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ThE JERsEY DEvIl

Three centuries in the New Jersey Pine

Barrens. A cursed thirteenth child that came

out wrong and never stopped hunting. Here

is its legend, and two ways to loose it on

your table.

“It does not want your gold or your soul. It

wants the sound you make when the wings

block out the moon.”

T H E  L E G E N D

They say Mother Leeds had twelve children and cursed the thirteenth

before it drew breath. “Let this one be the Devil,” she spat, on a storm-black

night in the Pine Barrens, 1735. It came out human enough. Then it

changed on the midwife’s table: the body stretched, the face lengthened

into a horse’s skull, bat wings tore from its back, and it beat once around

the room and out the chimney into the pines, where it has hunted ever

since.

For three hundred years the Barrens have kept it. Trappers find their dogs

gutted and hung in the trees. Whole towns have seen it in a single week:

Fig. I: Perched above the Barrens by

moonlight. House-style plate.



hoofprints across snow-covered rooftops, a scream like a woman burning,

cloven tracks that stop at a wall and start again on the far side.

Bring a lantern into the Pine Barrens if you must. It only tells the Devil

where you are.

For D&D 5E S TAT  B L O C K

The Jersey Devil
Large monstrosity, chaotic evil

Armor Class 14 (natural armor)

Hit Points 119 (14d10 + 42)

Speed 30 ft., fly 60 ft.

STR

18

(+4)

DEX

16

(+3)

CON

16

(+3)

INT

6

(−2)

WIS

13

(+1)

CHA

10

(+0)

Skills Perception +4, Stealth +6

Senses darkvision 60 ft., passive

Perception 14

Challenge 5 (1,800 XP)   PB +3

Flyby. The Devil doesn’t provoke

opportunity attacks when it flies

out of a creature’s reach.

Keen Smell. Advantage on Wisdom

(Perception) checks that rely on

smell.

Terror of the Pines. The first time

a creature sees the Devil on its

turn, it must succeed on a DC 14

Wisdom save or be frightened until

the end of its next turn.

AC T IONS

For Every Other
Game

C R E AT U R E
C A R D

The Jersey Devil

No stat lines. Just what it is and how to

point it at your players, whatever

system you run. It hunts by fear, not

hunger.

HOW IT  BEHAVES

Ambush predator, never a duelist.

Appears, terrifies, strikes the isolated

one, vanishes.

Hunts the senses. Kills the lights,

screams to scatter, stalks by smell.

Reward going dark and quiet.

Signs before bodies. Cloven tracks

on a rooftop that stop at a wall. A

dog growling at the chimney, then

silent.

WAYS TO USE IT

The Barrens hunt. Snowed into a

trapper’s cabin. Something is on the

roof.

• 

• 

• 

• 



Multiattack. Two Claw attacks and

one Bite attack.

Claw. Melee Attack: +7 to hit,

reach 5 ft. Hit: 11 (2d6 + 4)

slashing.

Bite. Melee Attack: +7 to hit,

reach 5 ft. Hit: 9 (1d10 + 4)

piercing.

Damned Bleat (Recharge 5–6). Each

creature in a 30-ft cone makes a DC

14 Wisdom save: on a failure, 18

(4d8) psychic damage (one time

only) and frightened 1 minute; on a

success, half as much damage and

not frightened. A frightened

creature repeats the save at the

end of each of its turns, ending

the fright on a success. This later

save only shakes the fear, it deals

no further damage.

Recharge 5–6: once used, roll a d6

at the start of each of the

Devil’s turns; on a 5 or 6 it’s

available again (≈ once every 3

rounds, but unpredictable).

The cursed-birth mystery. A village

blames the Devil for missing

children. The truth is worse.

The escort gone wrong. The lantern

that keeps travelers calm is exactly

what draws it.

A recurring omen. Not a fight, just a

thing glimpsed three times before

something terrible.

Any dark wilderness. Cut it loose

from the Barrens. A winged, hoofed

terror haunts any moor, marsh, or

black forest. Keep the silhouette and

the fear; reskin the rest.

DIFFICULTY DIAL

Scarier: never let them get a clean

look.

Beatable: give them the folklore

(light draws it, silence hides them) as

a clue to earn.

ThE nEXT CRYPTID CRawls InTO YOuR InbOX.

New entries in the Cryptid Codex (folklore, a 5E

stat block, and a system-neutral card), free, straight

from the Scoundrels to you.

Join the Hunt at scoundrelgames.com/join

• 

• 

• 

• 

• 

• 

Always free. One cryptid a week. Unsubscribe

anytime.

file:///join/
file:///join/


Scoundrel Games is an independent tabletop RPG publisher

founded around a kitchen table nearly thirty years ago. We make

books, not subscriptions. Pulp-blooded adventures and a

community hub for the whole hobby, in the old TSR spirit of craft

and shared stories. Where every adventure begins.

Keep your lantern lit.

HULK OF THE DAMNED

returns to Gamefound soon.
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