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 Introduction
This compendium contains twenty new and illustrated griffon statblocks 
with which to populate your worlds. Since normal griffons from the 
Material Plane combine elements from both eagles and lions, it stands to 
reason that other griffons found across the Planes of Existence may have 
even more miraculous combinations. Use these entries to add both variety 

and unique familiarity to your far-flung adventures in fifth edition!

C R E D I T S

D I R E C T I O N  &  L A Y O U T : 
Griffin Macaulay

M O N S T E R  A R T :  
Damien Mammoliti

M O N S T E R  D E S I G N : 
Kyle Pointer, Tony Casper

E D I T I N G : 
Tony Casper

Product Identity: The following items 
are hereby identified as Product Identi-
ty, as defined in the Open Game License 
version 1.0a, Section 1(e), and not 
Open Content: the Griffon’s Saddlebag, 
all trademarks, registered trademarks, 
proper names (characters, place names, 
monsters, organizations, etc.), dia-
logue, plots, story elements, locations, 
items, characters, artwork, graphics, 
sidebars, and trade dress. Elements 
that have previously been designated 
as Open Game Content are not included 
in this declaration.

Open Game Content: Items with the 
“free” tag at thegriffonssaddlebag.com/
free are considered to be Open Game 

Content as described in Section 1(d) of 
the License. Artwork for such items may 
only be used in direct association with 
the items they’re intended to represent. 
Attribution to The Griffon’s Saddlebag 
is required. 

Reference to other copyrighted materi-
al in no way constitutes a challenge to 
the respective copyright holders of that 
material.

Criir, The Griffon’s Saddlebag, and its 
associated logos are trademarks of The 
Griffon’s Saddlebag, LLC.

© 2022 The Griffon’s Saddlebag, LLC
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T A B L E  O F  C O N T E N T S 

Griffon Plane(s) of Origin Type CR Page

Alce Material Plane Monstrosity 4 4

Chimeric Griffon Material Plane Monstrosity 6 6

Sphinx Griffon Material Plane Monstrosity 10 8

Winter Griffon Material Plane Monstrosity 3 10

Druidic Griffon Any fey plane or the 
Material Plane Monstrosity 5 12

Fey Griffon
Any fey plane, some 
demiplanes, or the 
Material Plane

Fey 1/2 14

Pseudogriffon Any fey plane or the 
Material Plane Monstrosity 1/4 16

Shadow Griffon Any negative or Lower 
Plane Undead 6 18

Phantom Griffon
Ethereal Plane, any 
negative plane, or the 
Material Plane

Undead 4 20

Air Griffon Elemental Plane of Air Elemental 5 22

Tempest Griffon
Elemental Plane of Air, 
any fey plane, or the 
Material Plane

Monstrosity 12 24

Earth Griffon Elemental Plane of 
Earth Elemental 5 26

Fire Griffon Elemental Plane of Fire Elemental 5 28

Phoenix Griffon Elemental Plane of Fire 
or Material Plane Elemental 15 30

Water Griffon Elemental Plane of 
Water Elemental 5 32

Celestial Griffon Upper Planes Celestial 8 34

Hell Griffon Lower Planes Fiend 9 36

Rakshasa Griffon Lower Planes Fiend 7 38

Vrock Griffon Lower Planes Fiend 
(demon) 5 40

Starscape Griffon Astral Plane Celestial 19 42
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W H A T ' S  A N  A L C E ?
In some mythologies, certain 
griffons don't have wings! 
Instead, they bear a set of 
heavy horns. Sometimes this 
is a gender-based distinction, 
where only male griffons be-
come alces.

Alce is pronounced "al-CHAY," 
although "horned griffon" is at 
times more common.
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Alce
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Chimeric 
Griffon
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Sphinx Griffon
Large monstrosity, lawful neutral

Armor Class 16 (natural armor)
Hit Points 127 (15d10 + 45)
Speed 40 ft., fly 80 ft.

STR DEX CON INT WIS CHA
18 (+4) 15 (+2) 16 (+3) 17 (+3) 17 (+3) 14 (+2)

Saving Throws Dex +6, Con +7, Int 
+7, Wis +7

Skills Arcana +7, Perception +7, 
Religion +7

Damage Resistances bludgeoning, 
piercing, and slashing from 
nonmagical attacks

Damage Immunities psychic
Condition Immunities charmed, 

frightened
Senses truesight 120 ft., passive 

Perception 17
Languages Common, Sphinx
Challenge 10 (5,900 XP)

Inscrutable. The griffon is immune 
to any effect that would sense its 
emotions or read its thoughts, as 
well as any divination spell that it 
refuses. Wisdom (Insight) checks 
made to ascertain the griffon’s 
intentions or sincerity are made 
with disadvantage.

Keen Sight. The griffon has 
advantage on Wisdom (Perception) 
checks that rely on sight.
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Magic Weapons. The griffon’s 
weapon attacks are magical.

Spellcasting. The griffon is a 6th-
level spellcaster. Its spellcasting 
ability is Intelligence (spell save 
DC 15). It requires no material 
components to cast its spells. The 
griffon has the following wizard 
spells prepared:

Cantrips (at will): mage hand, 
minor illusion, prestidigitation

1st level (4 slots): detect magic, 
identify, shield

2nd level (3 slots): darkness, locate 
object, suggestion

3rd level (3 slots): dispel magic, 
tongues

ACTIONS

Multiattack. The griffon makes two 
attacks: one with its bite and one 
with its claws.

Bite. Melee Weapon Attack: +8 to 
hit, reach 5 ft., one target. Hit: 11 
(2d6 + 4) piercing damage.

Claws. Melee Weapon Attack: +8 to 
hit, reach 5 ft., one target. Hit: 13 
(2d8 + 4) slashing damage.

Present Riddle (3/Day). The griffon 
telepathically poses a riddle to 
each creature of its choice that 
it can see within 60 feet of it. A 

creature that doesn’t understand 
at least one language is immune to 
this effect. Each affected creature 
must succeed on a DC 15 Intel-
ligence saving throw or become 
incapacitated until the start of the 
griffon’s next turn. The GM can 
choose to present a player with an 
actual riddle. If the player solves 
it, that player’s character auto-
matically succeeds on the saving 
throw. Otherwise, the character 
makes the saving throw as normal.

LEGENDARY ACTIONS

The griffon can take 3 legendary 
actions, choosing from the options 
below. Only one legendary action 
can be used at a time and only at 
the end of another creature's turn. 
The griffon regains spent legend-
ary actions at the start of its turn.

Claw Attack. The griffon makes one 
attack with its claws.

Teleport (Costs 2 Actions). The 
griffon magically teleports, along 
with any equipment it is wearing 
or carrying, up to 120 feet to an 
unoccupied space it can see.

Cast a Spell (Costs 3 Actions). The 
griffon casts a spell from its list 
of prepared spells, using a spell 
slot as normal.
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Winter Griffon
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Druidic Griffon
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Fey Griffon
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Pseudogriffon
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V A R I A N T :  P S E U D O -
G R I F F O N  F A M I L I A R
Some pseudogriffons are willing 
to serve spellcasters as a famil-
iar. Such pseudogriffons have 
the following trait.

Familiar. The pseudogriffon 
can serve another creature as 
a familiar, forming a magic, 
telepathic bond with that will-
ing companion. While the two 

are bonded, the companion can 
sense what the pseudogriffon 
senses as long as they are with-
in 1 mile of each other. While 
the pseudogriffon is within 10 
feet of its companion, the com-
panion shares the pseudo- 
griffon’s Magic Resistance trait. 
At any time and for any reason, 
the pseudogriffon can end its 
service as a familiar, ending the 
telepathic bond.
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Shadow Griffon
Large undead, unaligned

Armor Class 15 (natural armor)
Hit Points 123 (13d10 + 52)
Speed 30 ft., fly 80 ft.

STR DEX CON INT WIS CHA
18 (+4) 18 (+4) 18 (+4) 3 (–4) 13 (+2) 15 (+2)

Skills Perception +5, Stealth +5
Damage Vulnerabilties radiant
Damage Resistances acid, 

cold, fire, lightning, thunder; 
bludgeoning, piercing, and 
slashing from nonmagical attacks

Damage Immunities necrotic, 
poison

Condition Immunities exhaustion, 
frightened, grappled, paralyzed, 
petrified, poisoned, prone, 
restrained

Senses darkvision 120 ft., passive 
Perception 15

Languages —
Challenge 6 (2,300 XP)

Keen Sight. The griffon has 
advantage on Wisdom (Perception) 
checks that rely on sight.

Shadow Stealth. While in dim 
light or darkness, the griffon can 
take the Hide action as a bonus 
action. If the griffon makes an 
attack while hidden in dim light or 
darkness, the target takes an extra 
5 (1d10) necrotic damage on a hit.

Sunlight Weakness. While 
in sunlight, the griffon has 
disadvantage on attack rolls, 
ability checks, and saving throws.

Turn Resistance. The griffon has 
advantage on saving throws 
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against any effect that turns 
undead.

Undead Nature. The griffon doesn’t 
require air, food, drink, or sleep.

ACTIONS

Multiattack. The griffon makes two 
attacks: one with its beak and one 
with its claws.

Beak. Melee Weapon Attack: +7 to 
hit, reach 5 ft., one target. Hit: 8 
(1d8 + 4) piercing damage plus 5 
(1d10) necrotic damage.

Claws. Melee Weapon Attack: +7 to 
hit, reach 5 ft., one target. Hit: 11 
(2d6 + 4) slashing damage plus 5 
(1d10) necrotic damage.

Shadow Form. The griffon becomes 
a griffon-shaped, incorporeal cloud 
of wispy shadow until it dies, or 
until it chooses to end the effect 
as a bonus action. While in this 

form, the griffon’s only method of 
movement is a flying speed of 40 
feet. While flying in this way, it can 
hover, and it can enter and occupy 
the space of another creature.
    While in this form, the grif-
fon has advantage on Strength, 
Dexterity, and Constitution saving 
throws. The griffon can pass 
through small holes, narrow open-
ings, and even mere cracks, though 
it treats liquids as though they 
were solid surfaces. The griffon 
moves silently in this form, and it 
is invisible while it is in areas of 
darkness, even to creatures with 
darkvision. The griffon can’t fall 
and remains hovering in the air 
even when stunned or otherwise 
incapacitated. The griffon can’t 
manipulate objects in this form, 
and any objects it was carrying or 
holding can’t be dropped, used, or 
otherwise interacted with, and the 
griffon can’t attack.



20

Phantom 
Griffon
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Air Griffon
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Tempest Griffon
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Earth Griffon
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Fire Griffon
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Phoenix 
Griffon
Gargantuan elemental, neutral

Armor Class 16
Hit Points 181 (11d20 + 66)
Speed 40 ft., fly 120 ft.

STR DEX CON INT WIS CHA
18 (+4) 23 (+6) 22 (+6) 9 (–1) 16 (+3) 17 (+3)

Saving Throws Dex +11, Int +4
Skills Perception +8
Damage Resistances bludgeoning, 

piercing, and slashing from 
nonmagical attacks

Damage Immunities fire, poison
Condition Immunities exhaustion, 

grappled, paralyzed, petrified, 
poisoned, prone, restrained

Senses darkvision 60 ft., passive 
Perception 18

Languages Ignan
Challenge 15 (13,000 XP)

Death Burst. When the griffon dies, 
it explodes in a burst of sparks and 
ash. Each creature within 30 feet 

of it must make a DC 19 Dexterity 
saving throw, taking 21 (6d6) fire 
damage on a failed save, or half as 
much damage on a successful one. 
The explosion ignites flammable 
objects in the area that aren’t 
being worn or carried.

Elemental Nature. The griffon 
doesn’t require air, food, drink, or 
sleep.

Fire Form. The griffon can move 
through a space as narrow as 1 
inch wide without squeezing. A 
creature that touches the griffon 
or hits it with a melee attack 
while within 5 feet of it takes 5 
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(1d10) fire damage. In addition, 
the griffon can enter a hostile 
creature's space and stop there. 
The first time it enters a creature's 
space on a turn, that creature takes 
5 (1d10) fire damage and catches 
fire; until someone takes an action 
to douse the fire, the creature 
takes 5 (1d10) fire damage at the 
start of each of its turns.

Flyby. The griffon doesn't provoke 
opportunity attacks when it flies 
out of an enemy’s reach.

Illumination. The griffon sheds 
bright light in a 60-foot radius and 
dim light for an additional 60 feet.

Legendary Resistance (3/Day). If 
the griffon fails a saving throw, it 
can choose to succeed instead.

Rejuvenation. If it dies, the griffon 
returns to life from its ashes in 24 
hours and regains all its hit points. 
Only a wish spell or its ashes being 
destroyed can prevent this trait 
from functioning.

Searing Sight. The griffon has 
advantage on Wisdom (Perception) 
checks that rely on sight, and it 
has advantage on ability checks 
made to detect visual illusions.

ACTIONS

Multiattack. The griffon makes two 
attacks: one with its beak and one 
with its claws. Alternatively, it 
makes two plume attacks.

Beak. Melee Weapon Attack: +11 to 
hit, reach 15 ft., one target. Hit: 13 
(2d6 + 6) fire damage.

Claws. Melee Weapon Attack: +11 to 

hit, reach 15 ft., one target. Hit: 15 
(2d8 + 6) fire damage.

Plume. Ranged Weapon Attack: +11 
to hit, range 40/80 ft., one target. 
Hit: 13 (2d6 + 6) fire damage.

LEGENDARY ACTIONS

The griffon can take 3 legendary 
actions, choosing from the options 
below. Only one legendary action 
can be used at a time and only at 
the end of another creature's turn. 
The griffon regains spent legend-
ary actions at the start of its turn.

Fly. The griffon moves up to half its 
speed.

Plume Attack. The griffon makes 
one plume attack.

Firestorm (Costs 3 Actions). The 
griffon beats its wings, causing 
a torrent of flames to descend 
from it in a 10-foot-radius, 
120-foot-tall cylinder centered 
on the griffon. Each creature 
in the area must make a DC 19 
Dexterity saving throw, taking 
21 (6d6) fire damage on a failed 
save, or half as much damage on 
a successful one. If the bottom of 
the cylinder touches the ground, 
the ground in the area magically 
ignites. The ground continues 
burning for 1 minute, and a 
creature that starts its turn in a 
burning space or enters the area 
for the first time on a turn takes 
5 (1d10) fire damage. Each 5-foot 
square of burning ground can be 
extinguished by dousing it with 
10 gallons of water or exposing 
it to a strong wind of at least 20 
miles per hour.
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Water Griffon
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Celestial 
Griffon
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Hell Griffon
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Rakshasa 
Griffon
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Vrock Griffon
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Starscape 
Griffon
Gargantuan celestial, neutral

Armor Class 18 (natural armor)
Hit Points 264 (16d20 + 96)
Speed 50 ft., fly 150 ft. (hover)

STR DEX CON INT WIS CHA
22 (+6) 20 (+5) 23 (+6) 14 (+2) 19 (+4) 25 (+7)

Saving Throws Con +12, Int +8
Skills Arcana +8, Perception +16
Damage Resistances cold, force, 

radiant
Damage Immunities poison; 

bludgeoning, piercing, and 
slashing from nonmagical attacks

Condition Immunities exhaustion, 
petrified, poisoned, prone, 
stunned

Senses darkvision 300 ft., 
truesight 120 ft., passive 
Perception 26

Languages all, telepathy 300 ft.
Challenge 19 (22,000 XP)

Keen Sight. The griffon has 
advantage on Wisdom (Perception) 
checks that rely on sight.

Kindler of Stars. At the start of 
each of the griffon’s turns and 
whenever it scores a critical hit, 
it conjures a Medium mote of 
light, which resembles a twinkling 
star, in an unoccupied space of 
its choice within 30 feet of it. The 
mote is intangible, and it remains 
motionless and sheds dim light 
in a 60-foot radius. A conjured 
mote lasts until the griffon is more 
than 1 mile away from it, until 
the griffon dismisses it (no action 
required), until it's within an area 
of magical darkness, or until the 
griffon dies. The griffon can have 
up to 12 motes conjured at a time.

Legendary Resistance (3/Day). If 
the griffon fails a saving throw, it 
can choose to succeed instead.



43

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

Universal Nature. The griffon 
doesn’t require air, food, drink, or 
sleep.

ACTIONS

Multiattack. The griffon makes 
three attacks: one with its beak 
and two with its claws.

Beak. Melee Weapon Attack: +12 to 
hit, reach 15 ft., one target. Hit: 22 
(3d10 + 6) force damage.

Claws. Melee Weapon Attack: +12 to 
hit, reach 15 ft., one target. Hit: 24 
(4d8 + 6) force damage.

LEGENDARY ACTIONS

The griffon can take 3 legendary 
actions, choosing from the options 
below. Only one legendary action 
can be used at a time and only at 
the end of another creature's turn. 

The griffon regains spent legend-
ary actions at the start of its turn.

Create Star. The griffon creates a 
mote, as per its Kindler of Stars 
trait.

Interstellar Stride. The griffon 
teleports to an unoccupied space 
that is within the dim light shed 
by one of its motes.

Shooting Stars (Costs 2 Actions). 
The griffon chooses up to six 
motes to streak toward its foes. 
Each mote hits a creature of the 
griffon’s choice that it can see 
within 120 feet of it. Each mote 
deals 21 (6d6) force damage to 
its target. The motes all strike 
simultaneously, and the griffon 
can direct the motes to hit one 
creature or several. Each target 
hit by at least one mote must 
succeed on a DC 15 Strength 
saving throw or be knocked 
prone.
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License
The terms of the Open Gaming License 
Version 1.0a are as follows:

OPEN GAME License Version 1.0a
The following text is the property of Wiz-
ards of the Coast, LLC. 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 copyright-
ed material including derivative works and 
translations (including into other com-
puter 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; crea-
tures characters; stories, storylines, plots, 
thematic elements, dialogue, incidents, 
language, artwork, symbols, designs, depic-
tions, likenesses, formats, poses, concepts, 
themes and graphic, photographic and oth-
er visual or audio representations; names 
and descriptions of characters, Spells, en-
chantments, personalities, teams, personas, 
likenesses and Special abilities; places, loca-
tions, 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 con-
tributed 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 De-
rivative 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 accep-
tance of the terms of this License.

4. Grant and Consideration: In consider-
ation for agreeing to use this License, the 
Contributors grant You a perpetual, world-
wide, royalty-free, nonexclusive License 
with the exact terms of this License to Use, 
the Open Game Content.

5.Representation of Authority to Contrib-
ute: If You are contributing original mate-
rial 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 
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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 hold-
er’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, indepen-
dent Agreement with the owner of each 
element of that Product Identity. You agree 
not to indicate compatibility or co-adapt-
ability with any Trademark or Registered 
Trademark in conjunction with a work 
containing Open Game Content except 
as expressly licensed in another, indepen-
dent 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 in-
clude 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 termi-
nate 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, LLC. System Reference 
Document 5.1 Copyright 2016, Wizards 
of the Coast, LLC.; Authors Mike Mearls, 
Jeremy Crawford, Chris Perkins, Rodney 
Thompson, Peter Lee, James Wyatt, Robert 
J. Schwalb, Bruce R. Cordell, Chris Sims, 
and Steve Townshend, based on original 
material by E. Gary Gygax and Dave Arne-
son. The Griffon’s Saddlebag: Book One 
and The Griffon’s Saddlebag: Book Two 
Copyright 2022, The Griffon’s Saddlebag, 
LLC.; Creator, Designer, Author, and the 
Griffon himself: Griffin Macaulay.
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