


Silver’s Monster Girls Into 5e / 2024!
Heya! This is the 5E / 2024 version of Silver’s 
Monster Girl Manual! Feel free to use the materi-
als in this pack for making unique new characters 
in your favorite role-playing game! 
   Although all the monsters in this book have vi-
sually feminine appearances, masculine monsters 
can exist and abide by the same descriptions! Your 
characters and their designs are paramount.

Early Access 
As Silver’s Monster Girl Manual is still in the 
works, readers are opting in for early access 
content that may not be representative of the final 
product. Once enough content is made on Pat-
reon, we intend to release a full-scale project on 
Kickstarter containing 80+ monsters, including 
rules for 5E/2024 play! Patrons get pages much 
earlier than everyone else!
 
5E/2024 Wordings
Although these packs use wordings in reference 
to the new 2024 rulebooks, the materials are 
also compatible with 5th edition (2014). In cases 
where mechanics are entirely different, rules for 
both systems will be included!

Credits 
Lead Design: Blaine Simple 
Interior Illustration: Beebros Team, Skinnys-
loth_, Vinzart 
 
Ownership & Copyright 
Silver’s Monster Girl Manual © 2023, Blaine 
Simple LLC. All rights reserved. 

Any reproduction or unauthorized use of the 
material or artwork contained herein is prohib-
ited without prior permission by an authorized 
member of Blaine Simple LLC. Reference to 
other copyrighted material in no way constitutes 
a challenge to the respective copyright holders of 
that material. 
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Playable 5e / 2024 Species Traits

       Wis +2, Con +1        Small/Medium            30ft
     Suggested Scores                Size                    Speed

Holly ShrubHolly Shrub
   Age. Holly shrubs are the offspring of awakened 
shrubs who copulate with any bestial species. 
They mature after four seasons have changed and 
live for a century.
   Alignment. Most holly shrubs are neutral, favor-
ing calm ecosystems and predictable routines. 
   Creature Type. You are a plant. 
   Languages (5E). You can speak Common and 
either Terran or Sylvan. 
   Animal Ally. Beasts with Intelligence scores of 
3 or less, and with a CR less than your level, are 
always friendly toward you unless directly threat-
ened. You can communicate simple ideas and 
emotional states to animals nonverbally. Addition-
ally, you have advantage on skill checks made to 
calm or befriend animals.
   Bountiful Growth. After regaining Hit Points 
when expending Hit Dice, you can produce nour-
ishing holly berries from your leafy hair equal to 
the amount of Hit Points you regained. These ber-
ries are magical until you finish a Long rest and 
function as if they came from the Goodberry spell, 
except they taste bitter to any non-beast creatures. 
   Anyone who consumes berries that you pro-
duced while you were under the Poisoned con-
dition must make a Constitution save (8 + your 
Constitution modifier + your proficiency bonus) 
or be Poisoned for 1 minute. They can repeat the 
save at the start of each of their turns to end the 
condition early. 
   Home Patches. After finishing a Long rest 
in the same location twice, you can designate 
a 1-mile radius around the area to become a 
Home Patch. You can have an unlimited amount 
of locations as Home Patches, and always know 
the direction back to your nearest Home Patch. 
Additionally, while within the area of any of your 
Home Patches:
•	 You can expend an available Hit Die as an 

action to regain the amount rolled + your 
Constitution modifier.

•	 Difficult terrain made of nonmagical foliage 
doesn’t slow your movement.

•	 Your walking speed increases by 5 feet.
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Playable 5e / 2024 Species Traits    Age. Minotaur age both naturally, and as their 
young minds soak up information about their sur-
roundings. They’re considered matured only after 
both living for ten years, and after they’ve walked 
through and processed at least 20,000 acres of 
unique territory.
   Alignment. Minotaur prefer if the areas they 
travel through the most stay the same. They often 
side with anyone who can offer this consistency, 
making them prone to neutrality. 
   Creature Type. You are a humanoid.

   Horns. You have horns that you can use to make 
unarmed strikes. When you hit with them, the 
strike deals 1d6 + your Strength modifier pierc-
ing damage, instead of the bludgeoning damage 
normal for an unarmed strike. If you moved at 
least 20 feet in a straight line before making this 
attack, a target hit by your next horn attack is also 
pushed 5 feet away in any direction you choose.
   Labyrinthine Recollection. You can perfectly 
recall any path you’ve traveled, visualizing the 
exact same state it was in when you last traveled 
it. Additionally, whenever you make an ability 
check to notice or track things that uses Wisdom 
(Perception) or Wisdom (Survival), you can treat 
a d20 roll of 9 or lower as a 10. 
   Languages (5E). You can speak, read, and write 
Common and one other language. This language 
is usually whichever is most commonly spoken by 
creatures that live around your character’s most 
frequently traveled routes.
   Map Maker. You have proficiency with cartogra-
pher’s tools. If crafting a map using this proficien-
cy, you can instead choose to craft a ‘perfect map’ 
magic item if successful. You can only have up to 
two perfect maps made with this trait; crafting 
additional perfect maps will cause the oldest map 
to become nonmagical. 

    Wis +2, Str +1              Medium                   35ft
  Suggested Scores              Size                      Speed

MinotaurMinotaur
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Minotaurs despise being lead astray by items made 
with the purpose to guide. To solve this, they de-
signed these maps to help update others on changes 
occurring in areas. Blood can be spilled on the map, 
which will appear on all other perfect maps that were 
made to show the same design. Anything drawn on 
the maps will begin to fade over the course of a year, 
but won’t disappear entirely. This allows fresh draw-
ings to easily overlap and denote new information 
about an area. Burning a perfect map will destroy it, 
and also cause every perfect map that’s been made 
to show the same design to be cleared of any blood 
that’s ever been spilled on them.

Perfect MapPerfect Map
Wondrous item, rare

Holy berries grow from holly shrubs during sunny 
months, and only when the creature exclusively 
drinks holy water. The fruits that grow from this 
combination are blessed to provide a barrier against 
negative energy to anyone who consumes them. This 
item comes in a bundle of ten berries, and a creature 
can consume up to ten berries using a single action. 
For each berry consumed, the creature reduces 
the next source of necrotic damage they’d take by a 
number equal to the amount of holy berries they’d 
consumed since the last hour. After a creature is 
damaged by a necrotic source, the necrotic resisting 
effects gained from all of berries the creature con-
sumed are removed. Additionally, each berry heals 1 
hit point, and satiates a creature’s needs for food and 
water until the next day when consumed.

Wondrous item, uncommon (consumable)

Holy BerryHoly Berry



OPEN GAME LICENSE Version 1.0a The following text is the 
property of Wizards of the Coast, Inc. and is Copyright 2000 
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.  
1. Definitions: (a)”Contributors” means the copyright and/
or trademark owners who have contributed Open Game 
Content; (b)”Derivative Material” means copyrighted material 
including derivative works and translations (including into 
other computer languages), potation, modification, correc-
tion, addition, extension, upgrade, improvement, compilation, 
abridgment or other form in which an existing work may be 
recast, transformed or adapted; (c) “Distribute” means to 
reproduce, license, rent, lease, sell, broadcast, publicly display, 
transmit or otherwise distribute; (d)”Open Game Content” 
means the game mechanic and includes the methods, proce-
dures, processes and routines to the extent such content does 
not embody the Product Identity and is an enhancement over 
the prior art and any additional content clearly identified as 
Open Game Content by the Contributor, and means any work 
covered by this License, including translations and derivative 
works under copyright law, but specifically excludes Product 
Identity. (e) “Product Identity” means product and product line 
names, logos and identifying marks including trade dress; arti-
facts; creatures characters; stories, storylines, plots, thematic 
elements, dialogue, incidents, language, artwork, symbols, de-
signs, depictions, likenesses, formats, poses, concepts, themes 
and graphic, photographic and other visual or audio represen-
tations; names and descriptions of characters, spells, enchant-
ments, personalities, teams, personas, likenesses and special 
abilities; places, locations, environments, creatures, equipment, 
magical or supernatural abilities or effects, logos, symbols, 
or graphic designs; and any other trademark or registered 
trademark clearly identified as Product identity by the owner of 
the Product Identity, and which specifically excludes the Open 
Game Content; (f) “Trademark” means the logos, names, mark, 
sign, motto, designs that are used by a Contributor to identify 
itself or its products or the associated products contributed to 
the Open Game License by the Contributor (g) “Use”, “Used” 
or “Using” means to use, Distribute, copy, edit, format, modify, 
translate and otherwise create Derivative Material of Open 
Game Content. (h) “You” or “Your” means the licensee in terms 
of this agreement.  
2. The License: This License applies to any Open Game 
Content that contains a notice indicating that the Open Game 
Content may only be Used under and in terms of this License. 
You must affix such a notice to any Open Game Content that 
you Use. No terms may be added to or subtracted from this 
License except as described by the License itself. No other 
terms or conditions may be applied to any Open Game Content 
distributed using this License.  
3. Offer and Acceptance: By Using the Open Game Content 
You indicate Your acceptance of the terms of this License. 
4. Grant and Consideration: In consideration for agreeing to 
use this License, the Contributors grant You a perpetual, world-
wide, royalty-free, nonexclusive license with the exact terms of 
this License to Use, the Open Game Content. 
 5. Representation of Authority to Contribute: If You are 
contributing original material as Open Game Content, You 
represent that Your Contributions are Your original creation 
and/or You have sufficient rights to grant the rights conveyed by 
this License. 

6. Notice of License Copyright: You must update the COPY-
RIGHT NOTICE portion of this License to include the exact 
text of the COPYRIGHT NOTICE of any Open Game Content 
You are copying, modifying or distributing, and You must add 
the title, the copyright date, and the copyright holder’s name to 
the COPYRIGHT NOTICE of any original Open Game Content 
you Distribute.  
7. Use of Product Identity: You agree not to Use any Product 
Identity, including as an indication as to compatibility, except as 
expressly licensed in another, independent Agreement with the 
owner of each element of that Product Identity. You agree not 
to indicate compatibility or co-adaptability with any Trademark 
or Registered Trademark in conjunction with a work containing 
Open Game Content except as expressly licensed in another, 
independent Agreement with the owner of such Trademark 
or Registered Trademark. The use of any Product Identity in 
Open Game Content does not constitute a challenge to the 
ownership of that Product Identity. The owner of any Product 
Identity used in Open Game Content shall retain all rights, title 
and interest in and to that Product Identity.  
8. Identification: If you distribute Open Game Content You 
must clearly indicate which portions of the work that you are 
distributing are Open Game Content.  
9. Updating the License: Wizards or its designated Agents 
may publish updated versions of this License. You may use any 
authorized version of this License to copy, modify and distrib-
ute any Open Game Content originally distributed under any 
version of this License.  
10. Copy of this License: You MUST include a copy of this 
License with every copy of the Open Game Content You Dis-
tribute. 11. Use of Contributor Credits: You may not market 
or advertise the Open Game Content using the name of any 
Contributor unless You have written permission from the Con-
tributor to do so.  
12. Inability to Comply: If it is impossible for You to comply 
with any of the terms of this License with respect to some or 
all of the Open Game Content due to statute, judicial order, 
or governmental regulation then You may not Use any Open 
Game Material so affected.  
13. Termination: This License will terminate automatically if 
You fail to comply with all terms herein and fail to cure such 
breach within 30 days of becoming aware of the breach. All 
sublicenses shall survive the termination of this License.  
14. Reformation: If any provision of this License is held to be 
unenforceable, such provision shall be reformed only to the 
extent necessary to make it enforceable.  
15. COPYRIGHT NOTICE Open Game License v 1.0a 
Copyright 2000, Wizards of the Coast, LLC. System Reference 
Document 5.1 Copyright 2016, Wizards of the Coast, Inc.; 
Authors Mike Mearls, Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert J. Schwalb, Bruce 
R. Cordell, Chris Sims, and Steve Townshend, based on origi-
nal material by E. Gary Gygax and Dave Arneson.


