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LEGION ANGEL

Medium Celestial (legion angel), any good alignment

Armor Class 17 (splint armor, 19 with heavenly phalanx)
Hit Points 37 (5d8 + 15)
Speed 30 ft,, flying 40 ft.

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

Proficiency +2

Skills Perception +4

Resistances radiant; bludgeoning, piercing and slashing damage
from nonmagical weapons

Senses darkvision 60 ft., passive Perception 14

Languages Common, Celestial

Challenge 3 (700 XP)

Angelic Weapons. The legion angel’s weapon attacks are magical
and deal an additional 4 (1d8) radiant damage (included in
the attack).

Heavenly Phalanx. The legion angel has a +2 bonus to its AC if 2

or more allied legion angels that are not incapacitated are within
5 ft. of it.

ACTIONS

Multiattack. The legion angel makes two weapon attacks.

Longsword. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 3) slashing damage, or 8 (1d10 + 3) if used
with two hands, plus 4 (1d8) radiant damage.

Halberd. Melee Weapon Attack: +5 to hit, reach 10 ft., one target.
Hit: 8 (1d10 + 3) slashing damage plus 4 (1d8) radiant damage.

Longbow. Ranged Weapon Attack: +5 to hit, range 150/600
ft., one target. Hit: 7 (1d8 + 3) piercing damage plus 4 (1d8)
radiant damage.

Angelic Spellcasting. The legion angel casts one of the following
spells, using Wisdom as the spellcasting ability (Spell save DC 12)
requiring no material components:

At will: light, thaumaturgy, detect evil and good

LEGION ANGEL CAPTAIN

Medium Celestial (legion angel), any good alignment

Armor Class 17 (splint armor, 19 with heavenly phalanx)
Hit Points 60 (8d8 + 24)
Speed 30 ft,, flying 40 ft.

STR DEX CON INT wis CHA
18(+4) 18(+4) 17(+3) 12(+1)) 16(+3) 14 (+2)

Proficiency +3

Skills Perception +6, Persuasion +5, Intimidation +5

Resistances radiant; bludgeoning, piercing and slashing damage
from nonmagical weapons

Senses darkvision 60 ft., passive Perception 16

Languages Common, Celestial

Challenge 5 (1,800 XP)

Angelic Weapons. The legion angel’s weapon attacks are magical
and deal an additional 9 (2d8) radiant damage (included in
the attack).

Heavenly Phalanx. The legion angel captain has a +2 bonus to its
AC if 2 or more allied legion angels that are not incapacitated are
within 5 ft. of it.

AcTIONS
Multiattack. The legion angel makes two weapon attacks.

Longsword. Melee Weapon Attack: +7 to hit, reach 5 ft., one
target. Hit: 7 (1d8 + 4) slashing damage, or 9 (1d10 + 4) if used
with two hands, plus 9 (2d8) radiant damage.

Halberd. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 8 (1d10 + 3) slashing damage plus 9 (2d8) radiant damage.

Longbow. Ranged Weapon Attack: +7 to hit, range 150/600
ft., one target. Hit: 7 (1d8 + 3) piercing damage plus 9 (2d8)
radiant damage.

Heavenly Charge (1/short rest). The legion angel captain
bellows an divine attacking order, up to 3 legion angels within 30
ft. that hear the captain can use a reaction to move up to 30 ft.
without provoking opportunity attacks and make a melee weapon
attack. When a legion angel’s attack hits, it deals an additional 4
(1d8) radiant damage.

Angelic Spellcasting. The legion angel captain casts one of the

following spells, using Wisdom as the spellcasting ability (Spell
save DC 14) requiring no material components:

At will: light, thaumaturgy, detect evil and good

1/day each: command (4th level)
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LEGION ARCH ANGEL

Medium Celestial (legion angel), any good alignment

Armor Class 17 (splint armor, 19 with heavenly phalanx)
Hit Points 93 (11d8 + 44)
Speed 30 ft., flying 60 ft.

STR DEX CON INT WIS CHA
20(+5) 18(+4) 18(+4) 14(+2) 18(+4) 16 (+3)

Proficiency +3

Saves Con +7, Wis +7

Skills Perception +7, Persuasion +6, Intimidation +6

Resistances radiant; bludgeoning, piercing and slashing damage
from nonmagical weapons

Senses darkvision 60 ft., passive Perception 16

Languages Common, Celestial

Challenge 8 (3,900 XP)

Angelic Weapons. The legion arch angel’s weapon attacks are
magical and deal an additional 13 (3d8) radiant damage (included
in the attack).

Heavenly Phalanx. The legion arch angel has a +2 bonus to its

AC if 2 or more allied legion angels that are not incapacitated are
within 5 ft. of it.

AcCTIONS
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Multiattack. The legion arch angel makes two weapon attacks.
If available, the legion arch angel can use its bolstering strike in
place of one weapon attack.

Longsword. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 9 (1d8 + 5) slashing damage, or 10 (1d10 + 5) if used
with two hands, plus 13 (3d8) radiant damage.

Bolstering Strike (Recharges 5-6). The legion arch angel
makes a melee weapon attack. When the attack hits, it deals an
additional 13 (3d8) radiant damage and up to 3 creatures within
20 ft. of the angel gain 20 temporary hit points.

Shackling Bolt. Ranged Spell Attack: +7 to hit, range 120 ft., one
target. Hit: 22 (5d8) radiant damage and the target must succeed
a DC 16 Strength saving throw or be restrained until the end of
the legion arch angel’s next turn.

Angelic Spellcasting. The legion arch angel casts one of the
following spells, using Wisdom as the spellcasting ability (Spell
save DC 15) requiring no material components:

At will: command, light, thaumaturgy, detect evil and good
1/day: banishment

REACTIONS

Intercepting Strike. A creature the legion arch-angel hits with
an attack since the beginning of the angel’s last turn moves to

a space more than 5 ft. away from the angel. The angel makes a
melee weapon attack against the creature. If the attack hits, the
creature’s remaining movement becomes o.
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PeGAsus FoaL

Small Celestial

Armor Class 12 (natural armor)
Hit Points 9 (2d6 + 2)
Speed 4o ft,, flying 60 ft.

STR DEX CON INT WIS CHA
6 (-2) 13 (+1) 12 (+1) 6 (-2) 10 (0) 8 (-1)

Proficiency +2

Saves Dex +3, Cha +1

Skills Perception +4

Senses passive Perception 14

Languages Understands Celestial, but can’t speak
Challenge o (10 XP)

Foal’s Folly. When the pegasus foal dashes, opportunity attacks
against it have disadvantage.

ACTIONS

Hooves. Melee Weapon Attack: +o to hit, reach 5 ft., one target.
Hit: 2 (1d4) bludgeoning damage.

ARGENT PEGASUS

Large Celestial

Armor Class 14 (natural armor)
Hit Points 7 (2d10 + 2)
Speed 60 ft., flying 90 ft.

STR DEX CON INT WIS CHA
22(+6) 17(+3) 18(+3) 12(+1) 16(+3) 15(+2)

Proficiency +3

Saves Dex +6, Wis +6, Cha +5

Skills Acrobatics +6, Perception +9

Resistances radiant

Senses passive Perception 19

Languages Understands Celestial, Common, Elvish, And Sylvan
But Can’t Speak

Challenge 6 (2,300 XP)

Flashing Charge. If the argent pegasus moves at least 30 ft.
straight toward a creature and then hits it with a hooves attack,
it deals an additional 14 (4d6) radiant damage and the creature
must succeed a DC 14 Constitution saving throw or be blinded
until the end of the argent pegasus’ next turn.

Magic Resistance. The argent pegasus has advantage on saving
throws against magic.

Radiant Body. As long as the argent pegasus has more than 1 hit
point, it sheds bright light in a 30-foot radius and dim light in an
additional 30 ft.. The argent pegasus can suppress or activate this
trait during its turn with a bonus action.

AcTIONS
Multiattack. The argent pegasus makes two hooves attacks.

Hooves. Melee Weapon Attack: +9 to hit, reach 5 ft., one target.
Hit: 13 (2d6 + 6) bludgeoning damage.

Brilliant Wings. The argent pegasus presents its brilliant wings.
Any creature within 5 ft. of the argent pegasus, except its rider,
must succeed a DC 14 Constitution saving throw or be blinded
until the end of the argent pegasus’ next turn.
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LUMEN

Tiny Celestial

Armor Class 14 (natural armor)
Hit Points 10 (3d4 + 3)
Speed o ft., fly 40 ft. (hover)

STR DEX CON INT WIS CHA
2(-5) 16 (+3) 12 (+1) 6 (-2) 12 (+1) 10 (0)

Proficiency +2

Skills Insight +3, Perception +3

Damage Resistances lightning; bludgeoning, piercing and
slashing damage from nonmagical weapons

Damage Immunities poison, radiant

Condition Immunities blinded, petrified, poisoned

Senses passive Perception 13

Languages understands Common and Celestial but can’t speak

Challenge 1 (200 XP)

Dim. If the lumen takes necrotic damage, it has disadvantage on
attack rolls until the end of its next turn.

Hllumination. The lumen sheds bright light in a 30-foot radius
and dim light in an additional 30 ft..

Magic Resistance. The lumen has advantage on saving throws
against magic.

AcTIONS
Multiattack. The lumen fires two light rays.

Radiant Touch. Melee Weapon Attack: +5 to hit, reach 5 ft., one
target. Hit: 2 (1d4) radiant damage.

Light Rays. Ranged Weapon Attack: +5 to hit, range 30 ft., one
target. Hit: 5 (2d4) radiant damage.

Spelicasting. The lumen casts one of the following spells, using
Wisdom as the spellcasting ability (Spell save DC 11) requiring no
material components:

At will: detect evil and good
1/day: aid

Pl

OpTIONAL: FORM GESTALT

8 lumen can perform a rite to form a lumen gestalt. To do
so one lumen that is within 10 ft. of 7 other lumen can use
an action to begin the rite. The 7 other lumen must remain
within 10 ft. at all times until the beginning of the initiating
lumen’s turn. At the beginning of the initiating lumen’s turn
the 8 lumens merge into a lumen gestalt who retains their
collective knowledge.

N

- A

LUMEN GESTALT VARIANT TRAIT: DISASSEMBLE

When the lumen gestalt is reduced to O hit points, it di-
vides into the 8 original lumens that formed it, which have
5 remaining hit points. Each lumen is placed in unoccupied
spaces within 10 ft. of the gestalt’s position.

After dividing, a lumen cannot form another gestalt for 24
hours.

- >
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LUMEN GESTALT

Large Celestial

Armor Class 16 (natural armor)
Hit Points 76 (9d10 + 27)
Speed o ft., fly 8o ft. (hover)

STR DEX CON INT WIS CHA
7 (-2) 20 (+5) 16 (+3) 6 (-2) 14 (+2) 12 (+1)

Proficiency +3

Skills Insight +5, Perception +5

Damage Resistances lightning; bludgeoning, piercing and
slashing damage from nonmagical weapons

Damage Immunities poison, radiant

Condition Immunities blinded, petrified, poisoned

Senses passive Perception 15

Languages Common and Celestial

Challenge 8 (3,900 XP)

Dim. If the lumen gestalt takes necrotic damage, it has
disadvantage on attack rolls until the end of its next turn.

Hlumination. The lumen gestalt sheds bright light in a 6o0-foot
radius and dim light in an additional 60 ft..

Legendary Resistance (2/day). If the lumen gestalt fails a
saving throw, it succeeds instead.

Magic Resistance. The lumen gestalt has advantage on saving
throws against magic.

ACTIONS

Multiattack. The lumen gestalt makes two attacks.

Touch. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 7 (2d6) radiant damage and the target must succeed a DC
14 Constitution saving throw or be blinded until the end of the
gestalt’s next turn.

Light Rays. Ranged Weapon Attack: +8 to hit, range 60 ft., one
target. Hit: 14 (4d6) radiant damage.

Radiant Spark (Recharge 5-6). The lumen gestalt unleashes a
focused beam of radiant energy in a 60 ft. line that is 10 ft. wide.
Each creature in the area must make a DC 14 Constitution saving
throw. On a failed save a creature takes 28 (8d6) radiant damage
and is blinded until the end of the lumen gestalt’s next turn. On
a successful save a creature takes half as much damage and is
not blinded.

Spelicasting. The lumen gestalt casts one of the following
spells, using Wisdom as the spellcasting ability (Spell save DC 13)
requiring no material components:

At will: aid, detect evil and good
1/day: teleport (can only teleport itself)

LEGENDARY ACTIONS

The lumen gestalt can take 3 legendary actions, choosing from the
options below. Only one legendary action can be used at a time
and only at the end of another creature’s turn. The lumen gestalt
regains spent legendary actions at the start of its turn.

Move. The lumen gestalt flies up to half of its speed.

Flash. A creature within 5 ft. of the lumen gestalt that can see it
must succeed a DC 14 Constitution saving throw or be blinded
until the end of the lumen gestalt’s next turn.

Light Ray Volley (2 Actions). The lumen gestalt makes two light
rays attacks.



Gilroy’s Guide to the Heavens - DM Tuz Contribution

Moon Pupr

Small Celestial

Armor Class 13 (natural armor)
Hit Points 22 (5d6 + 5)
Speed 30 ft., fly 30 ft. (hover)

STR DEX CON INT WIS CHA
14 (+2) 12 (+1) 13 (+1) 9 (-1) 12 (+1) 13 (+1)

Proficiency +2

Skills Perception +3

Damage Resistances radiant; bludgeoning, piercing and slashing
damage from nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 13

Languages Understands Common, Abyssal, Celestial, Infernal,
and Sylvan but can’t speak

Challenge 1/2 (100 XP)

Canine Tongue. The moon pup can communicate with other
canine creatures as if they shared a language.

Magic Resistance. The moon pup has advantage on saving
throws against magic.

Magic Weapons. The moon pup’s attacks are magical.

Moon Doc

Medium Celestial

Armor Class 17 (natural armor)
Hit Points 119 (14d8 + 56)
Speed 4o ft., flying 40 ft. (hover)

STR DEX CON INT WIS CHA
20(+5) 19(+4) 18(+4) 15(+2) 17(+3) 18(+4)

Proficiency +4

Saves Str +9, Dex +8, Wis +7, Cha +8

Skills Insight +7, Perception +7, Stealth +8

Damage Resistances radiant; bludgeoning, piercing and slashing
damage from nonmagical weapons

Damage Immunities poison

Condition Immunities poisoned

Senses darkvision 120 ft., passive Perception 17

Languages Telepathy 120 ft., Common, Abyssal, Celestial,
Infernal, Sylvan

Challenge 12 (8,400 XP)

Canine Tongue. The moon dog can communicate with other
canine creatures as if they shared a language.

Magic Resistance. The moon dog has advantage on saving
throws against magic.

Magic Weapons. The moon dog’s attacks are magical.

Nose for Evil. As long as it can smell, the moon dog always
knows if there are any aberrations, fey, fiend, or undead within
60 ft. of it, as well as where those creatures are located. Similarly,
the dog knows if there is a place or object within 60 ft. of it that
has been magically consecrated or desecrated.

AcCTIONS

Multiattack. The moon dog can use its Banishing Bark or
Soothing Lick, and then makes two attacks.

Bite. Melee Weapon Attack: +9 to hit, reach 5 ft., one target. Hit:
14 (2d8 + 5) piercing damage. If the target is a celestial, elemental,

Nose for Evil. As long as it can smell, the pup always knows if
there are any aberrations, fey, fiend, or undead within 6o ft. of it,
as well as where those creatures are located. Similarly, the pup
knows if there is a place or object within 60 ft. of it that has been
magically consecrated or desecrated.

ACTIONS

Multiattack. The moon pup can bark and then makes
two attacks.

Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit:
14 (1d6 + 2) piercing damage. If the target is a celestial, elemental,
fey, fiend, or undead creature, it takes an additional 4 (1d8)
radiant damage.

Bark. The moon pup barks at a creature within 30 ft. of itself.
If the creature can hear the moon pup, it must succeed a DC
11 Charisma saving throw or has disadvantage on attack rolls
it makes against the the pup until the beginning of the pup’s
next turn.

Soothing Lick. The moon pup licks a creature within its reach.
It regains 7 (2d4+2) hitpoints. Once a creature receives a moon
pup’s Soothing Lick, it can’t benefit from the effect of any moon
pup’s Soothing lick for the next 24 hours.

Bonus AcTION

Moonlight Jaunt (1/day). If the moon pup is within dim light or
darkness, it magically teleports to 30 ft. to an unoccupied space it
can see in dim light or darkness that it can see.

fey, fiend, or undead creature, it takes an additional 18 (4d8)
radiant damage.

Banishing Bark. The moon dog barks at a celestial, elemental,
fey, fiend, or undead creature within 60 ft. of itself. If the creature
can hear the moon dog, it must succeed a DC 16 Charisma saving
throw or be banished back into its native plane. Once a creature
succeeds the saving throw, the creature is immune to the
Banishing Bark of all moon hounds for 24 hours.

Shadow Howl (Recharge 5-6). With a foreboding howl, the
moon dog conjures illusory shadows. Each creature of the

dog’s choice within 60 ft. of it must make a DC 16 Wisdom
saving throw. On a failed save a creature is frightened for

one minute. On a successful save a creature takes 21 (6d6)
psychic damage. A creature that is immune to being frightened
succeeds automatically.

A frightened creature is incapacitated and takes 21 (6d6) psychic
damage at the beginning of its turn. At the end of a frightened
creature’s turn, it repeats the saving throw, ending the effect on
a success.

Soothing Lick. The moon dog licks a creature within its reach. It
causes one of the following effects. Once a creature receives a
moon dog’s Soothing Lick, it can’t benefit from the effect of any
moon dog’s Soothing lick for the next 24 hours.

e Cleansing. The creature is no longer poisoned and any disease
afflicting it is healed.

e Encourage. The creature is no longer frightened and is
immune to being frightened for 1 hour.

e Healing. The creature regains 35 (10d4+10) hit points.

Spellcasting. The moon dog casts one of the following spells,
using Charisma as the spellcasting ability (Spell save DC 11)
requiring no material components:

At will: dancing lights, light, nondetection
1/day: creation

Bonus AcTION

Moonlight Jaunt. If the moon dog is within dim light or darkness,
it magically teleports to 30 ft. to an unoccupied space it can see
in dim light or darkness that it can see.
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LICENSE

OPEN GAME License Version 1.0a The following text is
the property of Wizards of the Coast, LLC. and is Copy-
right 2000 Wizards of the Coast, Inc (,Wizards"). All Rights
Reserved.

Definitions: (a)Contributors‘ means the copyright and/or trademark
owners who have contributed Open Game Content; (b)“Derivative
Material“ means copyrighted material including derivative works

and translations (including into other computer languages), potation,
modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other form in which an existing work may
be recast, transformed or adapted; (c) ,Distribute” means to repro-
duce, License, rent, lease, sell, broadcast, publicly display, transmit

or otherwise distribute; (d)“Open Game Content” means the game
mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is
an enhancement over the prior art and any additional content clearly
identified as Open Game Content by the Contributor, and means any
work covered by this License, including translations and derivative
works under copyright law, but specifically excludes Product Identity.
(e) ,Product Identity“ means product and product line names, logos and
identifying marks including trade dress; artifacts; creatures charac-
ters; stories, storylines, plots, thematic elements, dialogue, incidents,
language, artwork, symbols, designs, depictions, likenesses, formats,
poses, concepts, themes and graphic, photographic and other visual

or audio representations; names and descriptions of characters, Spells,
enchantments, personalities, teams, personas, likenesses and Special
abilities; places, locations, environments, creatures, Equipment, magical
or supernatural Abilities or Effects, logos, symbols, or graphic designs;
and any other trademark or registered trademark clearly identified as
Product identity by the owner of the Product Identity, and which spe-
cifically 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 ,Us-
ing" 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.

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.

Offer and Acceptance: By Using the Open Game Content You indicate
Your acceptance of the terms of this License.

Grant and Consideration: In consideration for agreeing to use this Li-
cense, the Contributors grant You a perpetual, worldwide, royalty-free,
nonexclusive License with the exact terms of this License to Use, the
Open Game Content.

Representation of Authority to Contribute: If You are contributing
original material as Open Game Content, You represent that Your Con-
tributions are Your original Creation and/or You have sufficient rights
to grant the rights conveyed by this License.

Notice of License Copyright: You must update the COPYRIGHT
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10.

11.

12.

13.

14.

15.

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.

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 compati-
bility 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.

Identification: If you distribute Open Game Content You must clearly
indicate which portions of the work that you are distributing are Open
Game Content.

Updating the License: Wizards or its designated Agents may publish
updated versions of this License. You may use any authorized version
of this License to copy, modify and distribute any Open Game Content
originally distributed under any version of this License.

Copy of this License: You MUST include a copy of this License with
every copy of the Open Game Content You Distribute.

Use of Contributor Credits: You may not market or advertise the Open
Game Content using the name of any Contributor unless You have
written permission from the Contributor to do so.

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.

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.

Reformation: If any provision of this License is held to be unenforce-
able, such provision shall be reformed only to the extent necessary to
make it enforceable.

COPYRIGHT NOTICE

Open Game License v 1.0a Copyright 2000, Wizards of the
Coast, LLC.

System Reference Document 5.1 Copyright 2016, Wizards
of the Coast, LLC.; Authors Mike Mearls, Jeremy Crawford,
Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt,
Robert J. Schwalb, Bruce R. Cordell, Chris Sims, and Steve
Townshend, based on original material by E. Gary Gygax and
Dave Arneson.
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