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	Name: Neogi
	Name_2: Neogi Master
	Name_3: Neothelid
	Size: Small
	Type: Aberration
	Alignment: Lawful Evil
	Size_2: Medium
	Type_2: Aberration
	Alignment_2: Lawful Evil
	Size_3: Gargantuan
	Type_3: Aberration
	Alignment_3: Chaotic Evil
	AC: 15 (natural armor)
	AC_2: 15 (natural armor)
	AC_3: 16 (natural armor)
	HP: 33 (6d6+12)
	Speed: 30 ft., climb 30 ft.
	HP_2: 71 (11d8+22)
	Speed_2: 30 ft., climb 30 ft.
	HP_3: 325 (21d20+105)
	Speed_3: 30 ft.
	STR: 6
	DEX: 16
	CON: 14
	INT: 13
	WIS: 12
	CHA: 15
	STR_2: 6
	DEX_2: 16
	CON_2: 14
	INT_2: 16
	WIS_2: 12
	CHA_2: 18
	STR_3: 28
	DEX_3: 7
	INT_3: 3
	WIS_3: 16
	CHA_3: 12
	Senses: darkvision 60 ft.
	Senses_2: darkvision 120 ft. (penetrates magical darkness)
	Senses_3: blindsight 120 ft.
	Passive Perception: 13
	Challenge: 3
	XP: 700
	Passive Perception_2: 13
	Challenge_2: 4
	XP_2: 1100
	Passive Perception_3: 13
	Challenge_3: 13
	XP_3: 10000
	Languages: Common, Deep Speech, Undercommon
	Languages_2: Common, Deep Speech, Undercommon, telepathy 30 ft.
	Languages_3: -
	Traits: Skills Intimidation +4, Perception +3
	Traits_2: Saving Throws Wis +3
Skills Arcana +5, Deception +6, Intimidation +6, Perception +3, Persuasion +6
	Traits_3: Saving Throws Int +1, Wis +8, Cha +6
	Features: Mental Fortitude. The neogi has advantage on saving throws against being charmed or frightened, and magic can't put the neogi to sleep.
 
Spider Climb. The neogi can climb difficult surfaces, including upside-down on ceilings, without needing to make an ability check.
 
Actions
Multiattack. The neogi makes two attacks: one with its bite and one with its claws.
 
Bite. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 6 (1d6+3) piercing damage plus 14 (4d6) poison damage, and the target must succeed on a DC 12 Constitution saving throw or become poisoned for 1 minute. A target can repeat the saving throw at the end of each of its turns, ending the effect on itself on a success.
 
Claws. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 8 (2d4+3) slashing damage.
 
Enslave (Recharges after a Short or Long Rest). The neogi targets one creature it can see within 30 feet of it. The target must succeed on a DC 14 Wisdom saving throw or be magically charmed by the neogi for 1 day, or until the neogi dies or is more than 1 mile from the target. The charmed target obeys the neogi's commands and can't take reactions, and the neogi and the target can communicate telepathically with each other at a distance of up to 1 mile. Whenever the charmed target takes damage, it can repeat the saving throw, ending the effect on itself on a success.
	Features_2: Mental Fortitude. The neogi has advantage on saving throws against being charmed or frightened, and magic can't put the neogi to sleep.
 
Spellcasting. The neogi is a 7th-level spellcaster. Its spellcasting ability is Charisma (spell save DC 14, +6 to hit with spell attacks). It regains its expended spell slots when it finishes a short or long rest. It knows the following warlock spells:
 
Cantrips (at will): eldritch blast (range 300 ft., +4 bonus to each damage roll), guidance, mage hand, minor illusion, prestidigitation, vicious mockery
1st-4th level (2 4th-level slots): arms of Hadar, counterspell, dimension door, fear, hold person, hunger of Hadar, invisibility, unseen servant
 
Spider Climb. The neogi can climb difficult surfaces, including upside-down on ceilings, without needing to make an ability check.
 
Actions
Multiattack. The neogi makes two attacks: one with its bite and one with its claws.
 
Claws. Melee Weapon Attack. +5 to hit, reach 5 ft., one target. Hit: 8 (2d4+3) slashing damage.
 
Enslave (Recharges after a Short or Long Rest). The neogi targets one creature it can see within 30 feet of it. The target must succeed on a DC 14 Wisdom saving throw or be magically charmed by the neogi for 1 day, or until the neogi dies or is more than 1 mile from the target. The charmed target obeys the neogi's commands and can't take reactions, and the neogi and the target can communicate telepathically with each other at a distance of up to 1 mile. Whenever the charmed target takes damage, it can repeat the saving throw, ending the effect on itself on a success.
 
	Features_3: Creature Sense. The neothelid is aware of the presence of creatures within 1 mile of it that have an Intelligence score of 4 or higher. It knows the distance and direction to each creature, as well as each creature's Intelligence score, but can't sense anything else about it. A creature protected by a mind blank spell, a nondetection spell, or similar magic can't be perceived in this manner.
 
Innate Spellcasting (Psionics). The neothelid's innate spellcasting ability is Wisdom (spell save DC 16O). It can innately cast the following spells, requiring no components:
 
At will: levitate
1/day each: confusion, feebleminid, telekinesis
 
Magic Resistance. The neothelid has advantage on saving throws against spells and other magical effects.
 
Actions
Tentacles. Melee Weapon Attack. +13 to hit, reach 15 ft., one tarfget. Hit: 21 (3d8+8)  bludgeoning damage plus 13 (3d8) psychic damage. If the target is a Large or smaller creature, it must succeed on a DC 18 Strength saving throw or be swallowed by the neothelid. A swallowed creature is blinded and restrained, it has total cover against attacks and other effects outside the neothelid, and it takes 35 (10d6) acid damage at the start of each of the neothelid's turns. If the neothelis takes 30 damage or more on a single turn from a creature inside it, the neothelid must succeed on a DC 18 Constitution saving throw at the end of that turn or regurgitate all swallowed cretures, which fall prone in a space within 10 feet of the neothelid. If the neothelid dies, a swallows creature is no longer restrained by it and can escape from the corpse by using 20 feet of movement, exiting prone.
 
Acid Breath (Recharge 5-6). The neothelid exhales acid in a 60-foot cone. Each creature in that area must make a DC 18 Dexterity saving throw, taking 35 (10d6) acid damage on a failed save, or half as much on a successful one.
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