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ICE MINION
Medium monstrosity, lawful neutral

Armor Class 14 (natural armor)
Hit Points 39 (6d8 + 12)
Speed 30 ft.,

Skills: Stealth +7, 
Damage Resistances: Cold
Senses: Blindsight 10 ft., Darkvision 60 ft., Passive 
Perception 10.
Languages: –
Challenge: 3 (700 XP)

Aversion of Fire. If an Ice Minion takes fire damage, it has 
disadvantage on attack rolls and ability checks until the end 
of its next turn.

Magic Resistance. The Ice Minion has advantage on 
saving throws against spells and other magical effects.

Magic Attacks. The Ice Minion’s attacks are magical.

Blizzard Camouflage. During a blizzard, an Ice Minion 
that is not within 10 feet of a creature can choose to end 
its turn in a position that blends itself with the storm. 
Players must make a DC 18 Perception check to see the 
creature. The Ice Minion loses its camouflage when it 
makes an attack or uses its movement.

Actions
  
Multiattack. The Ice Minion makes two Piercing Fist 
attacks.

Piercing Fist. Melee Weapon Attack: +6 to hit, reach 5 
ft., one target. Hit: 5 (1d4 + 3) piercing damage plus 2 
(1d4) cold damage.
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