GYAOs (SUPER)

Gargantuan Monstrosity (Kaiju), Unaligned

Armor Class 23 (natural armor)
Hit Points 462 (25d20 + 200)
Speed 50 ft., climb 5o ft., fly 8o ft.

STR DEX CON INT WIS CHA
27 (+8) 22 (+6) 26 (+8) 5(-3) 20 (+5) 12 (+1)

Proficiency +8

Saving Throws Str +16, Dex +14, Int +5, Wis +13, Cha +9
Skills Acrobatics +14, Perception +13

Senses darkvision 240 ft., passive Perception 23
Challenge 28 (120,000 XP)

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

Regeneration. Gyaos regains 30 hit points at the start of its
turn if it has more than 1 hit point. If Gyaos takes fire damage,
this trait doesn’t function at the start of its next turn.

Sunlight Sensitivity. Gyaos has disadvantage on attack rolls
and on Wisdom (Perception) checks that rely on sight when
Gyaos, the target of its attack, or what Gyaos is trying to
perceive is in direct sunlight.

Supersonic Flight. After Gyaos flies uninterrupted in one

direction for one minute, using its entire flight speed on each of
its turns to move in one straight line, it enters super sonic flight.
While in super sonic flight Gyaos’ flight speed becomes 750 feet.
It remains in super sonic flight until it takes an action that is not
a dash action, or its movement speed is reduced by any amount.

AcCTIONS

Multiattack. Gyaos makes five attacks; four with its claws and
one with its bite.

Claws. Melee Weapon Attack: +16 to hit, reach 5 ft., one target.
Hit: 22 (4d6+8) slashing damage.

Bite. Melee Weapon Attack: +16 to hit, reach 5 ft., one target.
Hit: 30 (4d10+8) slashing damage.

Wind Gust. Gyaos beats its wings and creates a devastating
gust of wind in a 60-foot-line that is 20 ft. wide. Each creature
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that is a smaller Size than Gyaos in the area must succeed a DC
24 Strength saving throw or be knocked prone. A creature that
fails this saving throw by 10 or more is pushed back 2o ft. away
from Gyaos before falling prone. (Sufficiently large Objects
and terrain might grant cover from this effect at the DMs
discression.)

Additionally, any ranged attack made with a projectile (such as
arrows or javelines) is made with disadvantage against Gyaos
until the beginning of Gyaos’ next turn.

Supersonic Scalpel (Recharge 5-6). Each creature or object
in a 240-foot-line that is 5 ft. wide originating from Gyaos must
make a DC 24 Constitution saving throw. On a failed save the
target takes 105 (30d6) magical slashing damage and half as
much on a successful one. Objects and structures take twice as
much damage. The slashing damage of the Supersonic Scalpel
cannot be reduced by any amount.

LEGENDARY ACTIONS

Gyaos 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. Gyaos regains spent
legendary actions at the start of its turn.

Detect. The forgotten one makes a Wisdom (Perception) check.
Kaiju Roar. Gyaos lets out a powerful roar. Each creature

within 60 ft. of Gyaos that can hear it must succeed a DC 24
Constitution saving throw. On a failed check a creature is
deafened until the end of its next turn. If the creature failed the
save by 10 or more it has disadvantage on attack rolls and saving
throws to retain Concentration on spells.

Rampage (2 Actions). Gyagos makes two attacks; one with its
claws and one with its bite.

Wing Gust (3 Actions). Gyaos uses its Wind Gust action.
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LAKHESIS

Medium Celestial (Demigod)

Armor Class 24 (natural armor)
Hit Points 575 (50d8 + 350)
Speed 4o ft., fly (hover) 6o ft.

STR DEX CON INT WIS CHA
26 (+8) 23(+6) 24 (+8) 24 (+7) 28(+9) 26 (+8)

Proficiency +9

Saving Throws Dex +15, Int +16, Wis +18, Cha +17

Skills Arcana +16, History +16, Perception +18, Religion +16

Damage Resistances necrotic, radiant; bludgeoning, piercing
and slashing damage from nonmagical weapons

Condition Immunities charmed, frightened, petrified,
poisoned

Senses truesight 120 ft., passive Perception 28

Challenge 30 (120,000 XP)

Legendary Resistance (3/Day). If Lakhesis fails a saving throw,
she can choose to succeed instead.

Divine Aegis. Lakhesis gains 30 temporary hit points at the
beginning of her turn if she has 1 or more hit points. Additionally,
Lakhesis has advantage on saving throws against spells of 5th
level or lower.

Divine Arms. Lakhesis’ attacks are magical.

Moire of Death. Lakhesis is always aware of a creature’s
remaining natural lifespan that she sees.

Scythe of Life. Lakhesis wields the Scythe of Life. It is a magical
weapon that deals an additional 4d8 radiant damage (included
in the attacks). At the beginning of Lakhesis’ turn she can
choose to teleport the Scythe back into her hands.

AcTIONS
Multiattack. Lakhesis makes three attack.

Scythe of Life. Melee Weapon Attack: +17 to hit, reach 5
ft., one target. Hit: 15 (2d6+8) slashing damage plus 18 (4d8)
radiant damage.

Scythe of Life (Bolt). Ranged Spell Attack: +17 to hit, reach 5
ft., one target. Hit: 44 (8d8+8) radiant damage.

Landing Impact. Lakhesis moves up to 60 ft. in a straight
line. If this movement causes her to land on solid ground

she releases a devastating impact within a 10 ft. radius of her
point of impact. Each creature in the area must make a DC 25
Constitution saving throw. On a failed save a creature takes 45
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(10d8) radiant damage and is pushed 10 ft. away from Lakhesis.
On a successful save a creature takes half as much damage and
is not pushed away.

Consecrate (Recharge 5-6). Lakhesis infuses the ground in
a 20 ft. radius centered on a point within 120 ft. of herself with
devastating energy. Each creature that begins its turn in the
area or enters it for the first time during its turn must make

a DC 25 Constitution saving throw, taking 9o (20d8) radiant
damage on a failed save and half as much on a successful one.

Spellcasting. Lakhesis casts one of the following spells, using
Charisma as the spellcasting ability (Spell save DC 26) without
material components:

1/day: Antilife Shell

REACTIONS

Arbiter of Death. When another creature within 60 ft. of
Lakhesis is reduced to o hit points or were to outright die from
an effect or spell, the creature is reduced to 1 hit point instead
and cannot be reduced to below 1 hit point or die until the end
If Lakhesis’ next turn. To use this reaction, Lakhesis must be
aware of the other creature.

LEGENDARY ACTIONS

Lakhesis 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. Lakhesis regains
spent legendary actions at the start of her turn.

Move. Lakhesis moves up to half of her speed without
provoking opportunity attacks.

Scythe Toss. Lakhesis (if wielding it) throws her Scythe at a
creature or a point within 30 ft. of herself. The creature must
succeed a DC 25 Dexterity saving throw or take 22 (4d6+8)
slashing damage and 18 (4d8) radiant damage. If the point is not
on solid ground the Scythe will remain hovering on that point.
Bolt. Lakhesis makes a ranged attack with her Scythe of

Life, this attack will originate from the location of her Scythe,
wherever it is.

Flight (2 Actions). Lakhesis flies up to her speed without
provoking opportunity attacks.

Scythe Blast (2 Actions). Lakhesis releases a wave of
destructive energy with a swing of her Scythe. Each creature

in a 15 ft. cone originating from Lakhesis must make a DC 25
Constitution saving throw. On a failed save the creature takes 45
(10d8) radiant damage and half as much on a successful one.
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ATROPOS

Large Celestial (Demigod)

Armor Class 25 (natural armor)
Hit Points 462 (30d10 + 200)
Speed 4o ft., fly (hover) 80 ft.

STR DEX CON INT WIS CHA
26 (+7) 28(+8) 26(+8) 24 (+7) 28(+9) 26 (+8)

Proficiency +9

Saving Throws Dex +17, Int +16, Wis +18, Cha +17

Skills Arcana +16, History +16, Perception +18, Religion +16

Damage Resistances necrotic, radiant; bludgeoning, piercing
and slashing damage from nonmagical weapons

Condition Immunities charmed, frightened, petrified,
poisoned

Senses truesight 120 ft., passive Perception 28

Challenge 30 (120,000 XP)

Legendary Resistance (3/Day). If Atropos fails a saving throw,
she can choose to succeed instead.

Divine Aegis. Atropos gains 30 temporary hit points at the
beginning of her turn if she has 1 or more hit points.

Divine Arms. Atropos’ attacks are magical.

Moire of the End. Atropos scores critical hits when she rolls an
18 or 19 on her hit roll.

Claws of Destruction. Atropos wields the Claws of Death. It is
a magical weapon that deals an additional 4d8 necrotic damage
(included in the attacks). Damage dealt by this weapon cannot
be reduced and ignores resistances and immunities. In addition,
the Claws of Destruction deal twice as much damage to objects
and structures.

AcTIONS

Multiattack. Atropos makes five melee attacks or three
ranged attacks.

Claws of Destruction. Melee Weapon Attack: +17 to hit, reach
5 ft., one target. Hit: 17 (2d8+8) slashing damage plus 18 (4d8)
necrotic damage.

Claws of Destruction (Bolt). Ranged Spell Attack: +17 to hit,
reach 5 ft., one target. Hit: 35 (6d8+8) necrotic damage.

Destroy. Atropos destroys a non-magical object she holds,
leaving nothing behind. When touching a surface or structure or
a huge or larger object, Atropos destroys up to a 10 cubic feet
of matter, contained in a 10-foot cube.
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End (Recharge 5-6). A creature Atropos has grappled must
make a DC 25 Constitution saving throw. On a failed save a
creature takes 100 necrotic damage and its maximum hit points
are reduced by the same amount. As long as a creature’s hit
points are reduced this way it has disadvantage on all ability
checks, attack rolls and saving throw, and its movement speed
is reduced by half. A creature regains 10 reduced hit points

at the end of a long rest. The target is turned to dust if this
effect reduces its hit point maximum to o. The creature can be
restored to life only by means of a true resurrection or a wish
spell. On a successful save the creature takes 45 (10d8) necrotic
damage and its hit points are not reduced.

Spellcasting. Atropos casts one of the following spells, using
Charisma as the spellcasting ability (Spell save DC 26) without
material components:

1/day: Powerword Kill

REACTIONS

Arbiter of Destruction. When another creature within 60 ft. of
Atropos is scores a hit with an attack, the attack scores a critical
hit. To use this reaction Atropos must see the attacking creature
and its target.

LEGENDARY ACTIONS

Atropos 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. Atropos regains spent
legendary actions at the start of her turn.

Move. Atropos moves up to half of her speed without
provoking opportunity attacks.

Bolt. Atropos makes a ranged attack with her Claws

of Destruction.

Grab. Atropos attempts to grapple a creature.

Flourish (2 Actions). Atropos makes two melee weapon
attacks with her Claws of Destruction.
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EXEMPLAR

Huge Aberration, neutral evil

Armor Class 18 (natural armor)
Hit Points 220 (20d12 + 80)
Speed 4o ft.

STR DEX CON INT WIS CHA
24(+7) 12(+1) 19(+4) 12(+1) 16 (+3) 14 (+2)

Proficiency +5

Saves Str + 12, Con +9, Wis +8

Skills Perception +8

Damage Resistance necrotic, poison

Condition Immunities charmed, frightened

Senses darkvision 120 ft., passive Perception 18
Languages Common, Abyssal, Celestial, Undercommon
Challenge 13 (10,000 XP)

Devil Sight. Natural and magical darkness does not impede
the Exemplar’s sight.

Legendary Resistance (1/Day). If the Exemplar fails a saving
throw, it can choose to succeed instead.

Prelude to Terror. A creature that is hit by two of the
Exemplar’s Preluding Strikes before the beginning of its turn is
afflicted with a mark of doom. The next time the creature takes
damage from the Exemplar, the damage is rolled twice and the
higher result is chosen. After the attack the mark is consumed.

AcTIONS
Multiattack. The Exemplar makes two preluding strikes.

Preluding Strike. Melee Weapon Attack: +12 to hit, reach 10 ft.,
one target. Hit: 20 (3d8 + 7) bludgeoning damage.

The Fall (Recharge 5-6). Ranged Spell Attack: +12 to hit,
range 60 ft., one creature afflicted with the mark of doom. Hit:
55 (10d10) psychic damage.

Exultation (1/Day). The Exemplar creates a 10-foot-radius
dimensional rift centered on an unoccupied space within 60 ft.
of itself. Each creature in the area must make a DC 16 Dexterity
saving throw, taking 27 (6d8) force damage on a failed save and
half as much on a successful one. An Altar, Cherub, Evangelist,
or Herald (determined at random with a 1d4 roll) is summoned
in the unoccupied space. The summoned creature is an ally to
the Exemplar and rolls initiative as soon as it is summoned.

Pillar of Sacrifice. The Exemplar kills an allied aberration
within 30 ft. of itself. The Exemplar regains hit points equal

to the aberrations remaining hit points and then gains two
additional legendary actions until the beginning of its next turn.
The target aberration must have a lower CR than itself.

LEGENDARY ACTIONS

The Exemplar can take 2 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 Exemplar
regains spent legendary actions at the start of its turn.

Move. The Exemplar moves up half of its speed.

The Prelude (2 Actions). The Exemplar makes a
preluding strike.

Rapturous Beauty (2 Actions). Each creature ina 10

ft. radius centered on a point within 6o ft. of the Exemplar
that can see the Exemplar must succeed a DC 16 Wisdom
saving throw. On a failed save a creature takes 14 (4d6)
psychic damage and is frightened until the end of the
Exemplar’s next turn. The Exemplar’s next attack against the
frightened creature before the end of its next turn is rolled
with advantage.

for Arch
THE PREACHER

Large Aberration, neutral evil

Armor Class 17 (natural armor)
Hit Points 136 (16d10 + 48)
Speed 30 ft.

STR DEX CON INT WIS CHA
18(+4) 14(+2) 16(+3) 13(+1) 19(+4) 16(+3)

Proficiency +4

Skills Perception +8

Saving Throws Con+7, Wis+8, Cha +7

Damage Resistances bludgeoning, piercing and slashing
damage from nonmagical weapons

Condition Immunities charmed, frightened

Senses truesight 60 ft. passive Perception 18

Languages Common, Deep Speech, telepathy 120 ft.

Challenge 10 (5,900 XP)

Legendary Resistance (1/Day). If the Preacher fails a saving
throw, it can choose to succeed instead.

Magical Attacks. The Preacher’s attacks are magical.

AcCTIONS

Multiattack. The Preacher makes two attacks, only one of
which can be a Rancorous Lash.

Tongue. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 18 (4d6 + 4) piecing damage. Attack rolls of this attack
ignore disadvantage.

Rancorous Lash. Melee Weapon Attack: +8 to hit, reach 10 ft.,
one target. Hit: 26 (4d10 + 4) bludgeoning damage.

Baneful Chant. Each non-aberration creature hostile to the
Preacher that can hear it within 20 ft. of itself must make a

DC 16 Wisdom saving throw. On a failed save the creature is
frightened until the end of the Preacher’s next turn. Each allied
aberration in the area that can hear the Preacher adds 1d4 to
all of its attack rolls until the end of the Preacher’s next turn.

Prophane Ritual. The Preacher summons a Raptorous
Cultist"°*® at an unoccupied space within 10 ft. of itself that
it can see. The Preacher can have 2 living Raptorous cultists
summoned at a time.

Becon the Beast (o/Day, See The Sacrifice). Each creature
in a 10 ft. radius centered on a point within 120 ft. of the
Preacher must make a DC 16 Constitution saving throw. On a
failed save a creature takes 54 (12d8) force damage and half as
much on a successful one.

The Sacrifice (Recharge 5-6). The Preacher kills an allied
aberration within 30 ft. of itself. The Preacher regains hit
points equal to the aberrations remaining hit points and gains
one bonus use of its Becon the Beast action until the end of its
next turn.

LEGENDARY ACTIONS

The Preacher can take 2 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 Preacher
regains spent legendary actions at the start of its turn.

Move. The Preacher moves up half of its speed.
Tongue of Truth. The Preacher attacks with its tongue.
Baneful Chant (2 Actions). The Preacher uses its
Baneful Chant.

HetHorrors of the Dark
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THE BRAIN OF DARKNESS

Gargantuan aberration, chaotic evil

Armor Class 17 (natural armor)
Hit Points 740 (4 x 185 (10d20+80))
Speed o ft.

STR DEX CON INT wis CHA
10() 10() 26(+8) 28(+9) 26(+8) 20 (+5)

Proficiencys +6

Saving Throws Con +14, Int +15, Wis +14, Cha +11

Skills Insight +14, Perception +14

Damage Resistances bludgeoning, piercing and slashing
damage from nonmagical weapons

Condition Immunities charmed, exhausted, frightened,
unconcious

Senses truesight 240 ft., passive Perception 24

Languages Any (Telepathy 120 ft.)

Challenge 20 (25,000 XP)

Aberrant Mind. The Brain of Darkness has advantage on

Intelligence, Wisdom, and Charisma saving throws against magic.

Eldritch Ward. The Brain of Darkness uses its Charisma
modifier in place of its Dexterity to determine its armor
class (AC).

Dimension Locked. The Brain of Darkness cannot be
teleported, or transported to another plane of existence by
any means.

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

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

Magic Weapons. The Brain of Darkness’ attacks are magical.

Four Locks. The Brain of Darkness is seperated into 4 different
entities: The Bolt of Lamentation, The Latch of Regret, The
Padlock of Wasting, and the Shackle of Despair. Each has its
saving throws, AC and one part of its hit points and each part
has access to unique actions. When spell or effect would
target two or more entities of the Brain, only only up to two
entities are effected, chosen by the originator of the effect
(or determined randomly if not applicable). Once a entity is
destroyed the Brain loses access to the action.

Each entity has an effect that is active as long as it is

not destroyed:
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Bolt of Lamentation. As long as the Bolt of Lamentation has
1 or more hit points, the Brain of Darkness has a +2 Bonus to
AC against ranged attacks.

Latch of Regret. As long as the Latch of Regret has 1 or
more hit points, the Brain of Darkness has a +2 Bonus to AC
against melee attacks.

Padlock of Wasting. As long as the Padlock of Wasting
has 1 or more hit points, each of the Brain’s entities regain
20 hit points at the start of each turn if they have 1 or more
hit points.

Shackle of Despair. As long as the Shackle of Despair

has 1 or more hit points, each hostile creature within 6o

ft. of the Brain of Darkness subtracts 1d4 from each saving
throw it makes.

AcCTIONS

Crippling Doubt (Any). A creature within 60 ft. of the brain
must succeed a DC 19 Wisdom saving throw. On a failed save
the creature takes 35 (10d6) psychic damage.

Mental Lashes (Bolt of Lamentation). Spell Ranged Attack:
+11 to hit, range 120 ft., one target. Hit: 38 (6d10 +5) psychic
damage and the target must succeed a DC 19 Wisdom saving
throw or be blinded until the end of the Brain’s next turn.

Overwhelming Anguish (Shackle of Despair). A creature
within 60 ft. of the brain must make a DC 19 Constitution saving
throw. On a failed save a creature takes 44 (8d10) necrotic
damage, falls prone and its movement becomes o until the end
of the Brain’s next turn. On a successful save a creature takes
half as much damage and suffers no other effects.

Paralyzing Fear (Latch of Regret, Shackle of Despair).
A creature within 60 ft. of the brain must succeed a DC 19

Wisdom saving throw or be frightened until the end of the
Brain’s next turn. A frightened creature is also paralyzed.

LEGENDARY ACTIONS

The Brain of Darkness 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
Brain of Darkness regains spent legendary actions at the start
of its turn.

Crippling Doubts. The Brain of Darkness uses Crippling Doubt.
Mental Lashes (2 Actions). The Brain of Darkness uses
Mental Lashes.

Overwhelming Anguish (2 Actions). The Brain of Darkness
uses Overwhelming Anguish.

Paralyzing Fear (2 Actions). The Brain of Darkness uses
Paralyzing Fear.
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DrAco REX

Huge Dragon

Armor Class 19 (natural armor)
Hit Points 256 (19d12 + 133)
Speed 4o ft., fly 60 ft.

STR DEX CON INT WIS CHA
28(+9) 10(0) 25(+7) 5(3) 12(+1) 16(+3)

Proficiency +6

Saving Throws Str + 15, Con +13, Wis +7

Skills Perception +7

Senses blindsight 60 ft., darkvision 120 ft., passive Perception
17

Challenge 17 (18,000 XP)

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

Powerful Jaws. Creatures grappled by the Draco Rex’s jaws
have disadvantage on checks to escape the grapple.

AcTIONS

Multiattack. The draco rex can use its Frightful Presence. It
then makes two attacks; one with its bite and one with its tail.

Bite. Melee Weapon Attack: +15 to hit, reach 10 ft., one target.
Hit: 35 (4d12 + 9) bludgeoning damage. If the target is a Large
or smaller creature, it is grappled, escape DC 19. Until this
grapple ends, the target is restrained, and the Draco Rex can’t
bite another target

Tail. Melee Weapon Attack: +15 to hit, reach 5 ft., one target.
Hit: 22 (3d8 + 9) bludgeoning damage.

Stomp. Melee Weapon Attack: +15 to hit, reach 5 ft., one target
that is a smaller Size than the Draco Rex. Hit: 20 (2d10 + 9)
bludgeoning damage.

Frightful Presence. The draco rex can use its Frightful
Presence. It then makes two attacks; one with its bite and one
with its tail.

Fire Breath (Recharge 5-6). The draco rex exhales fire in a
60-foot cone. Each creature in that area must make a DC 21
Dexterity saving throw, taking 63 (18d6) fire damage on a failed
save, or half as much damage on a successful one.

LEGENDARY ACTIONS

The Draco Rex 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 Draco Rex
regains spent legendary actions at the start of its turn.

Detect. The Draco Rex makes a Wisdom (Peception) check.
Stomp. The Draco Rex makes a stomp attack.

Raging Path (2 Actions). The Draco Rex rampages. Each
creature within 10 feet of the dragon must succeed on a DC
23 Dexterity saving throw or take 20 (2d10 + 9) bludgeoning
damage and be knocked prone. The Draco Rex then moves up
to its speed.

for Highway
BROODMOTHER RAT

Huge Beast

Armor Class 16 (natural armor)
Hit Points 168 (16d12 + 64)
Speed 40 ft.

STR DEX CON INT WIS CHA
21(+5) 18(+4) 19(+4) 2(5 14(+2) 7(2)

Proficiency +3

Skills Perception +5

Senses darkvision 60 ft., passive Perception 15
Challenge 8 (3,900 XP)

Keen Smell. The broodmother rat has advantage on Wisdom
(Perception) checks that rely on smell.

AcCTIONS

Multiattack. The broodmother rat makes two attacks; one
with its claws and one with its bite.

Bite. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 16 (3d8 + 5) piercing damage and the target must make a
DC 15 Constitution saving throw. On a failed save the target
takes 14 (4d6) poison damage and is poisoned until the end of
the broodmother’s next turn. On a successful save the target
takes half as much damage and is not poisoned.

Claws. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 16 (3d6 + 5) slashing damage.

Call Brood (1/Day). The broodmother rat calls upon her
brood. At the beginning of the next round 5 (2d4) swarms
of rats arrive and roll initiative. The swarms are allies of
the broodmother.
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ANCIENT WYRM

Gargantuan dragon

Armor Class 18 (natural armor)
Hit Points 310 (20d20 + 100)
Speed 50 ft., climb 4o ft.

STR DEX CON INT wis CHA
24(+7) 18(+4) 20(+5) 10() 14(+2) 12(+1)

Proficiency +6

Saving Throws Str +13, Dex +10, Wis +8

Skills Athletics +13, Perception +8, Stealth +10
Damage Resistances acid, poison

Senses darkvision 60 ft., passive Perception 18
Challenge 19 (22,000 XP)

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

AcTIONS

Multiattack. The Ancient Wyrm makes two attacks: one with
its bite, and one constrict or tail attack.

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 29 (4d10 + 7) piercing damage plus 11 (2d10)
poison damage.

Tail. Melee Weapon Attack: +13 to hit, reach 20 ft., one target.
Hit: 21 (4d6 + 7) bludgeoning damage.

Constrict. Melee Weapon Attack: +13 to hit, reach 10 ft., one
target. Hit: 29 (4d10 + 7) bludgeoning damage. The target is
grappled, escape DC 21. Until the grapple ends, the target is

restrained and the Ancient Wyrm can’t constrict another target.

Caustic Breath (Recharge 5-6). The Ancient Wyrm breathes
acid and poison in a 60 ft. cone. Each creature in the area of
effect must make a DC 19 Constitution saving throw, taking 36
(8d8) acid damage and 36 (8d8) poison damage on a failed save
or half as much damage on a successful one.

Swallow. The Ancient Wyrm makes one bite attack against

a large or smaller target it is grappling. If the attack hits, the
target is swallowed and the grapple ends. While swallowed, the
target is blinded and restrained, has total cover against attacks
and other effects outside the Ancient Wyrm, and takes 21 (6d6)
acid damage at the start of each of the Ancient Wyrm’s turns.
The Ancient Wyrm can have only one creature swallowed
atatime.

If the Ancient Wyrm takes 30 damage or more in a single turn
from the swallowed creature, the Ancient Wyrm must succeed
on a Constitution saving throw or regurgitate the creature. The
DC of the saving throw is 15, or half the damage taken at the

end of the turn. The regurgitated creature is placed within 10 ft.

of the Ancient Wyrm and falls prone. If the Ancient Wyrm dies,
a swallowed creature is no longer restrained and can escape
the corpse by using 15 ft. of movement, exiting prone.

LEGENDARY ACTIONS

The Ancient Wyrm 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
Ancient Wyrm regains spent legendary actions at the start

of its turn.

Detect. The Draco Rex makes a Wisdom (Peception) check.
Slither. The Ancient Wyrm moves up to half of its speed
without provoking opportunity attacks.

Tail (2 Actions). The Ancient Wyrm makes a tail attack.
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SLITHERING SEDUCTRESS
Medium Fiend (Shapechanger)

Armor Class 17 (natural armor)
Hit Points 112 (15d8 + 45)
Speed 40 ft.

STR DEX CON INT WIS CHA
14(+2) 18(+4) 17(+3) 16(+3) 14(+2) 20(+5)

Proficiency +4

Saving Throws Con +7, Wis +6, Cha +9

Skills Deception +9, Insight +6, Perception +6, Persuasion +9

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

Damage Immunities poison

Condition Immunities poisoned

Senses truesight 60 ft., passive Perception 13

Languages Common, Abyssal, Infernal, Telepathy 120 ft.

Challenge 8 (3,900 XP)

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

Magic Weapons. The slithering seductress’ weapon attacks
are magical.

Shapechanger. The slithering seductress can use its action to
polymorph into a Small or Medium humanoid, or back into its
true form. Other than its size and speed, its statistics are the
same in each form. Any equipment it is wearing or carrying
isn’t transformed. It reverts to its true form if it dies.

AcCTIONS

Multiattack. The slithering seductress makes four weapon
attacks, only one of which can be a tail attack

Battle Fan. Melee Weapon Attack: +8 to hit, reach 5 ft., one
target. Hit: 8 (1d8+4) bludgeoning damage.

Tail. Melee Weapon Attack: +8 to hit, reach 5 ft., one target.
Hit: 11 (2d6+4) bludgeoning damage. If the target is Medium or
smaller, it is grappled (escape DC 15).

Charm. One humanoid the slithering seductress can see
within 30 feet of it must succeed on a DC 17 Wisdom saving
throw or be magically charmed for 1 day. The charmed

target obeys the slithering seductress’ verbal or telepathic
commands. If the target suffers any harm or receives a suicidal
command, it can repeat the saving throw, ending the effect on
a success. If the target successfully saves against the effect, or
if the effect on it ends, the target is immune to this slithering
seductress’s Charm for the next 24 hours.

Coiling Embrace. The slithering seductress kisses a creature
charmed or grappled by it or a willing creature. The target
must make a DC 17 Constitution saving throw against this
magic, taking 49 (8d10 + 5) psychic damage on a failed save, or
half as much damage on a successful one. The target’s hit point
maximum is reduced by an amount equal to the damage taken.
This reduction lasts until the target finishes a long rest. The
target dies if this effect reduces its hit point maximum to o.

Teleport. The slithering seductress magically teleports herself
and one creature charmed by her within 5 ft. of herself up to
60 ft. to an unoccupied space it can see.
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W ARLOCK OF THE MAW

Medium Humanoid

Armor Class 16 (mage armor)
Hit Points 170 (20d8 + 80)
Speed 30 ft.

STR DEX CON INT WIS CHA
10 (0) 16(+3) 18(+4) 12(+1) 16(+3) 20 (+5)

Proficiency +4

Skills Arcana +5, Deception +9, Perception +7
Resistances poison

Condition Immunities poisoned

Senses passive Perception 14

Languages Common and two other languages
Challenge 10 (5,900 XP)

Eldritch Gut. The Warlock’s Eldritch Gut has an AC of 16 and
100 hit points and is regains any missing hit points at the dawn
of each day. When the Warlock’s Eldritch Gut is reduced to

o hit points, the Warlock can’t use it’s Eldrtich Maw until the
dawn of the next day.

AcTIONS

Multiattack. The Warlock fires three Eldritch Blasts.

Carving Knife. Melee Weapon Attack: +7 to hit, reach 10 ft.,
one target. Hit: 8 (1d6+3) slashing.

Eldritch Blast. Ranged Spell Attack: +9 to hit, range 120 ft.,
one target. Hit: 16 (2d10+5) force damage.

Eldritch Maw. Melee Spell Attack: +9 to hit, reach 5 ft., one
target not 2 Sizes larger than the Warlock. Hit: The target is
swallowed and trapped inside the Warlock’s Eldritch Gut. The
swallowed target has total cover against attacks and other
effects outside the Warlock. The target takes 26 (6d6+5)
force damage at the start of each of the Warlock’s turns and
the Warlock gains hit points equal to the force damage dealt.
Inside of the Eldritch Gut the target can attack the gut (AC 16;
100 HP), when the Eldritch Gut is reduced to o hit points the
creature is released from the Gut and lands in an unoccupied
space within 5 ft. of the Warlock. The Warlock can have

only one target swallowed at a time. If the Warlock dies, a
swallowed creature is released and materializes within 5 ft. of
the Warlock.

As an action the Warlock can spew out the target to an
unoccupied space within 5 ft. of the Warlock.

Spellcasting. The Warlock casts one of the following spells,
using Charisma as the spellcasting ability (Spell save DC 17)
without material components:

At will: create bonfire, eldritch blast, mage hand, prestidigitation

Hunger of the Maw (Recharge 5-6). The Warlock Conjures
the powers of the Maw in a 20 ft. radius centered on a point
within 60 ft. of themselves. Each creature in the area must
succeed a DC 17 Dexterity saving throw. On a failed save

a creature takes 45 (10d8) magical piercing damage and is
restrained until the end of the Warlock’s next turn. On a
successful save a creature takes half as much damage.

for Micah
FEY FEN LEAPER

Medium Fey

Armor Class 13
Hit Points 75 (10d10 + 20)
Speed 4o ft., swim 5o ft.

STR DEX CON INT WIS CHA
17(+3) 16(+3) 14(+2) 2(4) 12(+1) 503

Proficiency +2

Skills Perception +3, Stealth +5

Senses darkvision 60 ft., passive Perception 13
Languages Understands Sylvan but doesn’t speak
Challenge 2 (450 XP)

Amphibious. The leaper can breathe air and water.

Standing Leap. The leaper’s long jump is up to 30 feet and its
high jump is up to 20 feet, with or without a running start.

ACTIONS

Multiattack. The fey fen leaper makes two attacks; one with
its tongue and one with its bite.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 10 (2d6+3) piercing damage, and the target is grappled,
escape DC 13. Until this grapple ends, the target is restrained,
and the leaper can’t bite another target.

Tongue. Melee Weapon Attack: +5 to hit, reach 15 ft., one
target. Hit: 6 (1d6+3) bludgeoning damage and the creature
must succeed a DC 13 Strength saving throw or be pulled up to
10 ft. towards the leaper.

Swallow. The leaper makes one bite attack against a target
smaller than itself that it is grappling. If the attack hits, the
target is swallowed, and the grapple ends. The swallowed
target is blinded and restrained, it has total cover against
attacks and other effects outside the leaper, and it takes 10
(4d4) acid damage at the start of each of the leaper’s turns.
The leaper can have only one target swallowed at a time. If the
leaper dies, a swallowed creature is no longer restrained by

it and can escape from the corpse using 5 feet of movement,
exiting prone.

Wondrous Leap. The leaper can use this action only if it hasn’t
moved during this turn, and after using the bonus action, its
speed becomes o until the end of the current turn. The leaper
dashes and jumps a total of 60 ft. and lands on an onoccupied
space. During this jump it can’t leap higher than 40 feet.
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LICENSE

OPEN GAME License Version 1.0a The following text is
the property of Wizards of the Coast, LLC. and is Co-
pyright 2000 Wizards of the Coast, Inc (,Wizards®). All
Rights Reserved.

Notice of License Copyright: You must update the COPYRIGHT
NOTICE portion of this License to include the exact text of the CO-
PYRIGHT 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.

Use of Product Identity: You agree not to Use any Product Identity,
including as an indication as to compatibility, except as expressly

Definitions: (a)‘Contributors‘ means the copyright and/or trade-
mark owners who have contributed Open Game Content; (b)“De-
rivative 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 inclu-
ding 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 repre-
sentations; names and descriptions of characters, Spells, enchant-
ments, 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.

. 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.

Offer and Acceptance: By Using the Open Game Content You indi-
cate Your acceptance of the terms of this License.

Grant and Consideration: In consideration for agreeing to use this
License, the Contributors grant You a perpetual, worldwide, royal-
ty-free, nonexclusive License with the exact terms of this License to
Use, the Open Game Content.

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.

licensed in another, independent Agreement with the owner of each
element of that Product Identity. You agree not to indicate compa-
tibility or co-adaptability with any Trademark or Registered Trade-
mark 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 ver-
sion 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 regula-
tion 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 unenfor-
ceable, 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 Craw-
ford, 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 Arneson.
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END OF LICENSE
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