


PrefacePreface
Welcome to the first volume of Shiny’s Monster Menagerie: a
collection of specially crafted creatures for D&D 5e to be
employed in interesting, dynamic encounters. This volume
features five creatures based on the tales of Sir Gawain and the
Green Knight - the eponymous Green Knight and four of his
minions, the three Flower Squires, and the Headless Squire.

Additionally, the Green Chapel mechanics were made to make
this a dynamic encounter with various possible courses of action
for the players to take while they battle and try to undermine the
Knight’s powers.

Special thanksSpecial thanks
We'd like to thanks all our supporters, be them from Patreon or
APOIA.se, and all of our followers. It's been really close to a year
since we began publishing and launching this new format is a new
step in this path! You all are the reason we keep on working!

ContentsContents
The Green Knight .......................................................................... 3
The Flower Squires ....................................................................... 5
Headless Squire ............................................................................. 6
The Green Chapel .......................................................................... 7

2



The MonstersThe Monsters
The Green KnightThe Green Knight
There are many tales of a verdant knight who descends upon
villages during the times of winter festivals. Seemingly an
extension of the woods themselves, covered in wilting blades of
grass, cracking leaves, and darkened bark, he announces his failing
strength and issues a challenge: “those who wish for my powers,
seek the Green Chapel of Spring.”.

When he comes to town to challenge those who think
themselves worthy, the Knight comes unarmed and does not resist
if threatened or fought - he knows he’ll be in the Chapel when
spring comes, as he’s linked to the wax and wane of seasons,
granted to be reborn as nature blooms once again.

Certain of his eternal return, the Knight cares not about the
result of the duels - about his or his challenger’s possible deaths.
He’s a champion of the wilderness and represents the Chaos that
presses against the Order of civilization. All he wishes to see is the
balance slightly tilted either by powerful victors wielding his
treasures or the defeated rising once again as his Flower Squires.
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The Green KnightThe Green Knight
Large plant, chao�c neutral

Armor Class 17 (natural armor)
Hit Points 220 (30d10 + 55)
Speed 30 �.

STR DEX CON INT WIS CHA
20 (+5) 14 (+2) 18 (+4) 12 (+1) 16 (+3) 12 (+1)

Skills Athle�cs +9, Percep�on +7
Saving Throws Cons�tu�on +8, Wisdom +7
Condition Immunitites charmed, frightened
Senses darkvision (60 �.), Green Sight, passive percep�on

17
Languages common, elven, sylvan
Challenge 9 (5,000 XP)

Chapel’s Blessing. While the Green Knight is affected by at
least 2 of the Green Chapel’s Menhirs, he has resistance to
bludgeoning, piercing and slashing damage.

Dueling Game. The Green Knight slumbers in the Green
Chapel un�l awoken by a challenger. While slumbering, he’s
immune to all damage.
Fertile Beheadings. If the Green Knight kills a humanoid with
the Broadleaf Axe, they are beheaded and transformed into
a Flower Squire. Roll a d6 to determine the type of flower
that sprouts from their neck: 1-2 Chrysanthemum, 3-4
Orchid, 5-6 Rose.
Green Sight. The Knight can perceive anything his Flower
Squires perceive through their Blindsight while they remain
on the same plane of existence and even while he slumbers.

Legendary Resistance (2/day). If the Knight fails a saving
throw, it can choose to succeed instead.

ActionsActions
Multiattack. The Green Knight makes two broadleaf axe
a�acks.

Broadleaf Axe. Melee Weapon A�ack: +8 to hit, reach 10�.,
one target. Hit: 17 (2d12 + 5) slashing damage. Also, if the
Knight scores a cri�cal hit, he can make a Broadleaf A�ack
against a creature within 5 �. of the first a�ack’s target.
Chapel of Radiance (Recharge 5-6). Burning light radiates
outward from the Central Menhir and each creature of the
Knight’s choosing within 20 �. of it must make a DC 17
Dexterity saving throw or suffer 28 (8d6) radiant damage
and be blinded for 1 minute. On a success, a creature only
suffers half as much damage and is not blinded.
A creature blinded in this way can make a DC 17
Cons�tu�on saving throw at the end of each of their turns,
ending the condi�on on a success.

Bonus ActionsBonus Actions
Strangle. A creature restrained by Inescapable Game must
make a DC 17 Strength saving throw or be squeezed by the
vines, suffering 11 (2d8 + 3) bludgeoning damage. They only
suffer half as much damage on a success.

ReactionsReactions
Inescapable Game. If a creature moves away from the
Knight, they must make a DC 17 Strength saving throw or be
restrained (escape DC 17) as vines sprout to get hold of
them.
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The Flower SquiresThe Flower Squires
Humanoids who fall in face of the Green Knight’s Axe have their
bodies taken by nature, being twisted by vines that writhe under
their skin, thorns that puncture their flesh from the inside and
flowers that bloom in the places of their heads, which are taken by
the Knight as trophies.

The Squires are all connected to each other, as they all share the
life-giving gifts of nature, and, therefore, are also connected to the
Knight. The Knight sees all they see and knows all they know.
They further their master’s goals almost mindlessly, much like
seeds being scattered by the wind to spread a tree’s progeny
through the forest.

This does not mean they are devoid of thought - they can
strategize and combine their different strengths to lure challengers
deeper into the forest and in the Green Chapel’s way.

There are three types of Flower Squire, each dreamt by the
Green Knight as he slept through winter, each inspired by a kind of
flower that grows near the Green Chapel - chrysanthemums,
orchids and roses.

Chrysanthemum Squires are attuned to magic, being able to aid
their companions’ efforts, to hinder the advances of their foes, and
to assault brains with powerful reality-distorting illusions. Orchid
Squires sap the vitality of their opponents, converting it into their
own life-force through their parasitic spawn. Rose Squires, finally,
are the most aggressive of the Flowers, eager to make enemies
bleed with their thorns.
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Orchid SquireOrchid Squire
Medium plant, chao�c neutral

Armor Class 15 (natural armor)
Hit Points 115 (20d8 + 25)
Speed 30 �.

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

Condition Immunitites blinded, charmed
Senses blindsight 60 feet (blind beyond this radius),

passive percep�on 12
Languages understands the languages it spoke before

dying, can’t speak
Challenge 4 (1,100 XP)

ActionsActions
Multiattack. The Orchid Squire makes two parasite whip
a�acks.

Parasite Whip. Melee Weapon A�ack: +6 to hit, 10 �., one
target. Hit: 7 (2d4 + 3) slashing damage and the target is
covered in parasi�c plants. A creature riddled with these
parasites can use an ac�on to remove them.
Orchid’s Bloom. Each creature that has parasites from
Parasite Whip must make a DC 15 Cons�tu�on saving
throw or suffer 4 (2d4) necro�c damage, suffering half as
much damage on a success. The Orchid Squire recovers
half as many hit points as the damage suffered by affected
creatures within 30 �. of it.

Chrysanthemum SquireChrysanthemum Squire
Medium plant, chao�c neutral

Armor Class 14 (natural armor)
Hit Points 100 (17d8 + 24)
Speed 25 �.

STR DEX CON INT WIS CHA
10 (+0) 12 (+1) 12 (+1) 10 (+0) 16 (+3) 14 (+2)

Condition Immunitites blinded, charmed
Senses blindsight 60 feet (blind beyond this radius),

passive percep�on 13
Languages understands the languages it spoke before

dying, can’t speak
Challenge 3 (700 XP)

Empowered Spells. While all menhirs are ac�ve, any spell
cast by the Squire is cast at 1 spell level higher than its
minimum level.

Innate Spellcasting. The Chrysanthemum Squire uses the
power of nature to cast spells. Its spellcas�ng ability is
Wisdom (spell save DC 15, +6 to hit with spell a�acks).

3/day: bless, inflict wounds
2/day: blindness/deafness, guiding bolt, hold person
1/day: dispel magic

ActionsActions
Blooming Dart. Ranged Spell A�ack: +6 to hit, range 60 �.
Hit: 9 (2d6 + 3) radiant damage and the next melee a�ack
made against the target is made with advantage.

Thought Blossoms. When a creature that can see the
Chrysanthemum Squire’s head starts their turn within 10
feet of it, the Squire can force them to make a DC 15
Wisdom saving throw or be charmed on a failure.
A creature charmed in this way is tormented by
psychedelic hallucina�ons of blooming flowers. While
seeing them, the creature suffers 9 (2d6 + 3) psychic
damage at the beginning of each of their turns and, when
they make an a�ack against a creature, they must make a
DC 15 Wisdom (Percep�on) check or mistake the target for
the Chrysanthemum Squire who has charmed them. The
check is made as part of their ac�on.
At the end of each of their turns, the charmed creature
can repeat the saving throw, ending the condi�on on a
success.



Characters turned SquiresCharacters turned Squires
When a Character is affected by the Green Knight's Fertile
Beheadings, all of their sta�s�cs are converted to the ones of
the type of Flower Squire they become.

A Flower Squire made from a character retains their
weapon and armor proficiencies, being able to make weapon
a�acks and protect itself with the arsenal it previously carried.

Class features, boons, magic item a�unement and other
such characteris�cs, in turn, are lost.

Headless SquiresHeadless Squires
Once the life-brimming body of a Flower Squire is killed, it almost
instantly spoils. Their flower-head wilts away, leaving their
beheading wound through which poison-turned-blood spills until
they are put down once again.
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Rose SquireRose Squire
Medium plant, chao�c neutral

Armor Class 15 (natural armor)
Hit Points 130 (20d8 + 40)
Speed 35 �.

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

Condition Immunitites blinded, charmed
Senses blindsight 60 feet (blind beyond this radius),

passive percep�on 12
Languages understands the languages it spoke before

dying, can’t speak
Challenge 3 (700 XP)

Pinpricks. When the Rose Squire is hit by a melee a�ack
from a creature within 5 �. of it, the a�acker suffers 6 (1d8
+ 2) piercing damage. If the Squire suffers fire damage, this
property has no effect un�l the end of its next turn.

ActionsActions
Multiattack. The Rose Squire makes two mace a�acks.

Mace. Melee Weapon A�ack: +6 to hit, reach 5 �., one
target. Hit: 11 (2d8 + 3) piercing damage.
Road of Thorns (1/day). The Rose Squire casts spike growth
but it does not affect the Squire itself and its allies. While
in the area, the Squire’s Pinpricks damage is raised to 11
(2d8 + 2).

Headless SquireHeadless Squire
Medium plant, chao�c neutral

Armor Class 13 (natural armor)
Hit Points 50 (8d8 + 14)
Speed 25 �.

STR DEX CON INT WIS CHA
16 (+3) 14 (+2) 12 (+1) 7 (-2) 12 (+1) 8 (-1)

Condition Immunitites blinded, charmed
Senses blindsight 60 feet (blind beyond this radius),

passive percep�on 11
Languages understands the languages it spoke before

dying, can’t speak
Challenge 1 (200 XP)

Toxic Blood. The Headless spills toxic blood through the
wound on its neck where its head used to be. Any non-
plant creature that gets within 5 �. of it for the first �me
or starts their turn within 5 �. of it must make a DC 14
Cons�tu�on saving throw or suffer 7 (2d6 + 1) poison
damage, suffering only half as much damage on a success.

A creature that suffers poison damage from Toxic Blood
two turns in a row is poisoned un�l the end of their next
turn.

ActionsActions
Multiattack. The Headless Squire makes two slam a�acks.

Slam. Melee Weapon A�ack: +4 to hit, reach 5 �., one
target. Hit: 7 (1d8 + 3) bludgeoning damage.

Chrysanthemum Squire



The Green ChapelThe Green Chapel
TT his is the Green Knight’s resting place where he slumbers for

most of the year, waking when Spring comes to take Winter’s
place. While the Knight rests, he’s nigh invulnerable and his
Squires patrol the surrounding woods.

When Spring comes, a challenger can awaken the Knight with a
challenge to a duel, which he’ll always accept. During a duel, the
Knight and his Squires try to stay near the Chapel, as it empowers
them as a spring of natural energy. This is the only place he and his
minons will fight in.

The Chapel sits in a forest clearing and consists of five menhirs
arranged in a cross pattern: a central, Huge sized menhir, and four
Large sized ones standing on the cardinal points in relation to the
central one, 20 feet away from it.

The menhirs are ancient structures that sit atop natural pathways
of magic on which mystical energy flows. While one of the
smaller menhirs is precisely 20 feet away from the Central Menhir
and on its respective cardinal direction and has more than 0 hit
points, it channels the magic flowing underground, blessing plants
in the area.

The MenhirsThe Menhirs
All menhirs have 17 AC, the Central Menhir has 55 (10d10) hit
points, and the cardinal ones have 36 (8d8) hit points.

Central MenhirCentral Menhir
Located at the center of the cross formed by the menhirs, this is a
huge piece of uneven rock. There are no markings on it, just plain
gray rock.

North MenhirNorth Menhir
The Menhir placed at the northern point of the cross is decorated
with pictographs representing swirling winds, running people, and
sailing boats. There are druidic markings around its foot related to
an incantation linked to swiftness.

While the North Menhir is channeling its magic, any plant that
starts their turn within 15 feet of the Central Menhir has their
speed increased by 10 feet until the end of that turn.

West MenhirWest Menhir
The Menhir placed at the western point of the cross is decorated
with pictographs related to light and brilliance, such as stars, suns
and crystals. There are druidic markings around its foot related to
an incantation linked to an empowering light.

While the West Menhir is channeling its magic, any plant that
starts their turn within 15 feet of the Central Menhir deals an
additional 1d6 radiant damage on their attacks.

South MenhirSouth Menhir
The Menhir placed at the southern point of the cross is decorated
with pictographs representing life: hearts, fruits, animals, and
children. There are druidic markings around its foot related to an
incantation linked to rejuvenating forces.

While the South Menhir is channeling its magic, any plant that
starts their turn within 15 feet of the Central Menhir receives 11
(2d8+3) temporary hit points.

East MenhirEast Menhir
The Menhir placed at the eastern point of the cross is decorated
with pictographs of protection like shields and armor. There are
druidic markings around its foot related to an incantation linked to
divine protection.

While the East Menhir is channeling its magic, any plant that
starts their turn within 15 feet of the Central Menhir has a +1
bonus to AC.

Deciphering the magicDeciphering the magic
At the start of any creature whose type is plant’s turn, the menhirs
that are still channeling magic glow in golden light and their
pictographs flow through the air in the direction of the Central
Menhir, being absorbed by the rock.

Right after the absorption, the pictographs shine around the
plant in question, applying their effects. In this dynamic encounter,
communicating the role of each menhir and how they affect the
plants is crucial, as they make foes more powerful and finding
ways to deal with these buffs (such as moving or destroying the
menhirs) can be lots of fun for the players.

Be sure to describe the pictographs in play, such as little shields
that come from the East Menhir and protect the Squires, getting in
the way of the characters’ attacks, or the hearts from the south
menhir vanishing in place of a the Knight being wounded. When
the Headless advances, roiling winds push their legs for extra
speed and their reckless attacks are made deadlier by the little suns
that surround their hands with ardent light.

Skills such as arcana and religion are useful to reveal the
Chapel’s workings:

Relevant ChecksRelevant Checks
DC 16 Arcana checks reveal that the magic flows from the
outer menhirs into the Central one and that the plants
must be close to the Central Menhir to be affected by it.

DC 17 Arcana or Religion checks can be made to
understand the effect of one of the menhirs’ magic.

DC 19 Arcana checks can be made to ascertain that the
physical integrity of the menhirs is vital for the plants to be
affected by their magic.

DC 22 Arcana checks reveal that the menhirs being exactly
posi�oned where they are in the cross forma�on is
necessary for their magic to be channeled.

Bringing the menhirs down and seeing the Green Knight's forces
crumble as their magical aid wanes should give your players
enormous satisfaction!

7



OPEN GAME LICENSEOPEN GAME LICENSE
version 1.0aversion 1.0a
The following text is the property of Wizards of the Coast, Inc.
and is Copyright 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
reproduce, 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 characters; 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 specifically 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
“Using” 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 License, the Contributors grant You a perpetual,
worldwide, royalty-free, non-exclusive 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 Contributions 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 compatibility 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
unenforceable, 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, Inc. System Reference Document
Copyright 2000-2003, Wizards of the Coast, Inc.; Authors
Jonathan Tweet, Monte Cook, Skip Williams, Rich Baker,
Andy Collins, David Noonan, Rich Redman, Bruce R. Cordell,
John D. Rateliff, Thomas Reid, James Wyatt, based on original
material by E. Gary Gygax and Dave Arneson.
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A Shiny Press release.
Follow @shiny_press on Twitter!
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