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Star Child

Medium Celestial

—
Armor Class 15 (natural armor)
Hit Points 52 (7d8 + 21)
Speed 40 ft., flying 40 ft. (hover)

—
STR DEX CON INT WIS CHA

12 (+1) 14 (+2) 16 (+3) 12 (+1) 15 (+2) 16 (+3)

—Proficiency +2
Damage Resistances bludgeoning, piercing and slashing damage 

from nonmagical weapons
Damage Immunities poison, radiant
Condition Immunities exhausted, grappled, restrained, petrified, 

poisoned
Senses darkvision 60 ft., passive Perception 12
Languages Common, Celestial
Challenge 4 (1,100 XP)

—
Death Throes. When the star child dies, it explodes and each 
creature within 20 ft. of it must make a DC 13 Constitution saving 
throw. On a failed save a creature takes 9 (2d8) radiant damage 
and is blinded until the end of its next turn. On a successful save a 
creature takes half as much damage and is not blinded.

Illumination. The star child sheds bright light in a 30-foot radius 
and dim light in an additional 30 ft..

Actions
Multiattack. The star child makes two of the same attacks.

Radiant Touch. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 9 (2d8) radiant damage and the target must succeed a 
DC 13 Constitution saving throw or be blinded until the end of the 
star child’s next turn.

Starlight Bolt. Ranged Weapon Attack: +5 to hit, range 60 ft., 
one target. Hit: 13 (3d8) radiant damage.

Star Seed (4-6). The star child conjures a celestial star in an 
unoccupied space within 60 ft. of itself. It sheds bright light in a 
30-foot radius and dim light in an additional 30 ft. and remains 
for 1 minute, the star child dies, or the star child uses this action 
again. A creature that begins its turn within 10 ft. of the star 
must succeed a DC 13 Constitution saving throw or take 9 (2d8) 
radiant damage.
As long as the star child has a star conjured, it must concentrate 
on it, as if it cast a spell that requires concentration.

Night Sky Mayura

Gargantuan Celestial

—
Armor Class 16 (natural armor)
Hit Points 188 (13d20 + 52)
Speed 20 ft., flying 80 ft.

—
STR DEX CON INT WIS CHA

23 (+6) 17 (+3) 18 (+4) 14 (+2) 18 (+4) 17 (+3)

—Proficiency +3
Skills Perception +7
Damage Resistances radiant; bludgeoning, piercing and slashing 

damage from nonmagical weapons
Senses darkvision 120 ft., passive Perception 17
Languages Understands Common, Auran, Celestial and Sylvan, 

but doesn’t speak
Challenge 10 (5,900 XP)

—
Illumination. The night sky mayura sheds dim light in a 60 
ft. radius.

Magic Weapons. The night sky mayura’s attacks are magical.

Actions
Multiattack. The night sky mayura makes two attacks: one with 
its beak and one with its wings.

Beak. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. 
Hit: 30 (4d6+6) piercing damage.

Wings. Melee Weapon Attack: +9 to hit, reach 10 ft., one target. 
Hit: 36 (8d8) radiant damage.

Starscape Feathers. The night sky mayura displays its feather 
dress and each creature within 60 ft. of it that can see it must 
make a DC 15 Wisdom saving throw. On a failed save a creature 
is charmed for one minute or for as long as it can see the night 
sky mayura. A charmed creature is incapacitated and must 
observe the night sky mayura. On a successful save a creature 
has disadvantage on ability checks and attack rolls until the end 
of the night sky mayura’s next turn. A creature immune to being 
charmed is unaffected by the mayura’s feathers.
A charmed creature repeats the saving throw at the end of 
its turn, ending the condition on a success. Once a creature 
succeeds the saving throw, or the effect ends, it automatically 
saves against the Scarescape Feathers of any night sky mayura 
for 1 hour.
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JubilatioN Spirit

Medium Celestial, typically chaotic good

—
Armor Class 12
Hit Points 44 (8d8 + 8)
Speed 30 ft., flying 30 ft. (hover)

—
STR DEX CON INT WIS CHA

10 (0) 14 (+2) 13 (+1) 10 (0) 12 (+1) 16 (+3)

—Proficiency +2
Skills Insight +3, Performance +5, Persuasion +5
Damage Resistances radiant; bludgeoning, piercing and slashing 

damage from nonmagical weapons
Damage Immunities poison
Condition Immunities exhausted, grappled, restrained, petrified, 

poisoned
Senses darkvision 60 ft., passive Perception 11
Languages Common, Celestial, Sylvan
Challenge 3 (1,100 XP)

—
Jubilation. A jubilation spirit can influence a celebration by 
mingling among the participants for 10 minutes or more. A 
celebration influenced by a jubilation spirit appears more intense, 
more joyful, and more enticing.
A creature participating in the festivities for 1 minute or longer 
must make a DC 13 Wisdom saving throw or can choose to 
willingly fail the saving throw. On a failed save the creature is 
charmed for as long as the jubilation spirit is willing and becomes 
unwilling to stop or leave the celebration.
Another creature that is not charmed uses an action to allow 
the charmed creature to repeat the saving throw and ending the 
effect on a success. Once a creature saves or the effect ends, it 

becomes immune to the jubilation of any jubilation spirit for 24 
hours. Each additional jubilation spirit present at the celebration 
increases the DC by 1, to a maximum of 16.

Rejuvenating Reverie. A creature that partakes in a celebration 
influenced by a jubilation spirit for an hour or more receives the 
benefits of a short rest.

Actions
Multiattack. The jubilation spirit uses fling twice.

Radiant Touch. Melee Weapon Attack: +5 to hit, reach 5 ft., one 
target. Hit: 10 (3d6) radiant damage.

Fling. The jubilation spirit magically flings a nonmagical small size 
or smaller object that is not held within 30 ft. of itself at a point 
or target within 60 ft. of itself. The target must succeed a DC 13 
Dexterity saving throw or be hit by the object. The amount of 
damage and the type of damage depends on the object flung. It 
can deal 2 (1d4), 3 (1d6), 4 (1d8), or 5 (1d10) bludgeoning, piercing, 
or slashing damage, or deal no damage at all.

Unseen Guest. The jubilation spirit becomes invisible until it 
attacks, takes damage, or chooses to become visible again by 
using an action. As long as the jubilation spirit is invisible, it can 
move through occupied spaces.

Spellcasting. The jubilation spirit casts one of the following 
spells, using Charisma as the spellcasting ability (Spell save DC 13) 
requiring no material components:
At will: calm emotions, mage hand, minor illusion, suggestion 
unseen servant
1/day: mass suggestion
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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.

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, 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.

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 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.

5. 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.

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

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 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.

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 distribute 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 Distribute.

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 Contributor 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 unenforce-
able, 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, 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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