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Name Name . Name
Bodak Brontosaurus Champion
Size Type Alignment Size Type Alignment Size Type Alignment
Medium Undead Chaotic Evil Gargantuan | | Beast Unaligned Medium Humanoid (any race) | | Any
AC AC AC
15 (natural armor) 15 (natural armor) 18 (plate)
HP Speed HP Speed HP Speed
58 (9d8+18) 30 ft. 121 (9d20+27) | | 30 ft. 143 (22d8+44) | | 30 ft.

STR DEX CON INT WIS CHA STR DEX CON INT WS CHA STR DEX CON INT WIS CHA
15 16 15 7 12 12 21 9 17 2 10 7 20 15 14 10 14 12
+2| [+3] [+2| |-2| |+1]| [+1 +5(|-1| [+3||-4||+0] |-2 +5| [+2] [+2| |+0] |+2] [+1

Senses Senses Senses
darkvision 120 ft.
Passive Challenge XP Passive Challenge XP Passive Challenge XP
14 Perception 6 2300 10 Perception 5 1.800 16 Perception 9 5.000
Languages Languages Languages
Abyssal, the languages it knew in life - Any one language (usually Common)
Traits Traits Traits
Skills Perception +4, Stealth +6 Saving Throws Con +6 Saving Throws Str +9, Con +6
Damage Resistances cold, fire, necrotic; bludgeoning, Skills Athletics +9, Intimidation +5, Perception +6,
piercing, and slashing from nonmagical attacks
Damage Immuniteis lightning, poison
Condition Immunities charmed, frightened, poisoned
Features Features Features

Aura of Annihilation. The bodak can activate or
deactivate this feature as a bonus action. While active, the
aura deals 5 necrotic damage to any creature that ends its
turn within 30 feet of the bodak. Undead and fiends ignore
this effect.

Death Gaze. When a creature that can see the bodak's
eyes starts its turn within 30 feet of the bodak, the bodak
can force it to make a DC 13 Constitution saving throw if
the bodak isn't incapacitated and can see the creature. |
the saving throw fails by 5 or more, the creature is
reduced to 0 hit points, unless is immune to the frightened
condition. Otherwise, a creature takes 16 (psychic
damage on a failed save.

Unless surprised, a creature can avert its eyes to avoid
the saving throw at the start of its turn. If the creature does
so, it has disadvantage on attack rolls against the bodak
until the start of its next turn. If the creature looks at the
bodak in the meantime, it must immediately make the
saving throw.

Sunlight Hypersensitivity. The bodak takes 5 radiant
damage when it starts its turn in sunlight. While in
sunlight, it has disadvantage on attack rolls and ability
checks.

Actions

Fist. Melee Weapon Attack. +5 to hit, reach 5 ft., one
target. Hit: 4 (1d4+2) bludgeoning damage plus 9 (2d8)
necrotic damage.

Withering Gaze. One creature that the bodak can see
within 60 feet of it must make a DC 13 Constitution saving
throw, taking 22 (4d10) necrotic damage on a failed save,
or half as much damage on a successful one.

Actions

Stomp. Melee Weapon Attack. +8 to hit, reach 20 ft., one
target. Hit: 27 (5d8+5) bludgeoning damage, and the
target must succeed on a DC 14 Strength saving throw or
be knocked prone.

Tail. Melee Weapon Attack. +8 to hit, reach 20 ft., one
target. Hit: 32 (6d8+5) bludgeoning damage.

Indomitable (2/day). The champion rerolls a failed saving
throw.

Second Wind (recharges after a Short or a Long Rest).
As a bonus action, the champion can regain 20 hit points.

Actions
Multiattack. The champion makes 3 attack with its
greatsword or shortbow.

Greatsword. Melee Weapon Attack. +9 to hit, reach 5 ft.,
one target. Hit: 12 (2d6+5) slashing damage +7 (2d6)
slashing damage if the champion has more than half its
total hit points remaining.

Shortbow. Ranged Weapon Attack. +6 to hit, range
80/320 ft., one target. Hit: + (1d6+2) plus 7 (2d6) slashing
damage if the champion has more than half its total hit
points remaining.
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	Features: Aura of Annihilation. The bodak  can activate or deactivate this feature as a bonus action. While active, the aura deals 5 necrotic damage to any creature that ends its turn within 30 feet of the bodak. Undead and fiends ignore this effect.
 
Death Gaze. When a creature that can see the bodak's eyes starts its turn within 30 feet of the bodak, the bodak can force it to make a DC 13 Constitution saving throw if the bodak isn't incapacitated and can see the creature. I the saving throw fails by 5 or more, the creature is reduced to 0 hit points, unless is immune to the frightened condition. Otherwise, a creature takes 16 (psychic damage on a failed save.
  Unless surprised, a creature can avert its eyes to avoid the saving throw at the start of its turn. If the creature does so, it has disadvantage on attack rolls against the bodak until the start of its next turn. If the creature looks at the bodak in the meantime, it must immediately make the saving throw.
 
Sunlight Hypersensitivity. The bodak takes 5 radiant damage when it starts its turn in sunlight. While in sunlight, it has disadvantage on attack rolls and ability checks.
 
Actions
Fist. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 4 (1d4+2) bludgeoning damage plus 9 (2d8) necrotic damage.
 
Withering Gaze. One creature that the bodak can see within 60 feet of it must make a DC 13 Constitution saving throw, taking 22 (4d10) necrotic damage on a failed save, or half as much damage on a successful one.
 
	Features_2: Actions
Stomp. Melee Weapon Attack. +8 to hit, reach 20 ft., one target. Hit: 27 (5d8+5) bludgeoning damage, and the target must succeed on a DC 14 Strength saving throw or be knocked prone.
 
Tail. Melee Weapon Attack. +8 to hit, reach 20 ft., one target. Hit: 32 (6d8+5) bludgeoning damage.
	Features_3: Indomitable (2/day). The champion rerolls a failed saving throw.
 
Second Wind (recharges after a Short or a Long Rest). As a bonus action, the champion can regain 20 hit points.
 
Actions
Multiattack. The champion makes 3 attack with its greatsword or shortbow.
 
Greatsword. Melee Weapon Attack. +9 to hit, reach 5 ft., one target. Hit: 12 (2d6+5) slashing damage +7 (2d6) slashing damage if the champion has more than half its total hit points remaining.
 
Shortbow. Ranged Weapon Attack. +6 to hit, range 80/320 ft., one target. Hit: + (1d6+2) plus 7 (2d6) slashing damage if the champion has more than half its total hit points remaining.
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