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Welcome, welcome one and all to Mr Bearthazar’s House of Famil-
iars! 
 
 
Here, you’ll be matched with a perfect pet, companion or fash-
ionable accessory to suit your aesthetic, your practical needs and 
your income.  
 
 
Mr Bearthazar prides himself on never having failed to please a 
customer. Welcome, welcome one and all to 

Bearthazar’s House of Familiars! 
 
 

Here, you’ll be matched with a perfect pet, companion or fashionable 
accessory to suit your aesthetic, your practical needs and your income.  

 
 

Are you ready to meet a new friend?
Wonderful. 

Now step inside. 
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E
very witch or wizard worth 
their enchanted salt needs a 
familiar to help them in their work. 

It’s a fundamental fashion accessory, always 

ready to lend you a helping hand, fin or claw. 

Now, you may have been told by some of the less 

adventurous spellbooks out there that your 

options are limited to cats, bats and rats. And 

it’s true that those are certainly options, but 
the world of familiars is so much larger 
than you can begin to imagine. Creatures 

of all shapes and sizes from across the planes 

are yours to choose from. Each and every one 

of the familiars in my store has been rescued from disaster or hand reared 

from birth in our capable hands - you won’t just be adopting a new friend, 

you’ll be giving back to the community.

Before we go any further, however, I must lay down the ground rules. Ah, do not 
be looking at me in such a way, hm? There are always rules and I am not thinking 
you will find them so arduous.  
 
Rule number one: Your familiar is not a toy. They are a companion and a friend. 
If you buy one, you bear a special responsibility for it....pun not intended. It may 
need feeding (sometimes rather unusual things), attention or special care. You’ll 
need to keep an eye on it, and make sure it doesn’t get into trouble. In return, you 
will have a friend and companion for life.  
 
Rule number two: You must not teach the summoning ritual for your familiar to 
anyone else. This is very important. If someone were to summon your familiar at 
the same time as you...the results are too gruesome to contemplate.  
 
Rule number three: Your familiar is not a weapon. Buying a familiar with the 
intent to wield it solely as a a tool of war is not only cruel, it is reprehensible.  
 
Now, if we are agreed, I’ll need you to sign your name on the dotted line. It’s a 
formality, but an important one to me. If you ever break these rules, then your con-
tract is forfeit, and the summoning rituals bought here will cease to work for you.

SIGNED 
                  ________________________________________
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Right. I’m glad we’ve taken care of that. 
Let’s find you a new friend, shall we? 

HOW DOES IT WORK? 
Well, when you choose one of our 
familiars, you’re also given a special list 
of ingredients (or “components”) for 
use in a find familiar spell. Now, these 
formulae are very secret - they allow 
you to summon familiars of unusual 
strength and versatility, should the 
friend you purchase here meet a grisly 
end. The nature of the ingredients 
allow you to bypass normal restrictions 
of the spell - you’ll note some creatures 
here that wouldn’t normally be summonable by the spell in its most basic forms. 
You’ll also be given your particular familiar’s True Name, which allows you to 
summon it from the aether in the case of its untimely demise, with all its memories 
intact. Be careful not to confide the True Name in anyone you don’t trust - your 
friend could just as easily be summoned by another with the use of it.

HOW IS IT ORGANIZED? 
In the tradition of all the best antiquarians...it isn’t. The familiars have been 
organized loosely into three categories based on a combination of factors from 
the rather affordable Curiosities, through the desirable Rarities up to the 
breathtaking (and expensive) Wonders. Aside from these rather hazy distinc-
tions, I am afraid you will just have to browse...but there are worse fates, surely. 
Take your time, enjoy yourself. Make some new friends.

All the familiars in the store are carefully labeled and catalogued. We will, of 
course, explain the merits and perils of any familiar before you take it away. But 
there are some marks you should look out for in particular.... 
 

Summoning 
Components
raw meat

a stick
ashes
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All the familiars in the store are carefully labeled and catalogued. We will, of 
course, explain the merits and perils of any familiar before you take it away. But 
there are some marks you should look out for in particular.... 
 
Ranger Companions. These familiars are suited to a ranger 
looking for an animal companion to tag along with them on 
their adventures. Now, they might not be your conventional 
beasts, but I assure you they’ll keep you company just fine.

Find Familiar. Ah, the bread and butter of the familiar trade. 
These lovelies can be conjured using a classic Find Familiar 
spell by anyone capable of invoking the ritual. Of course, you’ll 
need the special material components, and the true name of the 
familiar you’d like to summon. We can supply those to you, for 
a price.

Pact of the Chain. Now, we keep some very special familiars 
in stock which are only available to those who have mastered 
binding magic. They are strong, it’s true, but often that comes 
with a certain responsibility towards them. We often find that 
powerful patrons come here to find familiars for their magical 
protegees, but it goes without saying that we can’t release that 
client list. It’s strictly confidential.

Dangerous. To take on the ownership of such a beast is to 
embrace a stimulating challenge. These familiars are not for the 
faint of heart, and display abilities that mark them out unusually 
powerful of their kind. Mr Bearthazar takes no responsibility 
for injury or death caused by exposure to these familiars.

Unbound. These familiars are not conjured by a spell or bound 
by magic. Familiars with this shelf mark are one of a kind, and 
you won’t find another one. I’m afraid to say that if it perishes, 
it can’t be replaced. So do look after it, because there are no 
refunds.

Signs and Labels
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Serra
the happy heckpup

Happy Heckpup
Tiny fiend, chaotic evil

Armor Class 15 (natural armor) 
Hit Points 5 (1d8)
Speed 50ft.

STR DEX CON INT WIS CHA

17 (+3) 12 (+1) 14 (+2) 6 (-2) 13 (+1) 6 (-2)

Skills Perception + 3
Damage Immunities Fire
Senses passive perception 13
Languages understands Infernal but can’t 
speak it
Challenge 1 (50xp)

Fiery Bark (3/day).  The Happy Heckpup 
barks fire in a 15-foot cone. Each creature in 
that area must make a DC 12 Dexterity saving 
throw, taking 4 (1d6) fire damage on a failed 
save, or half as much damage on a successful 
one.The fire ignites any flammable objects in 
the area that aren’t being worn or carried.

actions 

Bite. Melee Weapon Attack:  + 5 to hit, reach 
5 ft., one target. Hit: 6 (1d4 + 3) piercing dam-
age and 1 fire damage.

A fiery one, she is. Always keep you warm at 
night, that one will. Why, give or take a few 
years and a bit of training, she’ll be the pride 
and joy of any fire marshal! Excuse me...Serra 
no! Not the curtains!

Serra loves to bark, lick, play, 
and bathe the world in flames. 

raw meat
a stick
ashes

Summoning 
Components

Upgrades
Serra comes with a 
fireproof collar in ruby, 
crimson, or blood red 
for 5 gp. Matching 
leashes may be pur-
chased for an addition-
al 10 gp.
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the happy heckpup

Volatile Pigeon
Tiny monstrosity, chaotic neutral

Armor Class 10
Hit Points 1 (1d4-1)
Speed 5ft., fly 40ft.

STR DEX CON INT WIS CHA

2 (-4) 12 (+1) 8 (-1) 1 (-5) 12 (+1) 6 (-2)

Skills perception  + 3
Senses passive perception 13
Languages understands common but 
can’t speak
Challenge 0 (10 XP)

Handle With Care. If the volatile pigeon 
becomes Charmed or Frightened, it 
explodes, dealing 1 fire damage to each 
creature within 5 feet and setting flam-
mable objects alight.

Wary. A volatile pigeon is Frightened of 
dogs, cats and lawyers it can see within 5 
feet of it. 

Actions

Beak. Melee Weapon Attack:  + 4 to hit, 
reach 5 ft., one target. Hit: 1 piercing 
damage.

Doris
volatile pigeon
Ah, you have a discerning eye, it seems. Doris 
is a Volatile Pigeon, of an incendiary disposi-
tion. Don’t get her agitated, or you might find 
yourself a little singed. 

Upgrades
Volatile pigeons may be 
purchased in mauve, 
beige or lilac. The 
saffron version was 
discontinued after 
chemical imbalances 
caused a number of 
pigeons to undergo 
a chain reaction, 
destroying an entire 
supply line. 

cinders 
two grey feathers

breadcrumbs

Summoning 
Components

Doris is intensely 
attracted to bright lights. 
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Ginger
mus vacanti

Ah, yes. Our Ginger has been looking for the 
right companion for some time. She’s picky, you 
see. Very high standards. No no, you don’t need 
to speak into the ear, that’s the very opposite of 
its purpose… 

Mus Vacanti
Tiny beast, lawful good

Armor Class 10 
Hit Points 1 (1d4-1)
Speed 20ft.

STR DEX CON INT WIS CHA

2 (-4) 11 (+0) 9 (-1) 8 (-1) 10 (+0) 4 (-3)

Senses darkvision 30ft., passive perception 
10
Languages understands all languages, but 
can’t speak

Keen Hearing. The rat has advantage on 
Wisdom (Perception) checks that rely on 
sound.

Shrill. Ginger dislikes most people, and as 
a result responds negatively to their intru-
sion into ‘her’ territory. Ginger functions 
as per the alarm spell, but only provides 
an audible alarm in the form of offended 
shrieking.

Actions
Bite. Melee Weapon Attack:  + 0 to hit, 
reach 5 ft., one target. Hit: 1 piercing dam-
age.

Upgrades
While Ginger cannot 
ordinarily speak, she 
can operate Sending 
Stones, a pair of which 
can be supplied for 
an additional 150 gp. 
Unfortunately Ginger’s 
messages primarily 
concern cheese and 
What You Did.   

cheese rind
carboard box

stick

Summoning 
Components

ginger is terribly judgmental
she knows what you did 
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Garfunkel
fowlbear

Garfunkel? Not the most charismatic creature 
in the world, but if you get between him and his 
honey, you’d best watch out. Oh, and it screams 
at sunrise… 

Fowlbear
Tiny monstrosity, chaotic neutral

A fowlbear uses the statistics of an axe 
beak, with the following changes:

Rage. When it loses hit points due to an 
enemy melee attack, the Fowlbear en-
ters a rage that lasts for 1 minute. Whilst 
enraged, it cannot be reduced below 1 hit 
point and has advantage on attack rolls.

Don’t Lose Your Head. If the fowlbear 
takes 5 or more slashing damage, it loses 
its head, becoming blinded and silenced 
until the head is re-attached or it is resum-
moned. Needless to say, a fowlbear only 
has one head to lose. 

Sunrise Screamer. At dawn, if the Fowl-
bear can see the sky, it screeches loudly 
enough to awaken or alert every creature 
within 100 feet of it.

Upgrades
Garfunkel can be pur-
chased alongside a jar 
of honey for an addi-
tional 1sp, and also 
comes with a free bag 
of grain. Garfunkel 
despises grain.   

dead bee
rooster feather

slate

Summoning 
Components

garfunkel likes to stare 
blankly at the sky
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Mr Tums
sleepy kitty

Mr Tums
Tiny fey, neutral

Mr Tums uses the statistics of a cat, with 
the following additional abilities. 

Innate Spellcasting.  Mr Tum’s innate spell-
casting ability is Wisdom (spell save DC 11). He 
can innately cast the following spells, requir-
ing no components:

at will: catnap, feign death
3/day each: sleep, hellish rebuke, silence
1/day each: reverse gravity, weird, dream*

Catatonic.  Mr Tums can cast spells whilst 
asleep and retains a vague awareness of 
his surroundings. If touched while sleep-
ing, he can cast any of the spells from his 
Innate Spellcasting feature as a reaction 
on the perpetrator(s).

*Golden Slumbers. If Mr Tums is allowed 
to sleep for a full 23 uninterrupted hours, 
he will cast dream on a creature of his 
caretaker’s choice. If no creature is cho-
sen, he communicates with his caretaker 
using dream instead. 

Magic Resistance. Mr Tums has advan-
tage on saving throws against spells and 
other magical effects.

A cutiepie that one, isn’t he? No dear, please 
don’t touch him. He hates to be disturbed. Let him 
come to you, that’s it. When? Why, whenever he 
wakes up. It’ll be sometime today, I’m sure of it. 
He always wakes up at least once a day.

Upgrades
Mr Tum comes 
wrapped in a blanket, 
sold separately for 5 
sp, and lying on a cozy 
circular bed for an ad-
ditional 20 sp.            (I 
really do recommend 
purchasing them. You 
don’t want to wake him 
up, you know.)  

fresh fish
toy mouse

circular basket

Summoning 
Components

mr tums spends most of this 
time sleeping, and woe betide 

anyone who wakes him
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Curio
byzantine snail

The Byzantine snail is a dependable familiar. 
Very handy if you have a riddle to solve, and a 
small eternity in which to solve it. 

Byzantine Snail
Tiny beast, lawful good

Armor Class 11 (natural armour)
Hit Points 1 (1d4-1)
Speed 1ft, climb 1ft.

STR DEX CON INT WIS CHA

1 (-5) 2 (-4) 9 (-1) 20 (+5) 12 (+1) 7 (-2)

Skills investigation  + 7
Senses passive perception 11
Languages reads all languages but can’t 
speak

Riddle Me This. If left for a minute on a 
puzzle, lock or clue, the snail can grant 
Help on any attempt made to solve it. 
In such a case, the creature making the 
check adds an extra 1d4 to the result. 

Upgrades
Curio can be upgrad-
ed to a decorative 
porcelain shell for an 
extra 20g. The shell 
can be lined with 
mathematical equa-
tions for an extra 2g.

an unsolved equation
shredded paper

lettuce

Summoning 
Components

Curio enjoys puzzles and 
sliming over crosswords

house of familiars
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Echo
emotion absorber
I do believe she’s taken to you! How wonderful. 
You must be a rich source of neuroses. Oh look, 
she’s grumbling already, what a pair you make!  
No, take it. 

Emotion Absorber
Tiny fey, neutral good

Armor Class 12 
Hit Points 2 (1d4)
Speed 10ft.

STR DEX CON INT WIS CHA

3 (-4) 15 (+2) 10 (0) 3 (-4) 12 (+1) 7 (-2)

Skills Perception  + 3, Stealth  + 4
Senses passive perception 13
Languages common

Emotional Support.  When a creature 
with 5 feet of the emotion absorber fails 
a Wisdom saving throw, it may use its 
reaction to have the affected creature 
succeed instead. The emotion absorber 
cannot use this ability again until it com-
pletes a long rest.

Where applicable, the emotion absorber  
takes on the emotional state that would 
have been conferred by the failed saving 
throw (e.g. frightened, confused, etc.) 
until it completes a long rest. 

If she appears short-
tempered, cowardly, or mean-
spirited… they do say pets take 

after their owners. 

Upgrades
A formicarium of 
Placatory Ants can be 
provided along with 
Echo for an additional 
25 gp; a more cost-
effective alternative is 
available in the form 
of  the satin-cushioned 
(mauve, cherry, or 
duck egg blue) Moping 
Basket for a mere 12 
gold pieces.

tear soaked handkerchief
jasmine blossoms

eucalyptus oil

Summoning 
Components
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emotion absorber Binkers   sloth
Binkers has caught your eye, has she? She’s a 
lovely little sloth, terribly affectionate. Be sure 
to keep her close to you and away from your 
valuables. Once she spies something she wants, 
no power I’ve known can steer her off-course.  

Binkers is a determined, 
though leisurely, thief

Binkers
Tiny beast, neutral

Armor Class 11 (natural armor)
Hit Points 3 (1d6)
Speed 5ft, climb 15ft.

STR DEX CON INT WIS CHA

8 (-1) 10 (0) 11 (0) 3 (-4) 12 (+1) 10 (0)

Skills Athletics  + 1, Sleight of Hand  + 2, 
Survival  + 3
Senses passive perception 11
Languages reads all languages but can’t 
speak

Lethargy. Binkers suffers a -5 penalty 
when rolling initiative.
Pickpocketing. Binkers can use 2 actions 
to pickpocket anyone within 10 ft of her, 
using Sleight of Hand. If the targeted 
creature is engaged in combat, Binkers 
rolls with advantage.

Actions
Hug. The target is grappled (escape DC 
9). Until this grapple ends, the creature 
moves at half-speed and is restrained. 
Binkers can only Hug one creature at a 
time.

Upgrades
Binkers can be pur-
chased with a leash 
in either leather or silk 
for 5 gp in 4 beautiful 
colors to compliment 
her fur. Gloves to 
match sold separately.

Summoning 
Components

1 coin
valerian root

a secret
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Jashobeam
shuteye moth
Delightful, isn’t it? Ordinarily we don’t present 
them until teatime but for you… Sir?
 Sir, do wake up… Oh dear. Bearemy, fetch the 
smelling salts, we have another one. 

Shuteye Moth
Tiny beast, neutral

Armor Class 11 (natural armor)
Hit Points 1 (1d4-1)
Speed fly 30ft.

STR DEX CON INT WIS CHA

1 (-5) 15 (+2) 8 (-1) 10 (0) 10 (0) 16 (+3)

Skills Acrobatics  + 4
Senses passive perception 10
Languages --

Somnolent Wingbeats (3/day). The shut-
eye moth can use an action to secrete 
a fine powder that functions as a sleep 
spell, affecting 2d8 hit points of creatures. 
This version of the spell affects creature 
immune to magical sleep, such as elves, 
but fails to affect creatures immune to 
the Poisoned condition.

Innate Spellcasting. A shuteye moth’s in-
nate spellcasting ability is Charisma (spell 
save DC 13). It can innately cast the follow-
ing spells, requiring no components:

1/day each: hypnotic pattern

Upgrades
1 year’s supply of Pep-
peridge’s Efficacious 
Mothballs included 
with purchase. Flame 
resistance enchant-
ment available for an 
additional 75 gp.

a nightcap (worn)
chamomile flowers

candle (under glass)

Summoning 
Components

Despite inducing intense 
drowsiness in others, 

Jashobeam itself is a lively 
and playful creature.
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Colophon
bookwyrm
The bookwyrm is a most subtle companion. You 
really have to be careful it doesn’t get close to 
a book, or it will...oh, blast. Well, I suppose this 
way it is easier to carry. 

Colophon likes to sleep on 
the last page of a book

Bookwyrm
Tiny construct, neutral

A bookwyrm uses the statistics of a poi-
sonous snake, with the following addi-
tional abilities. 

Innate Spellcasting.  A bookwyrm’s innate 
spellcasting ability is Wisdom (spell save 
DC 10). It can innately cast the following 
spells, requiring no components:

at will: illusory script

Word Walker.  The bookwyrm can ex-
pend 5 feet of movement to vanish into 
an adjacent book or scroll. Whilst in the 
book or scroll, an ink image of the book-
wyrm appears on the surface. The snake 
can expend another 5 feet of movement 
to appear within 5 feet of the paper. If 
the paper is damaged, the bookwyrm is 
destroyed.

Fragile. If the bookwyrm gets wet, it is 
destroyed and must be resummoned. 

Upgrades
Colophon can be 
bought with one or two 
blank notebooks for 
it to play in (5sp) or a 
large black umbrella 
(1 gp).

an open book
an inkwell

ambient flute music

Summoning 
Components
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Peter
Pet Rock
Perhaps for someone of your means I could 
suggest a more modest arrangement? Peter here 
has never so much as given us a whiff of trouble. 
Very dependable, and affordable. 

Pet Rock
Tiny elemental, chaotic evil

Armor Class 15 (natural armor) 
Hit Points 1
Speed 0 ft.

STR DEX CON INT WIS CHA

0 (-5) 0 (-5) 0 (-5) 0 (-5) 0 (-5) 0 (-5)

Senses -
Languages -

actions 

None. It is a rock. 

Upgrades
Peter can be purchased 
with a piece of chalk to 
draw a face on it with 
(1cp) or a lush velvet bas-
ket for it to lie in (10 gp). 

Peter is a loyal servant of 
Asmodeus, master of the Nine 

Hells

Summoning 
Components

pebble
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Pet Rock

an empty box
a runcible spoon

something stretchy

Grumio
toad in the hole

Toad in the Hole
Tiny fey, chaotic neutral

A Toad in the Hole uses the statistics of 
an frog, with the following changes: 

Grumio is proficient in cookery utensils.

Toadhole. As an action, the Toad in the 
Hole creates a tiny extradimensional 
hole in an adjacent surface. The space 
can hold as many as eight Tiny or smaller 
creatures, and the entrance is invisible to 
onlookers. Attacks and spells can’t cross 
through the entrance into or out of the 
extradimensional space, but those inside 
can see out of it as if through a window 
centred on the entrance. This effect lasts 
up to 1 hour, Anything inside the extrad-
imensional space drops out when the 
effect ends.

Innate Spellcasting. The toad in the hole’s 
innate spellcasting ability is Wisdom 
(spell save DC 9). It can innately cast the 
following spells, requiring no compo-
nents:

at will: jump
1/day each: leomund’s secret chest, 
galder’s speedy courier

Grumio is a very handy companion. He’ll keep 
track of all your important items in his secret 
chest, and he’s hard for your enemies to pin 
down. He’s also a bit of a cook.

grumio loves kitchens and 
often sneaks off to find them

Upgrades
Grumio can be purchased 
with a large wooden 
chest able to contain up 
to 500lbs of material 
goods for 15 gp. A lock-
able version is available 
for 100 gp. 

Summoning 
Components
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Nutters
hummingsquirrel
Your common or garden hummingsquirrel. Truly, 
one of nature’s strangest inventions. If, of course, 
it was nature that spawned them. Rumour has 
it that someone called Halaster put the first 
hummingsquirrel together to try and deal with a 
toad problem in his lair. Alas, the squirrels just 
dominated the local ecosystem and became more 
of a problem than the toads ever were. 

Hummingsquirrel
Tiny beast, neutral

Armor Class 17
Hit Points 1 (1d4-1)
Speed 20ft, fly 30ft (hover).

STR DEX CON INT WIS CHA

1 (-5) 24 (+7) 8 (-1) 4 (-3) 10 (0) 1 (-5)

Skills Acrobatics  + 9
Senses passive perception 10
Languages --

Hummer. The hummingsquirrel emits 
a low humming whenever it is airborne 
from the flutter of its wings.

Actions

Eviscerate. The hummingsquirrel makes 
three bite attacks. 

Bite. Melee Weapon Attack:  + 9 to hit, 
reach 5 ft., one target. Hit: 10 (1d4 + 7) 
piercing damage.

Nutters chews on anything 
wooden it can find

Upgrades
Nutters comes with a bag 
of novelty candy acorns, 
which can be exchanged 
for silver decorative 
acorns at the low price of 
10 gold pieces. A small 
log can be provided 
gratis.

a selection of tree bark
a jaunty hum

oak leaves

Summoning 
Components
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Infernal 
Duck
We have these on a strictly sale or return basis 
from Avernus. I’m given to understand they are 
strictly less popular than abyssal chickens, which 
makes them the connoisseurs choice, I’m sure 
you’ll agree. As to the price...well, if you don’t 
know what the price is, then you can’t afford it. 

Infernal Duck
Tiny fiend, lawful evil

Armor Class 9
Hit Points 3 (1d4 + 1)
Speed 20ft, fly 20ft

STR DEX CON INT WIS CHA

6 (-2) 8 (-1) 12 (+1) 8 (-1) 10 (0) 14 (+2)

Skills Intimidation  + 4
Damage Resistances Cold; Bludgeoning, 
Piercing, and Slashing from Nonmagical 
Attacks that aren’t Silvered
Damage Immunities Fire, Poison
Condition Immunities Poisoned
Senses passive perception 10
Languages understands infernal, cannot 
speak

Soulsight The Infernal Duck knows when 
it encounters a creature without a soul. 

infernal ducks all act very 
similarly. some have posited 
they are all merely eyes and 
ears for some larger, more 

malevolent being

Upgrades
Your Infernal Duck is 
provided with a small 
scroll detailing the nature 
of your implied contract 
with the Dukes of the 
Nine Hells, and the six 
hundred and sixty six 
provisions that must 
be upheld by you as a 
result.

a white feather
sulphur

breadcrumbs

Summoning 
Components



24 house of familiarshouse of familiars24

Infanta
tyrannohamsterus

micropod
The Tyrannohamsterus Rex is usually a demur 
species, but I understand this minature variant 
was bred from a particularly bad tempered strain 
of rat, so I would watch your fingers. Any relative 
of the giant space hamster should be handled 
warily.

T. Micropod
Tiny monstrosity, chaotic evil

A tyrannohamsterus micropod uses the 
statistics of a rat, with the following 
changes: 

Indefatigable. The hamster can hold its 
breath indefinitely, and is not harmed by 
exposure to vacuums or the phlogiston.

Moonwalking. The hamster has a hover 
speed equal to its walking speed. 

King of the Rodents. Rats, mice and other 
small vermin are Frightened of the tyran-
nohamsterus micropod whilst they are 
within 30 feet of it. 

The Infanta is a demanding 
and energetic companion, 
who is always on the move

Upgrades
The Infanta can be 
purchased alongside a 
large hamster wheel for 
her to run in for 1sp. Also 
available is an extend-
able rubbish picker to 
allow her to reach objects 
or food at ground level 
without falling over.

a meteorite fragment
a small tray of water

moonlight

Summoning 
Components
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micropod

Caligula
pugataurian

A pugataurian? I see. A noble friend, and a 
valiant ally. Perhaps a little too confident for 

their diminutive size, but you have to appreciate 
the effort they put into things.

Pugataurian
Tiny beast, neutral good

Armor Class 13 (leather armour)
Hit Points 5 (1d8 + 1)
Speed 50 ft.

STR DEX CON INT WIS CHA

13 (+1) 14 (+2) 12 (+1) 3 (-4) 12 (+1) 7 (-2)

Skills Athletics  + 3
Senses passive perception 11
Languages understands common but can’t 
speak

Keen Hearing and Smell The pugataurian 
has advantage on Wisdom (Perception) 
checks that rely on hearing or smell.

Charge. If the pugataurian moves at least 
30 feet straight toward a target and then 
hits it with a mace attack on the same turn, 
the target takes an extra 10 (3d6) piercing 
damage.

Actions
Mace. Melee Weapon Attack:  + 3 to hit, 
reach 5 ft.,one target. Hit:4 (1d6 + 1) pierc-
ing damage.

Caligula enjoys belly rubs, 
long walks and hearing the 
death rattles of his fallen 

foes

Upgrades
A pugataurian is 
equipped with a mace 
and  leather armour as 
standard, but is profi-
cient in all manner of 
weapons and armor, 
which can be purchased 
for it at 1/4 of the price 
demanded for arma-
ments of standard size. 

Sugar cube
Metal scraps

A stick

Summoning 
Components
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Cecil
catoblepossum

Cecil here is just waiting for the right person. 
Ideally someone without a nose.

Catoblepossum
Tiny monstrosity, neutral evil

A Catoblepossum uses the statistics of an 
rat, with the following changes: 

Stench. Any creature other than a cato-
blepossum that starts its turn within 10 
feet of the catoblepossum must succeed 
on a DC 11 Constitution saving throw or be 
poisoned until the start of the creature’s 
next turn. On a successful saving throw, 
the creature is immune to the stench of 
any catoblepossum for 1 hour.

Death Ray. The catoblepossum targets 
a creature that it can see within 30 feet 
of it. The target must make a DC 10 Con-
stitution saving throw. On a failed saving 
throw, the target disintegrates if reduced 
to 0 hit points before the start of its next 
turn.

Innate Spellcasting. The catoblepossum’s 
innate spellcasting ability is Wisdom 
(spell save DC 10). It can innately cast the 
following spells, requiring no components:

at will: mold earth
1/day each: stinking cloud

cecil likes to roll about 
in dirt and ashes

Upgrades
Cecil is provided with 
a small visored helmet 
for him to wear for an 
extra 25 gp. A scrubbing 
brush, small tin bath and 
a bar of soap can be pro-
vided for a mere 7sp. 

Convex lens
Bad smell

Spade

Summoning 
Components
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Reynard
longfox

Ah, a longfox? A popular choice, particularly 
in winter. Good to cuddle up to on long winter 
nights. Some say that it’s cruel to wear fur, but 
at Bearthazar’s House of Familiars we respect 

informed consent. 

Longfox
Tiny beast, neutral good

The Longfox uses the statistics for 
a weasel but has resistance to cold 
damage. 

Comforting warmth. A creature wearing 
a longfox like a scarf gains its resistance 
to cold damage. 

Extendable. A longfox can extend or 
retract its body from 3 feet up to a 
maximum of 10 feet in length over the 
course of 1 minute.

Reynard likes eating 
sour grapes and 

growling at birds

Upgrades
A longfox can be pur-
chased in a variety of 
patterns, colours and 
styles to suit your needs 
for no additional charge. 

Rabbit’s foot
Scarf

Lock of hair

Summoning 
Components

There you are!
Get back in 
your cage, 
Garfunkel.
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barbara
Needlesnoot

Barbara is a needlesnoot, a rare beast 
popular amongst tailors, thieves and halfling 
duellists. I once sold one to a viscount who 

swore he’d never had a better pet. 
Or perhaps he was swearing about the barb 

in his foot.

barbara likes to hide 
inside backpacks and 

bedrolls

Upgrades
Barbara comes with a 
complimentary set of 
oven mitts with which to 
handle her, and a small 
set of tweezers with 
which to extract errant 
barbs. 

Pine needles
Pillows
Caltrops

Summoning 
Components

Needlesnoot
Tiny beast, neutral

Armor Class 16 (natural armor) 
Hit Points 3 (1d4 + 1)
Speed 15 ft.

STR DEX CON INT WIS CHA

8 (-1) 8 (-1) 12 (+1) 3 (-4) 10 (0) 6 (-2)

Senses passive perception 10
Languages -

Barbs. A needlesnoot is covered in one 
thousand sharp barbs. A single barb can 
be detached from the needlesnoot as an 
action.  A single barb acts as an improvised 
weapon, needle or lockpick. Any creature 
that hits a needlesnoot with a melee attack 
takes 1 piercing damage.  

Ow. Any creature without a flying speed 
that moves through the needlesnoot’s 
space takes 1 piercing damage as the beast 
gets inexplicably underfoot.
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Aloysius
rust cuddler
Ahh, Aly’s caught your fancy, has he? A lovely 

lad, that one. Mind you keep your valuables away 
from him, but don’t starve him, neither. He gets 
quite persnickety when he’s hungry. Ah! There 

goes your pocket watch. My apologies.

Rust Cuddler
Tiny monstrosity, unaligned

Armor Class 14 (natural armor) 
Hit Points 14 (3d8 + 3)
Speed 40 ft., swim 40 ft.

STR DEX CON INT WIS CHA

13 (+1) 12 (+1) 13 (+1) 2 (-4) 13 (+1) 6 (-2)

Senses Darkvision 60ft passive perception 11
Languages -

Iron Scent. The rust cuddler can pinpoint, by
scent, the location of ferrous metal within 30 
feet of it.

Rust Metal . Any non-magical item or weap-
on made of metal that touches the rust 
monster corrodes. After dealing damage, a 
weapon takes a permanent and cumulative 
-2 penalty to damage rolls. If its penalty 
drops to -5, the weapon is destroyed. Non 
magical ammunition made of metal that hits 
the rust monster is destroyed after dealing 
damage. If the object touched is either metal 
armor or a metal shield being worn or car-
ried, its takes a permanent and cumulative 
-2 penalty to the AC it offers. Armor reduced 
to an AC of 10 or a shield that drops to a  + 0 
bonus is destroyed.

Aloysius loves to 
cuddle and prefers to 
be carried around the 

shoulders of his trusted 
companion

Upgrades
Aloysius comes with a 
wooden cage for 50 sp, 
though he will cry if ever 
put in it. A leather and 
wooden leash/harness 
combination may be 
purchased for an addi-
tional 50 sp, along with 
a suede cuddle sling for 
5 gp.

Metal shards
Darkness

A kind word

Summoning 
Components
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Rex
definitely a dog

What you see is very much what you get with 
dear Rex. He’s just a very good dog. Aren’t you, 
boy? Roll over! Don’t mind the ticks, he’ll get 

most of them later. 

Rex is a loyal and true 
companion, a gifted 

“fetch” player,  and also 
devours 98% of the ticks 

he acquires. 

Upgrades
Given a few days be-
tween purchase and 
delivery, Rex can be 
trained to do any of the 
following: 
Play Dead
Count
Shake hands
Sit
Walk to heel

Asphodel bark
Silent whistle

Narrow leather leash

Summoning 
Components

Rex
Tiny beast, neutral good

Armor Class 16 (natural armor) 
Hit Points 3 (1d4 + 1)
Speed 15 ft.

STR DEX CON INT WIS CHA

13 (+1) 14 (+2) 12 (+1) 3 (-4) 12 (+1) 7 (-2)

Skills Perception  + 3
Senses passive perception 10
Languages -

Keen Hearing and Smell. Rex has advantage 
on Wisdom (Perception) checks that rely on 
hearing or smell.

Immutable form. Rex is immune to any spell 
or effect that would alter its form.

Old Dog, New Tricks. Rex can be trained 
to perform simple tricks by a character 
proficient in animal handling who spends 
3 days working with them. At the end of 
the three days, the character makes a 
Wisdom (Animal Handling) check, DC10. On 
a success, Rex learns to perform a simple 
trick on command. 
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Freddy
hardened cube
Don’t worry about Freddy, my dear. That green 
colouring rendered them completely harmless. 
No, can’t eat anything anymore, such a shame. 
Best not to touch with bare hands, just in case. 

Well, of course they’re alive! At least, I think so...
Shall I wrap them up for you, then?

Freddy
Tiny ooze, neutral good

Freddy uses the statistics for a 
gelatinous cube, with the following 
changes. 

Freddy’s hit point maximum is (8d4 + 
60). It loses the Ooze Cube, Engulf and 
Transparent abilities. 

Gauzy Ghostly Green. While not 
transparent, Freddy can trick 
unsuspecting creatures into believing 
they are a trick of the light. Even when 
Freddy is in plain sight, it takes a 
successful DC 10 Wisdom (Perception) 
check to spot that they that have neither 
moved nor attacked. A creature that tries 
to enter Freddy’s space while unaware of 
them is surprised by Freddy.

Freddy likes to bump 
into things as if to 
consume them, but 

cannot

Upgrades
Freddy comes with an 
acid-safe bag (30 gp) 
and a miniature maze to 
occupy them (50 gp)

Dagger
Food colourings

Element of surprise

Summoning 
Components
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Meredith
rug mule

Meredith might look worn out, but I assure you 
that she’s as reliable as they come. You can fit at 

least four passengers on her, if you know the right 
tricks. Of course I can show you. 

Meredith
Medium beast(shapechanger), unaligned

Meredith uses the statistics for a mule, 
with the following additional traits.

Tuck and roll. As an action, Meredith 
flattens herself into a rug, and rolls herself 
up into a cylinder. In this state, Meredith 
is still able to perceive her surroundings, 
but is treated as an object rather than a 
creature. She is unable to take any actions 
in this form other than to transform 
back into her normal form. Whilst a rug, 
meredith has the abilities of a carpet of 
flying. 

Meredith is quiet and 
forbearing, though she 

throws you plaintive 
looks when asked to 

carry things

Upgrades
Meredith can be dyed 
with a custom pattern for 
an additional 30 gp. Her 
carrying capacity, alas, 
is fixed. She’s a mule, not 
a miracle worker. 

Big ears
Long grass
A large pile

Summoning 
Components
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Harry
birdshark

We call this one “Hungry Harry” on account of 
his insatiable appetite. We’re not sure whether 

he’s more bird than shark, or shark than bird, but 
either way, he has a nasty temper. 

Harry
Tiny beast, unaligned

Harry uses the statistics for a hunter 
shark, but is Tiny and has a flying speed of 
10ft, with the following additional traits.

Supersize Me (1/day). As an action, Harry 
enlarges into a Large creature. This 
transformation lasts for 1 minute. 

Amphibious. Harry can breathe air and 
water.

Harry zips about the 
place hunting down 

sandwiches and other 
worthy prey

Upgrades
Harry is sold with a tiny 
fishbowl, though this 
is largely decorative as 
getting him to go inside it 
is a thankless ordeal. 

Bird bones
A sharp tooth

A sponge

Summoning 
Components
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Paddington
bearbearian
Contrary to popular belief, not all bears are 
related. Paddington here is a third cousin, 

however. 

Paddington
Small monstrosity, unaligned

Paddington uses the statistics for a brown 
bear, with the following additional traits.

Grizzly Display. As an action, Padding rips 
himself open and empties his stuffing all 
over the floor. Paddington’s speed doubles 
whilst he is unencumbered in this way. 

Blind Furry. As an action, Paddington 
blinds himself by clawing out his own eyes. 
Whilst blinded in this way, Paddington’s 
Strength score is doubled

Bearer of Beareavement. Paddington is 
not restricted by stipulations that forbid 
familiars or companions from attacking. 
In fact, he goes out of his way to involve 
himself in combat regardless of the 
dangers, bystanders or innocents in his 
path.

Paddington might look 
cuddly, but is in fact 
a whirling storm of 

bloodlust and imminent 
funerals

Upgrades
Paddington is provid-
ed with a sewing kit to 
stitch him back together 
after a fight, and a bag 
of replacement stuffing 
can also be offered for an 
additional 25 gp. 

Fluff
Single black button
Blood of innocents

Summoning 
Components
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Kevin
bootlefop

We call this one the bootlefop. A limited edition, 
by which I mean we found five of them in an 

abandoned laboratory and this is the last one. 
They are rather skittish, so be kind to it.

Bootlefop
Medium monstrosity, chaotic neutral

Armor Class 10 
Hit Points 11 (2d8 + 2)
Speed 40ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (0) 13 (+1) 2 (-4) 10 (0) 5 (-3)

Senses passive perception 10
Languages -

Extendable Neck. The bootlefop’s neck can 
stretch up to 30 feet in length. The bootle-
fop can support up to 1500lbs in weight on 
its neck alone, and sometimes hops from 
place to place upside down using its neck as 
a spring.

Sure-Footed. The mule has advantage on 
Strength and Dexterity saving throws made 
against effects that would knock it prone.

Pacifist. The bootlefop is terrified of combat 
and Frightened of blood.

Kevin likes to clamber 
to high places and 

extend his neck to look 
at the horizon. perhaps 

he misses home

Upgrades
No-one really know 
where Kevin comes 
from, or what a bootle-
fop needs to make it feel 
comfortable. 

Coiled up spring
Goat hoof

Caterpillar

Summoning 
Components
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Tertius
teacup chimaera
I think he rather likes you! At least, two of him 
do. The goat head is notoriously difficult to 
please. Try bribery, my dear! Never be shy to 
resort to bribery! 

Teacup Chimaera
Tiny monstrosity, chaotic evil

A teacup chimaera uses the statistics of a 
cat, with the following adjustments:

Multiattack The teacup chimera attacks 
once with its horns, once with its bite, 
once with its horns, and once with its 
claws

Bite. Melee Weapon Attack:  + 0 to hit, 
reach 5 ft., one target. Hit: 1 piercing 
damage.
 
Horns. Melee Weapon Attack:  + 0 to hit, 
reach 5 ft., one target. Hit: 1 bludgeoning 
damage.

Claws. Melee Weapon Attack:  + 0 to hit, 
reach 5 ft., one target. Hit: 1 slashing 
damage.

Fire Breath (recharge 5-6) The dragon 
head exhales fire in 5-foot cone. Each 
creature in that area must make a DC 11 
Dexterity saving throw, taking 5 (1d8) fire 
damage on a failed save, or half as much 
damage on a successful one.

Tertius’ dragon head is 
playful, his goat head 

belligerent, and his lion 
head prone to napping. 

Upgrades
Tertius can be supplied 
with a bonsai tree of your 
choice on which to roost. 
There is a small chance it 
is an awakened shrub. 

raw red meat
shed snakeskin

miniature lead spear

Summoning 
Components
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Bubbles
sinkable rainbow

fish
Lovely girl, Bubbles. Do be wary of her eyes 
when she’s angry, she’s quite a powerful caster. A 
dreadful shame the procedure left her unable to 
float, but that’s science these days, isn’t it?

Bubbles
Tiny monstrosity, unaligned

Bubbles uses the statistics of a quipper, 
with the following adjustments:

Bobbing along. Bubbles has a speed 0 ft. 
without a flotation device.

Innate Spellcasting. Bubble’s innate 
spellcasting ability is Wisdom (spell save 
DC 8). She can innately cast the following 
spells, requiring no components:

at will: color spray
1/day each: prismatic spray (7th level)

 

Bubbles loves to hide and 
frequently breaks her 

flotation device

Upgrades
Bubbles comes with a flo-
tation device as a required 
add-on purchase, as she
cannot swim without it 
(75 gp). Tanks of various 
sizes: travel, bowl, and
show-off are available for 
an additional cost

prism
bowl of water

tiny treasure chest

Summoning 
Components
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Jean Claude
Destiny

drama llama
A talking llama? He’s supposed to be dead. 

Drama Llama
Medium celestial, neutral

Armor Class 10
Hit Points 11 (2d8 + 2)
Speed 40ft.

STR DEX CON INT WIS CHA

14 (+2) 10 (+0) 13 (+1) 2 (-4) 10 (0) 16 (+3)

Senses passive perception 10
Languages common

Drama Sense. The Drama Llama can 
sense creatures afflicted by the Charmed 
or Frightened conditions within 30 feet of 
it. 

Actions

Glitter Spit. Ranged Spell Attack:  + 5 to 
hit, range 30 ft., one target. Hit:1 radiant 
damage and the creature must succeed 
on a DC10 Constitution saving throw or 
become blinded until the start of their 
next turn. The glitter is indelible and can-
not be removed by except by the appli-
cation of a remove curse spell or similar 
magic.

Jean-Claude Destiny Hat 
Stand XIII is a diva, and he 
doesn’t care if you know it. 
He is also a vegan, and he 

does cares that you know it 

Upgrades
Jean-Claude Destiny XIII 
comes with a golden car-
riage for an extra 1000 
gp, and his own cast of 
7 intern hirelings for a 
further 3000pp

Spinach based 
comestible

Something sparkly
Woolly jumper

Summoning 
Components
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Destiny
invisibear

invisible bear

This cage here contains an invisible bear. Oh, you 
don’t believe me? My dear, it’s patently obvious 
from the smell. And the puddle of bear urine 
underneath it...Bearemy, be a lamb and clean that 
up, won’t you? 

Invisible Bear
Large monstrosity, unaligned

An Invisible Bear uses the statistics of 
a brown bear, with the following adjust-
ments:

Invisible. The bear is invisible.

 
Upgrades
You can purchase a small 
collar with a bell on it, so 
you can hear your bear 
coming and going, for 1 
gp.

Invisibears are often 
shy and don’t like to be 

touched

An empty container
The suspicion something 

is awry
Fear of bears

Summoning 
Components

High detail artist rendering 
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Paleographitas
papersnake

Papersnake
Tiny construct, neutral

A papersnake uses the statistics of a 
poisonous snake, with the following addi-
tional abilities. 

Guerilla. The papersnake can expend 5 
feet of movement to fold itself into an 
adjacent book or scroll. Whilst in the 
book or scroll, the papersnake is invisible 
and cannot be detected by nonmagical 
means. It can unfold itself as an action. 

Stretch. The papersnake can extend 
itself to a range of 10 feet. 

Word Thief. When a papersnake enters 
a book or scroll with its Guerilla ability, it 
can steal any text or writing on that book 
or scroll, leaving it blank. The papersnake 
gains a pattern containing all knowledge 
inside the text, which is legible. The pa-
persnake can hold the text from only one 
book at anyone time, and gaining new 
text erases the old text. If the paper-
snake takes the text from a spell scroll, 
the papersnake is usable as if it were 
that spell scroll, though using it in this 
fashion destroys the papersnake.

Now this little rascal is a papersnake. A distant 
cousin of the bookwyrm, or so I have been led to 
believe. You won’t find a librarian fostering one of 
these, however. They can steal away entire shelves 
into the void before anyone knows they’re there. 

Paleographitas likes to hide 
in books about animals or 
medicine, because it finds 

the grisly diagrams amusing

Upgrades
The papersnake is sup-
plied with a small blank 
book to keep it in.  

Paper folded 7 times
Twisted thread

Snake fang

Summoning 
Components
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Paleographitas Inkblot
secretary bat

He’s not exactly good, but I wouldn’t 
call him a bad sort either. Very good at 

paperwork and that sort of thing. Be very 
clear in your instructions though, he likes to 

improvise.

Inkblot
Tiny fiend, lawful evil

Inkblot uses the statistics of a bat, with the 
following additional abilities. 

Infernal Scribe. Inkblot understands Com-
mon, Infernal and Abyssal. Inkblot can write 
with ink using his claws and is proficient 
with Calligrapher’s tools.

Written in Blood. As an action, you can ex-
pend a hit die and donate blood to Inkblot, 
who will cast the sending spell on your 
behalf, limited to nine words. This version 
of the spell cannot cross planar boundaries, 
excepting the Nine Hells.

Magic Resistance. Inkblot has advantage 
on saving throws against spells and other 
magical effects.

Innate Spellcasting. Inkblot’s innate spell-
casting ability is Wisdom (spell save DC 
11). It can innately cast the following spells, 
requiring no components:

at will: message
3/day each: skywrite, illusory script

Inkblot loves writing 
implements and rolls 

about in ink whenever he 
gets the chance

Upgrades
Inkblot comes with a free 
calligraphy kit and ten 
empty vials. He can be 
purchased with a set of 
tiny brushes (3s), and a 
portable coat rack for him 
to hang from when he 
gets tired (2g).       

Inkwell
A Quill

A Dried Mouse

Summoning 
Components
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Molly
dangerbaa

Molly is a companion for a skilled trainer. It’s 
not what’s on the outside, but what’s on the 
inside that counts, if you take my meaning. 

Molly likes to eat the 
flesh of the elderly when 

she gets the chance.  

Upgrades
Molly comes with a 
free sign reading 
BEWARE OF THE 
WOLF

 A heavy wrought iron 
leash is also available 
for 10sp. 

Wool
Pork Scratchings

Red hood

Summoning 
Components

Dangerbaa
Medium fiend, chaotic evil

Armor Class 13 (natural armor) 
Hit Points 11 (2d8 + 2)
Speed 40ft.

STR DEX CON INT WIS CHA

12 (+1) 15 (+2) 12 (+1) 3 (-4) 12 (+1) 6 (-2)

Skills Perception  + 3, Stealth  + 4
Senses passive perception 13
Languages -

Gruesome Extrusion. The Dangerbaa looks 
like a sheep in its natural form. Using its bo-
nus action to trigger a sickeningly gruesome 
transformation sequence, it can turn itself 
into a bleeding wolf made of entrails and 
gore.

actions 

Bite. Melee Weapon Attack:  + 4 to hit, reach 
5 ft., one target. Hit: 7 (2d4 + 2) piercing 
damage. If the target is a creature, it must 
succeed on a DC 11 Strength saving throw or 
be knocked prone.
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Molly Grover
impossibilitoad

I’m afraid that Grover here is inexplicably 
overlooked by most of our clients. I’ve 

never understood it, he’s really quite the 
amiable companion 

Impossibilitoad
Tiny fey, chaotic neutral

Armor Class 11 
Hit Points 1 (1d4-1)
Speed 20ft., swim 20ft.

STR DEX CON INT WIS CHA

1 (-5) 13 (+1) 8 (-1) 1 (-5) 8 (-1) 3 (-4)

Skills Perception  + 1, Stealth  + 3
Senses Darkvision 30 ft., passive perception 
11
Languages --

Blink and Miss It. At the start of each round, 
roll a d6. On a 1-3 the toad vanishes into the 
ethereal plane, or returns to the material 
plane if he is currently in the ethereal plane 
in the closest adjacent space to the one he 
left

Amphibious. The toad can breathe air and 
water.

Standing Leap. The toad’s long jump is up to 
10 feet and its high jump is up to 5 feet, with 
or without a running start.

Grover likes to be 
carried, and croaks 

irritably when he’s not 
getting attention

Upgrades
Grover comes with 
a free wicker basket 
to carry him in, and 
there is the option of 
purchasing a luxury 
edition of him in silver 
for an additional 100 

Moonstone
Dead bluebottle
Inverted silence

Summoning 
Components
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Damian
emotional support imp

We find our emotional support imps are very 
popular at this time of year. Take Damian here, for 
instance. He’s a prime example. Pick him up and 

see - he’ll get you feeling good in no time. 

Damian is your best friend, 
your confidante and your 

biggest cheerleader

Upgrades
An emotional support imp 
can be purchased in red, 
blue or yellow to suit the 
tastes of the purchaser. 
For an additional 10 gp, 
a reclining chair can also 
be provided. 

A personal diary
Sulphur

Something Warm

Summoning 
Components

Damian
Tiny fiend, chaotic good

Damian uses the statistics of an imp, with 
the following changes: 

Emotion Sense. The imp touches a human-
oid and magically knows the creature’s 
current emotional state. If the target fails a 
DC 10 Charisma saving throw, the imp also 
discovers a random Bond, Flaw or Personal-
ity Trait.

Encouraging Mantra (1/day). As an action, 
the imp begins chanting encouraging and 
supportive phrases at a creature it can see 
within 30 feet of it. That creature may imme-
diately attempt a new saving throw against 
all enchantments or mind-affecting magics 
it is currently affected by. The creature must 
be able to hear the imp to gain this benefit.

Innate Spellcasting. An emotional support 
imp’s innate spellcasting ability is Charis-
ma (spell save DC 13). It can innately cast 
the following spells, requiring no material 
components:

at will: guidance, friends
1/day each: calm emotions, heroism
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Damian M
stutterfly
A stutterfly? Are you sure?

No, nothing is wrong.

It just rather puts me at a loss for what to say. 

Stutterfly
Tiny fey, chaotic neutral

Armor Class 11 (natural armor)
Hit Points 1 (1d4-1)
Speed fly 30ft.

STR DEX CON INT WIS CHA

1 (-5) 15 (+2) 8 (-1) 10 (0) 10 (0) 16 (+3)

Skills Acrobatics  + 4
Senses passive perception 10
Languages --

Stuttering aura. Hostile creatures within 
10 of the stutterfly that cast a spell with a 
vocal component must succeed on a Con-
stitution saving throw (DC10), or the spell 
fails and any slot used to cast it is wasted. 

Innate Spellcasting. A stutterfly’s innate 
spellcasting ability is Charisma (spell save 
DC 13). It can innately cast the following 
spells, requiring no components:

at will: dancing lights, minor illusion
3/day each: silence

A colourful bloom
Blank paper

A severed tongue

Summoning 
Components

Upgrades
This familiar can be 
purchased with a book of 
vocal exercises to prac-
tice on the move for 1 gp. 
The stutterfly can be pur-
chased in any one of a 
myriad dazzling colours 
for no extra charge. 

[ominous silence]
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A wooden bat is a superior familiar for those who 
frequently engage in sport or games. Vumpire 

here can detect a cheat at 50 paces...well, actually 
more like 10, but then he has no eyes, so you have 

be reasonable about it.

Vumpire
wooden bat

Vumpire
Tiny plant, lawful neutral

Vumpire uses the statistics of an bat, with 
the following changes: 

Enumerate. The wooden bat can count any-
thing it can see flawlessly and instantaneous-
ly. It has advantage on Wisdom checks made 
to detect cheating in games or gambling.

Tree Stride. Once on its turn, the wooden bat 
can use 10 feet of its movement to step mag-
ically into one living tree within its reach and 
emerge from a second living tree within 60 
feet of the first tree, appearing in an unoccu-
pied space within 5 feet of the second tree. 
Both trees must be Large or bigger.

Innate Spellcasting. The wooden bat’s innate 
spellcasting ability is Wisdom (spell save DC 
11). It can innately cast the following spells, 
requiring no components:

at will: mending
1/day each: plant growth

Vumpire loves ball games 
and becomes mildly 

homicidal around cheaters. 

Upgrades
A wooden bat can be 
purchased alongside two 
cricket bats and a ball 
for 5 gp, or with a deck 
of Bearthazar-branded 
cards for 5sp.

Wooden splinter
Bouncy Ball

Bat wing

Summoning 
Components

Vumpire loves games 
and sports, but abhors 

cheaters
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Vumpire
wooden bat

Caught your ear, has he? Well, he’ll have it for a 
lifetime now. Doesn’t need to eat or sleep, so he 
can go all day. Plenty of knowledge in that head 

of his, so don’t be fooled by what comes out of his 
mouth. 

DJ Jabberin'jimchattering skull

Chattering Skull
Tiny undead, chaotic evil

Armor Class 11 (natural armor)
Hit Points 4 (1d4 + 2)
Speed o ft,. fly 40 ft.

STR DEX CON INT WIS CHA

1 (-5) 17 (+3) 14 (+2) 16 (+3) 10 (0) 11 (+0)

Damage Immunities fire, necrotic, poison
Condition Immunities poisoned, prone
Skills Arcana  + 5
Senses darkvision 60 ft, passive perception 
12
Languages Common

Incessant Chatter (1/rest). All creatures ex-
posed to the babbling of a chattering skull 
must pass a DC 13 Wisdom saving throw or 
take 5 (2d4) psychic damage.

Illumination. The skull sheds either dim 
light in a 15-foot radius, or bright light in a 
15-foot radius and dim light for an addition-
al 15 feet. It can switch between the options 
as an action.

DJ Jabberin Jim loves to 
talk and will do so inces-

santly, frequently in rhyme

Upgrades
DJ Jabberin Jim comes 
with a complimentary 
set of earplugs for the 
purchaser. Fireproof hat 
available in top, trilby, or 
fedora styles for 5 gp. 

Chattering teeth
A small fire

Outdated music; or
A drop of bardic blood

Summoning 
Components
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No, that’s not a tankard, it’s a familiar. Yes, you 
use him to consume spirits, but I wouldn’t suggest 

drinking from him unless you like the taste of 
turtle detritus

Jethro
flagon turtle

Jethro enjoys bar music, and 
often inveigles himself 

into taprooms to enjoy the 
ambience

Upgrades
A flagon turtle can be 
purchased with gilt 
edges for an addition 
50 gp, or in platinum 
for a further 500 gp. 
A book of exorcisms is 
provided gratis. 

Shotglass
Broken watch

Blue shell

Summoning 
Components

Flagon Turtle
Tiny dragon, lawful neutral

Armor Class 17 (natural armor)
Hit Points 7 (1d4 + 2)
Speed 10 ft,. swim 20 ft.

STR DEX CON INT WIS CHA

6 (-2) 6 (-2) 14 (+2) 10 (+0) 10 (+0) 10 (+0)

Saving Throws Constitution  + 4
Senses passive perception 10
Languages Understands common but can’t 
speak

The Craft. The turtle is proficient in the use 
of brewer’s supplies.  

Transubturtletiation (1/day). As an action, 
the turtle transforms all water within 5 feet 
of it into a variety of alchoholic beverages. 

Actions
Tankard Defense. The turtle withdraws into 
its shell. Until it emerges, it gains a  + 4 
bonus to AC and has advantage on Strength 
and Constitution saving throws. While in its 
shell, the turtle is prone, its speed is 0 and 
can’t increase, it has disadvantage on Dex-
terity saving throws, it can’t take reactions, 
and the only action it can take is a bonus 
action to emerge.
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Jethro
flagon turtle

Al
troll baby

A troll baby? Yes, a caring breed. Misunderstood 
due to their...unfortunate appearance. I suggest 
you give them a doll to play with, they have a 

motherly nature. 

Troll Baby
Tiny fey, chaotic good

Armor Class 15 (natural armor)
Hit Points 9 (2d4 + 4)
Speed 20 ft.

STR DEX CON INT WIS CHA

8 (-1) 8 (-1) 18 (+4) 3 (-4) 6 (-2) 1 (-5)

Skills athletics  + 1, animal handling  + 0
Senses passive perception 8
Languages common, speaks haltingly

Stench. Any creature other than an infant 
that starts its turn within 5 feet of the troll 
baby must succeed on a DC 12 Constitution 
saving throw or be poisoned until the start 
of the creature’s next turn. 

Regeneration. The troll baby regains 1 hit 
point at the start of its turn. If it takes acid 
or fire damage, this trait doesn’t function 
at the start of its next turn. It dies only if it 
starts its turn with 0 hit points and doesn’t 
regenerate.

Actions
Claw. Melee Weapon Attack:  + 1 to hit, reach 
5 ft., one target. Hit: 1 (1d4-1) slashing dam-
age.

Al likes to steal young 
animals and babies from 

their cribs to cuddle 
them. 

Upgrades
A troll baby comes with 
a straw doll for an extra 
1s. For 1g, this can be 
upgraded to a porcelain 
doll, and for a further 
10g the package includes 
a toy pram for the troll 
baby to push the doll 
around in. 

A baby’s laugh
Rotten eggs

Something pink

Summoning 
Components

Al likes to dote on 
babies and small 

animals, going so far as 
to steal them in order 

to look after them
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Eyegor won’t give you any trouble, apart from 
the prolonged eye contact. I’m afraid there is no 
way to tell whether he’s intentionally making you 

uncomfortable. 

Eyegor
eye spy

Eyegor loves to hover 
near you when you rest 

and stare at you for 
uncomfortable periods of 

time.

Upgrades
Eyegor comes with 
several contact lenses to 
change his iris colour, or 
an enlarged monocle to 
hold in front of him. 

Glass sphere
Moonlight

Carrot

Summoning 
Components

Eye Spy
Tiny undead, neutral

Armor Class 10 
Hit Points 1 (1d4-1)
Speed 0ft., 20ft. hover 

STR DEX CON INT WIS CHA

4 (-3) 10 (0) 8 (-1) 6 (-2) 20 (+5) 1 (-5)

Skills Perception  + 7
Condition Immunities prone
Senses passive perception 17
Languages Understands all, speaks none

Second sight.  Whenever it finishes a long 
rest, the eye spy can embed itself somewhere 
in the flesh of a living humanoid it touches. 
The humanoid can see through the additional 
eye as if it were their own.

Innate Spellcasting. The eye spy’s innate spell-
casting ability is Wisdom (spell save DC 15). It 
can innately cast the following spells, requir-
ing no components:

at will:  detect magic
3/day each: locate object
1/day each: arcane eye, clairvoyance 
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Eyegor
eye spy

Beartaculus
Vim

allergic rhinitis dragon

Allergic Rhinitis 
Dragon
Tiny dragon, chaotic neutral

The Allergic Rhinitis Dragon uses the sta-
tistics of a faerie dragon, with the follow-
ing changes: 

Magical Sneezes. The dragon sneezes 
incessantly, generally creating
harmless bubbles of glitter that either 
float away or burst upon on contact.
Once per day,it sneezes so mightily that 
the magic grows out of control. Roll on 
the Wild Magic Surge table to see what 
occurs.

Seasonal Allergies. If the dragon is within 
particularly hot or florid climes, it’s magi-
cal sneezes ability triggers three times a 
day instead of once. 

Don’t mind the sneezes from that one, allergic to 
dash near everything they are. Be sure to keep 
a hanky handy for them and you’ll do just fine. 

You get used to the glitter after a time. 
Who couldn’t use a bit more sparkle, eh?

Beartaculus Vim is 
a sneezy dragon who 

never remembers their 
handkerchief

Upgrades
Beartaculus Vim comes 
with a monogrammed lin-
en handkerchief for 5 gp, 
a gilded cage for 30 gp, 
and a set of pink playing 
cards free with purchase 
of either the handkerchief 
or cage.

Candy
Clean Tissues

Colourful Gems

Summoning 
Components
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That one? Really? Well, that’s just lovely! I believe 
you two will get along smashingly. Be sure to keep 

your instructions simple. Poor thing can only 
keep its mind on two things at a time, and when 

its lying, well...lying is a thing, isn’t it? Best not to 
take anything it says to heart, my dear.

L14R
Duplicitous Drone

L14r
Tiny construct, chaotic neutral

Armor Class 15 
Hit Points 11 (2d8 + 2)
Speed 30ft.

STR DEX CON INT WIS CHA

11 (0) 13 (+1) 12 (+1) 6 (-2) 10 (0) 7 (-2)

Senses Truesight 120ft., passive perception 8
Languages Modron

Disintegration. If L14R dies, its body disinte-
grates into dust, leaving behind its weapons 
and anything else it was carrying.

Actions
Automatic Rifle. Ranged Weapon Attack:  + 3 
to hit, range 90 ft., one target. Hit: 6 (1d10 + 1) 
piercing damage.

L14R went rogue when 
they first experienced an 

emotion: love. They speak in 
a monotone and are honest 

exactly half of the time

Upgrades
L14R can be pur-
chased with a jaunty 
outfit including top 
hat, cane, and tails 
for an additional 50 
gp. Deluxe package 
includes jaunty outfit, 
instructional manual 
Learning to Love Your 
Rogue Modron, plus 
warrior princess attire:
tiara, breastplate, and 
hoplite skirt for 75 gp.

Cracked mirror
Metal plate

Sternly voiced command

Summoning 
Components
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L14R
Duplicitous Drone

An immovable rat will never leave your side. You 
may be forced to leave it, of course, if it wakes up 
in a bad mood. They really are quite intractable 

once they dig their heels in. 

immovable rat
Constance

Immovable Rat
Tiny monstrosity, unaligned

The Immovable Rat uses the statistics of a 
rat, with the following changes: 

Dig Deep. The rat can use an action to be-
come magically fixed in place. Until the rat 
takes an action to release itself or it dies, 
it doesn’t move, even if it is defying gravi-
ty. The rat can hold up to 8,000 pounds of 
weight. More weight causes the rat to die 
of strain. A creature can use an action to 
make a DC 30 Strength check, moving the 
fixed rat up to 10 feet on a success.

Sec-rat-ions. The rat secretes one ounce 
of sovereign glue each day from the pores 
of its skin. This can be harvested and 
collected. 

Constance is contrary in 
the extreme

Upgrades
For an additional 1 gp, 
the immovable rat is 
provided with a crowbar 
or shovel to help pry her 
off whatever surface she 
has attached herself to.
.

Rat tail
Glue
Lead

Summoning 
Components
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This is a one-of-a-kind opportunity. Have you ever 
seen a displacer beast in labour? An ugly sight, 

but fortunately my assistant Bearemy is a trained 
midwife. We were able to rescue the child after the 

mother died, and now Fritz needs a home. 

Fritz
displacer cub

Displacer Cub
Small monstrosity, neutral evil

Armor Class 12 (natural armor)
Hit Points 9 (1d10  + 3)
Speed 20ft

STR DEX CON INT WIS CHA

14 (+2) 15 (+2) 16 (+3) 6 (-2) 12 (+1) 1 (-5)

Senses Darkvision 60ft. passive perception 
11
Languages -- 

Flickering Fuzzball. The displacer cub pro-
jects a magical illusion that makes it appear 
to be standing near its actual location, 
causing attack rolls against it to have disad-
vantage. If it is hit by an attack, this trait is 
disrupted until the end of its next turn. This 
trait is also disrupted while the displacer 
cub is incapacitated or has a speed of 0.

Actions

Tentacle. Melee Weapon Attack:  + 1 to hit, 
reach 10 ft., one target. Hit: 5 (1d6 + 2) slashing 
damage plus 3 (1d6) piercing damage. 

Fritz is playful and 
energetic. it likes to play 

‘tag’ because it always wins

Legerdemain
Black fur

Something wriggling

Upgrades
A displacer collar (which 
appears on both cub and 
illusion) can be pur-
chased for 5 gp. 

Summoning 
Components
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An earwyrm is a delicate pet. It will take care of 
itself most of the time, and it feeds on earwax, so 
you don’t need to worry about rations either. It’s 

only uncomfortable at first, or so I hear. 

Earwyrm
Tacitus

Earwyrm
Tiny dragon, lawful neutral

Armor Class 15 (natural armor)
Hit Points 7 (2d4 + 2)
Speed 15ft. fly 60ft.

STR DEX CON INT WIS CHA

8 (-1) 8 (-1) 14 (+2) 8 (-1) 20 (+5) 10 (0)

Senses Blindsight 10 ft., passive perception 
15
Languages understands all but can’t speak

Limited Telepathy. The earwyrm can magi-
cally communicate simple ideas, emotions, 
and images telepathically with any crea-
ture within 100 feet of it that can under-
stand a language.

Babeldragon. The earwyrm can crawl inside 
the ear of a humanoid creature. Whilst 
inside, that humanoid gains the earwyrm’s 
ability to understand all languages. 

Subtitles. Tactitus can allow deaf creatures 
to understand the spoken word as if they 
could hear. This does not allow the deaf 
character to hear any other types of noise.

Tacitus likes to stick his 
head out occasionally to see 
the sky and wash in the rain

Small drum
Striped fish

A catchy rhyme

Upgrades
For an additional 5sp, an 
ear-cleaning brush can 
be provided. In addition, 
claw protectors for the 
earwyrm are available to 
stop it clawing through 
your ear drum. 

Summoning 
Components

Fritz
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Intelligent Square
Tiny aberration, chaotic neutral

Armor Class 20 (natural armor) 
Hit Points 34 (4d6 + 25)
Speed 10 ft., hover 

STR DEX CON INT WIS CHA

4 (-3) 4 (-3) 20 (+4) 10 (+0) 20 +5) 1  (-5)

Saving Throws Con  + 7, Cha  +  6
Damage Resistances cold, fire
Damage Immunities necrotic, poison, psychic; 
bludgeoning, piercing and slashing from 
non-magical attacks
Condition Immunities blinded, charmed, 
deafened, exhaustion, frightened, paralyzed, 
petrified, poisoned, prone
Senses passive perception 15
Languages Understands all, speaks none

Sometimes, Lasers.  At the start of the 
Intelligent Square’s turn , roll a 1d20. On a 1, 
it emits a beam of rainbow light 5 feet wide 
by 30 feet long, emanating from its form in 
a random direction. The beam deals 4d8 (18) 
radiant damage, halved on a successful DC 
16 Dexterity saving throw. 

INTELLIGENTthe
square

No, we’ve never seen its like either. Quite the 
curiosity. The price? Oh no. It’s priceless. By 
which I mean we wouldn’t dream of charging 

you. Please, take it if you’d like. 

The Intelligent Square 
pulses rhythmically, 

responding to stimuli in 
no predictable fashion. 

It seems to enjoy the 
odour of Lily of the 

Valley. 

Upgrades
The Intelligent Square 
can be extended into 
three, four, or even five 
dimensions, upon signing 
of the appropriate waiv-
ers 

Set square formed from 
meteoric iron

Flawless glass prism
10 cornered cube

Summoning 
Components

We do not recommend 
performing the ritual of 
summoning. Please avoid 
locating the following 

components in close 
proximity to one another:
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INTELLIGENT
square Ei lfR IPHA

ugly doll

Eilfripha
Tiny construct, neutral evil

Eilfripha uses the statistics of a flesh go-
lem, with the following additional changes: 

•	 Her hit point maximum is 72 (11d4 + 
44)

•	 She knows the following languages: 
Common, Abyssal, Elvish, Dwarven, 
Infernal, Deep Speech

False Appearance. While Eilfripha remains 
motionless, she is indistinguishable from a 
normal doll. 

Unnerving Contortion. Eilfripha can use a 
bonus action to do something unseemly, 
such as twist her head all the way around, 
or swear viciously in a demonic tongue. Any 
beast or humanoid that sees this behavior 
must succeed on a DC 12 Wisdom saving 
throw or become frightened of Eilfripha 
for 1 minute. The frightened creature can 
repeat the saving throw at the end of each 
of its turns, ending the effect on itself on 
a success. A creature that succeeds on a 
saving throw against this ability is immune 
to Unnerving Contortion for 24 hours.

So Eilfripha’s caught your eye, has she? No, 
the label is not a mistake. Just get to know 

her, you’ll see. You’ve already been talking? 
Well, then it looks like you are perfect for 

one another! Please take her, she makes the 
others cry.

Eilfripha is incredibly 
rude and always says 

the most hurtful thing 
possible

Upgrades
Eilfripha comes with a 
dolly hairbrush (1 sp), 
nighty night outfit (2 gp), 
summer fun ensemble (5  
gp), winter wonderland 
attire (5 gp), and a toy 
pony (10 gp)

Lock of hair
Smudge of makeup
Yearning for lost            

childhood

Summoning 
Components
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Hattie
magical hat

A magical hat? A bold choice, if I may say so.
No, no, don’t mistake me. Magical hats can be 
worthy familiars….but one never can be quite 

sure what might be hiding inside one. 

Magical Hat
Tiny construct, unaligned

Armor Class 15 (natural armor) 
Hit Points 10 (4d4)
Speed 0ft., climb 20ft.*

STR DEX CON INT WIS CHA

4 (-3) 16 (+3) 10 (+0) 2 (-4) 10 (+0) 1  (-5)

Damage Immunities poison, psychic
Condition Immunities blinded, charmed, 
deafened, exhaustion, frightened, paralyzed, 
petrified, poisoned
Senses Blindsight 30 ft. (blind beyond this 
radius), passive perception 10
Languages --

*Creepy Crawly.  The Magical Hat can use an 
action to extrude spiderlike legs out of its rim 
- whilst it has its legs extended in this way, it 
gains walking and climbing speeds of 20ft. 

Horrible Truth. A creature that looks inside 
the hat sees only darkness. The inside of the 
Magical Hat acts in the same manner as a bag 
of devouring.

What’s in the Hat? (1/day) A creature can 
reach inside Hattie and pull out a beast of CR 
0 from the hat. There is a 10% chance the hat 
spews out a different, random, beast instead.

Hattie likes to conjure 
animals without 

permission when its 
owner’s back is turned

Upgrades
Hattie can be provided 
alongside an ornate hat 
box for an additional 5 
sp, including a coloured 
ribbon of your choice.

Shred of black fabric
Dead spider

Mouse in a teapot

Summoning 
Components
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magical hat
SCREAMWORM

The screamworm is, I am afraid, the last of its 
kind. They can sense the future, you see, and 
the truth of it is terrible enough that in the 

wild they wander off to starve. This one has 
been kept alive with food and petting, though. 

Just don’t remind it of the future. 

Screamworm
Small aberration, chaotic evil

Armor Class 10 
Hit Points 11 (2d8 + 2)
Speed 40ft.

STR DEX CON INT WIS CHA

1 (-5) 1 (-5) 8 (-1) 8 (-1) 18 (+4) 1 (-5)

Skills Perception  + 9
Senses passive perception 19
Languages screams wordlessly and inces-
santly in a high pitched whine

Visions of the Future. The screamworm can 
see all things that may come to pass, and 
many that will not. Any creature that at-
tempts to communicate telepathically with 
the screamworm is overwhelmed with terri-
ble knowledge and is stunned for 1 round.

Scream. The screamworm is constantly 
caterwauling. Creatures within 10 feet of 
it are temporarily deafened by the sound. 
The sound can be muffled by placing the 
screamworm in a backpack or another 
closed container. 

the screamworm is sad and 
needs lots of love, but 

that doesn’t make it less 
worthy

Upgrades
The screamworm comes 
with a little jar to keep 
it in, with holes poked 
in the lid. Earmuffs are 
optional, but advised. 

Small looking glass
Scream in a jar

Wet sponge

Summoning 
Components
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It Watches

It Watches
Tiny aberration, chaotic evil

Armor Class ?
Hit Points ?
Speed ?

STR DEX CON INT WIS CHA

? ? ? ? ? ?

Senses -
Languages -
Challenge -

Baffling Enigma It watches is 
immune to all divination maic 
and all attempt to discern its 
itentions In addition people 
often forget it exists when 
their attention is not being 
drawn specifically to it 

What? What are you looking at? No, there’s 
nothing in that cage. It’s been empty for years. 
Why? I can’t really say, I suppose we just never 

got around to putting anything new in there. 

It Watches is utterly 
inscrutable

Upgrades
It Watches is provided 
with an urgent sense 
of existential dread, 
and the uncomfortable 
feeling that something 
has been hunting you 
your entire life. 

one hundred years 
of sorrow
the eye of a dead 
poet
three unfulfilled 
prophecies

Summoning 
Components
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Carnivorous

The carnivorous spellbook is a scarce example of 
its kind, and a first impression. If you remember to 
feed it regularly, it can be a potent magical aide. 
If you don’t...well, there’s a few waivers I’ll need 

you to sign before I can release it to you.

Gramayre

the carnivorous gramayre 
enjoys hunting, lurking and 
methodically killing. it has 
a particular preference for 

the present participle

Upgrades
The carnivorous spell-
book is available in dyed 
leather or cloth bindings 
for no extra charge. A 
special anthropodermic 
edition with gilt edges 
can be purchased for an 
additional 500 gp. 

Used book
Drop of blood

Dead marsupial

Summoning 
Components

Carnivorous Gramarye
Artefact, requires attunement by a wizard

Random Properties. The book has the fol-
lowing randomly determined properties:

1 minor beneficial property
1 minor detrimental property

Blood Calls to Blood. You may feed a pound 
of flesh from a humanoid killed within the 
last hour to the book in order to invoke one 
of the following effects:

•	 change a spell you have prepared from 
the book for a different eligible spell 
also inscribed in the book. A book not 
fed for three days will refuse to allow 
spells to be prepared from it.

•	 regain an expended spell slot of the 
lowest level used

•	 inscribe a spell into the book without 
costly inks or reagents

The book will only accept 1lb of flesh from a 
single humanoid in any 24 hour period.

Sentience. The Carnivorous Gramayre is 
a sentient chaotic evil item with an Intelli-
gence of 20, a Wisdom of 14, and a Charis-
ma of 12. It has hearing and darkvision out 
to a range of 120 feet. The book can under-
stand Common, but rarely listens. 
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Mandrake
varanus hortensis

Mandrake
Tiny plant, neutral evil

Armor Class 14 
Hit Points 10 (3d4 + 3)
Speed 30 ft., 0 feet whilst planted

STR DEX CON INT WIS CHA

12 (+1) 1 (-5) 16 (+3) 8 (-1) 8 (-1) 8 (-1)

Skills Perception -1
Senses passive perception 9
Languages understands druidic and dra-
conic, but can’t speak

Planted. A mandrake must remain planted 
in soil, or perish in 1d4 rounds. 

Scream. A mandrake unwillingly uprooted 
lets off a lethal scream. Every creature that 
can hear it must succeed on a DC10 Charis-
ma saving throw or drop to 0 hit points. A 
creature that succeeds on the saving throw 
is immune to the Scream of all Mandrakes 
for the next 24 hours. 
 
Powerful Sap. The mandrake can secrete a 
potent sap which acts as a potion of healing. 
This sap can be held indefinitely, but after 
it has been collected once, the Mandrake 
must be buried under fresh soil for three 
consecutive days before it can be collected 
again.

The mandrake is a rather demanding 
companion, but the payoffs are worth the risk. 

Their blood is potent in potion making and 
medicine, though I’d cover your ears before I 

wake it up in the morning. 

The mandrake is only 
happy when it is receiving 

attention, fussing and 
gifts. It doesn’t like 

leaving its pot

Upgrades
The Mandrake comes 
pre-installed in a 
small clay gardening 
pot, which can be 
decorated to suit your 
tastes for an addi-
tional 5 gp. A bag of 
mulch is available for 
a further 1 sp. 

Lizard scale
Plant Pot
Whistle

Summoning 
Components
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varanus hortensis
Bertha
githyaki

Bertha
Large monstrosity, lawful evil

Bertha uses the statistics of a cow, with 
the following additional changes: 

Innate Spellcasting (Psionics). The 
githyaki’s innate spellcasting ability is 
Intelligence. It can innately cast the fol-
lowing spells, requiring no components:

At will: mage hand (the hand is invisible)

3/day each: jump, misty step, nondetec-
tion (self only)

Now, Bertha here has something of a 
one track mind, but if you don’t mind her 
occasionally wandering off to slay a tribe 
of mind flayers, then she might well be the 

companion you need. 

Bertha cares about two 
things. eating too much & 
killing mind flayers...and 

she’s all out of food.

Upgrades
Bertha is supplied 
with her silver great-
sword at no extra cost, 
which can be embel-
lished in a number of 
entertaining ways for 
a mere 10 gp. 

Winter furs
Illithid tentacles

Astral debris

Summoning 
Components
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Florence
vampiric flumph

Florence
Small undead, lawful evil

Florence uses the statistics of a flumph, with 
the following additional changes: 

Regeneration. Florence regains 2 hit points 
at the start of her turn if she has at least 1 hit 
point and isn’t in sunlight or running water. 
If Florence takes radiant damage or damage 
from holy water, this trait doesn’t function 
until the start of her next turn. 

Vampire Weaknesses: Florence has the follow-
ing flaws: 
Stake to the Heart. Florence is destroyed if a 
piercing weapon made of wood is driven into 
her heart while she is Incapacitated in her 
Resting place.
Sunlight Hypersensitivity. Florence takes 2 
radiant damage when she starts her turn in 
sunlight. While in sunlight, she has disadvan-
tage on Attack rolls and Ability Checks

Vampiric Tendrils. Melee Weapon Attack.  + 
4 to hit, reach 5 ft., one creature. Hit: 2 (1d4) 
necrotic damage. The target’s hit point max-
imum is reduced by an amount equal to the 
necrotic damage taken, and Florence regains 
hit points equal to that amount. The reduction 
lasts until the target finishes a long rest. The 
target dies if this effect reduces its hit point 
maximum to 0. 

Hungry little bugger, that one is! Wear her 
like a hat, you can! Yes, she’s quite friendly. 
Safe? Well, what does “safety” mean to an 
adventurer like you, anyway? Just mind the 
tendrils and you’ve got a friend for the rest 

of your life.

Florence loves cuddling, 
especially when she’s 
hungry for blood or 

thoughts

Upgrades
Florence comes with 
an corrosion-resistant 
cage for 75 gp (100  
gp for the gold-color-
ed version). Her 
non-vampiric sisters 
may accompany her 
and be converted to 
vampirism for an extra 
fee. 

Vial of blood
Charcoal

Happy Thoughts

Summoning 
Components
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Jeeves
pocket butler
Jeeves here is an impeccable manservant, 
and yours for only a nominal fee. Don’t 
look at me like that, he’s not really alive. 

He is, however, very particular about your 
outerwear. I’m not sure he’ll continue to let 

you wear....that. 

Pocket Butler
Small undead, lawful evil

A pocket butler uses the statistics of a 
tiny servant, with the following additional 
changes: 

Innate Spellcasting. The pocket butler’s 
innate spellcasting ability is Wisdom (spell 
save DC 10). It can innately cast the follow-
ing spells, requiring no components:

at will: prestidigitation, unseen servant
3/day each: tenser’s floating disk
1/day each: create food and water

You called, sire?  The pocket butler exists 
in a pocket dimension, and can be called 
forth as a bonus action, appearing in 
within 5 feet of you. Once it has completed 
the task you ask of it, it instantaneously 
vanishes back to the pocket dimension. If 
the butler is called forth and a task is not 
asked of it, it returns to the pocket dimen-
sion.

Jeeves abhors a crumpled 
shirt or unpolished shoes

Upgrades
Jeeves can be supplied 
with an extra-dimension-
al wardrobe for an addi-
tional 300 gp, containing 
a variety of seasonal 
clothes in which to dress 
you each day.

Handkerchief
Small silver bell

Letter from an Aunt

Summoning 
Components
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Mr Niblets
unholy feline

Mr Niblets! How did you get out of that 
lead lined cage AGAIN? 

You’re incorrigible, aren’t you? Yes you are. 
Good kitty. I suppose whilst you’re here, 

you could meet my new customer. 
You might even be a match. 

Mr Niblets
Tiny fiend, lawful evil

Mr Niblets uses the statistics of a cat, 
with the following additional changes: 

Bad luck. Creatures within 5 feet of Mr 
Niblets have disadvantage on ability 
checks. This trait can be negated to-
wards a specific creature for 24 hours 
if that creature offers Mr Niblets an 
acceptable bribe in the form of fish. 

Unholy Resilience. If Mr Niblets would 
die, instead he escapes this fate 
through an incredibly unlikely series of 
coincidences. 

Curse your sudden but inevitable 
betrayal (1/day). At the start of each 
round in combat, there is a 10% chance 
Mr Niblets flees the scene by the 
quickest route possible. Any characters 
who witness this event gain Inspiration.

Mr Niblets has a high, 
squeaky voice and openly 
urges people to selfish, 

evil acts

Upgrades
Mr Niblets was once 
sold with all kinds of 
toys, but past experi-
ence shows that the 
owners rarely live long 
enough to make use of 
them. Nowadays he is 
sold as seen. 

Coal or soot
A broken ladder

13

Summoning 
Components
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Ossea
tooth fairy

Tooth Fairy is actually a misnomer, the 
species is most assuredly a yugoloth, though 
admittedly of the lower orders. I hear that 

associating with one can be quite lucrative. 

Dentaloth
Tiny fiend (yugoloth), neutral evil

A dentaloth uses the statistics of a 
sprite, with the following additional 
abilities:

Bone Sense. The dentaloth can sense 
exposed bone in a radius of 1 mile 
around him, and can also sense if those 
bones are infused or animated with 
necromantic magic. 

Teeth for Gold. The dentaloth can touch 
a tooth removed from the head of a 
living creature in the last 24 hours and 
turn it into one (unmarked) gold piece.

Ossea is particularly 
fond of animal teeth, and 
collects them whenever 

he can

Upgrades
Ossea can be pur-
chased with a silver 
crown, or a decorative 
silver wand for 10 gp 
apiece. 

Baby tooth
Pillowcase
Gold coin

Summoning 
Components



68 house of familiars - wonders

gilbert
the golem

Gilbert isn’t as disagreeable as he looks. 
He’s actually rather a sweetheart, if you 
remember to clean in between his cracks. 

He’s strong as a workhorse, and a fraction 
of the size. 

Gilbert
Tiny construct, lawful neutral

Armor Class 17 
Hit Points 17 (2d10 + 5)
Speed 15ft.

STR DEX CON INT WIS CHA

22 (+6) 9 (-1) 20 (+5) 3 (-4) 11 (+0) 1 (-5)

Damage Immunities Poison, Psychic; Bludg-
eoning, Piercing, and Slashing from Nonmag-
ical Attacks that aren’t Adamantine
Condition Immunities Charmed, Exhaustion, 
Frightened, Paralyzed, Petrified, Poisoned
Senses Darkvision 120ft. passive perception 
10
Languages understands common, but can’t 
speak

Immutable Form. The golem is immune to any 
spell or effect that would alter its form.

Strength. The golem is considered to be a 
Large creature for the purpose of determin-
ing its carrying capacity.

Gilbert likes to crack 
jokes in sign language and 

chuckle to himself

Upgrades
Gilbert can be pro-
vided with a large 
wooden cart for him to 
pull for an additional 
50 gp. 

Boulder
Book of Jokes
Donkey hair

Summoning 
Components
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A
ll good things must come to an end, and the time 
has long passed for us to say our farewells. Perhaps, 
though, you have made a new friend along the way. 

Ah, do not give me that look. I am sure we will meet again. 

The House of Familiars is always acquiring more stock, and there are always more 
companions out there. One day soon, the House of Familiars will open once more, 
and we hope to see you again when it does. 
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Oliver Clegg has been creating D&D content for the past few 
years, fulfilling his mother’s bitter prophecies about what might 
happen if he didn’t apply himself at school. He creates/researches 
Ravenloft and horror resources, and lives in England where the 
ever-present gloom and rain sooth his frazzled nerves. He takes no 
responsibility for characters maimed or shoes stolen on visits to the House 
of Familiars. He can be reached at @deathbybadger on Twitter.

Jessica Marcrum is a lifelong fan of fairy tales, mythology, and 
fantasy. A former opera singer and current licensed social worker, 
she has had the good fortune to GM for several fantastic groups 
of adventurers over the last several years. Though Chicago-raised, 
she currently lives in Pittsburgh with her spouse and their three fat cats. 
Jessica’s next projects are The Uncaged Tarot, and The Book of Seasons 
adventure anthologies.  She can be reached at @Miss_Jess03 on Twitter or 
at www.jessicamarcrumwrites.com

Cat Evans is a grumpy old pre-crone from the UK who drinks 
too much coffee, has too many dogs, and writes an assortment 
of dark and horrid content for RPGs including D&D 5e, Scarred 
Lands, and upcoming projects for the World of Darkness and 
Powered by the Apocalypse. She’s also co-leading the Eat the Rich! 
anthology of anti-capitalist D&D adventures, coming to DMs Guild in 
Winter 2019. When she grows up she hopes to be a Night Hag. She dwells 
mostly on Twitter @perpetualgloom, but you can see what she’s up to at 
www.catevansiswriting.com

Liz Gist is a lover of hags and creepy fey things, as well as 
being an artist, writer and editor across a random assortment of 
D&D projects, from the entire Uncaged series to best-selling 
collaborations with Cat. You can fnd them on Twitter @crit_liz and on 
Patreon, where you can get previews of their art and TTRPG projects.

Tallulah Cunningham is a scientific and fantasy illustrator 
with a PhD in Natural History Illustration (proof read by an actual 
rocket scientist). She has been getting back into D&D after a long 
hiatus and appears to have gained Druidic levels during that lapse, 
a black dachshund-dragon familiar, numerous bonsai and a moss 
garden are proof of this. She lives in sun-washed Australia and is glad 
to exist in a time where comm-tech allows her to be a part of projects like 
Bearthazar’s, and to remotely RPG with friends far far away. She bites her 
thumb at anyone who says drawing dragons and fantasy characters isn’t 
real work, but is still joyously bewildered that this is her career. 

Tallulah can be reached @fabricmagpie on Twitter and at 
melanippos.com.

MEET THE COVEN



71house of familiars house of familiars

DUNGEONS & DRAGONS, D&D, Wizards of the Coast, Forgotten  Realms,  
Ravenloft,  the  dragon  ampersand, and all other Wizards of the Coast 
product names, and their respecive logos are trademarks of Wizards 
of the Coast in the USA and other countries.This work contains mate-
rial that is copyright Wizards of  the  Coast  and/or  other  authors.  
Such  material  is used with permission under  the Community  Content 
Agreement for Dungeon Masters Guild. All other original material in 
this work is copyright 2019 by Catherine Evans, Oliver Clegg, and Jessica 
Marcrum,  published  under  the  Community  Content Agreement for 
Dungeon Masters Guild



 @fabricmagpie -melanippos.com



 @fabricmagpie -melanippos.com




