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Gargantuan monstrosity, chaotic evil 

Armor Class 18 (natural armor) 
Hit Points 419 (27d20 + 135) 
Speed 40 ft., climb 40 ft., swim 60 ft. 

STR DEX CON INT WIS CHA 
26 (+8) 14 (+2) 20 (+5) 3 (-4) 18 (+4) 20 (+5) 

Saving Throws Str +15, Dex +9, Con +12, Int +3, Wis 
+11 

Skills Athletics +15, Perception +11 
Damage Immunities cold, fire, poison, psychic 
Condition Immunities charmed, frightened, paralyzed, 

petrified, poisoned 
Senses truesight 120 ft., passive Perception 14 
Languages – 
Challenge 21 (33,000 XP) 

Amphibious. The wave spider can breathe air and 
water. 

Legendary Resistance (3/Day). If the wave spider fails 
a saving throw, it can choose to succeed instead. 

Siege Monster. The wave spider deals double damage 
to objects and structures. 

Reel. The wave spider can use its move action to pull a 
webbed object or creature 20 ft. closer to itself. 

Multiattack. The wave spider makes four claw attacks, 
each of which it can replace with one use of Fling. 

Claws. Melee Weapon Attack: +8 to hit, reach 100 ft., 
one target. Hit: 28 (3d12 + 8) piercing damage. 

Bite. Melee Weapon Attack: +15 to hit, reach 5 ft., one 
target. Hit: 21 (3d8 + 8) piercing damage plus 8 (2d8) 
poison damage. If the target is a Large or smaller 
creature grappled by the wave spider, that creature is 
swallowed, and the grapple ends. While swallowed, the 
creature is blinded and restrained, it has total cover 
against attacks and other effects outside the wave 
spider and it takes 42 (12d6) acid damage at the start of 
each of the wave spider’s turns. If the wave spider takes 
30 damage or more on a single turn from a creature 
inside it, it must succeed on a DC23 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 wave spider. If the wave spider dies, a swallowed 
creature is no longer restrained by it and can escape 
from the corpse using 15 feet of movement, exiting 
prone. 

Fling. One Large or smaller object held or creature 
grappled by the wave spider is thrown up to 60 feet and 
knocked prone. If a thrown target strikes a solid surface, 
the target takes 3 (1d6) bludgeoning damage for every 
10 feet it was thrown. If the target is thrown at another 
creature, that creature must succeed on a DC18 
Dexterity saving throw or take the same damage and be 
knocked prone. 

Web (Recharge 5-6). Ranged Weapon Attack: +9 to hit, 
range 60/120 ft., one Huge or smaller object or creature. 
Hit: The object or creature is restrained by webbing. As 
an action, a restrained creature can make a DC15 
Strength check, bursting the webbing on a success. The 
webbing can also be attacked and destroyed (AC15; HP 
40, vulnerability to acid damage, immune to 
bludgeoning, fire, poison and psychic damage). 

The wave spider can take 3 legendary actions, choosing 
from the options below. Only one legendary action can 
be used at a time and only at the end of another 
creature’s turn. The wave spider regains spent 
legendary actions at the start of its turn. 

Claw or Fling. The wave spider makes one claw attack 
or uses Fling. 

Move. The wave spider moves up to half its movement 
speed (or reels a webbed creature in 10 ft.). 

Thrash (3 actions). The wave spider thrashes at the 
water, creating a 40 ft. tall wave which travels for 300 ft. 
before crashing down. Roll a saving throw for each 
vehicle in its path, adding 5 per 100 hit points of the 
vessel, and then determine the result as follows: 

0-5: the vessel breaks apart or capsizes immediately. 
Any on board are flung into the sea. 

5-10: the vessel has a 25% chance of capsizing. If it 
does not capsize, use the next tier to determine the 
result. In addition, it loses its next move action. 

10-25: the vessel rocks violently and takes 5 (1d10) 
force damage for every five points below 25. Anyone on 
board must make a Dexterity saving throw, falling 
overboard on a failure: the DC is 30 minus the result. 

25-35: anyone on board must succeed on a DC10 
Dexterity save or fall prone. 

35+: no effect. 



 

Medium humanoid (elf), neutral good 

Armor Class 13 
Hit Points 84 (13d8 + 26) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 
14 (+2) 16 (+3) 14 (+2) 16 (+3) 18 (+4) 16 (+3) 

Saving Throws Con +4, Wis +7, Cha +6 
Skills Insight +7, Medicine +7, Perception +7, 

Performance +6, Religion +6 
Senses darkvision 120 ft., passive Perception 17 
Languages Common, Elvish, Undercommon 
Challenge 3 (700 XP) 

Fey Ancestry. Izalia has advantage on saving throws 
against being charmed, and magic can’t put her to 
sleep. 

Sunlight Sensitivity. While in sunlight, Izalia has 
disadvantage on attack rolls, as well as Wisdom 
(Perception) checks that rely on sight. 

Innate Spellcasting. Izalia’s innate spellcasting ability is 
Charisma (spell save DC14). She can innately cast the 
following spells, requiring no material components: 

At will: dancing lights 
1/day each: darkness, faerie fire, levitate (self only) 

Spellcasting. Izalia is a 10th-level spellcaster. Her 
spellcasting ability is Wisdom (save DC 15, +7 to hit with 
spell attacks). She has the following cleric spells 
prepared: 

Cantrips (at will): guidance, mending, resistance, sacred 
flame, spare the dying 

1st Level (4 slots): command, cure wounds 
2nd Level (3 slots): augury, calm emotions, gentle 

repose, lesser restoration, spiritual weapon 
3rd Level (3 slots): create food and water, dispel magic, 

mass healing word 
4th Level (3 slots): divination, locate creature 
5th Level (2 slots): dispel evil and good, hallow 

Sword Dancer. If Izalia casts spiritual weapon, she can 
use her bonus action to strike twice instead of once and 
deals an extra 8 (2d8) radiant damage on a hit. 

Staff of the Moon. Melee Weapon Attack: +5 to hit, 
reach 5 ft., one target. Hit: 4 (1d8) bludgeoning damage 
plus 4 (1d8) radiant damage.

Warding Flare (4/Day). When Izalia or another creature 
is attacked by a creature within 30 ft. of her that she can 

see, she can use her reaction to impose disadvantage 
on the attack roll, causing light to flare before the 
attacker before it hits or misses. An attacker that can’t 
be blinded is immune to this feature. 

Dodge. When an attacker that Izalia can see hits her 
with an attack, she can use her reaction to halve the 
attack's damage. 



 

 

 

 

 



 

 



 



 

 


