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ABYSSAL FLK

Large aberration, chaotic evil

Armor Class 15 (natural armor)
Hit Point 120 (16d10+32)
Speed 30 ft.

Str Dex Con Int Wis Cha
RES) 14 )T I @D 15(32)  18(+4)

Skills Athletics +9, Perception +8, Stealth +8
Senses passive Perception 18

Languages Deep Speech

Challenge 5 (1,800 xp)

Aura of Dread.’A creature that ends its turn within 30 feet of the
abyssal elk must make a DC 14 Wisdom saving throw. On a
failure, that creature is frightened until the end of its next turn.
On a success, the creature is immune to the effects of the aura
for 1 minute. A creature that fails this saving throw by 5 or
more also suffers from a short term madness (See Madness in
the SRD).

Innate Spellcasting. The abyssal elk’s spellcasting ability is
Charisma (spell save DC 15). It can innately cast the following
spells, requiring only verbal components:

At will: fog cloud, inflict wounds, tree stride
3/day each: detect thoughts, entangle, fog cloud
1/day each: blight, pass without trace, vampiric touch

ACTIONS

Ram. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit:
16 (3d8+3) piercing damage.

Swallow Life (1/ day). The abyssal elk opens its central disfig- has been reduced to 0 hit points, it will attempt to flee with that
ured mouth, and sucks in the life energy of those around it. creature to its lair to consume it in peace.

All creatures of the abyssal elk’s choice within 30 feet must Morale An abyssal elk will generally dislike fighting more than

make DC 14 Constitution saving throws. On a failure, they take ~ four opponents, especially if it does not get some kind of

13 (3d8) necrotic damage, or half as much on a success. The advantage such as surprise. It excels at performing hit and run

abyssal elk regains a number of hit points equal to half the total attacks, attacking with spells or ram attacks then slinking into

damage dealt to all creatures. the darkness only to do so again. If reduced below half of its hit
points, it will try to regain hit points through spells, but after

TAcTiCs that it will flee to its lair.

Before Combat If an abyssal elk notices any creatures enter its The abyssal elk is a creature that can sometimes manifest from
zone of influence, it casts pass without trace and proceeds to a remote plane consisting of an infinite forest. These malevolent
attempt an ambush. The abyssal elk prefers to attack while its beings seem to enjoy occupying forests in the material realm,
opponents are asleep. and scaring and eating those that venture into its path. Despite

During Combat An abyssal elk will attack the opponent it being an alien being of evil, the abyssal elk has a strong sense
perceives to be the weakest with its blight spell. When at about  of self preservation. It also has an extremely spiteful personality,
half health, it will use its Swallow Life ability. After that, it and may follow creatures outside of its forest to extract re-
may try to regain more hit points with vampiric touch, or it venge for perceived slights. Successfully escaping the creature’s

may ram a creature to death. At any point if one of its enemies  clutches can be considered such a slight to the abyssal elk.
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The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000
Wizards of the Coast, Inc (“Wizards”). All Rights Reserved.

1. Definitions: (a) “Contributors” means the copyright and/or trademark owners who
have contributed Open Game Content; (b) “Derivative 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 including 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 representations; names and descriptions of characters, spells,
enchantments, 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.

2.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.

3. Offer and Acceptance: By Using the Open Game Content You indicate Your
acceptance of the terms of this License.

4. Grant and Consideration: In consideration for agreeing to use this License, the
Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5. 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.

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

7. Use of Product Identity: You agree not to Use any Product Identity, including as
an indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or co-adaptability with any Trademark or Registered Trademark
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 version 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 regulation 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 unenforceable, such
provision shall be reformed only to the extent necessary to make it enforceable.
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