





NIXIE DEN MOTHER
—

Small Fey, Neutral Evil

Armor Class 13
Hit Points 52 (8d6 + 24)
Speed 20 ft., swim 30 ft.

STR DEX CON INT WIS CHA
9(-1) 16(+3) 16(+3) 8(-1) 14(+2) 12(+1)

Skills Perception +4, Stealth +5

Senses darkvision 60 ft., Passive Perception 14
Languages Gloamish

Challenge 2 (450 XP)
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Ambush Predator. When making a bite attack, the nixie den mother

deals an additional 2d6 damage against any creature that hasn’t taken
aturn yet in the current combat.

Nixie Frenzy. When the nixie den mother feels threatened, she
releases a pheromone that causes all nixies in a 60-foot radius to enter
afrenzy allowing them to attack with advantage, but attacks made
against them are also at advantage. Nixie Frenzy lasts for 1 minute.

Gloamborn. The nixie den mother gains the following features while
in the Gloaming:

¢ Fire Immunity. The nixie den mother is immune to fire damage.

¢ Aquatic Blindsight. While in the water, the nixie den mother can
perceive its surroundings without relying on sight in a 30-foot
radius.

Hold Breath. A nixie den mother can hold its breath for 30 minutes.

—ACTIONS——

Multiattack. The nixie den mother makes two attacks: one with its
tentacles and one with its bite.

Bite. Melee Weapon Attack: +5 to hit, reach 5 ft., one target.
Hit: 5 (1d4 + 3) slashing damage.

Tentacles. Melee Weapon Attack: +7
to hit, reach 5 ft., one target. Hit:

5 (1d4 + 3) poison damage, and

the target must succeed on

aDC13 Constitution

saving throw or

be poisoned for

1 minute. Until

this poison ends,

the target is

paralyzed. The

target can repeat

the saving throw at the end of

each of its turns, ending the poison on
itself on a success.
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NCIENT FASTCALLION
——

Gargantuan Beast, Unaligned

Armor Class 20 (natural armor)
Hit Points 330 (20d20 + 120) »
Speed 30 ft., swim 30 ft.

STR DEX CON INT WIS CHA
26(+8) 6(-2) 22(+6) 3(-4) 15(+2) 12(+1)

Saves Con +11, Wis +7
Skills Perception +7

Senses Passive Perception 17
Languages --

Challenge 14 (11,500 XP)
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Beast of Burden. The ancient fastcallion is considered to have double the strength multiplier of a Gargantuan
creature for the purpose of determining its carrying capacity.

Gloamborn. The ancient fastcallion gains the following features while in the Gloaming;:

+ Bipedal. The ancient fastcallion can adjust the positioning of its hips and legs to allow it to stand on two legs and
walk. While moving bipedally the ancient fastcallion can use its arms to lift and carry extremely heavy loads.

Hold Breath. An ancient fastcallion can hold its breath for 4 hours. y

Hunker. An ancient fastcallion can retract its head and legs into its shell to give itself a +4 bonus to its armor class.
While inside its shell the ancient fastcallion can’t move or attack but will still float if it chooses.

—ACTIONS——

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

Bite. Melee Weapon Attack: +13 to hit, reach 10 ft., one target. Hit: 30 (4d10 + 8) piercing damage.
If the target is a Large or smaller creature, it is grappled (escape DC 21). Until this

grapple ends, the target is restrained, and the ancient fastcallion can’t bite

another target.

Claws. Melee Weapon Attack: +13 to hit, reach 10 ft., one target.
Hit: 26 (4d8 + 8) slashing damage. If the target is Huge or smaller,
the target must succeed on a DC: 21 Strength saving throw or

be knocked prone.

Swallow. The ancient fastcallion makes one bite attack
against a Large or smaller creature it is grappling. If the attack
hits, that creature takes the bite’s damage and is swallowed,
and the grapple ends. While swallowed, the creature is
blinded and restrained, it has total cover against attacks

and other effects outside the ancient fastcallion, and it

takes 21 (6d6) acid damage at the start of each of the

ancient fastcallion’s turns.

If the ancient fastcallion takes 30 damage or more on a single

turn from a creature inside it, the ancient fastcallion must succeed on

a DC 20 Constitution saving throw at the end of that turn or regurgitate all swallowed creatures, which fall prone
in a space within 10 feet of the ancient fastcallion. If the ancient fastcallion dies, a swallowed creature is no longer
restrained by it and can escape from the corpse using 20 feet of movement, exiting prone.
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GLOAMING SHAMBLER
———f

Large Elemental, Neutral

Armor Class 15 (natural armor)
-~ Hit Points 133 (14d10 + 56)
Speed 30 ft., burrow 30 ft.

STR DEX CON INT WIS CHA
18(+4) 10(+0) 18(+4) 5(-3) 11(+0) 7(-2)

Damage Resistances bludgeoning, piercing, and slashing from nonmagical attacks
Damage Immunities poison

Condition Immunities exhaustion, paralyzed, petrified, poisoned, unconscious
Senses darkvision 60 ft., Passive Perception 10

Languages Gloamish

Challenge 5 (1,800 XP)
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Amorphous Form. The gloaming shambler’s body is comprised of loose earth, stones, and plants
which can crumble and flow through spaces as narrow as 12 inches.
Gloamborn. The gloaming shambler gains the following feature while in the Gloaming;:

_* Wellspring of the Gloaming. The gloaming shambler draws power from the Gloaming to heal
10 hit points at the start of its turn. If the gloaming shambler takes thunder damage, it does not
heal at the start of its next turn. The gloaming shambler dies if starts its turn with O hit points
and does not heal.

—ACTIONS —

Multiattack. The gloaming shambler makes two attacks with its slam.

Slam. Melee Weapon Attack: +7 to hit, reach 10 ft., one target.
Hit: 13 (2d8 + 4) bludgeoning damage.

Landslide (recharge 4-6). The gloaming shambler rises to
twice its normal height and crashes down on an adjacent
10-foot cube. Creatures in the area must make a DC 15
Dexterity saving throw, taking 36 (8d8) bludgeoning
damage on a failed save, or half as much damage on

a successful one. The gloaming shambler then

draws back to its starting position dragging

with it up to one Medium or two Small creatures

that failed their saving throw. Creatures buried

within the gloaming shambler are blinded,

restrained, can’t breathe, and must succeed

on a DC 15 Constitution saving throw at the

start of each of the gloaming shambler’s turns

or take 13 (2d8 + 4) bludgeoning damage. The

gloaming shambler’s movement is not slowed

while creatures are buried inside its body.
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