
 

 

13th Age monster powers  

for 5th edition Dungeons & Dragons 
In the interest of adding more complexity to D&D monsters, I looked at the 13th Age Core Rules and 

sampled their monster powers, which are based on D&D 4th edition design where all the critters have a 

shtick. While I find 5e D&D to be excellent, many of the monsters are too bland for my tastes and 

generally come down to being an AC, an attack and a sack of hit points.  To add more complexity for 

those that want it, I decided to create this entirely optional and supplemental list of monster powers for 

“Plug and Play” use where they can be layered seamlessly over a creature by the DM.  All particular 

monster names were stripped out and replaced by generic “monster” or “creature” so the DM can use an 

ability where it seems thematically appropriate.  Typically, only one ability will be needed for a monster, 

but feel free to add as many as desired, but be aware of the added difficulty. 

 

Lastly, feel free to modify these as much as you wish.  They’re DM tools, and as such, designed to be 

tinkered and played with to suit your own play style and campaign. Any feedback, suggestions or 

comments are welcome, and if it seems like it is a good idea I’m more than happy to make modifications.  

These rules are not playtested with 5th edition and therefore potentially unbalanced, so use with 

discretion. The final decision on how and when and where they are implemented is solely up to the DM. 

 

Design Notes:   

Bloodied - Many of these powers implement the “bloodied” condition from 4th edition when a character 

or monster reaches exactly 50% of its maximum hit points (13th Age refers to this as “Staggered”. Page 

248 of the 5th edition DMG actually does refer to bloodied as a descriptor, but does not tie any mechanics 

to it: Players often ask how hurt a monster looks. You can describe the monster taken to half its hit 

points as bloodied, giving the players a sense of progress in a fight against a tough opponent, and 

helping them judge when to use their most powerful spells and abilities.  

 

Reintroducing bloodied as a mechanic to 5th edition opens a wide range of tactical combat options for 

those who want a higher degree of complexity in their battles.  

 

Challenge Rating – These optional rules do not incorporate the changes that might happen to a 

monster’s Challenge level or XP value.  I do not use XP in my home games, but if you do, you’ll need to 

weigh the severity of the powers and figure out an appropriate modifier.  The abilities are not created 

equally; some are vastly more powerful than others.  In general, I would say that anything that deals 



extra damage or gives an extra attack would increase the CR by +1. Adding two or more powers to a 

single monster would also require careful consideration. 

 

Miniatures – Adding more tactical details means that miniatures and markers become more useful.  This 

is not necessary at all, but for those who do use miniatures in their roleplaying game, I suggest colored 

markers or tabs to denote conditions on players and monsters for ease of play and identification. We 

have a box of square colored tabs to show anything from poisoned, to bloodied, to slowed to confused to 

blinded and so forth.   

 

Natural Even/Odd Hits and Misses – This is another mechanic that adds simple randomness to 

powers that key off the d20 roll. 

 

New Conditions – Confused (you can’t make opportunity attacks or use special abilities or spells, and 

may even attack allies if they are within reach); Dazed (you are at -1 to all rolls); Vulnerable (attacks 

against you have increased crit range); Weakened (all attacks are at disadvantage and you inflict half 

damage) 

 

Recharge – The monster powers listed below do not normally list recharge mechanics but instead leave 

that mostly up to the DM to decide. Typical recharges are 4-6 on a d6, 5-6 on a d6, 1x/day, 2x/day, or 

3x/day.  Some of these could also be considered “Encounter powers” that can only be used during that 

particular combat, but might be reset if the monster retreats and is met at a later time, with or without a 

short or long rest. Some powers are based on how long the battle has lasted, such as certain abilities 

only activating on Round 3+. 

 

 

 

ABILITIES ARE LISTED IN ALPHABETICAL ORDER 

 

Abyssal whispers—3d6 psychic damage, and the target is dazed (save ends); OR the target 

can choose to avoid the effect by taking 6d6 psychic damage to clear their head. Increase the 

severity of the dazed  effect by modifying the DC between 10 and 20, depending on the power 

and level of the monster. 

Big bully: The monster deals double damage with its attacks against bloodied enemies. 
 
Big shove (each enemy engaged with monster)—3x/day, as its action, the creature deals 1d6 
damage to all targets and they must make a DC 15 Constitution save or be pushed 10’ away. 
Quick use: This power only requires a free action (once per round) instead of a standard action 
if the battle is at round 4+. 
 

Blood frenzy: The monster’s critical hit range expands to 18-20 when it is bloodied. 

 

Blood fury: +1d6 melee damage if the creature or its target is bloodied. 



 

Chilling howl: Whenever an attack drops an enemy to 0 hp or below, all identical monsters in 

the battle can howl as a free action. When the creatures howl, each enemy in the battle who 

can hear them takes a -1 penalty to attacks, saving throws and skill checks until the end of the 

attacking creature’s next turn.  Additional howls do not stack the penalty but increase the 

duration by 1 round. 

Claws and bite: Natural even hit: The target is vulnerable (attacks vs. it have crit range 

expanded by 2) to attacks by monsters of this type until the end of the target’s next turn. 

 

Curse aura: Whenever a creature attacks the creature and rolls a natural 1–5, the attacker 

takes 1d10 psychic damage. 

 

 

Defensive Feint - If you miss with all attacks, take the full defense action instead as a bonus 

action. 

 

 

Demonic Screech:  Creatures must make a Wisdom saving throw (save ends) or it can only 

make basic attacks, but can still move normally. This means that no class-based abilities such 

as Smite or Sneak Attack or Rage, etc. can be implemented against the monster. 

Escape speed: At the end of the monster’s turn, roll a d6. If it is equal to or less than the 

current round of combat, the creature can move again as a free action. (Usually it’s trying to 

flee to an existing burrow with a small-sized creature in its clutches) 

 
Escalating engagement: If the battle is at round 3+, the monster can target two engaged 

enemies with its attacks instead of one or attack one target twice. 

 

Fanatical devotion: As a standard action, the monster can deal 3d6 poison damage to one 

dazed, bloodied, or restrained enemy engaged with it. The monster however DIES from this 

kamikaze action, killing it. 

 

Fearful Aura: Enemies within line of sight and 15 or fewer hit points automatically gain the 

Frightened condition and must move away from the creature.  This lasts until the creature 

leaves, is slain, or the attacker regains at least half or more of its hit points. 

 

Feed the babies: A monster that scores a critical hit against a dazed enemy tears a piece of 

the creature off (DM chooses a limb) and will subsequently retreat to feed its offspring. The 

maimed enemy is stunned until the end of its next turn (see Rip and Tear) 

Fiery aura: Each creature engaged with this monster at the start of its turn takes 2d6 fire 

damage. 



Goopy webs: When an enemy rolls a natural 1–5 with a melee attack against the monster, 

that enemy is dazed (save ends). 

 

Group gibbering: The monster starts a group of creatures of the same type gibbering as a 

free action. It can maintain the gibber as a free action at the start of each turn by taking 1 

damage. Each nearby enemy that hears the gibber must roll a d6 at the start of its turn and 

takes psychic damage equal to the die roll or to the number of gibbering monsters, whichever is 

lower. 

 

Hates everyone: The crit range of attacks by this monster expands by 2 against humanoids, 

or elves, or Halflings, or any other species opposed to it. 

 

Horrible regeneration: When damaged, this creature’s flesh heals 10 hit points at the start of 
its turn. It can regenerate five times per battle. If it heals is hit by an attack that deals fire or acid 
damage, it loses one use of its regeneration, and it can’t regenerate during its next turn. Dropping 
the monster to 0 hp doesn’t kill it if it has any uses of regeneration left. 
 

 
Ice summoner: Once per round as an action, the monster can conjure forth a wall of ice that 

stops one enemy’s movement or ranged attack. The monster can’t use this ability to target 

creatures making fire attacks or wielding weapons that deal fire damage. 

 

Icy delusions: At the start of each round, the target must make a DC 15 Wisdom save or lose 

2d6 points from their initiative count as they slowly freeze from the inside out (save ends) 

Frozen flesh: When a creature is reduced to 0 initiative or lower from icy delusions, it becomes 

delusional and frozen and must choose one condition that will affect it: confused (save ends vs. 

the original DC); OR stunned (save ends). After saving, the creature rerolls its initiative. 

 

Lethal swing: Once per battle, the monster can reroll a melee attack and use the result it 

prefers. Alternatively, it can use this 2x or 3x per encounter/day for added lethalness. 

 

Mirror images: At will, as a move action, the monster can create multiple images of itself that 
make it harder to target. The next time an attack would hit the monster, the attacker has to roll 
11+ with another d20 roll: success indicates a hit; failure is a miss that hits one of the mirror 
images instead, dealing no miss damage to the monster but dispelling all the images. Once the 
monster is bloodied it takes 2d10 damage whenever it uses mirror image, so movement or escape 

start sounding more attractive. 
 

 



 

 

Not in the Face - On a hit of 16+, the target must make a CON save (DC damage dealt) or be 

blinded for one round. Alternatives: Use a Constitution save to resist a physical attacks, a 

Dexterity save to dodge an attack, a Strength save to push away an attack, an Intelligence save 

to resist a psychic attack. 

Now it’s angry: When an attacker scores a critical hit against the monster and it survives, it 

gains Resistance 5 against all damage until the end of its next turn, its attacks crit on an 18-20 

until the end of its next turn, and all attacks deal +2 damage until the end of the battle. 

Otherworldly: When a melee attack that doesn’t deal holy damage targets this creature, the 

attacker must roll a natural 18+ on the attack roll or it only deals half damage. 

 

Overbearing: Twice per battle, the creature can make a knockdown as part of its attack (once 
per round), the Dexterity save DC equal to the damage dealt or the target is knocked prone and 
cannot disengage until the end of its next turn 
 

Pack attack:  If the DM determines that the attackers are in sufficient numbers, overwhelming 

or particularly vicious, the swarm attack has advantage.  Note that this is not a replacement for 

Mob rules in the DMG (pg 250) which are still useful for fewer amounts of enemies. Pack attack 

is intended for dozens or even hundreds of small attackers at once. 

 

Pack ferocity: If more than one monster is engaged with the target, each creature of that 

type deals 3 damage even on a miss. This number can be greatly modified to as low as 1 hit 

point to 10 or more. 

 
Paralyzing bite: When the monster hits a vulnerable target with a natural even attack roll, the 

target is also stunned (save ends). 

 

Poison gas: The first time the monster is bloodied, poison gas leaks from it into the area. It 

can make a poison gas cloud attack as a free action. 

 

Poisoner: When the creature scores a critical hit, it can forego damage to force the target to 
start making death saving throws. On the third failure, the target falls unconscious (and can’t be 
woken normally) for 2d4 minutes. 
 

Power word stun: Once per day as a free action, the monster can utter a word of power, 

canceling a single action just taken by a nearby creature with fewer hit points than the 

monster—whether it was casting a spell, healing an ally, or whatever. The DM can see the 

results of the action, such as a die roll, before deciding whether to use the power word.   



 

Raging frenzy: Whenever the monster misses with a melee attack, it gains a +1 attack bonus 

and deals +1 damage until the end of the battle (maximum bonus +4, +4). NOTE: This might 

be far, far too powerful within the bounded accuracy system, so use with caution.  Ideally, this 

is an ability for a boss monster and the PCs might have prior knowledge and reason to be afraid 

of it. 

 

 
Random Acts of Madness: At the start of each of the monster’s turns, roll a d6. The creature 
gains the corresponding ability until the start of its next turn. 
 
1. Amorphous oozing form: The beast has resistance to all damage. 
2. Dimensional slide: Once during its turn, the creature can teleport anywhere within 120’ it 
can see as a move action. Each enemy engaged with it when it teleports is confused until the end 
of its next turn. 
3. Fear aura: While engaged with the monster, enemies that have 20 hp or fewer are dazed  
(–1 to attacks)  
4. Gibbering mouths: When an enemy ends its turn engaged with the monster, it is confused 
until the end of its next turn. 
5. Many limbs: When the monster makes an attack during its turn, roll a d4. That many 
additional limbs or tentacles spontaneously erupt from the creature and make an additional attack 
that turn (special abilities/effects don’t trigger on those extra attacks). Each of those attacks only 
deals half damage. 
6. Warping touch: When the creature hits a creature with an attack, the target also takes 5 

ongoing psychic damage and a –1 penalty to saves (save ends both). 

 

Ray of wasted time (1d3 nearby enemies or one far away enemy)—5 psychic damage, 
and 5 ongoing psychic damage (save ends) 
Natural 16+: The target also moves down 1d6 points in initiative order. 
On pause: A creature that is reduced to a negative initiative count moves forward in time, 

reappearing somewhere nearby in a number of minutes equal to their negative initiative count, 

presumably long after the current battle is over. Targets may be confused by this effect as it is 

instantaneous from their perspective. 

 

 

Rip and Tear: The attack deals 3d6 damage and until the end of the monster’s next turn, the 

target is dazed (-1 to all rolls) while engaged (see Feed the babies) 

 

Savage: The monster gains a +1 attack bonus against bloodied enemies. Alternatively, forego 

the attack bonus and instead deal +2 damage against bloodied enemies. 

 



Savage response: When an attacker scores a critical hit against the monster and it survives, 

the monster can make an immediate reaction attack against one target engaged with it. 

 

Saw it coming: Twice per battle as a bonus action, the monster can try to avoid a non-critical 
attack that hits it. The attacker must reroll the attack roll with disadvantage. 
Knows the angles: Twice per battle as a move action, the monster can teleport to anywhere it 
can see, or to a location it can’t see but that has the correct geometry and that it has previously 
prepared (a lair). 
Haruspicy master: When an enemy has dropped to 0 hp or lower since the monster’s last 

turn, as a bonus action it glimpses the near-future. 1d3 nearby allies gain advantage on their 

attacks until the start of its next turn. 

 

Shroud of darkness: As long as the monster is able to maintain its supernatural darkness, 

each enemy in the battle becomes dazed (save ends) whenever it rolls a natural 1–5 with an 

attack roll. 

 

Summon fodder: Once per battle, if the monster is bloodied, it can gate in 2d4 demons/allies 

as a free action. Roll initiative for the new allies; they do not appear in the battle and take their 

turns until their next initiative count comes up. 

 

Supernatural assault: Whenever an enemy within 30’ of the creature rolls a save, it takes its 
level in damage. 
 
 

 

Too tough to trick: Whenever the monster would suffer any of the following conditions, it 

ignores the condition and takes 5 damage instead: blinded, dazed, deafened, incapacitated, 

paralyzed, prone, stunned, or weakened. 

 

Tribal rage:  On round 3+ of a battle, this monster can roll advantage on its attacks. If both 

dice are 11+ and at least one hits, the melee attack is a critical hit. 

 

Venomous: The first time each battle the creature hits with a weapon attack, the target also 

takes 5 ongoing poison damage (save ends). 

 

Vorpal blade: Critical hits with a particular attack from this monster deal triple dice damage 

instead of double damage. Consider increasing the critical range to 19-20 as well. 

 



Well-armored (group): Once per battle, while adjacent to at least one ally, the creature 

ignores all damage from a hit (but not a crit) against AC. 

 

 

 
 

 
 
 

 
 

 
 
 

 
 

 
Random Demon Abilities (d6 or d8) 
1: True seeing—The demon is immune to invisibility and ignores any illusions. 

2: Healing flames — Any fire damage heals the demon equal to half the damage 
it would have inflicted. 

3: Invisibility—The first time the demon is bloodied each battle it becomes 
invisible until the end of its next turn. 

4: Resist energy 12+—The demon’s resistance to all energy types puts a damper 
on enemy spellcasters if it rolls a 12+. 
5: Fear aura—Enemies engaged with the demon who are bloodied or lower are 

dazed. 
6: Teleport 1d3 times each battle—As a move action, the demon can teleport 

anywhere it can see nearby. 
7: Demonic speed—The demon can take a bonus action each turn if the battle 

has lasted to round 3+. 
8: Gate—Once per battle as a standard action, if the demon is bloodied, it can 
summon a single demon ally at least two levels below its own level. The allied 

demon rolls initiative and does not appear on the battlefield until its turn starts. 
(Note that using a gate costs the demon an obligation, so some demons would 

rather flee or die than activate one.) 
 

 



 
 

 

Random Dire Features (d6) 

1: Armor plates—Add +1 to the creature’s AC and Constitution save. 
2: Spiky bits—Whenever an enemy hits the creature with a melee attack, deal 

damage equal to twice the animal’s CR to that attacker. 
3: Carnage—The creature’s attacks that miss deal damage equal to its CR. When 

bloodied, its missed attacks deal damage equal to double its level. 
4: Poison—The creature’s main attack also deals 5 ongoing poison damage per 
tier. 

5: Dire regeneration—Starting the 2nd round of combat, and then the 4th/6th, etc. 
this animal heals damage equal to triple its CR at the start of its turn. 

6: Fury—While bloodied, the creature gains a +1 attack bonus and deals +2 

damage, but at the end of each of its turns it takes 2d6 damage. 

 


