
 



 



 



LAIR ACTIONS 

Stench of Decay. Sulfurous fumes drift out of the piles of corpses. The Corpse spinner chooses up to 3 creatures 

it can see. They must succeed on a DC 14 Constitution Saving throw or take 2d6 poison damage and become poi-

soned until end of next turn. 

Explode Corpse. The corpse spinner chooses a pile of corpses it can see within 60 ft and causes it to explode. 

Each creature within 10 ft of the pile must succeed on a DC 14 Dexterity Saving throw or take 4d6 necrotic dam-

age, or half as much on success.  

Summon Claws. The corpse spinner summons 1d4 Crawling Claws that come out of the ground in any area it can 

see within 60 ft. They act on its initiative count and follow its commands (no action needed). 


