often times in this profession, 
looking impressive and being impressive are one 
and the same.

SHIPWRIGHT 
At 3rd level the the privateer gains superior skills 
in craftsmanship. The privateer doubles their 
proficiency bonus for any skill check made using 
carpenter’s tools. Additionally, provided that the 
privateer has carpenter’s tools and wood, they 
can perform repairs on a water vehicle. When 
they use this ability, they restore a number of hit 
points equal to 5 × their proficiency modifier. A 
vehicle cannot be patched this way again until 
after it has been pulled ashore and fully repaired.

ABILITY SCORE IMPROVEMENT 
The privateer’s ability scores increase at these 
levels:

4th: Dexterity 16 (+3), Charisma 16 (+3) 
8th: Dexterity 18 (+4) 
12th: Charisma 18 (+4) 
14th: Dexterity 20 (+5) 
16th: Charisma 20 (+5) 
19th: Wisdom 14 (+2)

Level Proficiency 
Bonus

Features

1st +2 Sea Legs

2nd +2 Flourish

3rd +2 Shipwright

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Intimidating Leader

8th +3 Ability Score Improvement

9th +4 —

10th +4 Cannoneer

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Elegance in Motion

16th +5 Ability Score Improvement

17th +6 —

18th +6 Object of Devotion

19th +6 Ability Score Improvement

20th +6 Favor of the Sea
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EXTRA ATTACK 
Starting at 6th level, the privateer can attack 
twice, instead of once whenever they take the 
Attack action on their turn. The number of attacks 
increases to three when the privateer reaches 11th 
level.

INTIMIDATING LEADER 
Beginning at 7th level, the privateer gains a 
reaction that they can take whenever a friendly 
creature within 30 feet that can hear them misses 
with a weapon attack. When the privateer takes 
this reaction, they yell perilous threats to allow 
that creature to reroll the attack roll. This feature 
can be used a number of times per day equal to 
the privateer’s Charisma modifier.

CANNONEER 
By 10th level the privateer has become an expert 
with their vessel’s siege weapons. The privateer 
can take a bonus action on their turn to load or 
aim such a weapon.

ELEGANCE IN MOTION 
Starting at 15th level, the privateer can use a 
bonus action on their turn to gain advantage on 
the next melee weapon attack or Dexterity 
(Acrobatics) check they make during the same 
turn.

OBJECT OF DEVOTION 
At 18th level the privateer’s crew has grown to 
revere their captain. The privateer can spend 10 
minutes inspiring their crew, shoring up their will 
to fight. When they do so, the privateer and each 
crew member who has served under the privateer 
for at least one year, as well as up to four 
additional friendly creatures of their choice who 
can hear and understand them, gain temporary 
hit points equal to the privateer’s level + their 
Charisma modifier. A creature can’t gain 
temporary hit points from this ability again until 
the privateer has finished a short or long rest.

FAVOR OF THE SEA 
Upon reaching 20th level, the privateer becomes a 
master of wind and sail. Once per day the 
privateer can innately cast control weather.  

THE SECRET SEEKER 
Always a scholar, the secret seeker was pushed 
from dusty libraries to the adventuring world by 
a hidden demigod, a secret offspring of Oghma. 
While visiting House Norjah of Airspir, the child, 
long imprisoned in a painting, whispered a 
directive to the secret seeker, granting them 
otherworldly power. 

Personality Trait: I frequently chime in with 
relevant trivia. 
Ideal: If it exists, it’s worth knowing about. 
Bond: I’ve devoted my life to unraveling the 
mystery my patron put before me. 
Flaw: I’m overly pedantic and feel compelled to 
correct others when they aren’t exact in their facts.

THE SECRET SEEKER 

Level Proficiency 
Bonus

Features

1st +2 Magical Secrets

2nd +2 Eldritch Arms and Armor

3rd +2 Book of Rituals

4th +2 Ability Score Improvement

5th +3 —

6th +3 Greater Magical Secrets

7th +3 Astute Researcher

8th +3 Ability Score Improvement

9th +4 —

10th +4 Rituals To-Go

11th +4 Amazing Magical Secrets

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Astounding Magical Secrets

16th +5 Ability Score Improvement

17th +6 —

18th +6 Wondrous Magical Secrets

19th +6 Ability Score Improvement

20th +6 Glimpse the Future
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THE SECRET SEEKER 
1st-level sidekick 

Armor Class 11 

Hit Points 13 (2d8 + 4) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Int +4, Cha +5 

Skills Arcana +4, History +4, Persuasion +5 

Senses passive Perception 11 

Languages Common, Celestial, and one of your choice 

 

Spellcasting. The secret seeker's spellcasting ability is Charisma. 

Spell Save DC  = 8 + proficiency bonus + Charisma modifier  
Spell attack modifier = proficiency bonus + Charisma 
modifier 
(at first level: spell save DC 13, +5 to hit with spell attacks) 

Cantrips (at will): eldritch blast, guidance  
1st level (2 slots): disguise self, cure wounds. 

ACTIONS 

Dagger. Melee or Thrown Weapon Attack: +3 to hit, reach 5 ft., 
range 20/60ft., one target. Hit: 3 (1d4 + 1) piercing damage.
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MAGICAL SECRETS 
Beginning at 1st level the secret seeker is granted 
the ability to cast spells. Their spellcasting ability 
is Charisma, and they regain all expended spell 
slots when they finish a short or long rest.

The secret seeker can cast the eldritch 
blast and guidance cantrips at will, has two 1st-
level spell slots, and knows two 1st-level 
spells: disguise self and cure wounds.

ELDRITCH ARMS AND ARMOR 
At 2nd level, the secret seeker gains the ability to 
cast mage armor on themself at will, without 
expending a spell slot or requiring material 
components. Additionally, when they cast eldritch 
blast, they add their Charisma modifier to the 
damage it deals on a hit.

BOOK OF RITUALS 
When they reach 3rd level the secret seeker is 
granted a book containing spells that they may 
only cast as rituals. The ritual spells included in 
the book are: augury, comprehend languages, detect 
magic, and identify.

ABILITY SCORE IMPROVEMENT 
The secret seeker’s ability scores increase at these 
levels:

4th: Dexterity 16 (+3), Charisma 16 (+3) 
8th: Dexterity 18 (+4) 
12th: Charisma 18 (+4) 
14th: Dexterity 20 (+5) 
16th: Charisma 20 (+5) 
19th: Wisdom 14 (+2)

GREATER MAGICAL SECRETS 
At 6th level, the secret seeker’s existing spell slots 
are replaced by two 2nd-level spell slots. The 
secret seeker learns these additional spells: detect 
thoughts, invisibility, knock, and locate object.

ASTUTE RESEARCHER 
Upon reaching 7th level, the secret seeker is an 
expert in tracking down hidden lore. When the 
secret seeker uses their downtime conducting 
research, they spend half as much gold as would 
otherwise be required and have an additional +5 
bonus on the research outcomes check. For more 
information on downtime activities, see chapter 2 
of Xanathar’s Guide to Everything.

RITUALS TO-GO 
Starting at 10th level the secret seeker can cast the 
rituals from their book at will with a casting time 
of one action.

AMAZING MAGICAL SECRETS 
At 11th level the secret seeker’s existing spell slots 
are replaced by two 3rd-level spell slots. The 
secret seeker learns these additional 
spells: clairvoyance, counterspell, dispel magic, speak 
with dead, and tongues.

ASTOUNDING MAGICAL SECRETS 
At 15th level the secret seeker’s existing spell slots 
are replaced by three 4th-level spell slots. The 
secret seeker learns these additional spells: arcane 
eye, divination, Mordenkainen’s private sanctum, and 
polymorph.

WONDROUS MAGICAL SECRETS 
At 18th level the secret seeker’s existing spell slots 
are replaced by three 5th-level spell slots. The 
secret seeker learns these additional 
spells: commune, commune with nature, contact other 
plane, modify memory, Rary’s telepathic bond, and 
scrying.

GLIMPSE THE FUTURE 
Upon reaching 20th level, the secret seeker can 
cast foresight once without expending a spell slot. 
They must finish a long rest before they can do so 
again.
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THE STORMBLESSED 
1st-level sidekick 

Armor Class 11 (unarmored) 

Hit Points 15 (2d10 + 4) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Str +5, Con +4 

Skills Athletics +5, Nature +1  

Senses passive Perception 11 

Languages Common and one of your choice

 

Unarmored. The stormblessed is unable to don armor or wield a 
shield.  

ACTIONS 

Greatsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (2d6 + 3) slashing damage. 

REACTIONS 

Thunderous Rebuke. When the stormblessed is hit by an attack, 
they gain a +5 bonus to AC until the start of their next turn, 
including against the triggering attack. If the attacking creature is 
within 5 feet it must succeed on a DC 15 Strength saving throw or 
be pushed back 10 feet. 
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THE STORMBLESSED 
The thunderstorm above raged fiercely as the 
battle on the field below. As a young warrior 
brought their greatsword overhead to deal a 
finishing blow, a bolt of lightning struck from the 
clouds above. The surge of energy arced from the 
raised weapon to their steel breastplate, which 
seemingly melted into the warrior’s flesh. Infused 
with elemental energy, the Stormblessed 
experiences a thrill for battle they find 
electrifying.

THE STORMBLESSED 

Personality Trait: Nothing gives me more joy 
than sharing what little I have with those who 
need it. 
Ideal: We serve so that others may live in peace. 
Bond: Kings rise and fall, and objectives of war 
change. The only loyalty owed is to those you 
fight alongside. 
Flaw: I find my power terrifying. I wish it had 
never been granted to me.

THUNDEROUS REBUKE 
At 1st level, the stormblessed finds that the 
elemental energy stirring within demands their 
body be open to the elements. The stormblessed is 
unable to don armor or wield a shield, causing 
their AC to be equal to 10 + their Dexterity 
modifier (this is included in the stat block). The 
elements provide protection in a different manner. 
When the stormblessed is hit by an attack, they 
can use their reaction to create an invisible barrier 
of thunderous force. Until the start of their next 
turn, they have a +5 bonus to AC, including 
against the triggering attack, and if the attacking 
creature is within 5 feet it must succeed on a DC 
15 Strength saving throw or be pushed back 10 
feet.

ELEMENTAL WRATH 
Starting at 2nd level, the stormblessed can begin 
to focus elemental energy. The stormblessed has a 
number of wrath points equal to their level. When 
the stormblessed hits a creature with a melee 
weapon attack, they can expend one wrath point 
to deal an additional 1d8 lightning damage to the 
target in addition to the weapon’s damage. Only 
one wrath point may be spent this way per attack. 
Spent wrath points are regained after the 
stormblessed finishes a long rest.

BOOM AND WEAVE 
Beginning at 3rd level, the stormblessed can strike 
and then maneuver to a more favorable position. 
The stormblessed learns the booming blade cantrip 
and can cast it at will. When they do so and hit 
with the attack, they can use a bonus action to 
take the Disengage action. 

Level Proficiency 
Bonus

Features

1st +2 Thunderous Rebuke

2nd +2 Elemental Wrath

3rd +2 Boom and Weave

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Sword Lightning

8th +3 Ability Score Improvement

9th +4 —

10th +4 Thunderstruck

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Gone in a Flash

16th +5 Ability Score Improvement

17th +6 —

18th +6 Destructive Wrath

19th +6 Ability Score Improvement

20th +6 Extra Attack
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ABILITY SCORE IMPROVEMENT 
The stormblessed’s ability scores increase at these 
levels:

4th: Strength 18 (+4) 
8th: Strength 20 (+5) 
12th: Constitution 16 (+3) 
14th: Constitution 18 (+4) 
16th: Constitution  20 (+5) 
19th: Wisdom 14 (+2)

EXTRA ATTACK 
Starting at 6th level, the stormblessed can attack 
twice, instead of once whenever they take the 
Attack action on their turn. The number of attacks 
increases to three when the stormblessed reaches 
11th level, and four at 20th level.

SWORD LIGHTNING 
Upon reaching 7th level, the stormblessed can use 
their greatsword to strike at range with a beam of 
crackling, blue energy. When the stormblessed 
takes the Attack action on their turn, they can 
forgo one of their attacks and use a bonus action 
to spend 2 wrath points to cast witch bolt as a 1st-
level spell using the same to-hit modifier as their 
greatsword, which acts as their spellcasting focus.

THUNDERSTRUCK 
At 10th level, the stormblessed can more easily 
bear the brunt of thunder and lightning damage, 
and even turn it to their advantage. When the 
stormblessed takes lightning or thunder damage, 
they can use their reaction to gain resistance to 
lightning and thunder damage until the start of 
their next turn. When they do so, they regain 1 
wrath point.

GONE IN A FLASH 
Starting at 15th level, the stormblessed can move 
with the speed of lighting, leaving behind a 
thunderous effect. The stormblessed can spend 4 
wrath points to cast thunderstep as a 3rd-level 
spell as a bonus action on their turn.

DESTRUCTIVE WRATH 
At 18th level, the elemental energy inside the 
stormblessed is a raging storm. When the 
stormblessed rolls lighting or thunder damage 
they can choose to deal maximum damage, 
instead of rolling. This feature may be used three 
times, and expended uses are regained when the 
stormblessed completes a short or long rest.
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THE VAIN ENCHANTRESS 
1st-level sidekick 

Armor Class 14 (perfect makeup) 

Hit Points 9 (2d6 + 2) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Int +4, Cha +5 

Skills Arcana +4, Deception +5, Persuasion +5 

Senses passive Perception 9 

Languages Common and one of your choice 

 

Perfect Makeup. The vain enchantress can cast a combination 
of disguise self and mage armor with a duration of 24 hours. After 
12 hours, the effect begins to diminish, lowering the spell save DC 
against discerning the disguise by 1 per hour thereafter. Once the 
vain enchantress has used this ability, they cannot do so again until 
they finish a long rest. 

ACTIONS 

Dagger. Melee or Thrown Weapon Attack: +3 to hit, reach 5 ft., 
range 20/60ft., one target. Hit: 3 (1d4 + 1) piercing damage.
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THE  
VAIN ENCHANTRESS 
Long past their prime, the vain enchantress 
learned to tap the Weave in attempt to portray 
themself as they never were. Amidst a fit of 
anguish deep in midlife crisis, they were touched 
by wild magic granting another attempt at the 
youth they so desperately desired.

Personality Trait: I fall in love easily and 
jealously. 
Ideal: I’m worthy of nothing less than perfection. 
Bond: I will find a partner that matches my own 
beauty. 
Flaw: Beauty and youth is all that matters to me. 

THE VAIN ENCHANTRESS 

PERFECT MAKEUP 
At 1st level, the vain enchantress has learned to 
cast a combination of disguise self and mage 
armor with a duration of 24 hours. The illusion 
can manifest itself in only one way—the vain 
enchantress’s vision of their ideal appearance: 
completely unrealistic in proportion and 
coloration. After 12 hours, the effect begins to 
diminish, lowering the spell save DC against 
discerning the disguise by 1 per hour thereafter. 
Once the vain enchantress has used this ability, 
they cannot do so again until they finish a long 
rest. 

31 TASHA’S BEAUTIFUL SIDEKICKS

Level Proficiency 
Bonus

Features 1st 2nd 3rd 4h 5th

1st +2 Perfect Makeup — — — — —

2nd +2 Spellcasting 2 — — — —

3rd +2 Pretty Bird 3 — — — —

4th +2 Ability Score Improvement 3 — — — —

5th +3 Spellcasting 4 2 — — —

6th +3 Glimpse of the True Face 4 2 — — —

7th +3 Spellcasting 4 3 — — —

8th +3 Ability Score Improvement 4 3 — — —

9th +4 Spellcasting 4 3 2 — —

10th +4 Double Trouble 4 3 2 — —

11th +4 Spellcasting 4 3 3 — —

12th +4 Ability Score Improvement 4 3 3 — —

13th +5 Spellcasting, Unmasked Chaos 4 3 3 1 —

14th +5 Arcane Resilience 4 3 3 1 —

15th +5 Spellcasting 4 3 3 2 —

16th +5 Ability Score Improvement 4 3 3 2 —

17th +6 Spellcasting 4 3 3 3 1

18th +6 Ability Score Improvement, Blissful Ignorance 4 3 3 3 1

19th +6 Spellcasting 4 3 3 3 2

20th +6 Psychic Vengeance 4 3 3 3 2
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SPELLCASTING 
Starting at 2nd level, the vain enchantress learns 
to cast manipulative spells. Their spellcasting 
ability is Charisma. The vain enchantress table 
shows how many spell slots they have to cast 
their spells. The vain enchantress learns new 
spells at these levels:

2nd: bane, charm person, friends*, vicious mockery* 
5th: enthrall, minor illusion* 
7th: suggestion 
9th:  enemies abound 
11th: fear, silent image* 
13th: compulsion 
15th: confusion 
17th: dominate person 
19th: geas 
*cantrip

PRETTY BIRD 
Beginning at third level, the vain enchantress 
learns the find familiar spell and can cast it as a 
ritual. When they cast the spell, the spirit is an 
imp, which takes on the form of a hawk. The 
appearance of the majestic creature is guided by 
the vain enchantress’s perfect makeup ability. If 
their illusionary appearance is discerned or 
deteriorates, the hawk begins to appear as an imp.

ABILITY SCORE IMPROVEMENT 
4th: Dexterity 16 (+3), Charisma 16 (+3) 
8th: Dexterity 18 (+4) 
12th: Charisma 18 (+4) 
14th: Dexterity 20 (+5) 
16th: Charisma 20 (+5) 
19th: Wisdom 14 (+2)

GLIMPSE OF THE TRUE FACE 
When the vain enchantress reaches 6th level, they 
can use their action to reveal their true 
appearance to any creatures of their choice within 
30 feet who can see them, while otherwise 
maintaining the illusion for others. The creatures 
must make a Wisdom saving throws. On a failed 
save a target is frightened for 1 minute or until it 
takes damage. A creature frightened this way 
must spend its turns trying to move as far away 
from the vain enchantress as it can. Once the vain 
enchantress has used this ability, they can’t do so 
again until they finish a short or long rest. 

DOUBLE TROUBLE 
Upon reaching 10th level, the vain enchantress 
has learned to extend the touch of their spells. 
When the vain enchantress casts a spell that 
targets only one creature, they can expend 
another spell slot of the same level to target a 
second creature within range of the spell.

UNMASKED CHAOS 
Beginning at 13th level, when a creature sees 
through the vain enchantress’s perfect makeup 
against their will, their fury unleashes a surge of 
wild magic. Roll twice on the wild magic surge 
table on page 104 of the Player’s Handbook. The 
vain enchantress chooses which effect they are 
impacted by, and the other impacts the creature 
who pierced the veil.

ARCANE RESILIENCE 
At 14th level, the vain enchantress can retain 
magical energy that would otherwise go wasted. 
When the vain enchantress casts a spell that for 
some reason has no effect (e.g. target makes the 
saving throw, a spell attack roll misses, the spell is 
counterspelled, the target has immunity, etc), the 
vain enchantress may choose to recover expended 
spell slots of a combined level that is equal to or 
less than half of the level of the spell that failed.

BLISSFUL IGNORANCE 
At 18th level, the vain enchantress gains the 
ability to make a creature unaware of their 
magical influence on it. When the vain 
enchantress casts an enchantment spell to charm 
one or more creatures, they can alter those 
creatures understanding to remain unaware of 
being charmed.

PSYCHIC VENGEANCE 
When the vain enchantress reaches 20th level, 
they become a master of inflicting pain upon the 
mind. When the vain enchantress rolls physic 
damage, they may choose to deal maximum 
damage instead of rolling. Once this feature has 
been used, it cannot be used again until the vain 
enchantress finishes a short or long rest.
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THE VALENAR DUELIST 
1st-level sidekick 

Armor Class 15 (duel blade adept) 

Hit Points 11 (2d8 + 2) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Dex +5, Wis +4 

Skills Acrobatics +4, Performance +2, Religion +2 

Senses passive Perception 12 

Languages Common, Elvish, and one of your choice 

ACTIONS 

Dual-Bladed Scimitar. Melee Weapon Attack: +5 to hit, reach 5 
ft., one target. Hit: 8 (2d4 + 3) slashing damage. 

BONUS ACTIONS 

Opposite Blade. (Can can only be taken if the Valenar duelist 
used their action to attack with their dual-bladed 
scimitar) Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 5 (1d4 + 2) slashing damage. 
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THE VALENAR DUELIST 
Wielding a dual-bladed scimitar unique to their 
people, the Valenar duelist has spent decades 
honing their craft in hopes of fulfilling their 
ancestral duty. Generations ago, there lived 
master of the Revenant Blade of such skill as to 
tally over a thousand victories in one-on-one 
combat without a single defeat. The Valenar 
duelist is singularly focused becoming the living 
aspect of that hero.

THE VALENAR DUELIST 

Personality Trait: My emotions are inscrutable. 
Ideal: Movement of body is pure joy. 
Bond: I know I must be the reincarnation of the 
ancestor many generations past. 
Flaw: I enjoy killing more than the victory of 
combat, and I’m cruel in doing so.

DUEL BLADE ADEPT 
At 1st level, the Valenar duelist has trained with 
their unique weapon long enough to achieve 
mastery in both offense and defense. When the 
Valenar duelist strikes with a their dual-bladed 
scimitar and then takes a bonus action to make a 
melee attack with the blade at the opposite end of 
the weapon, they add their ability modifier to the 
damage of the second attack. As long as the 
Valenar duelist is wielding the weapon with two 
hands, is not wearing armor, and is not 
incapacitated, their AC = 10 + their Dexterity 
modifier + their Wisdom modifier. These features 
are included in the stat block.

FEINT AND FADE 
Starting at 2nd level, the Valenar duelist can tap 
exceptional focus in battle. The Valenar duelist 
can take a bonus action to either gain advantage 
on their next attack roll against a target within 5 
feet or take the Disengage action.

PAIR-OFF PARRY 
Beginning at 3rd level, the Valenar duelist has 
learned to focus their defense against a single 
opponent. When the Valenar duelist attacks only 
a single enemy with their dual-bladed scimitar 
during their turn, they gain a +2 bonus to AC 
against attacks from that creature until the start of 
their next turn while the weapon is in their hands 
and they aren’t incapacitated.

ABILITY SCORE IMPROVEMENT 
The Valenar duelist’s ability scores increase at 
these levels:

4th: Dexterity 18 (+4) 
8th: Dexterity 20 (+5) 
12th: Wisdom 16 (+3) 
14th: Wisdom 18 (+4) 
16th: Wisdom 20 (+5) 
19th: Strength 14 (+2)

Level Proficiency 
Bonus

Features

1st +2 Duel Blade Adept

2nd +2 Feint and Fade

3rd +2 Pair-off Parry

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 Distract and Disarm

8th +3 Ability Score Improvement

9th +4 —

10th +4 Down and Out

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Revenant Adept

16th +5 Ability Score Improvement

17th +6 —

18th +6 Master Duelist

19th +6 Ability Score Improvement

20th +6 Extra Attack
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DISTRACT AND DISARM 
At 7th level, the Valenar duelist has honed their 
skills in fighting alongside others. When the 
Valenar duelist attacks an enemy with their dual-
bladed scimitar as part of the Attack action on 
their turn, they can use a bonus action to either 
cause the next attack roll against the target by an 
attacker other than themself to have advantage, or 
cause the target to drop an weapon it is holding 
unless it succeeds on a DC 15 Dexterity saving 
throw.

DOWN AND OUT 
At 10th level, the Valenar duelist has learned to 
manipulate the position of their opponent in 
combat. When the Valenar duelist attacks an 
enemy with their dual-bladed scimitar as part of 
the Attack action on their turn they can use a 
bonus action to either force the target to succeed 
on a DC 15 Strength saving throw or be pushed 
up to 15 feet away, or force the target to succeed 
on a DC 15 Dexterity saving throw or fall prone 
and be unable to take reactions until the start of 
its next turn.

REVENANT ADEPT 
Starting at 15th level, the Valenar duelist’s skill 
with the dual-bladed scimitar has reached new 
heights. The Valenar duelist gains an additional 
+1 bonus to AC while wielding the weapon. On 
the Valenar duelist’s turn, when they use a bonus 
action to make a melee attack with the blade at 
the opposite end of the weapon, the weapon’s 
damage die for this attack increases to 2d4, 
instead of 1d4. Once per turn when the Valenar 
duelist rolls damage for an attack with their dual-
bladed scimitar, they can reroll the weapon’s 
damage dice and use either total.

MASTER DUELIST 
Beginning at 18th level, the Valenar duelist’s 
mastery of the dual-bladed scimitar allows them 
to turn failure into success in combat. When the 
Valenar duelist misses with an attack roll, they 
can choose to roll again with advantage. Once 
they do so, they can’t use this feature again until 
finishing a short or long rest

THE WERESTALLION 
A white stallion strapped with a massive axe 
gallops into the fray, its hooves toppling a 
surprised foe. The beast’s neck and head 
suddenly sloughs off into a slowly vanishing 
mist, revealing the torso of a muscled human. 
They snatch the axe from its sheath and finish the 
job. Some say their ancestors interbred with 
centaurs. Others argue that someone in the 
lineage must have been bitten by a diseased 
horse. The Werestallion doesn’t give it much 
thought. They simply remain steadfast in turning 
the curse they were born with into a blessing.

Personality Trait: Ever met a full-bred centaur? 
I’m even more off-putting. 
Ideal: Discipline can overcome any adversity. 
Bond: I will find the purpose in what I am. 
Flaw: Occasionally I’m unable to withstand the 
power of the full moon and leave a terrible path 
of destruction.

LYCANTHROPY 
Starting at 1st, level the werestallion can 
shapeshift between forms. As an action, the 
werestallion can polymorph into a Medium 
human, Large horse-human hybrid, or Large 
horse. Their statistics, other than AC, are the same 
in each form. Any equipment they are wearing or 
carrying isn’t transformed.

INNATE SPELLCASTING 
At 2nd level, the werestallion’s lycanthropic curse 
is revealed to grant magical benefits. The 
werestallion’s spellcasting ability is Wisdom.

When in human or hybrid form, the werestallion 
can innately cast the following spells at will 
without the need for material components: 
barkskin (self only), primal savagery (which can be 
used with the hooves attack in hybrid form), and 
thorn whip.

STEEPLECHASE 
By 3rd level, the werestallion has gained mastery 
of moving as a horse. When in horse or hybrid 
form, the werestallion’s speed is 60 feet and their 
jumping distance is doubled.
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THE WERESTALLION 
1st-level sidekick 

Armor Class 14 (breastplate) 

Hit Points 15 (2d10 + 4) 

Speed 30 ft. 

Proficiency Bonus +2 

 

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

Saving Throws Str +4, Dex +4 

Skills Perception +4, Survival +4 

Senses passive Perception 14 

Languages Common and one of your choice 

 

Lycanthropy.  As an action, the werestallion can polymorph into a 
Medium human, Large horse-human hybrid, or Large horse. Their 
statistics, other than AC, are the same in each form. Any 
equipment they are wearing or carrying isn't transformed. 

ACTIONS 

Greataxe. Melee Weapon Attack: +4 to hit, reach 5 ft., one 
target. Hit: 9 (1d12 + 2) piercing damage. 

Longbow. Ranged Weapon Attack: +4 to hit, range 150/600., one 
target. Hit: 8 (1d8 + 2) piercing damage. 

Hooves (hybrid or horse from only). Melee Weapon Attack: +5 to 
hit, reach 5 ft., one target. Hit: 8 (2d4 + 3) bludgeoning damage. 
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ABILITY SCORE IMPROVEMENT 
The werestaillion’s ability scores increase at these 
levels:

4th: Strength 16 (+3), Dexterity 16 (+3) 
8th: Strength 18 (+4) 
12th: Dexterity 18 (+4) 
14th: Strength 20 (+5) 
16th: Dexterity 20 (+5) 
19th: Constitution 16 (+3)

THE WERESTALLION 

EXTRA ATTACK 
Starting at 6th level, the werestallion can attack 
twice, instead of once whenever they take the 
Attack action on their turn. The number of attacks 
increases to three when the werestallion reaches 
11th level, and four at 20th level.

ONE WITH THE LAND 
At 7th level the werestallion’s connection to the 
land allows them to magically modify their 
surroundings. When in human or hybrid form, 
the werestallion can innately cast the following 
spells without the need for material components:

At will: gust, mold earth, shape water 
3/day each: earth tremor, entangle, spike growth

HEARTY TRANSFORMATION 
Starting at 10th level, the werestallion becomes 
invigorated by changing forms. When the 
werestallion polymorphs from one lycantrhopic 
form to a different one, they gain temporary hit 
points equal to their level.

TRIAD OF FORMS 
At 15th level the werestallion can create the 
illusion of occupying all three forms 
simultaneously. When the werestallion 
polymorphs from one lycantrhopic form to a 
different one they can cast mirror image (only two 
duplicates are created, which appear as the other 
two forms the werestallion is capable of 
polymorphing into).

ANCESTRAL GUARDIANS 
Upon reaching 19th level the werestallion’s 
lycantropic curse protects them when they are the 
most defenseless. If the werestallion is reduced to 
0 hit points or is incapacitated against their will, 
four fey spirits are summoned that take the form 
of centaurs. The summoned spirits appear within 
20 feet of the werestallion and protect it from 
harm, attacking foes if necessary. The spirits 
remain for 1 hour or until the werestallion regains 
hit points. Once the werestallion uses this feature 
they cannot do so again until they finish a long 
rest.

Level Proficiency 
Bonus

Features

1st +2 Lycanthropy

2nd +2 Innate Spellcasting

3rd +2 Steeplechase

4th +2 Ability Score Improvement

5th +3 —

6th +3 Extra Attack

7th +3 One with the Land

8th +3 Ability Score Improvement

9th +4 —

10th +4 Hearty Transformation

11th +4 Extra Attack

12th +4 Ability Score Improvement

13th +5 —

14th +5 Ability Score Improvement

15th +5 Triad of Forms

16th +5 Ability Score Improvement

17th +6 —

18th +6 Master Duelist

19th +6 Ability Score Improvement

20th +6 Extra Attack
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