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Baneguard 
Medium undead, lawful evil  

Armor Class 15 (Armor Scraps and Shield)  
Hit Points 65 (10d8 + 20) 
Speed 30 ft.  

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

Damage Vulnerabilities bludgeoning 
Damage Immunities poison 
Condition Immunities exhaustion, poisoned 
Senses Darkvision 60 ft, passive perception 9  

Languages Can't speak, but it understands the languages 

it spoke in life 
Challenge 2 (450 XP) 

Teleport. As a bonus action, the baneguard may teleport 

up to 30 ft. 

Actions  

Multiattack. The baneguard can make 3 claw or magic 

missile attacks 

Claw. Melee Weapon Attack: +5 to hit, reach 5 ft., one 

target. Hit: 6 (1d6 + 3) slashing damage.  

Magic Missile (recharges on 5 or 6). Ranged Magic 

Attack: Automatically hits, range 120 ft. one target. Hit: 3 

(1d4 + 1) force damage. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 
 
 
 
 
 
 
 
 

Baneguard Options 
 
Experienced Baneguards:  
Some experienced baneguards may find additional armor 
and weapons (usually from their victims). A well armored 
baneguard functionally wears a breastplate and carries a 
shield. They have an AC of 18. These creatures also have 
longswords and a strength score of 18. To reflect this, 
replace the baneguard's claw with a longsword. Just as 
with its claw, the baneguard can attack 3 times a turn with 
the longsword. 
 
Longsword. Melee Weapon Attack: +6 to hit, reach 5ft., one 
target. Hit: 8 (1d8 +4) slashing damage. 
 
The creature now has a challenge rating of 3 (700 XP). 
 
No Armor or Shields: 
Classic baneguards do not wear armor. If you prefer this, 
lower the AC to 12. This does not affect the challenge 
rating. 
 
Non Magic missile Attack:  
DM's may want a monster that does not automatically hit. In 
that case, make the following changes to the creature's stat 
block: 
 
Multiattack. The Baneguard can make 3 claw attacks. 
 
Psionic Pulse (recharges on a 5 or 6). A single target within 
120 feet must succeed on a DC 13 Intelligence saving 
throw or take 18 (4d8) psionic damage.  
 
The baneguard can only use its Psionic Pulse ability once 
per turn: it cannot multiattack with it. This does not change 
the monster's challenge rating. 


