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Isle of Teeth  
Plenty dismiss the Isle of Teeth as a sailor's legend, a 

folktale told to children about the perils of far-off seas; 

however, nothing could be further from the truth. Though 

initially the so-called 'Isle' appears to be a lone desert 

island, populated by a few coconut trees, this huge predator 

reveals itself when it rises from the waves to devour entire 

ships. 

     Deep Origins. Even by the tremendous scale of sea 

serpents and oceanic dragons, the isle is colossal, and may 

be the largest living creatures known to man, save the 

legendary tarrasque and the dreaded kraken. From its 

clawed feet to its domed back, it's covered in bony plates, 

exposing very little of its pale underlying flesh. But the 

isle's most prominent feature is its gaping mouth which, 

lined with rows of enormous teeth, makes up most of its 

face. Unsettlingly, the isle doesn't appear to have eyes 

whatsoever, and detects its prey exclusively by sound.  

     Merfolk wisdom tells that the isles' true place is not at 

the surface of the ocean, but in its very deepest recesses. 

Their bony plates reinforce their bodies from the immense 

pressure of ocean trenches, where all light vanishes, and 

eyes are meaningless. For millennia, the beasts ruled the 

depths unchallenged, but where there is total dominance, 

life eventually adapts. Even larger, deadlier beasts arose in 

the trenches, leviathans which make sea serpents look 

diminutive by comparison. The surviving isles of teeth 

were banished to the ocean's surface, where they took hold 

of a ruse to capture whatever food they could. 

     Boundless Appetite. Despite their size, isles of teeth 

need comparatively little food, for they lay dormant in an 

unsteady slumber until their prey wanders too close. In 

their sleep, they are in a constant state of hunger, wanting 

for more food but uneasily waiting for it to arrive. They can 

sleep in this manner for centuries, accumulating all manner 

of sand and sediment, before being awoken into a voracious 

rage. 

  

Isle of Teeth 
Gargantuan monstrosity (titan), unaligned 

Armor Class 20 (natural armor)  
Hit Points 330 (20d20 + 120) 
Speed 10 ft., swim 60 ft. 

STR 
28 (+9) 

DEX 
8 (-1) 

CON 
22 (+6) 

INT 
9 (-1) 

WIS 
17 (+3) 

CHA 
12 (+1) 

Saving Throws Str +15, Dex +5, Con +12 
Skills Perception +9 
Damage Resistances cold, fire; bludgeoning, piercing, and slashing 

from nonmagical weapons 
Condition Immunities charmed, frightened, paralyzed  
Senses blindsight 240 ft., passive Perception 19  
Languages ― 
Challenge 18 (20,000 XP) 

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

Amphibious. The isle of teeth can breathe air and water. 

False Appearance. While the isle of teeth remains motionless, it is 
indistinguishable from a normal desert island. Diving underwater to 
view the isle from underneath reveals its true nature. 

Siege Monster. The isle of teeth deals double damage to objects 
and structures. 

ACTIONS 

Multiattack. The isle of teeth makes four attacks: two with its 
claws, one with its bite, and then it can use its Swallow, its Heave, 
or can make one additional claw attack. 

Bite. Melee Weapon Attack: +15 to hit, reach 20 ft., one target. Hit: 
31 (4d10 + 9) bludgeoning damage. 

Claw. Melee Weapon Attack: +15 to hit, reach 10 ft., one target. 
Hit: 22 (3d8 + 9) bludgeoning damage. 

Heave. The isle of teeth rears up and crashes into the water, 
creating a shockwave. Each creature within 15 feet of the isle of 
teeth must make a DC 18 Dexterity saving taking 33 (6d10) 
bludgeoning damage and being knocked prone on a failed save. A 
creature takes double damage if it is directly underneath the isle of 
teeth. On a successful save, a creature takes half damage and is not 
knocked prone. 
     A ship damaged by this ability also springs 1d4 leaks. 

Swallow (Recharge 4-6). The isle of teeth makes one bite attack 
against a Large or smaller creature. If the attack hits, the target 
takes the bite's damage, the target is swallowed. While swallowed, 
the creature is blinded and restrained, it has total cover against 
attacks and other effects outside the isle of teeth, and it takes 35 
(10d6) acid damage at the start of each of the isle of teeth's turns.  
     If the isle of teeth takes 40 or more damage from a creature 
inside it, the isle of teeth must succeed on a DC 18 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 isle of 
teeth. If the isle of teeth dies, a swallowed creature is no longer 
restrained by it and can escape from the corpse by using 30 feet of 
movement, exiting prone.  

LEGENDARY ACTIONS 

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

Bite. The isle of teeth makes one bite attack. 
Move. The isle of teeth moves up to its speed without provoking 

opportunity attacks. 
Swallow (Costs 2 Actions). The isle of teeth uses its swallow ability. 
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