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 Browsing through the Monster Manual, I realized that there are only three 
monsters in that book with a CR 12. Even with the tendency of having less high 
level monsters than lower level ones, I thought it would be nice to have some 
more variety - after all, two of those three available creatures are spellcasters.

 I came up with this new monster, caled the Pustule Serpent. It is a venomous 
snake-like creature (albeit not really being reptilian, but that doesn’t make a lot 
of difference). One key mechanic of this adversary is that a failed attack against 
it may spawn of its young right into combat, by rupturing one of its poisonous 
gestation sacks. Poison damage and more danger ensues!

 Other than the adult Pustule Serpent of CR 12 a younger version is also pre-
sented, having a CR 6. The key difference between them is that the older serpent 
has a poison spit attack and more damage resistances, making it a lot deadlier 
and also harder to defeat. Additionally the creature’s venom can be distilled into 
the highly dangerous blister poison, whose rules are also contained herein.

 I hope you have fun using this creature in your games.

 See you next time!
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Pustule Serpent

Possessing a rubbery body with a pur-
plish-blue color on the outer side of its body 
and a light grey on the underside, these 
snake-like creatures are not real serpents 
- even though the distinction is likely to 
be the last thing someone will consider 
as such a creature approaches them. The 
pustule serpent’s abdomen is covered with 
semi-transparent sacks of a red fluid, each 
containing a growing embryo from the pus-
tule serpent’s next brooding.

Pustule Serpent Poisonous guts. The pustules actually 
contain the serpent’s venomous blood, 
harmless to the infants but possibly lethal 
to any other creature that touches it. At-
tacks targeted at the creature occasionally 
cause one or more of the sacks to burst, 
releasing both the poison and the serpent 
hatchling that promptly lunges at the at-
tacker, biting and thrashing. The serpent’s 
tongue also secretes a deadly poison, which 
an adult specimen can also spew at its foes.

Boneless body. A pustule serpent’s body 
is entirelly of soft cartilage and contains 
no bones, making the creature resistant to 
blunt weapons. As it matures the serpent’s 
body becomes so rubbery that even piercing 
weapons have a hard time penetrating it, al-
though slashing weapons are still effective. 
There is also a substantial growth in size, 
as young pustule serpents are of Large size 
and Huge when matured. The lack of bones 
also grants improved elasticity and speed 
to the serpent, as it makes its overall mass 
much lighter.

Warmth seekers. Pustule serpents only 
survive in places where the temperature is 
slightly above the average and are totally 
incapable of surviving in cold regions. The 
low temperature renders its venom inert 
thus proving fatal to the creature, that has 
cold damage vulnerability because of this.

Lone threats. Even though the pustule 
serpent hatchlings are numerous in each 
brood, few actually reach an advanced age. 
Many are devoured by their progenitors 
urging to satisfy the carnivorous drive the 
creatures possess. Others inadvertently 
leave the serpent’s lair and are mistaken 
for normal snakes and killed outright by 

people. Ironically many of the hatchlings 
that eventually mature are the ones 

released by the bursting of a pustule 
due to an attack. Many adventur-

ers are, unbeknownst to them-
selves, taking part in spreading 
a pustule serpent infestation. 

Poison makers profit from such 
a thing, producing the infamous 

blister poison from pustule serpent venom.
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Pustule Serpent, Young
Large monstrosity, unaligned

Armor Class 15
Hit Points 86 (12d10+20)
Speed 50 ft.

Saving Throws Dex +8, Con +5
Skills Acrobatics +8, Perception +2, Stealth +8
Condition Immunities deafened, poisoned, prone
Damage Resistances bludgeoning
Damage Vulnerabilities cold
Damage Immunities poison
Senses darkvision 90ft., tremorsense 120ft.,  
passive Perception 12
Languages none
Challenge 6 (2,300 XP)

Pustule Burst. A failed attack against the pustule snake causes 
one of the venom sacks to burst if the attack die results in a 
number below or equal to 5. Any creature within 5ft. of the pus-
tule snake must succeed on a Dexterity saving throw (DC 13) or 
suffer 4 (1d6) poison damage. The rupture also causes an infant 
pustule snake to join the fray, landing in an unnocupied space 
adjacent to its parent. It acts on the main pustule serpent’s turn 
and uses the game statistics of a poisonous snake. A young 
pustule serpents ha 4 (1d6) venom sacks on its body.

Actions

STR
14 (+2) 20 (+5) 15 (+2) 5 (-3) 9 (-1) 3 (-4)

DEX CON INT WIS CHA

Multiattack. The pustule snake makes three attacks: two with its 
tail and one bite attack.

Bite. Melee Weapon Attack: +6 to hit, reach 5ft., one target.  
Hit: 12 (1d12+5) piercing damage plus 7 (2d6) poison damage.

Tail Attack. Melee Weapon Attack: +6 to hit, reach 10ft., one 
target. Hit: 11 (2d8+2) bludgeoning damage.

Pustule Serpent, Adult
Huge monstrosity, unaligned

Armor Class 17
Hit Points 171 (18d12+54)
Speed 50 ft.

Saving Throws Dex +11, Con +7
Skills Acrobatics +10, Perception +4, Stealth +10
Condition Immunities deafened, poisoned, prone
Damage Resistances bludgeoning, piercing
Damage Vulnerabilities cold
Damage Immunities poison
Senses darkvision 90ft., tremorsense 120ft.,  
passive Perception 14
Languages none
Challenge 12 (8,400 XP)

Pustule Burst. A failed attack against the pustule snake causes 
2 (1d4) of the venom sacks to burst if the attack die results in a 
number below or equal to 5. Any creature within 5ft. of the pus-
tule snake must succeed on a Dexterity saving throw (DC 17) or 
suffer 9 (2d8) poison damage. The rupture also causes as many 
infant pustule snakes as ruptured sacks to join the fray, landing 
in unnocupied spaces adjacent to its parent. Each of the new 
serpents acts on the main pustule serpent’s turn and uses the 
game statistics of a constrictor snake with some alterations. The 
snake loses its constrict attack and its bite reads as follows:
Bite. Melee Weapon Attack: +4 to hit, reach 5ft., one target.  
Hit: 5 (1d6+2) piercing damage, and the target must make a DC 
10 Constitution saving throw, taking 8 (3d4) poison damage on 
a failed save, or half as much damage on a successful one. An 
adult pustule serpent has 14 (4d6) venom sacks on its body.

Actions

STR
16 (+3) 24 (+7) 17 (+3) 5 (-3) 11 (+0) 3 (-4)

DEX CON INT WIS CHA

Multiattack. The pustule snake makes three attacks: two with its 
tail and one bite attack or two tail attacks and its poison spew.

Bite. Melee Weapon Attack: +8 to hit, reach 5ft., one target.  
Hit: 27 (3d12+7) piercing damage plus 9 (2d8) poison damage.

Tail Attack. Melee Weapon Attack: +8 to hit, reach 10ft., one 
target. Hit: 14 (2d10+3) bludgeoning damage.

Poison Spew (Recharge 3-6). The pustule snake sprays its venom 
in a 15-foot cone. Each creature in the are must make a DC 17 
Dexterity saving throw, taking 26 (4d12) poison damage on a 
failed save or half as much damage on a successful one.

Blister Poison (Contact)
Distilled from pustule serpent venom, this 
potent poison causes blisters to rapidly 
appear on the skin of a creature that comes 
in contact with it. The target must suc-
ceed on a DC 15 Contitution saving throw, 
taking 14 (3d8) poison damage on a failed 
save, or half as much damage on a success-
ful one. In case of a failure the creature 
is poisoned for 1 hour, with no additional 

save being possible. If the save fails by 5 
or more the affected creature also starts 
to feel intense pain, itching and burning 
as pustules, blisters and abcesses begin to 
erupt on their skin. They contract vulnera-
bility to bludgeoning, piercing and slashing 
damage for the duration due to the excruci-
ating pain caused by hitting the cankers on 
the skin. Once the effects of the poisoned 
condition wear off so does the vulnerabil-
ity, and both effects may end earlier if the 
affected creature suffers any amount of ice 
damage. In such case the blisters lose their 
effect, but the target remains poisoned for 
the duration. Pustule serpent venom does 
not cause this effect, which was perfected 
by poison makers. A single dose of blister 
poison can be worth up to 1,000 gp.
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Pustule Serpent

OPEN GAME LICENSE Version 1.0a
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.
15 COPYRIGHT NOTICE Open Game License v 1.0 Copy-
right 2000, Wizards of the Coast, Inc. System Reference 
Document, Copyright 2000-2003, Wizards of the Coast, 
Inc.; Autores: Jonathan Tweet, Monte Cook, Skip Williams, 
Rich Baker, Andy Collins, David Noonan, Rich Redman, 
Bruce R. Cordell, John D. Rateliff, Thomas Reid, James 
Wyatt, baseado em material original de E. Gary Gygax e 
Dave Arneson. 

System Reference Document 5.0 Copyright 2016, Wiz-
ards of the Coast, Inc; Authors Mike Mearls, Jeremy 
Crawford, Chris Perkins, Rodney Thompson, Peter Lee, 
James Wyatt, Robert J. Schwalb, Bruce R. Cordell, Chris 
Sims, and Steve Townshend, based on original material 
by E. Gary Gygax and Dave Arneson.

END OF LICENSE

EM RESPEITO AO ITEM 8 DA OPEN GAME LICEN-
SE v1.0a, INDICAMOS COMO CONTEÚDO ABERTO, 
TODO ESTE MATERIAL COM EXCEÇÃO DE NOMES 
LUGARES, PERSONAGENS, ARTES, ILUSTRAÇÕES, 
ESQUEMAS, DIAGRAMAÇÕES E QUALQUER OUTRO 
MATERIAL QUE CONFIGURE PROPRIEDADE INTE-
LECTUAL DOS SEUS AUTORES. 
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