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LAIRACTIONS
On initiative count 20 (losing initiative ties), the xele-
rian takes a lair action to cause one of the following
effects; the the xelerian can’t use the same effect two
rounds in a row:

• A thick layer of ice spreads in a 60-foot radius
around the xelerian. Each creature other than
the xelerian on the ground in that area must
succeed on a DC 15 Dexterity saving throw or
fall prone.

• Jagged ice erupts from a point on the ground
the xelerian can see within 120 feet of it, creat-
ing a 20-foot-high, 10-foot-radius blast of ice
shards. Each creature in the spire’s area must
make a DC 15 Dexterity saving throw, taking
21 (6d6) cold damage on a failed save, or half
as much damage on a successful one.

• The xelerian slams the ground, causing one
creature within 60 feet to collapse into a snowy
sinkhole. The creature must make a DC 16
Dexterity saving throw or fall into the snow pit
and be restrained. The creature can use an ac-
tion to repeat the saving throw, freeing itself on
a successful save.

REGIONAL EFFECTS
The region containing a the xelerian’s lair is warped by
the the xelerian’s magic, which creates one or more of
the following effects:

• The land within 6 miles of the lair is covered in
a perpetual winter and under extreme cold con-
ditions. A creature exposed to the cold must
succeed on a DC 10 Constitution saving throw
at the end of each hour or gain one level of ex-
haustion.

• Avalanches are common within 1 mile of the
xelerian’s lair.

• Chasms form within 1 mile of the xelerian’s lair
with portals to the Elemental Plane of Ice, al-
lowing creatures of elemental ice into the world
to dwell nearby.

If the the xelerian dies, these effects fade over the course
of 1d10 days.


