Interactive Handouts
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Instructions on Using Handouts

This packet includes multiple interactive versions of the
handouts that were created over the course of multiple
events running the tarrasque.

Tarrasque Stat and Rules Sheets

The tarrasque statistics sheets have a small section to check
off uses of the Legendary Resistances. The Optional Rules
Sheet has checkboxes that can be turned on and off to show
which optional rules you are using.

Paper Miniatures

We have provided a few paper miniatures for your use.
These are optimized for printing from the PDF. We suggest
affixing them to cardboard, foamcore, or a material that has

a bit of depth and stability to it.

For best effect, cut out the miniature and the facing
miniature with a clean and solid line, leaving a bit of empty
space around the actual art. If you are brave and have a
steady hand, you can attempt to cut the art out exactly.
Generously and evenly apply glue to the back of the
paper miniature. Apply this to one piece of the foamcore
or cardboard. Use a box cutter or utility knife to cut
through the cardboard or foamcore along the edges of the
paper miniature glued onto it. Have a ruler with a metal
edge handy to use as a guide. If you have access to the
equipment, laminating the miniature can provide greater
durability and the ability to mark on it with wet or dry
erase markers.

Once you have a miniature ready to your liking, you can
affix it to a base. If you do not have a plastic base large
enough, use leftover foamcore or cardboard and cut out a
square or round base of the appropriate size. It is important
for the base to have some weight to it. For the tarrasque
miniature, we suggest using a full 8 in by 11 inch rectangle
of foamcore as a Gargantuan creature’s base is 20ft by 20ft
orlarger. Affix the miniature to the base with the gluestick
or a stronger glue/clear tape combination if needed. You can
also repurpose large binder clips and glue to secure it.

Paper Miniature Maker

'The wide variety of options players may bring to a game
make finding miniatures for every combatant hard. Use
the Paper Miniature Maker to upload images and format
them for paper miniatures. Print and cut according to the
instructions for an unlimited variety of options.

Printable Maps

A small selection of large size printable maps made for the
Machine Of The Unmaking adventure or as generic maps
sized for a battle against the tarrasque are included. They
are ready to be printed on a large format printer or through
“poster printing” of the file as multiple pages and then
assembling together.

Tarrasque Game Log

Contained in a separate file, the Interactive Tarrasque
Game Log Sheet contains everything you need to record
the memorable encounter. All fields in this are form fillable
so you can type in the information and save a copy of it

for posterity. Mark the date and location (if running at a
convention) and after rolling initiatives, mark up to 6 PCS
and the tarrasque in the Combatants Overview section in
the order of initiative. When the action starts, you can now
log the notable actions of each round in order of initiative.
Mark the tarrasque’s hit points at the start of the round,
the total damage dealt to it, and the regeneration (if you are
using optional rules). This will help you keep track of the
multiple attacks and strategies during the game and serve
as a record of where the players used their biggest strategies.
Print off multiple copies of the second sheet as most fights
against the tarrasque last between 10 and 20 rounds.



'The Tarrasgue

Gargantuan monstrosity (titan), unaligne

Armor Class 25 (natural armor)
Armor Class 15 (interior)
Hit Points 676 (33d20 + 330)

Speed 40 ft.
Senses blindsight 120 ft., passive Perception 10
Challenge 30 (155,000 XP)
STR DEX CON INT WIS
30 (+10) 11(+0) 30(+10) 3(-4) 11 (+0) 11 (+0)

Saving Throws Int +5, Wis +9, Cha +9

Damage Immunities fire, poison; bludgeoning, piercing, and slashing from

nonmagical attacks

Condition Immunities charmed, frightened, paralyzed, poisoned wj

Magic Resistance: The tarrasque has

Legendary Resistances (3/day)

(The tarrasque can choose to save instead of fail)

Reflective Carapace: Any time the tarrasque is targeted by a Magic Missile spell,

advantage on saving throws against spells a line spell, or a spell that requires a ranged attack roll, roll a d6. On a 1 to 5, the

and other magical effects.

tarrasque is unaffected. On a 6, the tarrasque is unaffected, and the effect is reflected

back at the caster as though it originated from the tarrasque, turning the caster into

the target.

Multiattack: The tarrasque performs these actions each turn
plus an automatic Frightful Presence

Legendary Actions (x3 per turn)

(Used on end of another’s turn, refresh at start of tarrasque’s turn)

- Attack: The tarrasque makes one claw attack or tail attack.

1. Bite: Melee, +19 to hit, reach 10 ft.
36 (4d12 + 10) piercing > Move: The tarrasque moves up to half its speed.
It h1t,.the creature 1s grapph?d (escape Dp 20) o Chomp (Costs 2 Actions): The tarrasque makes one bite
restrained. Can do swallow instead of Bite if creature D cloor el i
already grappled. Can't bite another target while
grappling with bite. - Swallow: One bite attack against a Large or smaller creature
2. Claw: Melee, +19 to hit, reach 15 ft. the tarrasque is grappling. If the attack hits, the target takes the
28 (4d8 + 10) slashing damage. bite’s damage, the target is swallowed, and the grapple ends.
3. Claw: Melee, +19 to hit, reach 15 ft. ‘While swallowed, the creature is blinded and restrained, has
: total cover against attacks and other effects outside the tarrasque,
4 i;g (s g hing c.lamage. and it takes %6 (16d6) acid damage at the start of each of theq
: orns: Melee +19 to hit, reach 10 ft., 5
= tarrasque’s turns. If the tarrasque takes 60 damage or more on a
32 (4d10 + 10) piercing damage. single turn from a creature inside it, the tarrasque must succeed
5. Tail: Melee +19 to hit, reach 20 ft., on a DC 20 constitution saving throw at the end of that turn or
24 (4d6 + 10) bludgeoning damage. regurgitate all swallowed creatures, which fall prone in a space
DC 20 strength saving throw or be knocked prone. within 10 feet of the tarrasque. If the tarrasque dies, a swallowed
creature is no longer restrained by it and can escape from the

Frightful Presence: Each creature within 120 feet and aware
of the tarrasque must succeed on a DC 17 Wisdom saving
throw or become frightened for 1 minute. Saving throw
repeats at end of turn, with disadvantage if within line of
sight of the tarrasque. If successful the creature is immune
for the next 24 hours.

corpse by using 30 feet of movement, exiting prone.

RAW

TARRASQUE

Siege Monster: The tarrasque deals double damage to
objects and structures.



The Tarrasque

Gargantuan monstrosity (titan), unaligned
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Armor Class 25 (natural armor)

Armor Class 15 (interior)

Hit Points 676 (33d20 + 330)

Speed 40 ft.

Senses blindsight 120 ft., passive Perception 10
Challenge 30 (155,000 XP)

STR DEX CON INT WIS
30 (+10) 11(+0) 30(+10) 3(-4) 11 (+0)

11 (+0)

Saving Throws Int +5, Wis +9, Cha +9

Legendary Resistances (3/day)

Damage Immunities fire, poison; bludgeoning, piercing, and slashing from (The tarrasque can choose to save instead of fail)
|

nonmagical attacks

Condition Immunities charmed, frightened, paralyzed, poisoned 'j

Magic Resistance: The tarrasque has Reflective Carapace: Any time the tarrasque is targeted by a Magic Missile spell,

advantage on saving throws against spells a line spell, or a spell that requires a ranged attack roll, roll a d6. On a 1 to 5, the

and other magical effects. tarrasque is unaffected. On a 6, the tarrasque is unaftected, and the effect is reflected
back at the caster as though it originated from the tarrasque, turning the caster into

the target.

Multiattack: The tarrasque performs these actions each turn
plus an automatic Frightful Presence

1. Bite: Melee, +19 to hit, reach 10 ft.
36 (4d12 + 10) piercing
If hit, the creature is grappled (escape DC 20).
restrained. Can do swallow instead of Bite if creature
already grappled. Can't bite another target while
grappling with bite.
2. Claw: Melee, +19 to hit, reach 15 ft.
28 (4d8 + 10) slashing damage.
3. Claw: Melee, +19 to hit, reach 15 ft.
28 (4d8 + 10) slashing damage.
4. Horns: Melee +19 to hit, reach 10 ft.,
32 (4d10 + 10) piercing damage.
5. 'Tail: Melee +19 to hit, reach 20 ft.,
24 (4d6 + 10) bludgeoning damage.
DC 20 strength saving throw or be knocked prone.

Legendary Actions (x3 per turn)

(Used on end of another’s turn, refresh at start of tarrasque’s turn)

o Attack: The tarrasque makes one claw attack or tail attack.
= Move: The tarrasque moves up to half its speed.

= Chomp (Costs 2 Actions): The tarrasque makes one bite
attack or uses its Swallow.

Frightful Presence: Each creature within 120 feet and aware
of the tarrasque must succeed on a DC 17 Wisdom saving
throw or become frightened for 1 minute. Saving throw
repeats at end of turn, with disadvantage if within line of
sight of the tarrasque. If successful the creature is immune
for the next 24 hours.

Siege Monster: The tarrasque deals double damage to
objects and structures.

Swallow: One bite attack against a Large or smaller creature
the tarrasque is grappling. If the attack hits, the target takes the
bite’s damage, the target is swallowed, and the grapple ends.
While swallowed, the creature is blinded and restrained, has
total cover against attacks and other effects outside the tarrasque,
and it takes 56 (16d6) acid damage at the start of each of the
tarrasque’s turns. If the tarrasque takes 60 damage or more on a
single turn from a creature inside it, the tarrasque must succeed
on a DC 20 constitution saving throw at the end of that turn or
regurgitate all swallowed creatures, which fall prone in a space
within 10 feet of the tarrasque. If the tarrasque dies, a swallowed
creature is no longer restrained by it and can escape from the
corpse by using 30 feet of movement, exiting prone.

Regeneration At the beginning of its turn,
the Tarrasque regains hit points depending
on its current hit point total.

HP 676 to 400 — No regeneration

HP 399 to 200 - 20 hit points a round

HP 199 to 0 - 40 hit points a round
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Optional Rules Sheet

Tiered Regeneration (Minor)

At the beginning of its turn, the tarrasque regains hit
points depending on its current hit point total.

HP 676 to 400 — No regeneration

HP 399 to 200 — 20 hit points a round

HP 199 to 0 - 40 hit points a round

Optional: At the beginning of the tarrasque’s turn the D

DM rolls a d6. The tarrasque only regenerates on a 5
or 6.

Tiered Regeneration (Major)

At the beginning of its turn, the tarrasque regains hit
points depending on its current hit point total.

HP 676 to 400 — 20 hit points a round

HP 399 to 200 - 40 hit points a round

HP 199 to 0 - 80 hit points a round

Regeneration (Constant)

At the beginning of its turn, the tarrasque regains 60
hit points.

Rush (Requires 2 legendary actions)

The tarrasque charges forward in an incredible rush,
moving up to 150 feet in a straight line that it cannot
deviate from.

Trample

'The tarrasque is so large that it can move through any
square occupied by a Large or smaller creature. Any
creature whose square the tarrasque moves through
must make a DC 17 Dexterity saving throw or take
44 (8d10) bludgeoning damage. A successful save
means the creature jumps out of the way and takes

no damage, as well as allows it to take an opportunity
attack against the tarrasque as it moves by. A failed
save allows for no opportunity attack.

“Controlled” Tarrasque

'The tarrasque has a controlling entity directing its

actions, allowing smarter combat tactics. This entity
is filled with blood rage and still attempts to destroy
everything around it. While this entity is in control,
the tarrasque has an additional +6 to its Intelligence

and Wisdom saving throws and can make smarter,
more tactical decisions. At the beginning of each

of the tarrasque’s turns, roll a d6. On a 5 or 6, the
tarrasque’s original mind gains control and acts on
bestial instinct. On a 1-4, the entity regains control or
remains in control.

Optional: If a PC or other entity is trying to control
the tarrasque toward non-destructive ends, the
tarrasque is harder to control. At the beginning of
each of the tarrasque’s turns, roll a d6. On a 5 or 6,
the entity regains or retains control. On a 1-4, the
tarrasque’s original mind gains control and acts on
bestial instinct.

Rubble Throw
(Replaces two claw attacks and bite attack in
multiattack or requires 2 legendary actions)

The tarrasque rakes its front or rear claws into the
ground and throws rubble and rock into the air in

a 60 foot cone that starts at the tarrasque’s height
(can reach to 120 feet high and 60 feet from the
tarrasque). Those in the area make a DC 17 Dexterity
saving throw or take 28 (4d8+10) bludgeoning
damage. A successful save means the creature dodges

and takes half damage.

Lightning Breath
(Replaces two actions in multiattack or requires 2
legendary actions)

120-foot line, 20 feet wide

Anyone in the affected area makes a DC 17 Dexterity
saving throw or takes 66 (12d10) lightning damage.
A successful save means the creature dodges partially
out of the way for half damage. The manacles glow
blue when the lightning breath activates. Any
creatures inside the tarrasque take half damage
automatically, unless they are in the mouth or throat,
where they take full damage. The breath weapon
recharges on a 4-6 rolled at the beginning of the
tarrasque’s turn.

Optional: Lightning Breath (Dispelling)

On a failed saving throw against the lightning
breath, a dispel magic effect is added. Roll a d20 (no
modifiers) vs DC 10 + spell level. If successful, the
magic affecting the target is dispelled per the rules of
dispel magic.
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Giant Form Paper Miniature

Cut along the outer edges and cut the dotted line in the grey base area. Do not cut the line between the
figures. Fold the miniature in on itself and tape together. Fold the grey sections out to form a base and
secure to a piece of foamcore or carbdoard with tape.




Interactive Paper Miniature Maker

Click one of the below images to replace it with your own image for 1 inch base and 2 inch base paper miniatures. The
code will flip any image vertically, but for perfect alignment you will need a second horizontal mirror image. Print and cut
the vertical lines in the grey sections and slot them into the opposite side. Secure with tape. Only cut solid lines, dotted
lines are meant to be folded. Image upload functionality only guaranteed with Adobe Acrobat.










Information/Terms for this use of the D&D 5e Gameplay System:

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. (¢) “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

System Reference Document 5.0 Copyright 2016, Wizards 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.
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